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Early childhood is the period where a child’s brain is develop. 

ALO is an strategic design proposal that aims for social impact. 

It combines a platform, service and products to reach all kids no 

matter their context. It aims to reduce inequalities and increase 

access to education by empowering parents to take the first steps 

of this precioys and beautiful life journey.
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CARING 

PAPA!

LIL ALE!

DEDICATED 
MAMA!

This project started with my own  awareness. 
Since I was born, both my parents made 
huge efforts to help me thrive and educated  
me from early stages. Unfortunately this is 
not something common.

What’s the most important thing children have? 
It’s their brains. And yet, we’re not caring for 
children’s brains as much as we care for their 
bodies, especially at early childhood, when what 
we do – or not – has an impact on children’s 
futures and the futures of their economies and 
their societies.

What’s the most important thing children have? It’s their brains. And yet, 
we’re not caring for children’s brains as much as we

EARLY  
MOMENTS
MATTER 

UN
SDG 

KEYS FOR STIMULATION

WHY EARLY CHILDHOOD DEVELOPMENT?
TOPIC

CASE STUDY - ECD PROGRAMS 
UNICEF recognises the impact in those SDG and has 
ongoing specific programmes at different levels.  

FOLLOW:                        
#EARLYMOMENTSMATTER

BUILDING BRAINS = BUILDING SOCIETIES 
To help building stronger, healthier and more sustainable 

societies, we need to start from aiding and changing from the 

root of the individual.

These branches 
agree on:

Stimulation is key              
for the right development

“Every time a parent speaks to a baby, 
plays... it sparks something in the child, 

it is stimulation. And that forms 
uncountable neural connections”

Dr. Pia Rebello Britto,  Neuroscientist UNICEF

1K
In the first years of life (0-3), brain 
plasticity is at its bests, constantly 
growing.

CONNECTIONS/ 
SECOND

over 80% 
Is formed by the age of 3 years old

BABY’S 
BRAIN

Glenn Doman
Structured learnings + 
materials. Focused on 
developmental profiles 
needs.

Mª Montessori
Prepared spaces for 
free exploration where 
kids steer  learnings on 
their own.

Reggio Emilia
Bases development 
through arts and crafts 
expression and natural 
elements.

Emmi Pikler
Meaningful moments 
in daily routines give 
freedom to explore 
through rituals.

NEUROEDUCATION

Children that are given good nutrition, adecuate care and 

specially, stimulation in a timedly manner, will fully develop 

physically, emotionally and intellectualy.

BRAIN DEVELOPMENT

MOTOR SKILLS+
SENSES+
EMOTIONS+
Three pillars of Early Stimulation. To 
promote curiosity, independance 
and creativity

DURATION+
FREQUENCY+
INTENSITY+
Are the key for a good stimulation.

AFFECTIVE
IS EFFECTIVE

Understanding and respect the 
child are the most powerful tools.



SWEDEN
All classes + Gipsy Communityx3

VENEZUELA
All classes + Gipsy Communityx1

ALGERIA
All classes + Gipsy Communityx2

NORWAY
All classes + Gipsy Community x1

FRANCE
All classes + Gipsy Community x3

SPAIN
All classes + Gipsy Community x9

SENEGAL
All classes + Gipsy Community x1

MEXICO
All classes + Gipsy Community x2

COLOMBIA
All classes + Gipsy Community x3

WORLD CHALLENGES FOR ECD
PROBLEMA AREAS

1 
INFO

2 
TIME

3 
MATERIALS

There is a huge lack of awereness and 
information about the importance of 

ECD and Early Stimulation

Books, stimulating toys and more are unaccessible to 
many children. Specially in vulnerable situations, where 

money and location make it even more difficult

Lack of time with the child. 
Also quality time.

COCREATION TIME!!
DESIGN FOR THE PLURIVERSE

With those interviews I could understand 
the family and socual context. To find the 

challenges for ECD

WORLD 
CONTEXT 

SITUATION
15.5 million children do not experience any cognitive 
or social-emotional caregiving. Even in countries of 
high levels of adult cognitive and social-emotional 
caregiving. It is the mother who engages with the child. 
Counting this and according to levels of accessibility to 
education, violence, economy, equality and more, all 
countries are classified in the 1-5 scale bellow.

