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1000-1100     W1 W2 W3
Friendship by design: activities facilitating intercultural dialogue (403) By whom, for whom, with whom?: Design research for, with, and by 

Black, Indigenous, and/or People of Color (405)
Who Are We To Engage Here?: Embodied Experiences to Support 
Interdisciplinary and Transdisciplinary Research (449)

Adolfo RUIZ Myriam D. DIATTA Faith KANE, Jo BAILEY, Kerry Ann LEE, Mark BRADFORD, Andre MURNIEKS, 
Angela KILFORD

Through this Workshop, participants will explore how a digitally mediated 
participatory design activity may promote intercultural dialogue. Divided 
into three parts, this Workshop will begin with introductions, followed by a 
collaborative whiteboard activity (in groups of two or three), and end with 
closing reflections. In light of the global pandemic, contemporary design 
practice and education has expanded the use of online tools in efforts to 
maintain or build relationships at a distance. While such tools facilitate an 
essential level of communication, they also create unique virtual spaces that 
may disrupt or advance dialogue between people from different cultures. 
This Workshop will explore how the use of a virtual whiteboard may help 
advance such dialogue. With participants situated in different locations, this 
Workshop creates a collaborative experience that is simultaneously local 
and global. Each part of this Workshop, in other words, provides an 
experience through which to temporarily dissolve the boundary between 
people in different geographical/cultural spaces. 
Based on creative activities designed to promote intercultural dialogue in 
physical spaces, this virtual version of the Workshop remains focused on 
facilitating such dialogue within a video conferencing context.

We invite you to spend time considering how a designer might situate 
themselves within design work that critically engages with anti-Blackness 
and anti-Indigeneity. The aim of this Workshop is to offer you a frame that 
you may use, disassemble or reflexively think through your own critical and 
racialised design work. This is an exploratory Workshop where we will be 
making (online) together. The Workshop works to expose a conflation that 
politicised design communities seem to fall into – that which conflates the 
importance of distinguishing by whom, for whom and with whom work is 
done. The conflation between these three things is made apparent in 
groupings of topics at design conferences, conversations amongst peers, 
and pacified remarks and actions in meetings or projects. The resulting 
artifact of the Workshop is a digital map that participants will have co-
created. The activity makes visible by whom (and for whom, with whom) 
politicised, racialised, critical design work is done. The Workshop includes a 
brief introductory talk about Myriam’s research that works to ‘un/settle’ and 
dismantle white and western-dominated ways of doing design; as a Black 
Asian design researcher.

The two concurrent breakout modules are an opportunity for participants to 
consider, in depth, their presence in and contribution to interdisciplinary and 
transdisciplinary research. We will offer two different modes of embodied 
experience that emerge from design practices rooted in Aotearoa New 
Zealand and the Asia-Pacific region, which challenge traditional western 
cognitive approaches. Each module will be facilitated by asking: Who are 
we to engage here? 1: The We Engage module offers people a motion-led 
embodied understanding of co-creation – ’BeWeDō’ – where people 
transform conversations with movement to nurture relational potential. 
Using the BeWeDō approach, people will experience how (a) physical 
movement and touch amplify connection and trust, (b) moving enriches 
conversation, and (c) everyone has a voice. Participants will need: (1) 
mobile device with front and rear facing cameras; (2) Zoom app installed; 
(3) willing to explore objects and spaces in your interior or exterior 
environment; (4) earphones for your mobile device (recommended in noisy 
places); and (5) connection to high-speed WiFi network (recommended or 
expendable data). 2: The Engage Here module will use participatory textile 
making and storytelling to extend conversations and relational connections. 
The focus will be on the cultural intersections that are often encountered 
when undertaking transdisciplinary design research. Participants will be 
introduced to the Māori concept of ‘Ara’, which suggests a common 
pathway established by a guiding edge, to inform concurrent making: 
interlacing our personal and collective experience in response to the 
overarching question. Participants will need to bring a material of personal 
significance, paper and scissors. 

1115-1215     W4 W5 W6
Narrative Dioramas: Capturing tacit knowledge generated through 
reflexive language of lived experiences (413)

Cross-cultural Experience Sharing on Gender Stereotypes and Sexism 
(472)

Creating an Evocative Design Research Documentary (418)

Kelly Lynn ANDERSON Tania Ananta HIDAYAT, Keiko OKAWA Cameron David ROSE

This Workshop will investigate how participants can analytically engage 
with a lived experience. By scaffolding an activity around reflecting on and 
translating a lived experience into physical form, participants will interpret 
and co-analyse their experiences. Participants will be prompted to literally 
view their lived experiences among different perspectives, while identifying 
common themes across stories. This Workshop seeks to understand how a 
scaffolded process may surface tacit knowledge within a workshop 
structure. The motivation for doing so is twofold: 1) to help minimise the 
time and energy spent on post-participant data analysis, and 2) to provide a 
platform for participants to more actively engage in the analysis phase. As 
workshops are becoming a prevalent part of my own and others’ 
professional practices, my current research investigates how participants 
may interpret their own data through analytical engagement. This 
Workshop seeks to bridge the gap between design’s ability to generate 
material, experiential data and efforts to co-analyse that data in real time.

Corresponding to the DRS2020 theme of Synergy, this Workshop will bring 
together participants from different backgrounds to solve gender issues, 
particularly in regard of bias and stereotypes. The Workshop aims to foster 
a global awareness and change perspectives towards sexism and gender 
stereotypes, and thus be able to create better strategies to combat the 
issue. Participants will explore different forms of stereotypes from different 
cultures. We will examine the topic with the help of a conversation tool in 
the form of a card game – based on the convener’s previous research – 
created with the purpose to generate discussion on gender stereotypes in a 
fun way. Through this interactive session, participants will be asked to share 
their perspective and experience on sexism, shaped by their personal 
background and culture. After a group discussion, the Workshop will be 
closed with participants sharing their findings to everyone, and coming up 
with new ideas on how a cross-cultural discussion and culture-centred 
design approach can solve problems, especially the ones related to social 
and gender issues.

In the recent article ‘Ethnographic Documentary as a Translator of 
Architecture and Urban Research’ (Rose, Alexander & Grassi 2020) published 
in the The Design Journal, ethnographic documentary was proposed as an 
effective means of design research. It reported on the creation of design 
research documentaries with residents of Prato in Tuscany, Italy. The final 
films, Living Spaces Prato, were screened in Prato shortly after their 
creation. Video production has become far more accessible with HD video 
enabled smartphones and user-friendly video software. However, many 
who use video as a research tool neglect the language of film. A deeper 
understanding of film language enhances the impact of the documentary as 
a design research tool. These techniques are easy to learn and apply. In this 
Workshop, participants will learn about sensory image-making to create an 
evocative design research documentary sequence. These techniques can 
be incorporated into design research and education. To facilitate online 
delivery, this Workshop is adapted to auto-ethnographic design research. 
Participants will use their own devices (e.g. smartphone, DSLR camera) to 
record footage based on a checklist provided by the Convener. A simple edit 
will be demonstrated.

