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What we will do today

• Co-design fundamentals
• Co-design theory
• Co-design in practice



Co-design fundamentals



A brief history of “design”



A very brief history of “design”



A very brief history of designing interactive technologies

Grubitzsch (geb. Raphael), Waltraud. Copyright terms and licence:CC-Att-SA-3 (Creative Commons 

Attribution-ShareAlike 3.0)

Since the 1970s, it’s been recognized that to “design” 

complex interactive systems, you need expertise across 

multiple fields and disciplines:

- Expertise about how people think – psychology 

(perception, cognitive, ecological, social)

- Expertise on how people physically interact (human 

factors)

- Expertise on how people talk and communicate and 

interact (linguistics, ethnography)

- Expertise on how the systems work (computer science, 

AI)

- Expertise on how to translate this into user interfaces 

(interface and interaction design).



But … what expertise is missing?

the person who uses the technology!



A question for you all…

Why should we involve users in the design process of new 
technologies (and products, services, systems) that they 

use, work and live with?

https://miro.com/app/board/uXjVLF7m1h8=/?share_link_id=805114095118 

https://miro.com/app/board/uXjVLF7m1h8=/?share_link_id=805114095118


How is the role and skills required 

of a designer changing as a result 

of increasing co-design?

Student question!



Co-design – what is it?

‘[an] approach towards computer systems design in which the people destined to use the system play a 
critical role in designing it.’

Schuler & Namioka, 1993, p.xi. Participatory design: Principles and practices

User = expert in experience and a creative agent

Researcher/Designer = expert in facilitation and technical knowledge

Sanders & Stappers. 2008. Co-creation and the new landscapes of design.



Co-design – what is it?

Hyysalo. 2017. Co-design in the era of user participation.
https://www.youtube.com/watch?v=a6OpHyxtjOE 

https://www.youtube.com/watch?v=a6OpHyxtjOE


Is it possible to think of co-design as a 
sub-component of co-creation, with co-
creation being the broader concept?

Student questions!

Does Co-creation mean that designers and users co-

create? What is the difference between this and co-

design?



“Co”-what?

co-operative design

Participatory design (with a big P)

participatory design (with a little p)

co-design (collaborative design)

co-creation

The original term for Participatory Design used in Scandinavia in the 
1970s-late 1980s

A view of end-user involvement in design to destabilise power 
structures and empower workers/users

A view of end-user involvement in design to inform more 
approximately designed systems and provide grounded insight

A balanced and integrative approach to broad stakeholder and user 
involvement in design

As per co-design, but with core principle that all people (and not 
just designers) are creative and create their own systems



A bit of co-design “theory”



Traditions vs Transcendence

a fundamental tension in all ‘user-focused’ systems design is balancing an understanding and 
incorporation of existing traditions with providing opportunities for individuals to transcend and break 
existing boundaries

Ehn. 1989. The Art and Science of Designing Computer Artifacts



Workshops in co-design

“future workshops” - Kensing and Madsen. 1991. Generating visions. Future workshops and 
metaphorical design.

‘… workshops are usually held to help diverse parties (“stakeholders”) communicate and commit 
to shared goals, strategies, and outcomes (e.g., analyses, designs, and evaluations, as well as 
workplace-change objectives). Workshops are often held at sites that are in a sense neutral – 
they are not part of the software professionals’ workplace, and they are not part of the workers’ 
workplace.’

Muller, 2003, p.1060. Participatory design: The third space in HCI



Say, Do and Make

Sanders & Stappers. 2012. Convivial toolbox: Generative research for 
the front end of design.



Say, Do and Make

Sanders & Stappers. 2012. Convivial toolbox: Generative research for 
the front end of design.



Make, Enact, and Tell

Sanders & Stappers. 2012. Convivial toolbox: Generative research for 
the front end of design.

You can break down “Make” methods further and 

think about them as:

- Make – inviting people to “make” things that 

representing their knowledge, their feelings, their 

dreams

- Enact – inviting people to enact ideas and the 

things they make, to try things out, to walkthrough 

future situations

- Tell – inviting people to tell us stories, about their 

lives now but also their lives in the future and how 

their future lives might change through the things 

they have made and enacted



Take a break!
Back at 16:10



Co-design in practice



… learning about probes and codesign, it seems that 
these design processes need to be designed 

themselves [...] it does make me wonder about 
whether a formal design process should be used to, 

for example, design probes.

Student … reflection



Can probes be used as part of the co-
design process? Do they have any 
affiliation or connection?

Student question!

I think they both involve stakeholders in the design 
of the project? Is it possible to give some case 
studies for comparison?



