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Keen to challenge ourselves and to give us each a rich and rounded
learning experience for each module we decided early on to apply
each task to a radically different business or problem.

Challenges team “"We Are Not Robots"” confronted

It's been

Module #1 | Feeling Module #2 | Seeing

WE
The Metaskills Challenge has been a W R“B 12
whirlwind of learning. Over the last 3 y 'E 3 |
months we have read, debated, »
collaborated around and practically €
used the thinking within Marty \letaskills
Neumeier's book, Metaskills. Our
international team have met regularly in
weekly huddles and even more
frequently when deadlines for modules
were looming. As a team we had a core
focus of putting human experiences first.

To keep us true to this we named
ourselves “We Are Not Robots".

Module #5

4.2 ¥- Challenge: How to make
o % T2 N . . .
¥ \‘. libraries relevant in the
robotic era.

Solution: Libraries of
Tomorrow (LoT) - Hubs
of learning, connecting
people locally and
globally using real
human interaction

to invite personal
development.

Module #3 | Dreaming

;\%‘7

Challenge: How can
we make education
fit for purpose and
more equal.

Solution: Worldclass -
A LinkedIn Learning
education system
which inspires lifelong
learning - free and
open to all humans
across the globe.

ShoeSpace

Challenge: How could
BrewDog create pub
experiences that
consumers felt safe in
post lockdown.

Solution: PubUp - the
contactless, socially
distanced and safe,
‘Pop-uUp’ pub experience.

Challenge: How can we
create a better shoe
buying experience which
ensures the perfect fit

of shoe.

Solution: Nike
ShoeSpace - a
revolutionary new retail
experience which
measured and allowed
for full customisation of
3D printed shoes.

In each module we learnt from the "Metaskills™ book, judges feedback and in our
interactions with each other as we prepared our thinking in the presentation of our
work. On top of this we sort out learnings from a variety of sources.



Module #1 | Feeling

SOURCE OF LEARNING

Interview with
Library Owner
Martina Wolny,
Trinec, Czech
Republic

Newspaper &
internet articles

Popular modern
customer
experiences

Low fidelity user
interface
prototype

View here

WHY IT WAS HELPFUL

Speaking with somebody who
had an in-depth
understanding of managing
libraries enabled us to get real
insights into the problems
libraries were facing.

Our desk research showed the
extent of the problem faced by
libraries and we were able to
display headlines and data in
simple ways to communicate
the scale of the challenge.

By considering a variety of
popular customer experiences
we were able to apply
learnings from them into

our solution.

Having a prototype of a
screen in the Lol helped us
think through how we could
add additional value to

the experience,

Module #5

WHAT WE LEARNED

That libraries

were struggling with
staying relevant to
younger generations.

The full scope of the
problem facing
libraries globally.

That modern brands
created experiences
which enhanced human
Joy and were designed
to be beautiful.

That there were gaps in
our thinking and further
opportunities to add
value to our audience.

Learning Team #5

HOW IT INFLUENCED US

It prompted our thinking in
relation to what would make a
library relevant in the robotic era
- especially in relation to how we
could create human experiences
with them.

It helped us to think globally and
ask the question: how might we
be able to create a solution which
could be funded and applied to a
world wide customer set?

It helped us to think outside of
what a traditional library might
look like and apply some of the
thinking from these brands into
our solution.

That we could add value to the
customer experience (for
example by recommending
books they might like based on
machine learning).

We Are Not Robots

AUDIENCE LEARNING

That by adding human
interaction, the joy of learning
and beauty into any experience
we can create attractive

offers which people will want
to experience.

That by seeking information
about a challenge globally you
can open up solutions that will
help humanity as a whole.

That by putting the customer first
you can create highly valued
experiences which generate
positive emotions.