1230-1330     W7 W8 W15
Behind Open Doors: Unboxing Gender by Design (436) Designing diversity into design education (394) From Ambiguity to Articulated Impact: Perspectives on Design for 

Resilience (460)

Sarah Elsie BAKER, Simon NICHOLLS, Alexander JENKINS, Rose NORGROVE Jane CONNORY, Simone TAFFE, Adi BYRT Leigh-Anne HEPBURN, Liz BROGDEN

Media discourses about gender and sexuality are often highly polarising and 
reinforce binary thinking. However, people’s experiences and feelings often 
bend, blur and break society’s binary codes. Behind Open Doors is an 
experience created in order to unbox gender by design. It aims to repurpose 
user experience design methodologies to encourage intimate reflections 
about gender and sexuality that emphasise complexity and contradiction. 
Through design intervention, in the shape of a participatory experience, the 
project seeks to emphasise the queerness of everyday life. It flips design 
methods by making data the foundation for shared understanding rather 
than data collection being the starting point for generating design solutions. 
In doing so, it questions the power of the designer. By repurposing the user 
experience method of cultural probes, the project seeks to foster empathy 
not as a means to a market, but to encourage compassion and an ethics of 
care. 
Prior to the Workshop, participants will be asked to experience an 
interactive website and complete a digital gender journal. In the Workshop, 
participants will gain insight into the gendered experience of themselves 
and others. All experiences shared during the project will be anonymous and 
participants may opt out at any time. 

There is a problem with diversity in design. The design industry lacks a wide 
representation of gender, race, ability and wealth. In the United States, 71% 
of designers are white, and in the United Kingdom, 63% of design students 
are women while they only fill 17% of leadership roles in the industry. In 
Australia, the gendered pay gap in architecture is on average of 11.3% while 
Australia’s leading graphic design award platform has consistently 
celebrated women as only 25% of their winners. Some of these problems 
are being addressed; however, ‘otherness’ is still often dismissed as 
unimportant in design education. University processes, environments and 
class content are often built on discriminatory, unconscious biases. For 
example, they are rarely exposed to case studies beyond the established 
white male canon. This is your chance to design diversity into design 
education. This Workshop will focus on human-centred design methods to 
address some of these problems design students face and all design 
disciplines are welcome. By the end of the day, you will have a prototype 
that you can refine, implement and use to address problems in diversity for 
your design students.

Resilience is a familiar concept across literature in engineering and systems 
design. However, as design has evolved to contribute to broader 
sociocultural and ecological challenges, the term resilience has been applied 
in different and often contradictory ways. Across the design research 
literature, there appears to be a lack of common understanding of resilience, 
particularly in how it is defined within the context of participatory co-design. 
This ambiguity in terminology and the subsequent articulation of meaning 
can be challenging, hindering progress and potential impact, and creating 
repetition within the discipline. This Workshop aims to challenge 
participants to critically reflect on their understanding and practice of design 
for resilience. By engaging the design community in exploring and 
articulating multiple perspectives, the Workshop will generate new shared 
knowledge framed around key questions: What is resilience in the context 
of participatory co-design? What does it mean to be resilient? What is 
design for resilience? This co-created knowledge will contribute to the 
generation of research questions that can extend beyond the Workshop, 
encouraging participants towards future collaboration, and ultimately will 
contribute to and strengthen a broader discussion on design for resilience.

1430-1530     W10 W11 W12
Magic Equation or Gordian’s Knot: Measuring the Value of Design (423) Creative Fictions, Speculative World Building and Participatory Narratives: 

Designing table-top role-playing worlds for design(er) synergies (424)
Prototyping a self-reflection toolkit to increase synergy between enacted 
personal and professional values (453)

Mehves CETINKAYA SENDAS Jane TURNER, Manuela TABOADA Lutza IRELAND, Hugo TEIXEIRA    

Measuring the value of design has been a hot topic for not only researchers 
(Bedford et al. 2006; Borja de Mozota 2006; Heskett 2009; Hertenstein et 
al. 2000, 2001, 2005; Roy 1994) but also for institutions (Design Council 
2007, 2018; Sheppard et al. 2018; Wescott et al. 2013) for the last 25 years, 
but there is still no definite answer about how to quantify the value of 
design. Understanding how to measure the value of design will bring down 
the invisible language barrier between design and other disciplines, such as 
economy, management, manufacturing. As design researchers, we need to 
propose new methods for measuring the value of design until we find the 
ultimate formulation. This Workshop will look at the existing research on 
quantifying the value of design and will aim to propose a new method. 
Attendees will work on new measures and metrics to measure design 
activities and will be able to discuss their approach to the topic at the end of 
this Workshop. Participants of this Workshop will not only gain an 
understanding of the current state of research on quantifying the value of 
design, but they will also increase their experience in quantitative research 
methods in design research.

This Workshop is framed by research into the way in which the process of 
designing and playing together becomes a critical dialogical process that 
unites and expands individual circles of understanding. It offers a playful 
method to engage different disciplines in opportunities for communication 
and connection with potential for self-reflection and change. Since Gaver’s 
call for designers to understand themselves as Homo Ludens – people who 
are not just creative and imaginative but also playful – game design and 
play have been accepted as speculative spaces that facilitate opportunity 
for critical play. Critical play goes beyond entertainment and acts as a portal 
to creative expression, an instrument for conceptual thinking and a tool for 
social change. More recent discussions focus on the inclusion of the activity 
of design-ing in this context, arguing that the craft of world building equates 
with that of creating speculative designs and design fictions. In this 
Workshop, we invite participants from all design disciplines to explore the 
speculative possibilities of table-top role-playing game world designing as 
an opportunity for synergies, playful discussion and insights across discipline 
boundaries.

This Workshop uses transdisciplinary methods from design and psychology 
to prototype a toolkit that aims to increase self-reflection to strengthen the 
synergy between enacted personal and professional values for designers. 
The Workshop synthesises design thinking and psychology principles to 
enable values clarification and foreground the use of values conflict as a 
source of creative tension that is channelled into problem solving. 
Participants will receive a pre-workshop toolkit to facilitate values 
clarification. Workshop activities will include group work, including rapid 
prototyping of a self-reflection toolkit. The expected Workshop outcome is 
the development of a testable toolkit prototype for guiding designers’ self-
reflection and criticality to increase synergy of enacting core values across 
professional and personal lives. The toolkit prototype would open up 
opportunities for further research into design-led transformation of value 
conflicts to increase value-based and creative problem-solving capabilities. 

1545-1645     W13 W14
Tracing Design: Exploring Materiality for Designerly Methods, Practices & 
Tools (481)

Education for Social Impact Network: Building a tertiary education design 
alliance (452)

Awais Hameed KHAN, Sarah MATTHEWS, Lorna MACDONALD, Lee JONES, 
Stephen SNOW, Ben MATTHEWS

Lisa A SCHAROUN, Dean BROUGH, Gene BAWDEN, Melanie FINGER, 
Sheona THOMPSON, Liz BROGDEN

15-min break

15-min break

60-min break

15-min break

TUESDAY 11 August 2020



As design proliferates into mainstream organisational practice, it has 
become increasingly important to understand, document and trace 
designerly practices in situ to make the value of design explicit to all 
stakeholders. Reflexivity of process is a foundational aspect of design; 
materials act as conversational devices that ‘talk back to the designer’, 
prompting reflection on action, and generating new understanding of 
problems for designers and participants. However, much of this dialogue is 
difficult to definitively capture, retrace or reproduce in post-hoc analyses of 
design decisions, given their ephemeral, transient and dynamic nature. 
Recounting this dialogue in situ, from a researcher, educator or practitioner’s 
perspective, can provide a deeper understanding of the design processes. 
This Workshop is tailored for design researchers, educators and practitioners 
aiming to explore the materiality of design practices by responding to two 
principal questions: How can we leverage the materiality of design tools, 
methods and practices to provide evidence of process? How can the process 
of design influence the utility of materials for design? Both research 
questions build upon the DRS 2020 sub-theme of Processes; understanding 
design processes and making them visible to build better design knowledge 
systems and encourage an evolution of our practices as a design 
community.