Co-design in practice – Connecting Carers



Co-design in practice – Getting to know each other



Co-design in practice – Getting to know each other



Co-design in practice – Connecting Carers



Co-design in practice – Cultural Probe co-analysis



Co-design in practice – Cultural Probe co-analysis



Co-design in practice – Connecting Carers



Co-design in practice – Making magic machines

“imagine you are transported through time from 
2116 to the present day. You have brought back a 
magical device that is used by carers of the future to 
communicate with one another. What is it?”



Co-design in practice – Making magic machines



Co-design in practice – Connecting Carers



Co-design in practice – Low-fi testing of concepts



Co-design in practice – Low-fi testing of concepts



Co-design in practice – Low-fi testing of concepts



Co-design in practice – Connecting Carers



Co-design in practice – Co-designed outcome



Co-design in practice – Co-designed outcome

https://vimeo.com/uniofbath/tacklingloneliness 

https://vimeo.com/uniofbath/tacklingloneliness


Ezio Manzini (2015). Design, When Everybody 

Designs: An Introduction to Design for Social 

Innovation. MIT Press.
http://dx.doi.org/10.7551/mitpress/9873.001.0001

Another example: Co-design for Social Innovation

“Manzini distinguishes between diffuse design (performed by everybody) 

and expert design (performed by those who have been trained as designers) and 

describes how they interact. He maps what design experts can do to trigger and 

support meaningful social changes, focusing on emerging forms of collaboration.”

From The Open Book of Social Innovation — SI involves:

• alliances between the top and the bottom, … the ‘bees’ (the creative 

individuals with ideas and energy) and the ‘trees’ (the big institutions with the 

power and money to make things happen to scale) 

• the creative blending of ideas from multiple sources 

• creative blending and recombination of disparate elements and ideas 

• the use of mapping techniques to reveal hidden needs and unused assets 

Murray, R., Caulier-Grice, J. and Mulgan, G. (2010). The open book of social innovation. 
National endowment for science, technology and the arts, London.
https://www.nesta.org.uk/report/the-open-book-of-social-innovation/  

http://dx.doi.org/10.7551/mitpress/9873.001.0001
https://www.nesta.org.uk/report/the-open-book-of-social-innovation/


Participatory co-design workshops, aiming to produce 
prompts and proposals

• “collective imagery” as codesign framework 

• shared by codesigners for conceptual structuring 

• realised in a tangible, embodied form

• a collective space to envision/enact design complexity 

• perhaps also a process of transformative learning 
(Mezirow)
— “becoming critically aware of one's own tacit assumptions and 
expectations and those of others and assessing their relevance for 
making an interpretation”

Challenge: to capture the local workshop outcomes and 
relate to broader, perhaps global scales

• approached by treating “weave” structure as data

Another example: Co-design for Social Innovation

The “Social Innovation spiral”: 

from the bees to the trees

Cheung-Nainby, P., and Lee, J. (2018) Transformative Learning: 
co-design with communities’ collective imagery as data for 
social innovation, in Storni, C., Leahy, K., McMahon, M., Lloyd, 
P. and Bohemia, E. (eds.), Design as a catalyst for change - DRS 
International Conference 2018, 25-28 June, Limerick, Ireland. 
https://doi.org/10.21606/drs.2018.360  

Mezirow, J (1997). "Transformative Learning: Theory to 
Practice". New Directions for Adult and Continuing 
Education. 1997 (74): 5-12.  
https://doi.org/10.1002/ace.7401 

https://doi.org/10.21606/drs.2018.360
https://doi.org/10.1002/ace.7401




“Ontologising the workshop”

Figure 11: Sia’s st ick

Figure 12: Entered data

In the diagram, the content recorded includes tags, colours, propert ies of the tokens, data

and locat ion. The tabular format simplified the process of digit izat ion in the following

sect ion.
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Figure 30: Workshop data

guideline, the judgement on whether the tags could be assigned to a class is subject ive.

While it st ill can be a way to compare several ontologies all together.

Figure 31: Sample data matching

41

Figure 30: Workshop data

guideline, the judgement on whether the tags could be assigned to a class is subject ive.

While it st ill can be a way to compare several ontologies all together.

Figure 31: Sample data matching
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Work by
Zedong You

Approaches to analysis (1)

See also: Cheung-Nainby, P., Lee, J., Zi, B., and Gardin, A. (2016) 

A Creative Ontological Analysis of Collective Imagery during Co-

Design for Service Innovation, in Lloyd, P. and Bohemia, E. 