That by prototyping you can
better imagine what a solution
might look and feel like and ‘fail
fast' if something wasn't working
or enhance solutions if it was.

more human. By imagining the

; tobe
We believe libraries need back their beauty & ensure they

| bri
Libraries et
[ re libraries:
need thelr - e

Housing loads of books

Category of beauty:

Built ona human and

beaut Limited human interaction B apariancs
books All about leaming
b a c t
S efficiency Based on humanjoy
S i Discussion of thinking. exchanging of
Simply lending books D 810y
Beauty wholeness s connected
quality |ndividual and autonomous Globally .
‘ o st MI “" \d Energetic and vibrant
ythat 9 tasy . silent and col
Wﬂlm u beau mdm & What might
: e X M e ") K :
are not but ng Wh-l'.,,. Uke: TED NET S
- T, o IR

T h e Across the world Public libraries are seeing a downward
) University of Toronto Library, Canada I o
l _ o Libraries in Essex, UK
Ibrary in ==
oo ., oo 6.000,000 . . .

- 1.250,000 $%., 4000000
c 'n e 0 Fona000
20

W
20062008 2010 o
2012 2014 ———
2011/12 20,
2

Nearly 130 public lib

P raries ¢ 2
Britain in the Jast ye, closed across

dar

mmm“m‘wl
mm““""mw&
mbuhmﬂmyr..m“h
m”‘“”'ydonothmubw
expensive.”

Nearly 800 publ

. ic libraries clos
since austerity od i losed

launched in 2010
o el

Latest CIpFa figures reveal '
ary cl

Public Libraries
of library closures

= our new repor
shows urgent neeqd s

to boost 'unding

Library Of Amsterdam Hong Kong
tomorrow

OURVISION

LoTs are hubs of learning.
connecting people locally
and globally using real
human interaction to invite
Eersor?aldevelopment. Tel Aviv

New York

Library

Our re-imagined ‘LoT" does not
stray from the core focus of what a
library began for: to bring
communities together around
learning.

LoTs are reimagined libraries,
relevant in the robotic era with a
vibrant, feeling & human experience.

They could be online subscription
based ensurin, g that funding was not
compromised - this would allow
people to connect outside the
library as well as inside

We imagine a three level
membership model:

First level - read the books you |
want (available to everyone like
Netflx) - Low price

Second level - Books and online
talks - Midrange price

Third level - Books, online talks &
workshops bonus programs in the
LoT global venues - High price

Welcome to
LOT City Central,
Hong Kong

Our website and positioning
would be that of a knowledge
giver and content connector
around the themes the
consumer wanted to
understand better.

For a full Low fidelity prototype
visit:


http://(see%20https://bit.ly/3flShZa)
http://(see%20https://bit.ly/3flShZa)

Module #2 | Seein

SOURCE OF LEARNING

BrewDog Blog
posts, PR and
website

Customer
experience &
empathy maps

Environment
mockups &
prototypes

Low fidelity user
interface
prototype

View here

WHY IT WAS HELPFUL

It allowed us to uncover the
brand’'s ecosystem element &
its interconnections
demonstrate the brands
values and thus makes the
brand successful.

To consider stages in a
customer experience map
as a system allows you to
see aspects which

need improving.

Imagining a customer
experience whilst having a
sketch or mockup of the retail
environment helps you see
better solutions.

Having a prototype of a screen
in the BrandUp Pod helped us
think through howe we could
add additional value to the
experience.

Module #5

WHAT WE LEARNED

Having pubs shut due to
Covid-19 and the
introduction of social
distancing would be a
huge problem for the
profitability of the brand.

With the arrival of
Covid-19 & social
distancing the whole
current BrewDog Pub
customer experience
was broken.

That we can convert
open spaces (like parks)
into post Covid safe
zones so that people
can socialise.

That there were further
opportunities to add
value to the audience.

Learning

Team #5

HOW IT INFLUENCED US

From the brand’'s ecosystem we
used our learning to select the
brands owned pub venues

as something that needed to

be improved.

From the brand’'s ecosystem we
used our learning to select the
customer experiences at the
brands pub venues as a key
component to improve.