This Workshop aims to explore the potential for an Australia-wide, multi-
university, social impact entrepreneurial collective – a driver for creating 
transformative change for good through collaboration and co-creation. 
Increasingly designers from all disciplines are striving to act as drivers of 
positive social change. The UNESCO Commission on Education for the 21st 
Century, Delors (1996) states that “in confronting the many challenges that 
the future holds in store, humankind sees education as an indispensable 
asset in its attempt to attain the ideals of peace, freedom and social justice”. 
With education central to the attainment of such ideals, the design schools 
of Queensland University of Technology and Monash University are 
impacting design and community organisations, through partner-driven 
student projects with an overarching commitment to social justice, equality 
and sustainability. This Workshop will facilitate information sharing and 
participant interaction to explore the potential of a national Design 
Education for Social Impact Network. Participants should come prepared to 
share their work and teaching in this area and interest in building a design 
education network. We anticipate that this network will grow over time 
according to an Open Innovation Network model, enabling strategic 
partnerships across academia and industry that focus on positive 
community impact.

1700-1800     W16 W17 W18
Embedding Evaluation into Research Projects - The Percent Evaluation 
Method (428)

’DESIGNED TO LAST’ – extending the product lifetime (470) Play design thinking as impulse for imagination, curiosity and synergy in 
complex societal challenges (458)

Elisavet CHRISTOU, Pinar CEYHAN, Adrian GRADINAR, Leon CRUICKSHANK Linda Nhu LAURSEN, Louise Møller HAASE, Peter Byrial JENSEN Sune GUDIKSEN, Karen FEDER, Helle Marie SKOVBJERG, Pia SCHYTZ, Keila 
QUINONES

This Workshop is aimed at design researchers who are interested in 
embedding evaluation processes into their projects. We will present the 
Percent Evaluation method, a method that invites researchers to include a 
percent of their project’s resources (budget, workhours, partnerships) for 
evaluation purposes. Evaluation processes can produce more evidence for a 
project’s value for participants, partners, stakeholders, funders and 
policymakers. They can also support new knowledge and learning to 
emerge, create relevance and effectiveness and support engagement and 
participation. The Percent Evaluation method focuses less on specific 
evaluation methodologies and more on the practice of embedding viable 
evaluation processes into research projects from the beginning. Participants 
will be introduced to the Percent Evaluation method, its context and 
rationale. They will then take part in a short exploratory session that will 
help them identify their evaluation needs, challenges and potential. Finally, 
participants will be presented with a demonstration of the Percent 
Evaluation tool which is specifically designed to help researchers identify 
what resources can be allocated for evaluation purposes and develop a 
viable plan for evaluation implementation, and will be invited to test and 
evaluate the method and tool following the Workshop using the Percent 
Evaluation website.

During the last 30 years, the average lifetime of many products has dropped 
significantly. Today the expected lifetime of, for instance, a smartphone is 1-
2 years, for a bicycle it is 3-4 years and a washing machine is 5-6 years. The 
direct consequence of the short lifetimes is that every day we throw away 
products, which have cost precious materials and resources to produce. This 
way of developing and using products cannot continue, and moreover, it 
goes completely against the 12th UN global sustainable development goal 
of ensuring sustainable consumption and production patterns. The aim of 
the Workshop ‘Designed to last’ is to give small and mid-size companies 
insight into what it would mean for their companies to extend the lifetime of 
their products and discuss the challenges related to this. This will be with 
regard to both the design of the products and their position on the market, 
but also in relation to the company’s ability to compete and its business 
model, etc.

What can be observed in global societies today is the need for bringing back 
imagination, curiosity and surprise as part of any fuzzy front-end (re)framing 
challenge, especially those critical to societal complex challenges. As well, 
collaborative design formats to create synergy in such co-creation framing 
processes between affected users and stakeholders in value chains or eco-
systems are of crucial importance. In the last five years, renewed attention 
has been given to play design approaches as a catalyst to address exactly 
these challenges. The aim of this Workshop is to explore in what way and to 
what extent play can be used to propel participants out of habitual thinking 
and into imaginative modes where participants in synergetic ways actively 
search for new meaning. The approach is based on three overall traits 
explored in the Workshop: (1) imagination, (2) curiosity, and (3) synergy.
Participants will, through this online Workshop, gain the following three 
overall take-aways: (1) understanding play design thinking and potentials, 
(2) experiencing how play memories can be considered a design opportunity 
and (3) discussing how and for what reason play design can impact specific 
situations and subject matters.

1230-1330 C1 C2 W19
Exploring Remoteness: The Design of Care on Islands (415) Design as a catalyst for change in the Public Sector (417) Facilitating collaboration and trust on cross-cultural teams: Designing 

conversations through evocative objects (446)

Sue FAIRBURN, Jennifer CUNNINGHAM Luis GARCIA Estefania CILIOTTA CHEHADE, Michael ARNOLD MAGES

Islands are often considered metaphors for isolation as they offer refuge 
from society or intentional separation from those elements that challenge 
us in our daily survival. How can the design of care help us to understand 
the individual and the community? Join us to explore, define and imagine 
care and remoteness. Through the lens of remote, fictional islands, we will 
seek to understand differing occurrences of socio-ecological survival, 
preparation and safe-guarding. Instead of following the common trope of 
utopias frequented in speculative design, these fictional lands will lead us in 
conversations of design. We will probe and speculate on how ‘removing’ 
oneself from ‘the familiar’ urban care environment and placing oneself in a 
remote position presents an opportunity to reflect on the affect of location 
on our trust in and our understanding of care. This Conversation, guided with 
maps, will move through stages of exploration, definition and visualisation 
with consideration of the human and non-human actors that make up the 
world of care. That world includes our bodies, ourselves and our 
environment. It is a social and material cast of things, people and places 
that will be enacted and thought through by participants.

This Conversation aims to explore the processes, mindsets and methods 
used by designers in the public sector to inform the current state of the 
discipline, its challenges and opportunities. It will also serve as a space to 
exchange ideas and future inquiries to keep positioning design as part of the 
decision and policy-making processes worldwide. Design has gained 
recognition as an acclaimed process for generating innovative, human-
centred solutions at different levels. In recent years, we also see designers 
introducing design as part of government offices. For example, spaces such 
as the Policy Lab in the United Kingdom or the Public Policy Lab in New York 
are positioning design approaches as a way to achieve public good. They 
involve people as active components of the public processes, which 
represent a fantastic opportunity for the future of a society that now 
recognises the importance of human-centred processes brought by 
designers. Finally, although the vast achievements, is design contributing to 
the public sector in developing countries? If not, it is important to discuss 
how we can challenge public administrators to consider design as an integral 
part of how cities are administered and how policies are created.

Today’s workplace dynamic is changing due to factors such as globalisation 
and technological advancements. Thus, understanding and embracing 
diversity is imperative for fostering collaboration and trust. Finding 
mechanisms to help individuals embrace differences in a comfortable way, 
while developing intercultural skills, is necessary. In addition, designing 
organisations’ and institutions’ difficult conversations can help revitalise the 
workplace environment, and improve morale and productivity. In this 
interactive Workshop, you will use a custom-developed VR software to 
learn tools and techniques to build team cohesion, and surface deep 
understandings using evocative objects to facilitate those difficult 
conversations. We will provide the opportunity to learn ways to help teams 
communicate more effectively by building common ground and shared 
understanding among diverse individuals. Leveraging research and 
techniques you already know — participant observation, interviews, cultural 
probes, participatory design, workshops — we will show how understanding 
cultures through objects is an effective method to improve collaboration in 
cross-cultural teams. In sum, this Workshop will provide you with new 
strategies and techniques for productive co-working in multicultural teams. 
It will help you develop an understanding of the challenges faced on 
multicultural teams through evocative objects and conversations. It seeks 
to demonstrate how these objects promote awareness, reflection and 
respect. 