(eds.), Future Focused Thinking - DRS International Conference 2016, 

27 - 30 June, Brighton, UK.

https://doi.org/10.21606/drs.2016.407

https://doi.org/10.21606/drs.2016.407


Village 2 CangDong
— Envisioning future 

scenario

Federica Bagini, VILLAGE 

REGENERATION: creating a 

widespread service-system to 

enhance educational tourism 

around CangDong, Master of 

Science in Product Service 

System Design, politecnico di 

milano, School of Design, 

2015/16

Approaches to analysis (2)



What could be the difficulties and challenges for 
involving people (users, participants, ”non-designers”) 

in a design process?

Another question for you all…

https://miro.com/app/board/uXjVLF7m1h8=/?share_link_id=805114095118 

https://miro.com/app/board/uXjVLF7m1h8=/?share_link_id=805114095118


What tools and techniques are 
available for co-designing, how can 

they be applied in practice?

Student question!



Method example: Magic machines

Workshop activities – 1 to 2 hours – 6 steps

1. Short introduction: setting the scene for the workshop.

2. Giving a prompt:

- A short activity related to the topic of the project 

- A simple “on ramp” for participants

- Example: “Draw the sound you want to make on your hand” ; 

“Write down a personal fear you have for getting old” ; 

“Write down a desire you have, and somewhere on the body 

related to that desire.”

3. Asking them to make a machine that addresses their response 

to the prompt, using available materials.

4. Presenting the machine – usually role play, imagining its use

5. Discussion of each persons machine

6. Documentation – photos of people with their machines

Andersen & Wakkary. 2019. The Magic Machine Workshops. Proc. 
ACM CHI 2019.



Method example: Magic machines

Andersen & Wakkary. 2019. The Magic Machine Workshops. Proc. 
ACM CHI 2019.



Method example: Magic machines

https://dl.acm.org/doi/10.1145/2858036.2858482 https://dl.acm.org/doi/10.1145/3290605.3300342 

https://dl.acm.org/doi/10.1145/2858036.2858482
https://dl.acm.org/doi/10.1145/3290605.3300342


Materials to support Making, Enacting and Telling

Sanders & Stappers. 2012. Convivial toolbox: Generative research for 
the front end of design.



How can we ensure that the participating 
users can represent the needs of the 
majority of users in the co-design process? 

Student questions!

I often see the concept of "democratic design" in 

IKEA products. Can IKEA products be seen as co-

design? Why?

https://ikeamuseum.com/en/whats-on/exhibitions/the-story-of-ikea/democratic-design/ 
https://www.youtube.com/watch?v=apVUlZXeS84 

https://ikeamuseum.com/en/whats-on/exhibitions/the-story-of-ikea/democratic-design/
https://www.youtube.com/watch?v=apVUlZXeS84


Co-creation seems to lead to more innovative 
and personalised solutions. Does this mean that 

every design project needs a unique approach to co-
creation? Is there a place for standardisation and 

scale in co-creation?

Student question!
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Co-creation seems to lead to more innovative 
and personalised solutions. Does this mean that 

every design project needs a unique approach to co-
creation? Is there a place for standardisation and 

scale in co-creation?

Student question!



Simon Bowen, Peter Wright, Alexander Wilson, Andy Dow, Tom Bartindale, and Robert Anderson. 
2020. Metro Futures: Experience-Centred Co-Design at Scale. In Proceedings of the 2020 CHI 
Conference on Human Factors in Computing Systems (CHI '20). Association for Computing 
Machinery, New York, NY, USA, 1–13. https://doi.org/10.1145/3313831.3376885 

Co-design at scale: Metro Futures

https://doi.org/10.1145/3313831.3376885


Co-design at scale: Helsinki Public Library

Virve Miettinen. 2018. Redefining the Library: Co-Designing for Our Future Selves and Cities, 
Public Library Quarterly, 37:1, 8-20, DOI: 10.1080/01616846.2017.1379348 

https://doi.org/10.1080/01616846.2017.1379348


What are the limitations of co-design, co-creation, 
participatory design etc.?

Final question for you all…

https://miro.com/app/board/uXjVLF7m1h8=/?share_link_id=805114095118 

https://miro.com/app/board/uXjVLF7m1h8=/?share_link_id=805114095118


The final prep-work…



Tasks for the next 5 days:

In the Class Notebook, please add:
• 3 comments on this lecture
• (at least) 2 questions about coursework or content covered throughout the semester
• 1 thing you have taken away from CDI1

And finally! Please consider completing this short 
feedback survey about the course just now – 
it should only take about 5 minutes: 
https://forms.office.com/e/08xNR8C1En 

Many thanks!

Next week will be a Question and Answer session with Susan – this is an opportunity for 
you to ask questions that cover:
• Any of the content from the 10 weeks of different topics, or:
• Any of the assignments

https://forms.office.com/e/08xNR8C1En
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