From early sketches we evolved
our concept improving the
entrances and the ‘Pod’s (for
example we realised we needed

them to provide shelter from rain).

That we could add value to the
customer experience (for
example by adding a
personalised cup, entertainment
& buying experience).

We Are Not Robots

AUDIENCE LEARNING

That having an overview of a
brand ecosystem can help you
identify vulnerabilities in times
of change.

That by breaking down a
process into stages and
mapping how a customer is
feeling at each stage then
you can see which areas
could be improved.

That by having rough
sketches of environments
allow you to imagine and
reimagine solutions.

That by prototyping you can
better imagine what a solution
might look and feel like and ‘fail

fast' if something wasn't working

or enhance solutions if it was.

BrewDod

“Beer for punks™. Abeer brand
with a difference.
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taking a stand and th
Arink good beer.

Brand
system

BrewDog runs a complex
business eco-system which has
caused it to become the No. 1
craft brewery in Europe..

Ecucation &

Each element & its interconnections
demonstrates the brands values and
thus makqs the brand successful The
company investe - =

fan owned (ir
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Consume Exit
Ygaes | Decision Enter Order

quese
spencng same e fem “andipay =0 Lo talkthe bar
< and gt e ks oV
aver

PubUP

OUR VISION:

People, socialising
and enjoying craft
beers together in
contactless, safe,
‘Pop-up’ pub
experiences.

PubUPs are pop-up pub
experiences that allow people to
meet with friends In a safe

Within each pod, a voice and motion activated entertainment hub

when a PubUP is In thelr area and allows
OLEIDE NOREAS e e e L will allow for users to order more drinks or salect entertalnment.

them to book a pod and buy their drinks. It can also turn Into a
remote when customers are in their pods.

For full low fidelity prototypes, animated walk throughs
and a detalled set of Ul notes visit:


https://bit.ly/2yo4NXd
https://bit.ly/2yo4NXd

Module #3 | Dreaming

SOURCE OF LEARNING

La
4

Interview with
Evert Pruis, Global
learning and
development
expert

Watch here »

Solutions
outside of the
education space

Thinking models
& processes

Mockups and
prototypes

WHY IT WAS HELPFUL

Spending time questioning a
leading mind in the field of
learning and development
allowed us to save time and
discover lines of enquiry we
may not have thought about
as a team.

Opening our minds to other
solutions which did not
currently reside in the
educational category
meant we were open to
alternative possibilities.

By reviewing existing thought
frameworks (e.g. The
Originality Scale’ from
Metaskills) we opened our

minds to new ways of thinking.

Opening our minds to other
solutions which did not
currently reside in the
educational category
meant we were open to
alternative possibilities.

Module #5

WHAT WE LEARNED

That there were two major
problems with modern
education systems - one
was that it was not fit for
purpose, the other that it
was unequally accessible.

That creative and
immersive experiences
utilised in other areas of
society could make
education more effective.

Frameworks in which to
align, enhance our
thinking and spot
problems swiftly.

We could add more value
to the environments &
interfaces of the
experience.

Learning

Team #5

HOW IT INFLUENCED US

This knowledge helped us to
consider solutions from other
parts of society which have
overcome similar problems.

That by combining experiences
from these places was a rich
source of inspiration. For
example the concept of
combining UNICEF initiatives
with gamification.

The frameworks allowed us to
assess the quality of our ideas
and make improvements such as
creating immersive environments,

We created a richer experience
within the imagined physical
spaces and ‘report card.

We Are Not Robots

AUDIENCE LEARNING

That having access to the

thinking of leading experts can

help you save time and give
you a depth of knowledge you

may not readily have access to

on your own.

That combining ideas from
multiple spaces can lead to a
new imagined dream solution
to your current challenge.

That by exploring existing
thought frameworks you can
improve ideas and dream

of better, more robust and
useful ideas.

That by using mockups to

share mental pictures, humans

can dream in groups.