1430-1530 C5 C4 W20
Research Through Design – What's Your Style? (476) Evidence-Based Design: Challenge or Threat (483) Gender, Cities, and Participatory Design: bridging diverse perspectives 

through multiple entry points and parallel problem frames (468)

Boudewijn BOON, Ehsan BAHA, Abhigyan SINGH, Frithjof E. WEGENER Vesna POPOVIC, David SLESS, John-Paul DANEEL Hannah KORSMEYER, Allison EDWARDS

Since its introduction, research through design (RtD) has been adopted by 
various design disciplines and grounded in different research traditions. 
Consequently, it has taken a wide variety of forms. To deal with this 
diversity a shared language is needed, which design researchers can use to 
structure, disseminate and evaluate RtD work. This Conversation explores 
how the notion of ‘style’ can be useful in this regard. We will use this notion 
to make sense of our particular ways of working, to make these explicit and 
to communicate their distinctive value. We seek to bring together a diverse 
group of RtD practitioners, preferably with two or more years of experience. 
As a participant, you will explore your RtD style or that of the group you are 
working in. Prior to the Conversation, we ask you to intuitively articulate 
your RtD style. In the Conversation, you will share your RtD style with others 
and as a group we will discuss how the notion of ‘style’ is or can be valuable 
to RtD practitioners. You will leave this Conversation with a deeper 
understanding of your own RtD style and its position in a wider variety of 
styles.  

In this Conversation, we would like to explore the evidence-based design 
approaches across the design fields. The evidence-based design is rooted in 
medicine. It provides the principles of research methodology and design, 
and their applications to healthcare. It demonstrates how an environment 
can affect patient experience and outcomes. In this Conversation, the 
evidence-based design approach refers to the integration of research and 
design to provide impact. The power of research provides new opportunities 
to innovate, and to attract shareholder investment. It is a common practice 
for design practices to separate research and design, rather than creating 
synergy and new knowledge. Indeed, in many instances, research is seen 
as a threat to creativity. This proposal challenges this notion. It aims to 
clarify the contribution of an evidence-based design approach, and responds 
to the main question: Is an evidence-based design approach a challenge or 
a threat to design research and creativity? This is supported by two sub-
questions: What is evidence-based design? How is evidence-based design 
applied in practice? We explore these questions by discussing evidence-
based design approaches and their challenges and benefits.

This Workshop invites design researchers to play, test and critique a 
conceptual framework and bespoke workshop materials. These tools have 
been iteratively developed over four years, across a variety of participatory 
events centred on designing more gender equitable cities in Australia. 
Improving gender equity in cities is a complex problem, necessarily 
involving commitment from a wide variety of stakeholders, who hold 
contrasting ideas about how to frame the problem as well as conflicting 
ideologies about how best to move forward. Particularly related to gender-
based violence, there is both an urgent need to mobilise stakeholders to 
take immediate action as well as an overarching need to address the 
systemic issues that drive the inequity. We propose that, through designing 
parallel workshop activities, participants could be given autonomy and 
choice over how they initially frame the problem, from concrete gender-
sensitive approaches to more speculative ‘feminist’ techniques. This process 
welcomes diverse perspectives, while exposing participants to multiple 
forms of design engagement in the same event. The parallel activities 
purposefully range from more tangible, certain and concrete to more 
speculative, unsettling and exploratory. This framework reveals underlying 
diversity of the way stakeholders frame problems so that they become 
more explicit before entangled and reassembled.

1545-1645 C3 C6 W21
Design and the right to repair (448) Transformation at the thresholds? —Exploring fields of expertise in 

codesign (484)
Controversies as a vehicle to integrate creative collaboration and ethical 
reflection (437)

Eleni KALANTIDOU, Niklavs RUBENIS Anne Margrethe WAGNER, Wendy HODDINOT Julieta MATOS-CASTAÑO, Deger OZKARAMANLI, Anouk GEENEN, Mascha 
VAN DER VOORT

Repair has been repeatedly neglected from the waste conversation or ‘war 
on waste’ and has been detached from design practice and criteria. As a 
result, goods are being replaced instead of fixed commonly due to a 
consumerist state of mind (Packard 1960), a lack of provision for spare parts 
and the unfeasibility of disassembly. A number of factors have led to this 
condition including neoliberal economies investing in built-in obsolescence 
(Cooper 2016) and insufficient policies to prevent discarding instead of 
repairing (Johansson and Corvellec 2018). An extra layer of complexity has 
been added by the digital economy and copyright laws, turning the right to 
repair into an illegal activity (Perzanowski and Schultz 2016). This 
Conversation aims to challenge how design designs circumstances of waste 
by opening a dialogue on its agency to recompose the ethics and 
responsibility, rules and practices of making. To enhance the discussion, 
contemporary examples such as in-house repair as well as open source and 
DIY movements will be examined, and practitioners and educators will be 
encouraged to interrogate their own practices. The final part of the 
Conversation will be dedicated to a collective exploration of alternatives, 
such as potential schemes of design for repair. 

Co-design methods engage communities, stakeholders, experts and design 
professionals in ‘collective creativity’ (Sanders and Stappers 2008). In 
landscape architecture, these methods are popular within the context of 
shaping public spaces. Yet co-design is often challenging, and as Till (2005) 
warned, to be transformative, participation must not be abstracted, but 
rooted in context, a two-way relationship between design professionals and 
collaborators. Undertaken in this way, co-design supports democracy 
(Binder et al. 2011) and holds the promise of synergistic outcomes 
(Hoddinott 2018). This Conversation focusses on design expertise and its 
relationship to other areas of knowledge and practice in co-designing public 
spaces. Our aim is to elicit conversation around the transformative power of 
collective design action, but also to address where and when these 
relationships are challenged. Our discussion will delve into the thresholds of 
expertise, to detect synergetic aspects. Participatory design unfolds a 
diverse landscape of cultures (Manzini 2015). To foster conversation, we 
will draw on examples from our own and other participant’s design research 
practice and discuss selected theory and concepts relevant to public space 
design. Our takeaway is to have identified critical transformative features 
and challenging dynamics in ‘expertise thresholds’, emerging in the co-
design of public space.

This Workshop will facilitate an understanding of how controversies in socio-
technical contexts (e.g. smart cities) can serve to integrate creative 
collaboration and ethical reflection among stakeholders. Creativity assumes 
an action-oriented, solution-focused attitude, whereas ethical reflection 
requires a critical attitude. Although these attitudes seem incompatible, 
unpacking controversies when addressing complex socio-technical 
challenges can help to integrate them. Controversies are situations where 
perspectives collide where value tensions emerge. These tensions help to 
reflect on technical and human-centred aspects of socio-technical 
challenges and create room for understanding different perspectives. We 
contextualise the Workshop in an ongoing, nationally funded research 
consortium project that explores the role of design in developing inclusive 
smart city visions. Through collaborative (design-)activities, participants will 
use smart city controversies – like the tension between data surveillance 
and privacy – to reflect on the ethical implications of urban technologies. 
Besides, participants will co-create prototypes that expose the constructive 
aspects of controversies. The outcome of this Workshop will inform future 
research activities on collaborative future-making. Moreover, participants 
will gain insights into the potential of controversies for participatory design 
processes. We invite participants that have affinity with interdisciplinary 
research projects and are interested in exploring the role of design in 
addressing complex socio-technical challenges. 

