
Methods, tools and 

techniques

Åsmund Dæhlen



What makes a method, tool or 

technique participatory.



Agenda

1. What are we trying to achieve with Participatory Design?

What makes it participatory, and why emphasize participation? 

Exercise: What do the words mean?

2. Ways of seeing the Participatory Design process

General notion of the participatory practice (Bratteteig et al., 2012)

The ‘pd-mindset’ (Sanders and Stappers, 2008);

Lenses on PD-practice:

Having a say, mutual learning and co-creation (Bratteteig et al., 2012);

Tell, make and enact (Brandt et al., 2012);

Explorative, generative and evaluative (Sanders and Stappers, 2014);

3. Concrete examples of tools and techniques.

Future Workshop (Handbook of PD, p. 145-146 & 152-153);

Collaging (Visser et al., 2005);

Probes (Gaver et al., 1999);

Examples from my thesis;

Summary.

Page 3



Part 1

What are we trying to achieve in
Participatory Design?
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Learning outcome from lecture:

1. Learn about the “PD-Mindset”

2. Ways of seeing the PD-process

3. How Methods, techniques and tools are applied 

using a “participatory mindset”



A history of Participation
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You are also moving beyond inquiry to inform choices in terms of what 

the technology should look like - to what the process should look like.

«.. data gathering is a central part of establishing requirements, and of evaluation. 

Within the requirements activity, the purpose of data gathering is to collect 

sufficient, accurate, and relevant data so that a set of stable requirements can be 

produced, within evaluation, data gathering is needed in order to capture users’ 

reactions and performance with a system or prototype» (Preece, Sharp and Rogers, 

2015, p 226).

Data gathering to design technology -> data gathering to design the process



Why emphasize participation?

“The heart of Participatory Design is participation” (Brandt et al., 2012)

The book (Simonsen and Robertson, 2012) emphasize a “participatory mind-set”,  

democratization and empowerment.

Practical reasons

Nothing is new, there is always an existing constellation of tech/people

Motivated users (Hanseth and Aanestad, 2002)

Solve problems (Hanseth and Lyytinen, 2010)

Fits the contextual requirements

Politics, laws, practices, organizations, 

resources… all needs accounting for!

Users, politicians, lawmakers, organizations, teams, team-leaders, section-

leaders… all stakeholders needs accounting for to get things done!



Technology is not an isolated entity, 

it is a socio-technical entity of 

processes, practice, technology, 

organizations, culture, people… etc.



Information about the master program Informatics: design, use and interaction – fall 2019
DESIGN, DIGENT and IS research groups, August 13th, 2019

10

Contact person:

Åsmund Dæhlen

aasmunkd@uio.no or teams

Techniques, tools, and a participatory mind-set
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Gather information

• Ethnography

• Observation of practices

• Shadowing

• Interviews

• Follow-up interviews once you understand more to go in-depth

Co-create sessions to explore problems and possibilities

• Workshops

• Stakeholder meetings

Synthesize higher resolution prototypes

• New workshops with prototypes

Synthesize iteration #1

• New workshops with new prototypes

• Testing of prototypes

• Wizard of oz

Test high-rez prototypes

Test how the new prototype fits with existing processes

…

…

…

…

…

…

“You get one day on-site”

“We need a working solution within a month”

“You have x amount in budget”

“You get x amount of working hours with the workers”

Your design-work does (most always) not align with workers work!

Resistance from workers? Maybe they don’t want this?

Is it a decision that will make people lose jobs, require more work?
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Gather information

• Ethnography

• Observation of practices

• Shadowing

• Interviews

• Follow-up interviews once you understand more to go in-depth

Co-create sessions to explore problems and possibilities

• Workshops

• Stakeholder meetings

Synthesize higher resolution prototypes

• New workshops with prototypes

Synthesize iteration #1

• New workshops with new prototypes

• Testing of prototypes

• Wizard of oz

Test high-rez prototypes

Test how the new prototype fits with existing processes

…

…

…

…

…

…

Gather information

• Ethnography

• From a distance / or maybe a longer stay at the platform?

• Film/pictures

• Interviews

• Remote? 

• Future workshop / collage

• Digital: miro, zoom, ?

Can you test remotely somehow? Maybe focus on a process, which can be tested without a necessary object?



Method

A Framework

A recipe
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Tool Technique

Application of the tool to the 
method - to fit the context, and 
what you want to achieve

An Object

Camera Do you take pictures, 
do participants take 
pictures, does an 
impartial third party 
take pictures?



THIS IS ONLY ONE WAY OF 

SEEING IT

Bratteteig et al., (2012) view the method as a “set of principles of method which in any 
particular situation has to be reduced to a method of uniquely suitable to that particular 

situation” (from, Checkland 1981, p. 161).



Part 2

Ways of seeing the
Participatory Design Process

(Lenses on the PD-process)
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Empowerment and democratization (Computers Dividing Man and Work 

(Sandberg, (1979) if you are interested PDs history).

Having a say, Mutual Learning and Co-creation (Bratteteig et al., 2012) (ch. 6)

Enabling participation of end-users into design-decisions (Bratteteig and 

Wagner, 2014).

Telling, making and enacting (Brandt et al., 2007) (ch. 7)



(Ch. 6, p. 128, Handbook)



“There is still a reluctance to have the contribution of the PD 

community reduced to stand-alone tools and techniques if these are 

not accompanied by what Sanders and Stappers have called a 

participatory mind-set” (Brandt et al., 2012).



What is the participatory mind-set?



Bratteteig et al., (2012) sais, “this basic worldview leads us to the three core 

perspectives: having a say, mutual learning and co-realization”.