2019
PARENTING
CHALLENGES

Finding commonalities

57M CHILDREN 
NOT ATTEND ECD
Socioeconomic status affects on 
infant neural development.

155M CHILDREN 
STUNTED
Locked into lives of poverty and  
exclusion before the age of 5.

WHY ISN’T EVERYONE TAKING 
CARE OF THESE MOMENTS?

Interviewed families from a broad sample 
of contexts. Starting 3-4, my main target. 
Considering future users from group 2. And 
getting inspired by group 5.

Remote calls
Social Context

Interviews
Family Context

1. Emergency
2. Fragile 
3. Low capacity and conditions
4. Medium capacity and conditions
5. High capacity and conditions

PROJECT    
FOCUS



UMEÅ
WS current UIDers and Alumni1

BARCELONA
WS with Families and Children 
Interviews to Gipsy Community

2

MEDELLIN
WS with Teachers and Children 2-5yo
Interviews

4

MADRID
WS with Teachers and Children

Interview to children

5

BOGOTÁ
WS with Teachers and Designers
Visits to rural and urban Schools

Interviews

3

IDEATION FIELD TRIP
PLANNING

“find commonalities and respecting 
universaly honour diversity”

The approach of designing for everyone need to be 
done with the help of the people. I embarked myself 
in an intense journey to Spain and Colombia where I 
could engage with the community. Together we came 
up with solution around the 3 problem areas and also 
experienced the constrast between context myself: 
observing, talking and feeling.

21
ENGAGEMENT
EXPEDITION!!

WORKSHOPS
How to involve people 
in the mission? The 
strategy was to make 
“Mission Children” a 
thing in the schools 
before I was going 
to run the talks and 
workshops. 

WALK, TALK, WORK AND COLLABORATE.
All countries visited have a common point. Innequalities from different 
ecomonomic levels differ much. It was insane how people from such 
different universes can live at walking distance. What I got from this is 
that no matter your context, all children have same needs and rights.

LIVES OF CONTRAST
It was insane how people 
from such different universes 
can live at walking distance. 

+100 CHILDREN 2-5YO

+60 TEACHERS

~12 DESIGNERS

7 FAMILIES

8 SCHOOLS

14
WORKSHOPS

3
RURAL

3
PUBLIC

2 
PRIVATE

VISITS
Schools, food and 
culture to get in contact 
with people’s real lives. 
Embracing the street.

KEYNOTES
Lectures were a huge 
part of my intervention. 
Forming designers and 
teachers before WS.

HMW SESSION
Structure sessions 
with HMW sessions 
to come up with ideas 
with adults

SKETCHING
Free sketching with kids 
to learn their interests 
and let them express 
freely.

HANDS-ON
Modelling and using 
blocks to come up with 
product ideas. Both 
kids and adults.

DESIGNING 
FOR THE 

PLURIVERSE

WORKSHOPS MATERIALS
“The materials available will define the way they think. So having many 
options to choose from helps them express with what they feel more natural. 
Post-its, sketchpads, canvas for kids, building blocks, play-doh...“

INFORM 
ENGAGE

STIMULATE



KIDS AND 
TEACHERS

FAMILIES

DESIGNERS

IDEATION N COCREATION RESULTS
METHODOLOGY AND FILTERING

HOW MIGHT WE ENGAGE PARENTS AND KIDS?
Likes and activities to share while playing.

TOUCHPOINTS AND LIKES
Kids sketched on big A3 papers the activities or 
games they use to play. Also, representing who 
they play with. With that information I could extract 
patterns of repeated topics to then design toys and 
activities in those fields.

SERVICE IDEAS

HOW COULD WE INTRODUCE ECD? HOW CAN 
WE GENERATE THAT AWARNESS?

HOW TO ENGAGE PARENTS MAKE STIMULATION ACTIVITIES?

Info Journey Maps Information channels Engaging activities Stimulating Activities

HOW CAN WE INTRODUCE ECD TO FAMILIES?
Service ideas and info channels

SERVICE IDEAS
Info based ideas. This means that both designers, 
parents and teachers came up with ideas with 
classic Design Thinking methodologies in sessions 
with discussions and post-its.