15-min break

15-min break
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1700-1800 C7 C8 W22
What does it mean if user experience design is both an industrial method 
and a creative practice? (412)

What is design capability in the public sector? (440) Hunger games: Designing for Liberation (443)

Bronwin PATRICKSON, Helen DAVIES Ahmee KIM, Mieke VAN DER BIJL BROUWER, Lindsay ASQUITH, Jenny 
LEWIS

443: Man-Li HUANG {NIKAR SIKO}, Lizette REITSMA, Vavauni LJALJEGEAN, 
Shenglin CHANG, Paul RODGERS, Roger WHITHAM

Previous debates about the creativity of user experience (UX) design 
practice have historically applied dualistic conceptions as design as either a 
scientific method or an artistic practice (Cross 2007) – but what if it is both? 
What if functionality is inherent to the value of art? And what if 
breakthrough creativity is a collaborative process, rather than the 
expression of a single genius? Our discussion of these historic debates is 
grounded in the practical example of a current design research challenge to 
reinvent traditional media favourites for extended reality applications. Part 
of the UKRI Audience of the Future Demonstrator Programme, USW is 
partnering with the consortia known collectively as Fictioneers working in 
collaboration with Aardman animation studios on a mobile-centric 
immersive transmedia experience based on Wallace and Gromit. Working 
with this case study example, participants will be introduced to a range of 
creative UX design approaches, before being invited to devise and share 
potential responses to the challenge of immersive media design. In process, 
participants are invited to reflect upon potential tensions (and 
synchronicities) between creative and commercial design imperatives, as 
well as individual and collaborative flair.  

As the subject matter of design has expanded to the context of social and 
public sector innovation, design is picked up by many non-designers in the 
field (Dorst 2015). In this Conversation, we raise the question of what design 
capability in the public sector means where most of its practitioners are not 
professional designers. Design capability in the public sector is often 
understood as individual competence such as  designerly abductive 
reasoning, open and flexible mindset, and knowledge of design language 
and tools (ibid; Malmberg and Wetter-Edman 2016). Design capability in 
the public sector is also seen as an organisation’s capability to make use of 
design resources such as training employees of design competence, hiring 
professional designers, and adopting design approach for the organisation’s 
key activities of strategy or policy making (Design Council 2013). Lastly, 
design capability is considered to be fostered in communities, which include 
citizens, as a sustainable means of dealing with a fast-changing world and 
complex problems in the communities (Dott Cornwall 2010). What we would 
like to discuss in this Conversation is the different types (or levels) of design 
capability that practitioners and researchers in the public sector have 
experienced and think necessary to the public sector.

What happens when one anxiously loses their culture while unconsciously 
living under the identity of another culture? Researchers have argued that 
the decolonising point for Indigenous people is facing the tension between 
Indigenous liberation and identity, and the challenge of creating their space 
paradigm. Could design help address their struggles? What type of space 
would it be? Hunger Games is a discursive metaphor to the dilemma of 
Indigenous people who are hungry for sustaining their indigeneity. This 
Workshop aims to co-design an action map: designing for liberation; a 
strategy that could improve the connection around Indigenous research and 
design practice, especially on Indigenous societal issues; sharing the design 
practice, as a conversation platform, across disciplinaries and countries 
where there are similarities. These will lead to assess whether design is 
taking responsibility or creating more problems for the minority society. 
Collaborative design is a practical approach to the communication of 
Indigenous research and the relative design practice. Participants will begin 
by sharing the scope of Indigenous discursive challenges faced from within 
countries, then designing for liberation. Through the activities, participants 
will learn how to provide their decision from ideas to action to the complex 
issue by capturing their thoughts and experiences.

1230-1330 C9 C12 W23
Developing the DRS Design for Policy and Governance Special Interest 
Group (PoGoSIG) (451)

Is professional accreditation of Industrial Design academic programs a 
useful step for our discipline? (407)

Ongoing Matter: Demystifying, Deciphering and Decoding Fact in the 
Mueller Report (480)

Scott SCHMIDT, Emmanuel TSEKLEVES, Leigh-Anne HEPBURN, Kees DORST, 
Vesna POPOVIC, Philip ELY,  Michele DOUGLAS

Christian Rainer Maria TIETZ      Anne Hostetler BERRY, Sarah Edmands MARTIN, Andre MURNIEKS

Join other DRS2020 participants who are committed to continuing an 
ongoing discussion on the development and direction of the DRS Design for 
Policy and Governance Special Interest Group (PoGoSIG). PoGoSIG aims to 
bring together researchers, designers, and academics in order to critically 
examine, promote and explore the impact of design on innovation in policy 
and governance. The goal of this Conversation session is to host a 
constructive dialogue about the breadth and scope of PoGoSIG while further 
developing its foundation and ideals based on feedback from DRS members 
and conference participants. Presently, there exists no DRS SIG dedicated to 
the emerging field of design for policy and governance. A growth in the 
number of books and articles as well as conference topics in this area have 
indicated a strong need for focused attention for years to come. However, 
there still exists a research gap on the subject. For example, there is a great 
deal of variance around the concept of Design for Policy and Policy Design, 
two ideas which at times overlap and at other times deviate considerably.

Industrial Design programs at universities in Australia (and the world) are 
not professionally accredited in any legally binding way. Professional 
industry accreditation is a critical step in the evolution of our profession. It 
can lift the standing and the perception of the profession and at the same 
time provide a binding framework for negotiation in the academic context. 
Industry accreditation provides a profession with a serious official dialogue 
between the accreditation body and the academic institution. This can be a 
useful mechanism to ensure ongoing engagement of the profession with 
academia and therefore a sign of a mature and established discipline. It can 
represent a commitment to a formally agreed minimum standard. Industry 
accreditation can be a powerful tool for discussing academic course contend, 
teaching approaches, class sizes and other issues. It provides ongoing 
renewal for the tertiary provider to be authorized to offer it. This can have 
direct financial implications for the tertiary institution. It can be a mark of 
distinction. The existing current provisions are not legally binding. Is 
registering a tertiary course or offering membership of an industry body as a 
mark of compliance, a powerful and useful negotiation tool within academic 
settings? 

This Workshop aims to generate design strategies for increasing public 
engagement with factually dense documents – such as government reports 
and records – necessary to the health of democratic societies yet difficult to 
access or understand. Though focused specifically on the Mueller Report, 
this Workshop is a case study for similar scenarios wherein information 
dissemination is crucial to the public interest. Participants will work in teams 
to explore multimedia design interventions that 1) minimise obstacles 
preventing the general public from reading the Mueller Report, 2) 
emphasise key content from the report, and 3) posit methods for addressing 
the public’s reticence towards accepting reported facts, breaking through 
the ‘fake news’ echo chamber. By creating design interventions in a 
collaborative, international context, we hope to dismantle communication 
barriers and create deliverables and applications that can be enacted and 
tested during the Workshop and beyond. We will, moreover, present the 
results of the Workshop as a resource of approaches that can be shared, 
tested and implemented more broadly. All participants will be 
acknowledged for their contributions to Ongoing Matter. 