Framing the problem

By 2030 the United Nations has a goal.to “ensure What is:
inclusive and equitable quality education and promote The current
lifelong learning opportunities for all' education
; systems around
ed problems with education:
BUT there are two wicked P What's broken with i
1. Inequality 2.Fit forﬁ :':IYPWM e Mm‘?merview fragmented
i It's not fit for WANR i
It is not accessible to all ) (more about factual knowledge > dependent on
Some people can' afford it than imagination and dreaming) - N {lﬁmﬂ 13 location,
triction in ; i L, EvertPruis
Condercon b0 oSN s roahty A R unequally
ial discrimination still exists Large complex education \ development expert acce55|ble and
(S systems struggle to innovate and e not it for

Geography has a huge impact keep pace with change

WATCH NOW ON YOUTUBE the future in

on access https://youtu.be/MusnJ-JdY-E the robotic era.
“"b
The dream N
7
What could be: Wouldn't it be great

Linkedin Learning becomes a globally

accessible world-class education platform for If we combined the

early years & upward helping prepare students following ideas to A waaa s
make this a reality:

for the robotic era.

Curicutum based on cona skiis and
crathn mata-sdiis

Life long - rot beesed on age
avalable lo achlls afler ther Life lang learing o
fomral edication TED Tabes - Expert teachers with
rspralicna,end releant minds
UNICEF

way c
& coech ralher then ciclaicrs of
knonstadge

Sil.in physical ‘schools' for Governed by UNICEF & an
social deveioprenl inbermational board of excerts

WorldClass

Alife long school by LinkedIN Learning

Our dream
A education system which inspires life long leaming -
free and open to all humans across the glooe :
Reconsidered school buildings for early years & upward
Faclli'_ualms {formerly known as teachers) who Inspire
creativity and cenfidence as well as core knowlodge
Aglobal connectad community of student pears
One platform which stays with you for life so even after
you leave school you can still usa it to grow and learn

The b!e_sli'\ human technolagy (such as VR)
connecting pupils all over the world to each other
Physical education via esports

Intematicnally govemed to ensure high standards

Classrooms

WorldClass classrooms will
be completely unlike the
classrooms we know today.

Students will be able to
explore their classrooms and
will be encouraged to use
intrinsic motivation so that
they develop a love of
leaming

Areas will be set up by
facilitators (previously knqwn
as teachers) who will inspire
and excite students.

Spaces will be organic and
interactive - always different
encouraging student interest.

Report
Card

Students progress
will be monitored
and they and their
parents will receive
regular reports.

Using gamification
principles,’ students
will be positively
encouraged to ‘level
up’ certain areas of
their leaming and in so
doing will unleck
specialist content and
experiences.

Building a community
and having global
connections will also
be encouraged.



https://youtu.be/MusnJ-JdY-E
https://youtu.be/MusnJ-JdY-E

Module #4 | Makin

SOURCE OF LEARNING

& Customer
feedback

survey
View here

Ideas from
other worlds

Founder book
("Shoedog" by
Phil Knight)

Physical
prototypes

Activation
prototypes
View here

WHY IT WAS HELPFUL

Having a way of listening to a
sample of 200 people allowed
us to remove our own bias and
listen directly to consumers.

Reviewing technology from
other categories helped to
make us aware of what might
be possible.

Understanding the history of a
brand helps to uncover the
original drivers that caused it
to exist.

Making a prototype solution
out of cardboard helped us to
visualise and share our
thinking with each other.

Creating mockup point of sale
examples and TV ads helped
us to work out how we could

position the offer to customers.

Module #5

WHAT WE LEARNED

An understanding of the
problems of consumers
and also verification of our
initial ideas.

That cutting edge tech
(like 3D scanning and
printing) was the future of
human experiences.

That Nike was all about
innovation and bringing

new radical ideas to the
market (like Nike Air).

That the solution could
work within an existing
store or be used as a
‘pPop-up’ solution at
events.

To ignore the
technological aspects
of the offer and focus
on the benefit.

Learning

Team #5

HOW IT INFLUENCED US

Findings gave us confidence that
we were making a solution which
would be of high value to
consumers because it solved
their problem.