CONCEPTS
DESIGN CONCEPT 

DIRECTIONS
WORKING IN PARALLEL

1
COMPANION

2
EXPLORING
TOOLS

5
DIY

4
PREPARED 

SPACES

3
HOME LABS

I took all the information digested in the previous pages 
and made it into 5 big different concept directions. My 
aim with this selection was to cover all the spectrum 
of concepts that workshop participants came up with 
as well as represent a whole picture of what could be 
done designwise. 

COCREATING FOR        
SOCIAL IMPACT!

1
INFORM

2
ENGAGE

3
STIMULATE

HOW DO THOSE ACTIVITIES AND SERVICES TRANSLATE INTO 
GAMES/TOYS/EDU TOOLS?

+ physical methods

PRODUCT IDEAS
All kinds of users: teachers, parents and kids! All 
created physical concepts with play-doh, blocks 
or sketching... These ideas helped building more 
concrete concepts with specific features and 
functions.

HOW MIGHT WE PLAY WITH KIDS AND STIMULATE THEIR BRAINS?
Product Ideas and stimulating activities

ADAPTED WORKSHOPS
For each user group and considering the audience 
expertise, I designed several sessions to reach 
good results. From those workshops, I collected 
and grouped the ideas into 3 kinds of results.



VALIDATION N FORM REFINEMENT
CONCEPT DEVELOPMENT

“This is just AWESOME!” 

“Both thinking as a mother and teacher I see 
that all of them work with ES in a fun way and 
clearly. 

I see how these can help families with limited 
time (only 15-20min) and work the whole day to 
be with their kids to stimulate and play with their 
children. Everyone can share contents saving 
time and openning the access to others.”

PRODUCTS

SUBSCRIPTION

SEAMLESS
SCREEN INTEGRATION

FACIAL EXPRESSION DEVELOPMENT

8X8 LED MATRIX

CHARACTER EVOLUTION 

SENSORY TEXTURES

13

CLEAN SILHOUETTE

LOGO PLACEMENT GRIP

13 13

CLEAN LINES

BUMPED SURFACES

Comparing the concept directions was an important 
moment. I personally liked them all and I was not sure 
which option was best. To ease the process I made an 
evaluation by myself; rating the potential of the ideas 
according to design criteria (feasibility, complexity, 
scope...). The second part of the evaluation process 
was a set of 3 remote feedback sessions with two 
schools and a family. 

FAMILY IMPRESSION WORKSHOP
Right after the classmates feedback session, I organised  a workshop with 
Ruben and Patrick to see their opinion on how to start with a consistant design 
language within the three toys. 

SIZE MOCKUPS
I built low-fidelity mockups with 
cardboard and foam to see 
multiple iterations of the three 
main shapes and decide for a 
right size. 

SHAPE EXPLORATION
Here I searched for those textures or 
design details from each basic shape. I 
went free to see how much it could be 
done and then be able to tone it down 
to blend all three toys.
Edge treatment, corners, textures, 
grip areas and highlighting the buttons 
were the main features I was testing. 
Some cool elements came up, nobs in 
corners, striped organic ribs for adding 
more grip or even super geometric 
shapes with a more sober feel to it.

ORGANIC MODELLING
Due to the simplicity of the shapes, I found 
important to build a the main shapes with nice 
tension in all surfaces to avoid rigidity and 
express that playfulness these toys needed. 

SKETCH IDEATION - TEXTURES
Seen individually, they were great and really expressive but, when put aside of 
the other two it was too much. In the end, the most simple versions had the 
best feedback from colleagues confirming my intentions and go for a simple 
aesthetic with poppy details.

USER TESTING
Size, ergonomics, behavour of the child  and interaction 
parent-child were parameters that I tested through 
working prototypes.

DETAILING
The results of the workshop also touched upon 

technical details and construction proposals

PARAMETRIC MODELLING
Before CAD was started, I evaluated many options for solving the 

mechanichal aspects of the three products. That would save some 
time when modelling and building the model.

TEARDOWN
In parallel, I thought it would be good to have 
an idea of how electronic toys are made and 
the price range since my concept should be 

affordable to be accessible to everyone.

DESIGN
FUNCTION VS 
AESTHETICS

WORKING IN PARALLEL

ORGANIC MODELING

PARAMETRIC MODELING
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Ecosystem ALO

The result of this master thesis is an 
ecosystem for informing, engaging and 
stimulating children. 

