Design For UNICEF – ITP Fall 2013

Professors:
Jorge Just  - jorgejust@nyu.edu
Christopher Fabian – cfabian@unicef.org 

Office Hours: By appointment

 
Description
Every day, an estimated 24,000 children under the age of five die from mostly preventable causes.
 
UNICEF (United Nations Children's Fund; http://unicef.org) is a UN Agency that takes on issues affecting the health, well-being, and opportunities of children and youth around the world. An increasingly important part of their mission is finding creative ways of addressing issues that negatively affect young lives.

UNICEF’s reach is wide—it’s the #1 purchaser of pencils in the world, and in 2010 responded to emergencies in half of the world’s nations—and increasing includes creating and managing novel communications tools, from online forums for youth journalism to communications support for youth AIDS activists. Because many of the youth served live in places with poor connectivity (whether because of poverty, state controls, crisis, or displacement) UNICEF also creates and manages field-deployable communications hardware that improve basic access to communications, whether via SMS, Internet, or FM radio. UNICEF Innovation projects can be found at http://unicefstories.org/, but some casual research will uncover many more, including auto-disable syringes and a reconfiguration of the supply chain for a nutrient-dense peanut-based food called Plumpy’Nut. 

Design for UNICEF starts with an embrace of the opportunities and constraints of serving a diverse, young, and global population. This class will center on a place—Burundi—and focus on a topic: Energy Poverty. Our goal is to create new and engaging tools and to find innovative ways to improve work that is already being done. Burundi is our focal point, but the proposals we make and the prototypes we create should be scalable beyond its borders. In the same way, the focus on Energy Poverty is meant as a starting point, not a barrier. Your work in the class may end up having little to do with electricty, but recognizing the particular challenges presented by this constraint can help shape your thinking and illuminate hidden opportunities and pitfalls.

The projects in Design for UNICEF will be imagined, researched, designed, and tested by you, working in groups. The course will proceed in three basic stages: Ideation, Creation, Feedback. Ideation is the process of having an idea, and making it specific enough to be worth criticizing. Creation is about turning that idea into a prototype or mockup that is fleshed out enough to invite response from potential users. Feedback is the period of user testing, presentation, and iteration of the idea in an effort to continuously improve it.

A project can serve fundamental functions (e.g. gathering and distribution of information; aggregation of ideas or questions from the field; translation or annotation tools; etc) or it can relate specifically to one of the grand programmatic challenges (education; health and sanitation). Your goal is to come up with a project that is simple enough, compelling enough, and effective enough to merit further development and testing with real users. That decision will be made by the UNICEF Innovations team. 

This Syllabus & Class Structure
Rule 4 in John Cage's “10 Rules For Students and Teachers” says "Consider everything an experiment." This class is built in that spirit. It's a collaborative, demanding, and sometimes frustrating class, but if we work together it can also be extremely rewarding. The class is largely driven by outside guests from UNICEF, the world of technology for development, and design, whose schedules are hard to nail down. And as your interests emerge, we'll work to put you in touch with people who can specifically help you think through your projects. As such, this syllabus will continue to evolve over the next fourteen weeks. Expect change. It's coming.

Assignments & Grading     
Work in the class will consist of research and development with your group, and presentation of that material to your classmates and to members of UNICEF and invited guests. Your grade will reflect your level of participation in class and on the email list, and your work on group projects. You will also be required to present one T4D innovation to the class, which will count towards 10% of your grade (see below). ITP is pass / fail. And according to our advanced math, a C is a fail. Don’t do C-quality work.

Class Participation
ITP is about collaboration and sharing. But this class takes it to a whole other level. We will think of ourselves as a design firm, with UNICEF as our clients. Our goal is to become as knowledgeable as possible about our subject, and to come up with viable project briefs and prototypes that can be proposed to UNICEF for possible implementation. To get there, we’ll have to share the load. You will be expected to learn about Burundi and to help your classmates learn. And you’ll be expected to provide constructive and critical feedback, to improve the overall quality of our work. Basically: you’re going to have to talk and share.

Attendance & Tardiness
You’re expected to be in class and on time. Once you’re there, you’re expected to pay attention to invited speakers and each other, and to ask questions and give feedback. If you know you’re going to miss a class, tell me (and your group) as early as possible. Miss three classes and you’ll fail. If you’re more than 30 minutes late, I’ll count it as missing half a class. If you find yourself having problems with this—or with anything at all—please contact me. We’ll figure it out.

Ignite-Style Innovation Presentations
You will find and research an innovative project, solution or system that relates to technology for development, and you will present this work to your classmates. Ideally, your chosen innovation hits at least two of these three criteria:
· Was designed for/implemented in Burundi or any country in the bottom five of the Human Development Index
· Has Power/Electricity as a major component—this can mean the project is about access to energy, or that lack of access was a fundamental design constraint.
· Is a failure or ‘scaleure’ – Either the project failed, or it worked but not on a large enough scale. In either case, talk about what happened, and how you could redesign it so that it succeeded or scaled. 


Your presentation should answer the following questions: What it is and who’s responsible. What problem does it attempt to solve or improve? And more importantly: Why is it interesting? If it failed or failed to scale—why, and what changes could be made?

These are Ignite presentations. That means you have 20 slides. Each one will be displayed for 15 seconds before auto-advancing, for a total of five minutes. I'll need your presentations the night before class so I can set up the machine in the morning.