Knowledge of these new

technologies allowed us to make
radical solutions to the problems
of shoe manufacture & purchase.

It inspired us to think differently
about the retail experience and
combine new technology (like 3D
printing) into a unique solution.

This rough prototype helped us
imagine how the ShoeSpace
could look and feel like and
enhanced our ability to create
higher fidelity mock-ups.

That the clarity of the message
around individualisation was a key
component to the offer.

We Are Not Robots

AUDIENCE LEARNING

By listening to customer pain
points you can create solutions
customised to their specific
needs and thus be highly
valued by them.

Combining technology from
other categories helps to open
up possible solutions to your
problems.

That strategic direction can be
found in defining the original
purpose that a brand was
established for,

Prototyping helps you fail
fast and cheaply as well as
explore alternative options in
order to design and make
better outcomes.

The value of an offer is not

always in the complexities that
sit behind it and that to attract
customers comms need to be

simple and focus on their need.

Consumer Pain Points

Buying trainers is painful

Store Pain Points
e inventory to support styles

Hassle of having to visit a store to try on shoes, Zt&ris'z r;:ed larg
determine the correct size and select style. , o

pecially when store workers have to fetch Supply chain requires manageme! v
350“' exact size foryouto try logistics - delnmentzl;ly contributing to

L el

Fit - Different shoes have different fits and environmental targs ure
different shaped feet are suited to different Brands have to often rely on wholesal o
sltyles Selecting the wrong size can contribute may not manage the customer experience
Sl disorders Purchases that are returned due to poor fitting.

Consumers want personalisation not contributes substantially to lost revenue

mass production
i eeds you
have specialist orthopaedlc neex .
L')ﬁy:: have to buy separate insoles which don't
always fit the shoe.

NIKE ShoeSpace ““‘.""Wamﬁ:sz@"‘-m-awnsmmmuy

l'w‘
&
ShoeSpace

Prototype Functionality

3 o be able to
Using cardboard. paper, glue and sticky tape SVmS?:enha. b::zld;:wag'r:‘d e
we have bult a rough ptduyw(D':‘Dm bﬂpt;al\a any ngwefl‘hm“smo(myoe
muazepmm .‘Zﬁ" é:mwe s demonsirates ks mult-purpose funcsonality.
‘when ex

The ShoeSpace Prototype

FOOTSCAN
RESULTS

Jtotheoxadstandamofyouym

IDEA VERIFICATION

To verify our idea. within our global online
survey of 200 people we asked them about
this concept They were presented with this
concept. 60% rated the idea 8 out of 10 or
above (10 being a really good idea)

e

We also received the following
unprompted positive qualitative feedback

These findings indicate the idea has a
high chance of moving along the
Acceptance Threshold

e
Ak

Human assistance

f the user requires real human help
can dial a Nike store attendant

w to speak via vid

the customer from the screen.
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Cheat Sheet

We have learned so many valuable things
through this process - especially how to
ask better questions. To help perpetuate
Metaskills thinking in our everyday work
we've created a "Metaskills Cheat Sheet”,

This quick reference tool is based on the
Metaskills book and the things we have
learnt in this challenge. It has been
designed in a practical way which can be
used to prompt creative Metaskills
thinking in any future problem or
challenge we may face.

systems thinking

SEEING

%

DREAMING

This has been produced as a free
download so that it can be printed as a
poster or referenced by anyone seeking
to enhance their thought process.

Download here
https://bit.ly/2XgKi82

LEARNING
auto-didactics

[ THERE BE DRAGONS!

based on the book Metaskills by Marty Neumeier

BRAIN SURGERY. SELF-TAUGHT
Lo

THE TYRANNY OF OR
Have you managed to avoid either;

it could be and describe the attridutes of success (attriutes
siderata

tween what i and what could be: the dragon pit Dor't run away from the
long anough i the place of idens

THE DISCIPLINE OF UNCLUDING
Have you avolded clutter? Have you etminatad everything thak Is not strictty nacessary?