This totally new ECD programme combines 
the benefits from other educational models. 
Brings the parent lead educating side from 
Doman's methods into parents to give 
them the ways to understand and educate 
their children. As well as create educational 
materials with their own hands. On the 
other hand, offers the phisical tools to 
apply this stimulation in a seamless way 
with materials (in this case toys) that are 
autocorrectable and adapted to any ages. 

These, pretending shifting from creating 
educators that teach, to empowering adults 
to be guidance for a child (Montessori). 

With this new approach, we will bring 
education to almost any family in the 
world. ALO erases the limitations due to 
economical issues thanks to the open source 
approach. 

Information should be free, and from now, 
will be delivered to all families through 
experts already working in the public system. 
Both healthcare and schools. Reaching 
kids when they really need it. This is a big 
difference with conventional platforms or 
educational branches that charge for books, 
educating toys and courses to build your 
own materials.

With ALO, families will be informed and 
taught about their children's needs and can 
start making a difference. Being then aware, 

they can adquire ALO toys in stores, online 
or at schools.

Products have to be purchased, but families 
can adquire them at an affordable price. 
The design, production, distribution and 
refeed chain have been designed to promote 
circular economy and sustainability. Making 
it easy to access and even more to maintain.

The whole system consists of a portal to 
inform, a subscription to activities and a 
starting set of toys: 

ALO - PORTAL

Information needs to arrive to families in 
order to generate awareness. ALO platform 
is a info-hub for all. There, families can find 
content (posts/videos/schools/...) about 
ECD, how to get started with ALO Toys 
and sharing results with other families. It 
consists on a website to redirect parents 
into the information they need at any stage.

ALO - TOYS

Learning through play, and with ALO... 
Developing while playing. A basic 
set of 3 toys that are independant but 
complementary. With this semi-tech toys 
children will get the stimulation needed to 
achieve developmental profiles gateways. It 
is the tangible part of this system, being the 
link between parents and young children.

ALO - SUBSCRIPTION 

Toys need to evolve. Otherwise, they have 
and expiring date. Families will receive a 
weekly DIY challenge at a low cost and will 
have the duty to pass some to receive some 
bonus and rewards. Like this, apart from 
upgrading the basic kit and create new 
games they will also be hooked in activities 
in the long run, keeping fun going.

COMMUNITY

Those challenges and materials will be a 
good base to start building a community 
where families inspire other families. 
They will be able to share feedback from 
activities, compete in social challenges and 
help ALO grow, improve and redesign. 
Although it will be linked to ALO platform, 
this community will be based in IG and FB.



It is a system aimed to help mid-class families with kids 0-3yo 
who want to aid their child fully develop intellectually and 

physically while playing...

...by creating stimulating toys for early childhood development 
and empowering parents to educate their child exploring and 

creating together

05 RESULT

Portal
ALO

The biggest issue for children to not receive 
the right stimulation is lack of awareness 
from parents. ALO portal fulfills that need 
of free and accessible information. 

Families can find all the content divided 
in  three categories depending on their 
experience:

1. Getting started. All you need to know, 
from what is ECD, your child needs, 
schools...

2. Practice. How to use the ALO toys and 
make the best out of it. Spend time with the 
young ones and help them thrive.

3. Make a social difference. How to 
contribute making new materials and 
inspire more people, building a movement.
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Stimulating Toys

STIMULATING BRAINS

Objects and tangible interactions are great 
triggers for experiences. These objects are 
designed to be the canvas of exploration 
and represent 3 steps: Observe (scope), 
seek (ball)  and capture (cube). Each shapes 
also evoques different feelings: direction, 
movement and stability.

This set of toys will focus on the physical 
interactions. They are the channel for kids 
to develop functional and sensory areas. 
Through light, sound, touch and movement, 
children will seamlessly interact with this 
toys while improving all gross motor, fine 
motor skills. Technology will be intuitive as 
it will promote natural gestures and flow to 
get the fun going. 

DESIGNED FOR KIDS

They are designed to be minimal and to let 
the child's imagination free. Neutral colors 
are good for fitting both genders. Soft touch 
materials and shapes help it to be safe and 
child proof. They all come with covered 
charging ports, as well as removable silicone 
cover that can be put into the dishwasher.