In chapter 6 (Bratteteig et al., 2012) the authors describe the general notional understanding 

of a method: “Method, as a general concept, is often interpreted as a ‘recipe’ for how to 

carry out a set of activities – Like a cookbook recipe.” (Bratteteig et al., 2012), and further, that 

this is not how the tradition views the use of methods.

(Ignore chapter 6’s emphasis on the example methods: MUST, CESD, STEPS. Read 

them, and try to understand why, but don’t emphasize these methods. It is a bit 

outdated.) 

PD process = PD-mindset (Real world context * method(adapt with techniques and tools))



What makes a PD use of methods, 

tools, and techniques different to 

other kinds of design processes?



Not a black-and-white world, UCD and PD are based on the same principles of engaging users. There is overlap.



(Sanders and Stappers, 2014)



Different ways to think about the 

participatory design process



Telling: ways of introducing the 

designer to the context, but also a 

means for participants to articulate 

their contexts and explore 

challenges and problems.

Workshops

probes

Interviews

Enacting possible futures: 

lets participants experience and 

explore what the future could 

look like.

Roleplay

Testing scenarios

Making: co-design, an important part of making decisions 

(see Bratteteig and Wagner, 2014), happens in the making 

of design-artefacts.

Workshops, probes

Brandt et al., (2012) (ch. 7)



Telling: ways of introducing the 

designer to the context, but also a 

means for participants to articulate 

their contexts and explore 

challenges and problems.

Workshops

probes

Interviews

Enacting possible futures: 

lets participants experience and 

explore what the future could 

look like.

Roleplay

Testing scenarios

Making: co-design, an important part of making decisions 

(see Bratteteig and Wagner, 2014), happens in the making 

of design-artefacts.

Workshops, probes

Brandt et al., (2012) (ch. 7)

Not mutually exclusive activities: 

in the act of making something, 

you can ask participants to tell 

stories about their artefacts, or

enact possible use.



People are different: some like telling, 

some like acting, some like making. 

Our responsibility as designers in 

knowing the right way of engaging.



“Things-to-think with” (Brandt, 2007) 

Brandt (2007) used high fidelity mock-ups to 

engage the participants into co-design. 

Lower fidelity = broader conversation topics, 

Higher fidelity =more specific topics. 

Note that such discussions require deep 

professional knowledge on the subject of 

these specific valves. 



This kind of prototyping, letting the hands-on objects 

of future use lets the user tell stories of the context of 

use, enact futures on how they would work and, if 

knowledgeable enough about the topic, be a part of 

making future iterations (co-creation, having say, 

mutual learning; enabling user decision-making). 



(Sanders and Stappers, 2014) 

How making can happen 

across time, within different 

time frames, for different 

contextual reasons.



Part 3

Examples from practice
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Probes
(Gaver et al., 1999 & Visser et al., 2005);
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Probes
(Gaver et al., 1999 & Visser et al., 2005);
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Why Gaver et al., (1999) used probes.

¨

Generational gap

“[..] increase the presence of the elderly in their local communities” (p. 22).

Combat distance

Physical

Research-researched divide: avoid feeling of being researched.
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Postcards
Informal, friendly and suited 
to people who are familiar 
with this sort of activity.
This can be seen as an 
alternative to a 
questionnaire.

Camera invites enacting & 
telling

Postcard invites reflection, 
telling about something

Mapping invites making

All promote reflection
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Photography/camera/diary
Asked to photograph their 
home, what they will wear… 
casual topics—which they 
were asked to collect into a 
diary, telling ‘their story’.
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Maps
Inquiry into elderly’s use of 
their local community. 
Where they meet people, 
daydream, to be alone, 
where they can’t go. 
Ranging from specific 
inquiries to poetic.
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Why Visser et al., (2005) used probes.

¨

Prepare user for participation

“Sensitizing is a process where participants are triggered, encouraged and 

motivated to think, reflect, wonder and explore aspects of their personal 

contexts in their own time and environment.” (Visser et al., 2005, p. 123)

Asynchronous participation



Gaver et al. (1999) uses the probes for gaining insight into the context as inspirational data 

to stimulate designer’s imagination, and users presence in their community.

Visser et al. (2005) uses it as a generative technique for co-design
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Collaging
(Visser et al., 2005);
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Collaging (and toolkits) are created to better understand day-to-day 

experience, explore future possibilities, and speculate (think: tell, make, 

enact) (Sanders and Stappers, 2014).

Participants capabilities, experience, skill, the context is the limit for what 

you can do!
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Toolkits can also specifically be crafted to enable co-creation—as physical 

prototyping kits for the participants to have hands-on experience with 

future materials: https://sphero.com/collections/all/family_littlebits

https://sphero.com/collections/all/family_littlebits


Future Workshop
(Handbook, p. 145-146 & 152-153);
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Method to put all kinds of tools and techniques into!

Sense of how much time it takes to do co-design.

Flexible method for any stage of design (think generative, evaluative, explorative)



Personal experiences:

Facilitating for capabilities of people 

with Intellectual Disabilities
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Immersion
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Creating design activities that fits the existing environment
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Not to elicit information, but to sensitize healthworkers to become 

designers on behalf of users. Enabled by immersion. 
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Not to elicit information, but to sensitize healthworkers to become 
designers on behalf of users. I had already done ethnography to 
familiarize with the context, and the possibilities for design.
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15 years of knowing eachother, but how does she really make choices?

Can they use touch screens?

Creating a prototype



Learning outcome from lecture:

1. Learn about the “PD-Mindset”

2. Ways of seeing the PD-process

3. How techniques and tools are applied using a 

“participatory mindset”



Challenge: Apply “the pd-mindset” 

and create/adapt other methods, 

tools and techniques

Example from master thesis (Universal Methods of Design 2018)