1430-1530 C11 C10 W24
Designing for public interests (430) Censorship on creative practices: how communication design may bring 

new perspectives and provoke awareness (429)
Participatory design of customised affordable medium density housing in 
Queensland (464)

Ben MATTHEWS, Skye DOHERTY, Jane JOHNSTON    Crystian CRUZ, Simone O'CALLAGHAN, Mark ROXBURGH Rongrong YU, Leigh SHUTTER, Fan ZHANG, Sasha WALES  

The concept of public interest presents a challenge for design. Most often 
discussed in the context of politics, law or journalism, public interest captures 
the idea that actions are taken to achieve a public good by balancing 
interests. Yet, there is rarely a single ‘public’ whose interests need to be 
served; rather there are multiple publics with competing interests. 
This Conversation aims to explore the concept of publics and their interests 
and how design responses might be informed by a public interest frame. 
The session will include a series of cases of designing for public interests, 
followed by a discussion and collaborative activity.

Commonly associated with authoritarian regimes, censorship has been a 
powerful tool to control freedom of speech, even on modern democracies. 
This field has been mainly reported by factual narratives of censorial 
activities, resulting in a lack of engagement around this topic. So the 
question lies on how communication design may provoke awareness of the 
consequences of censorship on creative practices. Our exploratory practice-
based enquiry indicates that a proper understanding might be gained by the 
support of techniques such as visual storytelling, in the emerging field of 
design activism. The starting point will be a case study of censorial activities 
during the dictatorial military regime that took place in Brazil (1964–1985), 
demonstrating how artists responded with creativity to circumvent the 
restrictions. It will be followed by current cases of design activism that are 
discussing freedom of speech, including censorship on social media. 
Participants and convenors will then consider if and how design practice 
may enhance the comprehension of censorship at present. The abundance 
of misinformation through fake news resonates on the complexity of this 
issue. Consequently, the synergy of participants from different backgrounds 
will provide a valuable scenario to envision new approaches in the current 
affairs of freedom of speech.

This Workshop aims to explore issues of affordable medium density housing 
that allow occupier design input prior to construction in Queensland. 
Medium density housing (attached dwellings, typically but not exclusively 
flats, units or apartments of up to three storeys) is currently in the form of 
infill developments because it introduces higher density than independent 
house and contributes to affordable housing in Australia. However, volume 
home builders usually replicate designs to cater for lower cost and there is 
minimal design input allowed from owner occupiers. This leads to a lack of 
compatibility with homeowners’ lifestyle and missing of identity. The 
affordability goal can be achieved via various sustainable design and 
construction strategies. This Workshop will focus on exploring the issue 
using participatory design and group discussion with participants, from both 
design and business perspectives. Participants will work together, under the 
guidance of conveners, to design their own units, including both dwellings 
and common area. Through this process, participants will learn about 
architectural design, sustainable design principles, passive design strategies, 
affordable housing, etc. ( GU ref no: 2020/569)

1545-1645 C13 C14 W25
Place, history, and cultures of design education: expanding interpretations 
of ‘readiness to practice’ (441)

Rise of the Design Entrepreneur: Emerging Roles for Design in the Global 
Entrepreneurship Ecosystem (461)

Contemporary Design Culture: Mapping Synergies and Variations (408)

Veronika KELLY, Myra THIESSEN, Meghan KELLY, Nadeem BASHIR  Camilo POTOCNJAK-OXMAN, Ida TELALBASIC Estelle BERGER, Dorian REUNKRILERK

Place and history shape all aspects of knowing, yet intentional interrogation 
of personal identities, histories, beliefs and values is lacking in how design 
students’ readiness to practice is framed in design curriculums. Furthermore, 
design education has historically elevated westernised approaches to 
design that do not necessarily value all local contexts. This Conversation 
aims to foster new exchanges that critically evaluate how design students 
are supported to form their identity as ‘designer’ and how this prepares 
them for practice. Our motivating research questions are: How do ‘place’ 
and ‘history’ shape design education and design practice? How are ideas of 
what is deemed valuable to becoming a designer constructed? What are 
the consequences when something is left out? During the Conversation, 
educators and researchers will collaborate to identify and map the learning 
opportunities and strategies that support design students’ readiness to 
practice, drawing on individual professional journeys, priorities and contexts. 
Through this approach, we anticipate an expanded understanding of 
cultures of design education in different contexts, and how interpretations of 
readiness to practice are constructed. Our approach is geared towards 
possible protocols for more progressive, responsible and inclusive 
approaches to design education that foster the practices societies need 
today.

This Conversation invites academics and practitioners to explore the 
changing role that design is playing in the global entrepreneurship 
ecosystem. As entrepreneurial skills become increasingly valuable for 
contemporary careers, it is important to note that these skills possess 
several interesting overlaps with the practices, cognitive processes and 
mindsets described as ‘design thinking’. This overlap may explain why we 
are seeing the acquisition of design capability by venture capital firms; the 
founding of investment funds ‘by designers, for designers’; a rise in the 
number of designer founders and co-founders; and the increasing 
importance of design as a competence for start-ups. This Conversation will 
look at these phenomena, discuss existing perspectives and build a 
community to explore future avenues for research and practice. This session 
will be facilitated by two designers: Mr Camilo Potocnjak-Oxman, Program 
Convenor for the Master of Entrepreneurship and Innovation at the 
Australian National University; and Dr Ida Telalbasic, Programme Director 
for Entrepreneurial Design Management at Loughborough University 
London.

This Workshop aims at investigating the concept of Design Culture, 
understood as how designers actually produce knowledge, values, visions 
and quality criteria to assess the meaning of their actions as well as their 
results (Manzini 2016). In particular, we intend to question which part 
reflects a sensibility and attitudinal position in terms of practice (Julier 2006), 
and which part is rather situated and contextual (Deserti and Rizzo 2014). 
In this interactive session, participants will be invited to identify and 
articulate constitutive elements of Design Culture, based on an immersion 
into different design work environments, shared by attendees themselves. 
Discussion will aim at identifying constants and variations, from which to 
map the synergies and sub-universes associated with different designers’ 
roles, from a perspective that is complementary with the Design and 
Management disciplinary fields. In line with the session format, we favour 
participants agreeing to be contacted beforehand and to share elements 
with the group.
After the Workshop, the co-created visualisation will be used for ongoing 
research on the topic of bridging design and corporate cultures. We hope it 
contributes to revealing and making explicit the drivers that bring designers 
together and make their voices stronger, for creating transformative 
change.

1700-1800 C15 C16 W26
Designing for and with the real world (475) Live Talk: dealing with differences – intercultural design based on a 

German-Chinese collaboration in design education (465)
Designing Innovation Ecosystems from Scratch: What is your ecosystem 
role? (462)

Maria PORTUGAL, India ROCHE     Marion DIGEL, Lei ZHU Badziili NTHUBU, Leon CRUICKSHANK, Daniel RICHARDS 

According to Victor Papanek, design is never mute, and it will always be a 
reflection of particular values, culture and context. ‘Designing For and With 
the Real World’ aims to stimulate a conversation between designers both in 
academia and industry (and beyond) around practice-based research and 
design processes, particularly when engaging with specific social, economic, 
historical and political issues. This Conversation session will encourage 
participants to engage with this topic by highlighting possible approaches to 
engagement, co-production and disciplinarity. Inclusive ways of working 
across different disciplines or organisations and engaging with specific 
communities or needs will be central to the discussion. Moreover, 
participants will be encouraged to share their take on practice-based 
research from their own experiences; responding to examples and analysing 
in which environment, place and conditions social research operates. The 
main objectives of this Conversation are to understand and explore: the 
components of the academic, industry and ‘real-world’ practices; how 
design researchers are approaching theory and practice when designing in 
these contexts; how academia and industry approach engagement, co-
production and multi-disciplinarity; what designers can learn and ‘unlearn’ 
from one another and how this can facilitate ‘synergy’.