More about Ignite: 
http://en.wikipedia.org/wiki/Ignite_(event)
http://catherinecronin.wordpress.com/2012/06/13/pecha-kucha/
http://www.speakingaboutpresenting.com/content/fast-ignite-presentation/
http://www.youtube.com/watch?feature=player_detailpage&v=rRa1IPkBFbg#t=279s (the first 4 minutes of this video are annoying, but it's worth watching from here.)

The Rundown
Innovation Presentation: 10%
Attendance & Tardiness: 15%
Class / Email List Participation: 30%
Project Work: 45%
 
Resources
Note: This will be updated as we continue. Keep checking.
http://unicefstories.com
http://www.unicefinnovationlabs.org/
http://www.unicef.org/infobycountry/burundi.html
http://www.burundiembassy-usa.org/
http://www-sul.stanford.edu/depts/ssrg/africa/burundi/burundinews.html
http://www.burundi-un.org/

                                                                      
Schedule
Note: this will change and evolve as we continue, and as the schedules of invited guests solidify. I will add updated readings and assignments to this document as we go.
 

Week 1. September 5: Introduction of Class Form and Theme
	
Assignment: Burundi research
An introduction to the class structure and theme; background on UNICEF and discussion on design goals and constraints from Chris Fabian, co-lead of UNICEF Innovation.

Assignment:
You’ll be divided into groups of four, and assigned a topic related to Burundi to research over the next week. Next Thursday, you’ll give a six-minute presentation on what you’ve learned. Our goal is to learn as much about Burundi as we possibly can, and to share with the group. As the semester continues, you’ll be expected to act as the class resource whenever questions revolving around your topic come up.

Readings: 
Innovation Lab one-sheets, to be shared via email.
Every wikipedia page you can find.
	

Week 2. Sept 12: Burundi
We give each other a crash course in Burundi

Guest: Chelsey Lapage, Co-lead of UNICEF Burundi Innovation Lab

Assignment:
Spitball Presentations: You’ll get new groups for an ideation/spitball session. Come up with 3 to 5 project ideas, but just give us the name and a single sentence description. Don't spend a ton of time on these—the object of the exercise is to air out lots of ideas, so we can talk about what has promise and move away what doesn’t. 

Readings: Note: Read these BEFORE you start thinking of ideas.


Opportunities for UNICEF Sudan - This is more of an internal document, so you’re only required to read pages 7 to 20 but feel free to read more if you’re intrigued. This document will provide a bit more context into Burundi (in many ways quite similar to South Sudan) and some thinking about potential areas for projects.

Vision Burundi 2025 - This is optional. Skim it if you’re interested.


 

Week 3. Sept 19: Spitball Presentations
Guests: 
Margaret Smith, NYU Librarian
Irena Backic, UNICEF Innovations

Ignites: Jayati Ambekar & Sam Slover

You’ll make your first presentation and receive feedback from the class. 

Assignment: 
A design challenge will be posed. Two ideas, two slides each, no more than 5 minutes total, using the template on this page: https://docs.google.com/presentation/d/1rTlpL8iodeJryoQHFiwvIprcLAAlc7o_AMy8FK4Mo-A/edit?usp=sharing

One of the ideas should be totally new. The other is an update of something presented last week.

Mobile Justice - An Argument for 'Boring' Solutions by Kate Krontiris is a quick read. Linked here.

Places to Intervene in a System by Donella H. Meadows is about software, but the thinking is more widely applicable. 

Week 4. Sept 26: First Design Challenge 
You'll present your first designs and receive feedback from the class.

Guests: 
Johannes Wedening, UNICEF Burundi Country Representative (skype)

Ignites: Amelia Winger-Bearskin & Yuliya Parshina

Assignment:
You’ll iterate on one of the ideas previously presented in class. 





Week 5. Oct 3: User Stories

We'll talk about user stories and how to interview people. You'll be given the contact information of a Burundian student or community member, whom you'll interview over Skype (probably to their mobile). Your group will construct a 'profile' of the person you talked with, and present them to the class.


Ignites: Natalie Tschechaniuk & Erika Maher
	
Guests: 
Stephen Jackson, Department of Political Affairs, United Nations



Week 6. Oct 10: Deo Niyizonkiza, Village Health Works
Ignites: Andrew Cerrito & Rocio Almanza

Assignment: 
You’ll be put into your final groups, and asked to come up with a new idea, within specific constraints.

Week 7. Oct 17: System Mapping
Ignites: Tianran Qian, Youjin Shin

Week 8. Oct 24: Monitoring & Evaluation, 
Ignites: Jon Wasserman, Sergio Majluf


Week 9. Oct 31: Special Guest - TBA
Ignites: Rucha Patwardhan, Tarana Gupta

Week 10. Nov 7: Work Week with Experts 
Ignites: Shilpan Bhagat 

A hand-picked all-star team of designers and tech4dev types, will work one-on-one and round-robin with each group to provide guidance, feedback, and creative criticism.


Week 11. Nov 14: Special Guest / Second Presentation by Final Groups

Week 12. Nov 28: Making Things Scale / In-Class Work Session

Week 13. Dec 5: Beta Final Presentation to Innovation Lab Leads 
Groups present to UNICEF Innovation Leads gathered in Kosovo, followed by discussion. This is your final, but not your final presentation.

Week 14. Dec 13: Public Presentation At UNICEF HQ
This is a mandatory public presentation at UNICEF HQ. It's your public debut. Enjoy. 