All of them share the same design language, 
making it super simple to understand. Grey 
parts are protective and grippy, white color 
indicates interaction/actions (light, painting) 
and finally, primary colors are the trigger 
for the fun! (on/off button). Once on, kids 
do not need to do anything else. Touch it to 
light it up, shake it to make it stop or push 
the sides to hear it talk...

AGE ADAPTED FUN 

Kids grow up so quick. For that, ALO has a 
solution... Toys that evolve during time. It is 
simple, they do not change shape and you do 
not need to buy new toys each year. These 
educational tools are just the base for a bigger 
and longer race without getting boring. 
From babies that need parents assistance, to 
3yo that can play by themselves. All children 
have a chance with ALO. 

CONNECTED 

Fun never ends. ALO toys are updateable 
thanks to NFC tags that you can receive later 
on. With those, you can reset your toys with 
new games and challenges for the young 
ones. See subscription.



Manual 
and visual 

competence

Observing is the first step for exploring. 
Taking a look at what we have around and 
getting to know it. 

Observe is ment to be a starting point for 
kids, opening and widening their vision 
of the world surounding them. Step by 
step, they will expand their worlds finding 
those things that spark their interest and 
that kids want to know more about to start 
adventures. Extracting all the juice to their 
playground even before they start to walk. 

This first toy consist on a hollow cylinder. 
It helps children developing their one 
hand coordination, both hands, hand eye, 
develop a leading role with left or right 
hand and work their fine motor skills. The 
differences in diameters along its lengths 

allow even the youngest ones to grab it 
without difficulties. By grabbing it, we are 
also promoting the development of what 
is called "pinching&gripping". This gesture 
(moving index finger in opposition to the 
thumb) is crucial in their daily life since it is 
the base for them being more independent 
in daily tasks. 

AGE EVOLUTION

As mentioned, children will gain confidence 
and independance in the first stages. From 
only imitating parents in the begining, 
they will end up imagening what that 
object could be transformed into and show 
others. Because body coordination needs 
to be trained from early stages and so does 
imagination. 

GAMES

The roles for parents and kids in with 
this toys are quite clear. Parents are the 
introducers of this and will be the ones 
showing kids how/what to do with it. But, 
this won't be for long. Once they get to 
manage it by themselves (understand how 
to look through, how light is turned on...) 
kids will start being leaders and more 
autosuficient playing with "Observe".

IMAGINATION

Be imaginative! This "tube" can be many 
things in the eyes of your child. Play 
pirates with it, it can be a scope. It can also 
be a bottle. Fill it with beans and you can 
make a rattle. Or maybe it is a lantern for 

ghostbusters. Even the starting piece for 
building a new shadow's theater!! 

Everything can be done, and will be positive 
to a childs brain and body development. 
Because he/she will be moving and 
expressing themselves. 

observe



Mobility and 
auditory 

competence

Seeking is the following step. With observe, 
we set the objective and the direction, and 
then children start chasing that interest.

This step is closely linked to getting to move 
and change position. In a child's life, it 
means having to reach places that are not at 
arm's distance. So... it is time to get walking!

Seek is a toy that consists on a moving 
ball with light and sound. It is designed 
to promote development of gross motor 
skills and also get started with developing 
audition. This ball makes sounds and light 
to get to spark the child's attention. Then it 
starts rolling randomly around the rooms 
of the house making it difficult to catch so 
that the child needs to crawl or walk till he/
she gets to stop it.

Developing crawling and walking  poperly 
is extremely positive. Apart from allowing 
a deeper exploration of a place, it has 
many positive results when comes to brain 
development. A good crossed pattern is 
achieved by a good crawl and walk and that 
helps the child in steps such as learning 
reading and writing.

AGE EVOLUTION

From 1 to 3 years old there is a tremendous 
change when comes to gross motor skills. 
This ball works nicely during crawling and 
walking. By adjusting speed it can be adapted 
to many different levels of difficulty. Also, 
games can get more difficult or interesting 
the less parent leading it is. Differently to 
normal balls, ALO Seek has the advantage to be 

"autonomous". After some practise, kids 
will play independently.