What role does intercultural understanding play for design work in the 
current global context? How does our cultural background shape our 
perception of forms? How do cultural values influence the practice of design 
and how can intercultural understanding be promoted in design education? 
It is the aim of this Conversation to find answers to these questions. 
Assuming that cultural signs, symbols and meanings are manifested in 
artifacts, we will explore the impact of culture on our formal perception 
through the example of the intercultural project ‘Design for the Tabletop’, 
which was held at the IDI-Industrial Design Institute in Zhaoqing (China) 
with Chinese and German students. The focus of our Conversation will be 
the influence of cultural values and traditions on visual language, and we 
will address and objectify aspects of formal perception in relation to the 
cultural background. We will try to explore whether and how cross-cultural 
collaboration can lead to a more intercultural design in order to create new 
transcultural values and forms of understanding. 

Researchers find it challenging to influence the shape of ecosystems 
towards more productive engagement. Since we are all increasingly 
becoming part of an ecosystem in our research environments, having a 
deep sense of our positions and roles within the ecosystem may help 
recognise opportunities and gaps for designing better ecosystems. 
Therefore, this Workshop aims to help researchers make sense of their 
research ecosystems, using a design tool developed and tested for mapping 
innovation ecosystems. Participants will be working in groups of five to map 
their research ecosystems together. We will provide you with a tool to map 
your positions and roles in the ecosystem. This is expected to be a quick and 
fun visualisation exercise to help participants locate their research position. 
Participants are expected to use the virtual tool to make sense of their 
positions, identify new contacts and ways to pursue new ties. The design 
tool will be uploaded onto a whiteboard.

15-min break

15-min break

60-min break
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1230-1330 C17 C18 W27
Tower of Babel: the conflicting semantics of user needs  (422) A Methodology for Teaching the Design Charette Process Using a Mock 

Workshop Scenario (445)
Supplying effective online learning experiences in design education (416)

James RUDOLPH, Ann-Marie CONRADO  Charles KLEIN, Kristi GAINES, Malinda COLWELL, Muntazar MONSUR Luke FEAST, Chen CHEN    

There is general consensus in the design and design research communities 
that successful product development demands a deep understanding of 
users and their needs. Our experience, however, suggests there is 
widespread confusion regarding the definition of a user need. In much of 
the published literature, no clear definition of a user need exists, and 
available definitions are often at odds with each other. To add to this 
confusion, different terminology is frequently used to describe the same 
concept. A cursory review of user needs examples confirms this widespread 
confusion. This is concerning for product development teams, as a shared 
understanding of user needs is crucial to informed decision making and 
focus on solving the right problems. Misalignment between team members 
and disciplines regarding user needs can lead to ineffective use of company 
resources, spending time and money on creating solutions that may be 
undesirable, ineffective, or at worse, unsafe. This Conversation is intended 
to develop a more robust understanding of user needs. Using collaborative 
software, we will explore current use needs examples, and work collectively 
to create a taxonomy appropriate for product development practitioners. 
We hypothesise this common understanding will encourage greater 
alignment between product development team members throughout the 
process.

The design charrette is recognised as an effective tool for setting a program, 
developing a vision, and establishing design performance parameters for a 
variety of built environment scenarios. The intensive workshop allows for 
designers, experts and stakeholders to brainstorm alternatives, gain 
feedback, and reach a consensus early in the design development process. 
Faculty researchers at Texas Tech University are developing a methodology 
for teaching the design charette process in conjunction with the OLE! Texas 
Initiative that reimagines childcare Outdoor Learning Environments. The 
team has conducted several one-on-one design charettes throughout the 
state in order to train and grow a state-wide network of OLE certified 
professionals. However, in order to meet the demand, they are developing 
a curriculum that includes a mock design charette process where a larger 
group of designers roleplay the various stakeholders. The participants then 
evaluate the process by discussing obstacles and successes. In this way a 
larger group of designers can be trained in one design charette setting. This 
Conversation will include implementation of a mock charette. Participants 
will take away a greater understanding of the charette process as well as an 
alternative methodology for teaching it to students and design 
professionals.

During the COVID-19 pandemic, many design schools have had to move to 
online learning to maintain instruction and to help prevent the spread of the 
virus. Moving education online can enable more flexible student-centred 
learning experiences and more efficient delivery at a larger scale. However, 
the speed of the transition to online learning has meant that many 
educationists have had to improvise quick solutions under crisis conditions 
rather than implement a carefully planned online course development 
process. In this Workshop, we will critique our experiences of rapidly moving 
to online education in an undergraduate codesign course and an 
undergraduate digital design course. We will consider three main areas of 
focus in our critique: curriculum, learning and pedagogy. And we will present 
new learning approaches we implemented to address the issues of 
supplying student-centred learning experiences and an internationalised 
curriculum. During the Workshop, we will facilitate a discussion with the 
participants about what works and what the challenges of delivering design 
education online are. The participants will take-away their experience of 
engaging with the learning approaches we developed and their insights into 
the issues of delivering effective learning experiences in online design 
education.

1430-1530 C19 C20 W28
Will visual communication designers be replaced by machines? (435) Exploring design sociology: methodological innovations for research on 

support and wellbeing (419)
Design-Driven Entrepreneurial Opportunities: Conceiving Value through 
Exploratory Narratives (455)

Mark William Dart ROXBURGH, Ben MATTHEWS Adrienne BYRT, Simone TAFFE  Camilo POTOCNJAK-OXMAN     

Artificial intelligence (AI) and machine learning are driving rapid advances in 
visual communication design practice. Our recent review of extant literature 
on the topic reveals a scarcity of material, suggesting the design industry 
and design education are ill prepared for a seismic shift in work practices. 
Participants will be asked to respond to the following questions: How well 
prepared is the design profession for AI and automation? What kind of 
design work is vulnerable to automation and machine learning? What kind 
of skills will designers need to work with AI and automation? What should 
curriculum look like to ensure graduates will not be replaced by machines? 
Does current curriculum address questions 3 and 4, and if so, how? Methods 
such as thematic mapping, diagramming, sketch noting, drawing and 
written responses will be used as conversational vehicles. Artefacts 
generated will later be crafted into an integrated designed document. All 
participants will be listed as co-authors (convenors as lead authors). 
Participants will gain an understanding of and contribute to the 
preparedness of design education and the design industry for the impact of 
AI and automation. 

For interdisciplinary researchers who intend to improve the wellbeing of 
research participants, an agenda guided by self-reflexivity can foster 
openness to outcomes and generate surprising insights. Coined by Lupton 
(2017; 2018), ‘design sociology’ encompasses a suite of approaches 
sociologists can use to provoke insight into imagined futures. For design 
researchers, adopting sociological perspectives presents an opportunity to 
enact reflexivity and a chance to understand the social structures and 
ideologies that govern our day-to-day lives. Steen (2011, 2012) notes a 
designer’s tendency to ‘program innovation’; resisting the urge to ‘close 
down’ design research requires reflection and sensitive analysis. By 
integrating sociology and design, we can explore not only the challenges of 
the present, but also a vision for improved future outcomes (Lupton 2017, 
2018). We aim to facilitate a conversation that will explore sociology’s 
theoretical offering to design research. Drawing on a recent study that used 
sociological theory, empathy probes kits (Mattelmaki 2005, 2008) and in-
depth interviews, this Conversation will explore the ways methods across 
sociology and design can be united to build the foundation of a forward-
thinking research project. Participants can expect to gain insight into the 
ways sociological perspectives can shape their design research to improve 
experiences of support.