The Level C Metaskills Challenge 2020 Team #5

Matt Davies
mrmatidavies me

Module #5

Nathan Holloway Jakub Kantor

workbyground com Kantorgraphics cz

Learning

) THEUSES OF BEAUTY

[ AESTHETICS FOR DUMMIES

O ITSNOTBUSINESS
Havve you pax atte: ncems. feeings and perspectives? Have you
been empalhetic? velboence?

ON WHAT DO YOU BIAS YOUR OPINION?

THE PRIMACY OF PURPOSE
Have you defned the overmaing goal? Winat Is the reason that It exists? Doas your work
reflect the overriding goal?

nd what will happen over time?

brand in the future

DREAMING TOGETHER
Escape the lab en try hardbatl broin: rswarming Eold goale!

mind et go, the dreaming mind takes over Take 2 shower, drive a car, lie

Ve 98K

THE BIG TO-DO LIST

Hewe you uzed collsberation to tackle the problem? Check the list on page 205

) THE SCENIC ROUTETO YOU

We Are Not Robots

E ARE
Jolande van Straaten w R“B“

daidaidesignnl

'V bit ly/metaskillsbook

FEELING

SEEING

systems thinking empathy and intuition

applied imagination

O

based on the book Metaskills by Marty M

BRAIN SURGERY, SELF-TAUGHT
Look at the decisions you have been making in this project. Have you 'felt' your way through
them and asked yourself how you feel about them? Ask yourself why you feel this way.

WHEN THE RIGHT BRAIN GOES WRONG

Check yourself. Are you sure your right brain is right? People are meaning makers, sometimes
our brain tricks us. Are you designing in your world view and not thinking about the bigger
picture? Does this suit the company and its key attributes?

THE MAGICAL MIND
As well as your instincts, have you given room to your consciousness (your awakeness and

awareness)? Be careful, it's slow and easily pushed away by your rational brain!

LEONARDO'S ASSISTANT

Have you tried to reunite science and art? Try to look at the world with a holistic and
ecological view, just like Leonardo da Vinci. Can you give two examples of where your project
has had science meet art?

THE TYRANNY OF OR
Have you managed to avoid ‘either/or' propositions? Many problems are far too complex for
that. Have you embraced the genius of and in the work?

THINKING WHOLE THOUGHTS
Can you see the entire picture? Have you tried to think in systems, not just in fragments?
Draw a rough diagram of the system as a whole and refer it to your team.

HOW SYSTEMS WORK

In your work, have you aligned elements, interconnections and purpose? Have you
considered the rules (like processes, methodologies and cultural norms) of the system and
are you aware of the so-called ‘latency trap'?

GRANDMA \WAS RIGHT

Have you considered things like ‘information delay’, 'addiction’, 'eroding goals’, 'escalation’,
‘the tragedy of the commons’, ‘rule beating', ‘limits of growth', 'success to the successful’ and
'the wrong goal'?

BRILLIANT BEYOND REASON
Is your idea 1) Adapted from the same domain 2) From a different domain
3) New to you and 4) New to the world (most valuable)?

THE ANSWER-SHAPED HOLE

Have you discovered what is, imagined what could be and described the attributes of
success (attributes consist of affordances and desiderata)?

THERE BE DRAGONS!
Have you fought in the dragon pit (tension between what is and what could be and the place
of ideas)? Have you stayed in there long enough?

A MOST UNPLEASANT YOUNG MAN

Have you put contrarian thinking to work without alienating the people you depend on?
Have you 1) Learnt to recognise judgements 2) Dared to be wrong 3) Stayed in the dragon pit
4) Been disobedient 5) Not waited for research 6) Cannibalised yourself or

7) Stood up for quality?