GAMES

As just mentioned, Seek is a ball. You can 
grab it, throw it, pass it... but this one is 
special. Thanks to motion, light and sound 
that can be recorded, you can enhance the 
experience of classic analogue playing. 
Play hide and seek, pass it, or leave it free 
moving and try to chase it...there are many 
combinations that will make it special. 
Parents can prepare sessions with it in the 
morning, recording a wake up sound for 
example. And, when kids get older, they can 
be the ones hidding the ball for example. As 
an ALO product, it is children proof and 
adapted to all kids from 1-3yo. There are 

many things to do with it, alone or in family.

MOVE QUICK

Go for it! It is about catching it, moving 
around home obstacles in incredible 
adventures alone or in family.

This character will be your sidekick, pet 
monster... even your friend that wakes 
you up willing to play with 24/7. Finally, it 
will  will be positive to a childs brain and 
body development. Because he/she will be 
running and exploring themselves.

seek



Language   
and tactile 

competence

Capturing all those new experiences and 
data is the last step for exploring. Children 
learn so much at early stages and need to 
compile and repeat continously all that 
information in an organised way. By this, 
they will be able to use it when need it 
and will build strong and well-organised 
synaptic networks. So, to do this in a fun 
way, we have... ALO Capture. 

In this cube we can store memories in an 
structured way through clusters of up to 6  
1-word flashcards. 

With this cube, children will start developing 
language in a tangible way. Capture is a 
cube with interchangeable faces. Each side 
is a button that makes/records words. It 
is ideal for starting learning lenguage and 

quickly expand a child's vocabulary. From 
building this "database", to just playing 
memory games. Repeating all those words, 
drawing each of their meanings, or maybe 
helping parents paint the drawing they 
made. So they combine memory games 
with handcrafting the new cards.

AGE EVOLUTION

The option of changing all flashcards, 
creating your own and painting them 
offeres a good adaptability for all ages. Roles 
will start with parents preparing all these 
categorised cards and printing them so 
children can play and practice. As soon as 
the child grows up, both parents and child 
can collaborate to decide new categories, 
cards and elaborate them hand to hand. 

MEMORY

Remember them all! This "cube" can be  
your child's adventure logbook. Go out 
scouting new words related to a topic (f.e. 
car brands), then build you cards, paint 
them and finally help your child record the 
words in each side with only press and hold. 

Everything can be done, and will be positive 
to a childs brain and language development. 
Because he/she will be repeating and 
remembering those precious moments to 
never forget them.

capture



INCLUDED
MATERIALS

PLANNED PROGRAMME

As you might know, all moments spent with 
your child, giving care and love are really 
valuable. Also, to give the right stimulation, 
intensity, frequency and duration is 
important to be controlled in any ECD 
programmes. With this activities also comes 
a sheet to keep track of the evolution and 
plan any ALO activity in the long run.

By doing and accomplishing all activities, 
you do not only help your children develop 
and build up a strong connection with them. 
ALO gives rewards (discounts and school 
materials) to families that give trust to the 
community and follow their programmes.

Share your content in social media with 
the hashtags, rate ALO toys in the portal 
and submit new ideas for new games. 
Feedback helps the community to improve 
and redesign all materials and ALO 
appreciates that. There are "competitions" 
both at school and social media to create 
new subscriptions. All those ideas will be 
evaluated by other users and proffessionals. 
All to inspire other families and make these 
positive movement to many more people! 

SHARE IT

INTENSITY 
FREQUENCY
DURATION 

REWARDS
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Weekly 
Challenges

Each toys comes with a starting set of 
building materials and instructions that 
lets you customize and create some games 
for that specific toy.  You can also use the 
packaging to transform it into add-ons. 

SUBSCRIBE TO MORE FUN

ALO platform offers the possibility to 
subscribe to weekly content and get 
updates each week. ALO will send you DIY 
challenges by regular post. For each week, 
a new game or activity that will match 
the developmental needs of your child 
according to his/her age and experience 
with ALO toys. Materials to draw, cut, 
colour and assemble with instructions and 
online support from the portal.
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Project
conclusions

PROJECT

This thesis project has been in my head since 
quite a while. I wanted to try something 
as far away as possible from what I did 
before. This time, as expressed in the very 
beginning, I wanted to give something back 
and focus on social problems rather than 
user and technical challenges at first.

