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Figure 3 Classical roles of users, researchers, and designers in the design process (on the left) and how they
are merging 1n the co-designing process (on the right).

user-centered design co-design
» User is a passiv object of study » useris an expert of his/her experience
- researcher adds knowledge from the
observations and interviews to the theory User has a role:
» designer receives a report of the study - in knowledge development

* inidea generation
* in concept development

Researcher & designer develope tools together for ideation and expression

Designer's role is till to give form to ideas
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Figure 3 Classical roles of users, researchers, and designers in the design process (on the left) and how they
are merging 1n the co-designing process (on the right).

In user-centered design researcher is a translator between the user and the designer

In co-designing researcher (who could be designer) takes the role of a facilitator



co-creation in design process

Pre-design - research phase with problem definition, highest opportunity for innovation
Discovery - opportunity identification and translation of research to design

Design - exploration, design and development

Making - production and manufacturing

Marketing & sales - implementation

After sales - products use and service



designing with

designing for

pre-design

generative

evaluative

post-design



Table 1. A comparison of the three approaches to making.

Probes Toolkits Prototypes

What 1s Probes are materials that  Toolkits (made up of a Prototypes are physical

made? have been designed to variety of components) are  manifestations of i1deas
provoke or elicit specifically confirmed for  or concepts. They range
response. For example, a  each project/domain. from rough (giving the
postcard without a People use the toolkit overall 1dea only) to
message. components to make finished (resembling the

artefacts about or for the actual end result).
future.

Why? Designers find inspi- To give non-designers a To give form to an idea,
ration 1n users’ reactions  means with which to and to explore technical
to their suggestions. participate as codesigners  and social feasibility.

in the design process.
What 1s it Probes can take on a Toolkits are made of 2D or  Prototypes can be made

made out of?

Who con-
ceives?

Who uses?

wide variety of forms
such as diaries, work-
books, cameras with
instructions, games, etc.

Designers create the
probes and send them to
end-users and other
stakeholders, often with
little or no guidance of
how the end-users
should treat them.

End-users and other sta-
keholders individually
complete the probes,
returning them to the
person who sent them
out.

3D components such as
pictures, words, phrases,
blocks, shapes, buttons,
pipe cleaners, wires, etc.

Designers and researchers
make the toolkits and give
them to others to use to
make artefacts. The
process 1s often facilitated
or guided.

End-users and other sta-
keholders use them to
make artefacts about or for
the future. Toolkits work
with both individuals and
small groups.

from a very wide array
of materials including
clay, foam, wood,
plastic, simple digital
and electronic elements.

Codesigners create the
prototypes to envision
their 1ideas and to display
and to get feedback on
these 1deas from other
stakeholders.

Designers use the proto-
types as design tools.
End-users may use the
prototypes during eval-
uative research events.
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sed on past experience
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four levels of creativity

lead people who are on the "doing” level of creativity

guide people who are at the "adapting” level,
provide scaffolds that support and serve peoples'need for creative expression at the "'making” level,

offer a clean slate for those at the "creative’ level



sensitizing

People involved in creative sessions will need to be prepared beforehand.

A week for the immersion process - for example with diaries or workbooks to guide them
in self-documentation.
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The day in the life exercise can be used to layer people from stones to a desc ipti




h memories and dreams. The path of expres-

cted to past and future throug
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the path of expression

1 Start with observing and documenting their current activities around the topic of

study (what they do)

? Recall memories from earlier experiences using a Make exercise
(photos, words, quotas)

3 Reflect on those memories and possibilities for the future with a Make exercise that
allows for abstract and experiental expression

4 Express in a make exercise with a make tool to create artitfacts for future experiences



make toolkits