An entrepreneurial mindset is becoming increasingly valuable for careers in 
the public, private or academic sectors. Although this may seem daunting, 
design thinking and storytelling provide a simple starting point for people 
interested in undertaking an entrepreneurial journey. Whether it be for new 
or established organisations, exploratory narratives can provide a 
framework to guide the development of an innovative venture concept. 
Narratives assist in understanding how a venture could emerge and evolve 
over time, recognising the resources it will need before, during and after 
launch. Drawing upon a decade of experience developing practical tools and 
methods for entrepreneurship education, this Workshop will provide 
participants with a step-by-step process to structure and explore an 
entrepreneurial opportunity.

1545-1645 C21 W31 W29
Future of emergency healthcare: Design dialogues (469)  Creating Legible AI (444) Co-creating in uncertainty. Combining randomness with collaborative 

processes and sensemaking to design radical futures (466)

Vipul VINZUDA, Niall DELOUGHRY, Micheal CUDDIHY, Leonard O'SULLIVAN Franziska Louise PILLING, Haider AKMAL, Joseph LINDLEY, Paul COULTON Bridgette ENGELER

This Conversation intends to address research questions in the domain of 
health and design. The focus is to explore and discuss global perspectives 
regarding design research methodologies to inform emergency medical 
services in future smart cities. In today’s borderless connected world and 
multicultural population, what are the global challenges with our emergency 
healthcare systems, and how might we transform prehospital care with 
empathy and humanising technologies? Building on a brief introductory 
presentation, the convener will evoke participants to share emergency 
medical services and scenario related experiences from their own countries, 
highlight issues and unique contextual stories. There are three conversation 
points: discussing the problems with current Emergency Medical Services, 
the limitations of its stakeholders and the expectations of citizens. A set of 
global opportunities and challenges concerning emergency healthcare will 
emerge based on discussions and debates. The Conversation aims to report 
a range of perspectives and define directions for future emergency 
healthcare, and to propose appropriate methodological approaches for 
research studies into one of the most critical services within the healthcare 
system. 

Artificial intelligence (AI) technology is now commonplace and is often 
perceived as a unique selling point for consumers under the guise of 
improved efficiency. While such optimisations may be welcomed and 
sought after by users, often the operation of AI and how data is handled is 
obscured either intentionally or in the name of simplifying the operation for 
the user. With recent scandals such as Cambridge Analytica and a surge of 
AI applications, designers and users alike are starting to question how much 
information of the inner workings of the AI or the data captured should be 
revealed to the user?  Could prior knowledge and legibility of the 
functionalities of an AI-infused product benefit the user? What kinds of 
measures would need to be taken in order to ensure AI legibility?
This Workshop pertains to ongoing research into making AI legible through 
the creation of iconography attempting to make understandable the core 
workings of AI systems. Participants of this Workshop are asked to 
translate (or disrupt) the iconography through a range of tasks and 
provocations. Join us in co-creating a possible future of legible AI systems 
and learn more about what your smart devices are doing and for whom.

Design and design practitioners constantly engage with notions of futures in 
their work, whether it is tangible futures or intangible futures. However, 
while design can be considered as inherently futures-oriented, design 
research and practice can be limited by our capacity to imagine much more 
than 3 to 5 years out in time. This Workshop focuses on the use of foresight 
tools and methods in design, specifically Harman Fan, a tool that helps in 
designing divergent scenarios that describe how the futures of society may 
unfold. The Harman Fan is a tool used as part of group brainstorming to 
facilitate expansive critical thinking over different time frames. The 
Workshop follows the three steps of using the tool. Participants will use the 
Harman Fan to develop snapshots of alternative futures and design 
scenarios. Discussion will include why scenarios are critical tools in design as 
well as foresight but sometimes risky, hence the need for tools like this for 
thinking through the multiple causalities that produce an infinite array of 
alternative possible futures. Participants will also be invited to consider how 
this tool could assist in building an ‘anticipatory planning’ capacity in design 
strategy and management, especially about identifying patterns, trends and 
emerging issues of change.

1700-1800 C23 C22 W30
Global health in light of COVID-19: reframing the role of design (414) Design thinking framing (434) Co-creating complex systems: an outcome-based method to design 

healthcare systems (438)

Emmanuel TSEKLEVES, Ming CHEUNG, Fatima GHANI, Claudia DE SOUZA 
LIBANIO

Richard EVANS, Nick KELLY, Ricardo SOSA, Caroline AUSTIN  Irma Cecilia LANDA-AVILA, Rebecca CAIN, Gyuchan Thomas JUN  

In 2015, the United Nations adopted a development agenda comprising 17 
Sustainable Development Goals which are to be reached by 2030. 
Multisectoral action is key to addressing many pressing global health 
challenges, but to-date, understanding about how best to promote and 
support multisectoral action for health is relatively limited. The COVID-19 
pandemic presents an unprecedented challenge, threatening the lives and 
livelihoods of millions of people around the world. Some of the poorest 
societies in the world will be the least prepared and most vulnerable to the 
effects of the virus. Working with other sectors, design research can 
potentially address and mitigate the health, social, economic, cultural and 
environmental impacts of the COVID-19 outbreak in Low and Middle 
Income Countries (LMICs). Led by members from the DRS SIG on Global 
Health, this Conversation will explore how design research can help address 
and mitigate the health, social and economic impacts of the COVID-19 
outbreak in LMICs and which sectors design researchers need to work with 
to address this more effectively. The Conversation outcomes will be 
included in the Little Book of Global Health to be published in winter 2020, 
with delegates be invited to contribute to it.

The focus of this Conversation is the question, ‘Should we explicitly teach 
design framing?’ It is a widely accepted practice to teach design thinking to 
both designers and non-designers, a trend evident across educational and 
industry domains. Alongside this, the value of design framing is increasingly 
recognised in tackling complex problems and developing innovative 
solutions. This Conversation firstly discusses definitions of design thinking 
and design framing, in the context of the question, ‘Who teaches them, to 
whom, and how?’ This will involve open floor discussion and synthesis of the 
collective experiences and reflections of panel members. This will be 
followed by a deeper dive into design framing, and subsequent discussion, 
through the provocation that ‘design framing is the core of design thinking’ 
(following Dorst 2011). Key takeaways will be new perspectives on design 
framing which will be relevant to all involved in design education. 
Participants in the Conversation will leave with a deeper understanding of 
the question, ‘Should design framing be explicitly taught; and if so, to whom 
and in what way?’

The healthcare sector is integrating systems thinking approach to provide a 
holistic understanding to develop/improve healthcare systems (Norris et al. 
2019; Wilkinson et al. 2018). This holistic understanding relates to different 
healthcare elements such as people, objects, places, processes, outcomes, 
needs, values and environments (Holden et al. 2013). Therefore, practical 
systems thinking approaches focused on understanding those elements can 
assist design in addressing the complex challenges of healthcare (Jones 
2014). This Workshop will implement a novel outcome-based method to 
map the complex relationships of needs, outcomes and values from 
different stakeholders to co-create healthcare systems. This method 
facilitates the discussion, collection and visualisation of multiple outcomes 
as drivers for design. Participants will work in teams exploring the outcome-
based method, interacting with systems visualisations from chronic care 
services and defining practical approaches to apply this method in 
subsequent design phases. The material includes outcome and values 
cards, network maps and participatory boards. By the end of the workshop, 
participants will have experienced how to implement this outcome-based 
method to understand/frame healthcare systems holistically.

Remark: The DRS2020 Conference Organiser reserves the right to update the Abstracts as and when needed.
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