That approach made me go more towards 
a higher level understanding. Having the 
challenge of managing complexity by 
addressing a problem in a systemic way. 
Combining product design with interaction 
and looking into service design thinking too. 
Now that it is over, I can say I feel relieved 
and accomplished after overcoming some 
big challenges.

THINKING ECOSYSTEMS

Working with an ecosystem of three 
products required me to spend a lot of time 
making sure the different products had the 
followed the same vision and are at the same 
level. Both by themselves and together, as 
well as rewards the users at every touch 
point in their journey. 

Understanding society growth in general 
on a deeper level, addressing it worldwide 
but honoring diversit was therefore one 
of the most important part of my concept 
development.  

I learnt a lot, and was able to embrace all 
those journeys. And finally and not least 
important, in such a broad project with a 

system where service  and physical product 
intersect, it has been key to focus on 
mindset and social impact, instead of going 
too much into manufacturability.

GOALS AND WISHES

The main goals have been consistently 
achieved. Only some, have not been 
completed, but will come at future stages.

 - Explore through play

 - Systemic solutions

 - Guidelines

 - Pluriverse and Cocreation

 - Tangible interactions

 - Social impact

TIME PLANNING 

The time plan has been a key element 
throughout the project due to two reasons. 
Since many people, children included, 
participated along all the project, it was 
really important to ask permissions before 
hand. Also, the 21-day fieldtrip came "late" 
in the process due to the importance of 
deep research and final weeks would have 
been hectic without a plan.

PROJECT FUTURE 

As mentioned in the previous paragraphs I 
think it is necessary to further explore:

- Real implementation 

- Economical support resources

- Collaborations with public partners

- Collaborations with private partners

- Diffusion of the concept

SOCIAL IMPACT

In hand with the idea of continueing with 
the project, I realised how complex a social 
impact can be. It is not only the amount of 
time, information and effort that makes it 
difficult, but the exhigence of willing to help 
everyone and give them all a voice.

What I see more clear now is how difficult 
is to work for the many, to talk about and 
for them. The world we live in, and specially 
when comes to design, is a bit blind and 
presured because of the capitalist mindset 

we are raised in.  As a conclusion, I see 
the need of more people chipping in these 
programmes for the benefit of all and not 
the profit of some.

KIDS RULE!

Probably, the best takeaway from this 
project has been the fact that I enjoyed 
working with kids. Considering myself one 
of them, I see how the rules they life in are 
totally off our "adult" mindset. I have to 
say that it was not easy at all to work with 
them, but was so smooth to play with them. 
And that is what I want to do with design... 
I have come to play!

MISSION 
COMPLETED



06 REFLECTIONS

Personal
reflections

PERSONAL REFLECTION

In the beginning of the semester I was 
looking for a topic enabling me to focus on 
people in a more emotional way than I’ve 
done before. 

I feel confident in saying that my concept 
is assisting families in a way that is not 
happening today and addresses the issues 
that would impact society from its roots.

SOCIAL IMPACT - CLOSING CICLE

Tackling a such a topic like Early Childhood, 
that is filled with social challenges rather 
than designed based, turned out the be 
the major challenge throughout the entire 
duration of my project. Getting to connect 
with different communities and change my 

perspective from world issues was really 
empathy-demanding from the beginning. 
Even being myself close to this topic and 
being surrounded along my life by people 
who really needed help. 

Understanding the emotional challenges 
for an entire family was tricky. It was crucial 
that I got in contact with children, teachers , 
doctors and parents in this situation to hear 
their stories and understand how they are 
thinking in a situation like this. 

I felt that it was not really enough to just 
have calls or few interviews and that made 
me go for a trip I will never forget. Making 
the best out of the situation I ended up 
embarquing on an emotional journey 
around 2 continents to feel I was really 

making an effort and a future impact. 
Engaging with real communities of people. 
Embracing their cultures in all forms. 

I’m happy to have done it, because I feel 
that gave me another way of tackling the 
problem. We designers can make the work, 
but sometimes, like I saw in Colombia, 
we just need to make the questions. As a 
social impact and cocreation project, it is 
the community should come up with the 
answers. So that we are only guiding.

