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The team designed an experiment to
engage all employees for change by
co-creating a new company Direction
using images and text.

210 employees began the research
by participating in a digital survey
evaluating their level of engagement
of the company’'s New Meaning.

Building on the input from the survey,
60 volunteers deepened the
reflections on the New Meaning by
representing it in tangible outcomes.
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to illustrate their interpretation
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The emotional engagement and
behavioral intent of all participants
towards Sorgenia’'s new Meaning

was measured, which registered an
increase in the levels of engagement.
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SELF CONCEPT (Rogers, 1959)
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Understanding the main own drivers, not only needs,
to pursue self-actualization

MEANING (Frankl, 1946)
Living by a meaning to be fulfilled: Why do | do

what | do? This is the key driver, pursued throughout
our lives and operationalized in our work and purpose

COMMUNITY (Wenger, 1998)

Communities of Practice guide and accompany our
efforts in achieving meaning: With whom do | share
passions? Currently, this is within the midwife/Obgyn
category, ideally the SCT will become a CoP

RELATIONSHIPS (Schein, 2009)

Relationships in professional environment:
Who will benefit from what | do? Understanding
the relationships inside the CoP and towards the outside

BELONGING (Maslow, 1943)

Belonging to the organization: How do | work with others?
The striving for a purpose is shared with others, | do not act
alone but as a member of a group to which | belong
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67 captains and sailors were invited

to a workshop, which began with
measuring their emotional engagement
toward the transformation initiative
called project Springboard.

The team co-created an experience
to engage participants by defining
the right questions, answers and
exercises that would raise the level
of urgency amongst participants.

The captains and crew were engaged
by providing images representing
the new direction of project
Springboard and proposing concrete
ideas and solutions.

Engagement was measured
at beginning and the end of the
workshop, registering a change
of attitude from 0,9 to 0,99.

The results indicated a greater level
of engagement towards the change
process and a positive attitude to lead
the efforts to improve the company's
performance.
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The research began with a cocreation
workshop between Philips Experience
Design and IDeals team to develop a

framework to explore the identity of

healthcare professionals.

e e R

0 U
O] L The team defined five key dimensions
K of individual and collective identity that
@I% @ E& §.. @@ framed interactive sessions with health

. care professionals.
Dimension Dimension
Dimension Dimension Dimension

10 individuals were engaged in
individual sessions to co-create a
collection of images that represent
their meaning of healthy maternity.

The visual artifacts were assessed
using sentiment analysis to reveal
the levels of individual and collective
synchronization amongst the
healthcare professionals.

The research tools were iterated to
track changes in identity and increase
the likelihood of synchronizing the
shared meaning of healthy maternity
in subsequent interventions.
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30 to 40 designers from adidas
global headquarters were invited

to join the research, which began by
measuring how engaged they are
to digitally transform the design
function

The research team asked designers
to individually reflect on two

key questions:

- How does digital transformation makes
you feel, as represented in images?

- What could make the design process
less cool in the future?

Designers provided for each question
an image and a short sentence.

After reflecting individually, designers
were divided into three teams and
asked to co-create a story to represent
how the digital design process should
look like in the near future.

Finally, the team assessed the level

of engagement and behavioral
attention towards digital transformation
at adidas, which registered an increase
in both metrics.
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74 employees were invited to join the
research, which began by measuring
how engaged they are to transform
Sintetica into an HCO.

- 0 Participants selected 12 potential
meanings of the HCO, visualized
by metaphorical images.

O

The research team conducted
internal discussions to identify
re-interpretations of the meanings.

The HCO concept was enriched by
asking participants to add images that
complement the initial vision from
corporate leadership.

Boundaries of the HCO were defined
by asking participants to propose
images of what the HCO is not.

Participants co-created four stories
describing the new shared meaning
of the HCO, which indicated increased
Llevels of engagement from the initial
measurements.
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