IL DISCORSO MENTALE

[(J THEART OF SIMPLEXITY

THE USES OF BEAUTY

Have you included any of these: elements of
interest, memeorability), rightness (integrity, fit
virtue) or elegance (simplicity, order, efficienc

AESTHETICS FOR DUMMIES

Have you created beauty in the content, form
considered the sensory and emotive value of
page 70/71

IT'S NOT BUSINESS - IT'S PERSONAL
Have you paid attention to your audience's co
been empathetic? Have you used your emotic

ON WHAT DO YOU BIAS YOUR OPINION?

Think about your conclusions - have you inves
a possibility of confirmation bias in your reaso

THE PRIMACY OF PURPOSE
Have you defined the overriding goal? What i
reflect the overriding goal?

SIN EXPLAINED

Have you thought through how your action wi
Check the 10 meta commandments on page
might change the marketplace and wider enti

THE PROBLEM WITH SOLUTIONS
Have you been humble, looked at the proble
variety of questions? Consider the questions ¢

THEART IS IN THE FRAMING

Have you attempted to view the problem fro
problem? Have you made a list of everything
the entire problem into a clear and simple mo

THE PLAY INSTINCT

Have you: 1) Thought in metaphors 2) Thought
4) Poached from other domains 5) Arranged b
7) Found the paradox 8) Given it the third deg
things down?

DREAMING TOGETHER
Have you done any collaborative brainstormi

THE BOLT UPRIGHT MOMENT
Have you allowed the rational mind to let go 2

SIXTESTS OF ORIGINALITY
Have you checked to see: 1) Is it disorienting?
to be proved? 4} Is it likely to force change? 5)

summarised?



https://bit.ly/2XgKi82
https://bit.ly/2XgKi82
https://bit.ly/2XgKi82

What we've learnt video

We're so grateful for all of the things we
have learnt and the fantastic experience
we've had.

What have we learned from Metaskills

The human connection we have built as a and how has it shaped our future?
team has been amazing. Although we
have never met physically a key thing we
have learnt is that Metaskills is all about
bringing humanity to our work and each
other.

We have produced a video which
explains our collective and personal key
takeaways from the experience. We've
also included outtakes which show the
level of connection this process has
brought to our relationships.

Watch now
https://youtu.be/7Z710_J39r68

Module #5 Learning Team #5 We Are Not Robots
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Learning is at the core of being human. We will
thankfully take what we have learned, keep
growing and keep adding humanity to our work.

“We're not human beings; we're human becomings,
we're not the sum of our atoms; we're the potential of
our spirit, our vision and our talent. We delight in feeling
alive, In seeing what's possible, in putting our mark on
the universe.” Marty Neumeier, Metaskills page 230

We're human.

Module #5 Learning Team #5 We Are Not Robots

Thank you

We would like to thank everyone
who has contributed to our learning,
encouragement and insights during
the Metaskills Challenge.

Thank you Marty Neumeier and
Andy Starr of Level C for this
fantastic experience.

We would also like to thank the
other judges (Chris Do, Robert
Jones, Lisa Peyton, Anaezi Modu,
Lulu Raghavan, Dennis Hahn and
Kevin Dunan). We learnt much from
your feedback!

Thank you also to all the other
participants and teams who have
been involved across the globe.
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JOLANDE VAN STRAATEN

;J Thankyou!

JAKUB KANTOR

]

y

R i R - .
. LR : \ o » r
; : e . ;8
. \ P N e '.l." "v
S P o (RN
S AL ' i r o
> § A
> ey B B
™ Bt =l
' : = W C

_ ‘ A, . .
AL

L= P TEAM #5.

N

L% _ -
R
A
& LAt
e | £ . ® *
—_ - ‘..;
- L X
RN
o B
: e
2 e .

MATT DAVIES

:
~
=

y -

| L=

NATHAN HOLLOWAY NSV ~

METASKILLS CHALLENGE

\



http://www.daidaidesign.nl
http://www.daidaidesign.nl
http://www.workbyground.com
http://www.workbyground.com
http://www.mrmattdavies.me
http://www.mrmattdavies.me
http://www.kantorgraphics.cz
http://www.kantorgraphics.cz