 SPECIAL THANKS:

So, to finish this summary, I would like to 
mention all those people that have made 
this project possible at any stage or level in 
this six months. 

First of all, thanks to evey school and 
proffessional that participated during 
research and ideation phase. To mention 
Col·legi Montserrat (Barcelona) and San 
Jose de Manyanet (Itaguí), who openned 
their doors of their schools and put all their 
effort. Working together for the same goals.

Also, the ministry of education in Colombia 
and to their people in general. They are 
making big efforts to change their situation  
using the social power of a whole country. 

Umeå Institute of Design, starting from 
APD1 students to the school staff: Oscar 
Bjorg, who gave all trust to this project from 
start and Thomas Degn, who questioned it 
all but for the best.

My colleagues and close ones: Ruben 
Eriksson, brother at work and huge mental 
support. Pontus Edman for his awesome 
photos for the final tests. Anton, Hannah 
and Joar Ingvaldson, for being cutest family, 
most helpful and having the coolest kid in 
town. And also, Nancy Valerdi for her help 
during the most stressful moments and 
openning my eyes into new areas of design.

To my big family, specially the young ones 
Alejandro and Celia, who remind me how 
cool is to be a kid, and that it should be fun.

Finally, my parents: my inspiration and the 
ones that showed me that no matter where 
you come from, if your are big or small, no 
matter how difficult life is... if you dream 
big and work hard for it, there are no limits, 
only opportunities. And they gave me all. 
This is for you.

Grácias "Papa" y "Mama"



3. PLAY & TEACH
Family educating moments

8. INSPIRE 
Start the movement!

1. INFORM FOR AWARENESS
Public services and Social Media + Portal

7. REWARD
Incentives and Benefits

2. STARTING PACK
3 Basic toys

SCENARIO (INFORMATION LOOP)

6. SHARE
Submit your results with # / evaluate

4. SUBSCRIPTION
DIY Weekly challenges

5. BUILD TOGETHER
New upgrades within the family

Design
produce

distribute

distributed both in 
store and school

local 
artisans 
manufacturers

produce the 
materials

*special 
editions

context 
related

evaluation, redesign 
and design of new 

add-ons

new diy games

feedback + new 
fresh ideas

family 

school   
+5yo students 

playing, testing and sharing

produce new ALO challenges

evaluate
design

new upgrades
designers, teachers 
and other experts

STAKEHOLDERS

test and create new 
materials

rewards for families 
(school materials, food 

at school...)

school challenges 
build new diy games
with older students

challenges can be 
part of the schools 

curriculum
share in social 
media/ through 
schools (+5yo)

PORTAL

PRODUCERS

PRODUCERS



MISSION:
CHILDREN

Phase 1
INFORMCome to the ALO portal. There you can start getting ready by filling your backpack with knowl-edge, inspiration from other fam-ilies and tips from the experts! Get to know were to connect with other people around you for this life mission. Phase 2  

PLAY+LEARN
Launch the rocket of learning! Touch, bite, 

chew, throw, hide it, light it up, draw on it...  

It is all allowed in this spaceship to  

new experiences. Be curious and 

get creative!  

Phase 3

ENGAGE
Collaborate and work with your  

family to thrive the adversities, 

evolve and go crazy finding the 

solutions for weekly challenges! 

Together you are even more pow-

erful.

Phase 4
SHARE+INSPIRE
You arrived to the final destination and 
found 
new planets. Now it is time to send a 
message to other galaxies. Because we 
all have the right to learn and have fun - 
to make a difference. 



Process
Materials used for ideation, 

children sketches, play-doh, toys  
and markers for painting and 

building more materials

Video
Video of research in 

5 cities around Spain, 
Colombia and visuals 

from outcome

Poster A
System explanation

Poster B
Product explanation

Teardown
Some models can be 
taken apart for showing 
some construction 
features.

Models
Semi-functional and dummy 
models can be sent for the 
exhibition. Light, sound and 
movement. (functional if 
requested)

EXHIBITION EXAMPLE

Process video field 
trip, tests and visuals



CHECK OUT MORE!

VISIT “ALO” ONLINE
All the information about the project: Reports, videos, 
visuals and more in the website:

alejandromandrion.com/alo
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