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ABSTRACT

ROLES OF PRODUCT DESIGNERS IN SOCIAL INNOVATION:
CASES FROM PORTUGAL

IsaacArturo ORTEGAALVARADO
Department ofndustrial Arts
Programme inndustrial Design
AnadoluUniversity, Graduate School of Sciersc®ecembel017.

SupervisorAssist.Prof Nazmiye OZTURK

This thesiswork is based on the subjects Design and Social Innovation,
considering both safields that can contribute to the expansion of each .obesign is
dready a wellstablished profession within the Industrial sectors, yet a new wave of
though calls far its implementation iproblems that are of a social nature, and that would
complement the work of technical innovatiwhich isusually assumed by desens. To
present a panorama of how designers could be better integrated into Social Innovation, a
literature review of works dealingith the concepts of roles ofe8ign, socialnnovation,
Design and social aspects, giectices of @sign is presente@ollowed by a field study
consisting ofa survey of ten exam@drom Portugala country with the particularity of
having a already strivingSocial Innovation sector. This context gives Portugad
characteristic of serving as a modmse to research algothe routetakenby Social
Innovationinitiativesand he possibilities fofuture designerswWith the aim of founding
ways to facilitate the incorporation of designers to this fiédldsummary of the main
aspects of these examples are presented andsdestas well as agneral description of
what couldbe thegeneral situation in Portugat.eénds with the recommendatiohtwo

possible paths to be followed by designers wanting to @redield of Social Innovation.

Keywords: Roles of DesignSocial Innovation, Design and Social Aspects, Design

Practices, Portugal.
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1. INTRODUCTION

Practices of Design are not fixeahd designersake onroles that fit the coniés in
which their work developdn reent years,the scop of Designhas been broadening,
includingefforts towards solvingroblemghat are ofocial naturgand,cannot besolved
with classicaDesignmethodswhich focussolelyon technical aspectd production.

Social problems are never solvexhd are usually iHdefined. Aone solution
approachs not enoughasthese new problems are wickedinnattirdh ey domyt hav
one source of origi(Rittel & Webber, 1973)For designers to work with these problems,
it is necessary aeformuldion of their roles Moreover,if Designis to be taken as a
profession of social impact.

Notions of Designhaving a social impaetrenot nav. Lawson (2006, p.29) stated
Athe future role of designers are inevita
wish society to g Thereforewhaever the work of a designer is,is connected to a
model of what is expected dhe society The practice of Bsign is not onla reflection
of the knd of society it is immersed ibut a driving force for its future.

The discussion abouthe roles designerplay within societies isdriven by
perspectives othe space from which it is enacted A separation of D&Egn as a
profesional practice is remarked, in oppositiordesign as a task enactedddyhumans.

Based o the distancprofessional designers take from geople for whom they generate

solutions Thethree rolesveresuggested by Erkus in 1972 (Lawson, 2006, p.29):

iThe first role is essentially consehevative,
professional institutiong. é The opposite to this conservative approach is actively to seek

different structural changes in siety but which also would result in the end of
professi onal i s nTheatsrd, middle kpatlidsvbetwden theGeétywo extremes,

(' €.)n this role, designers remain professionally qualified specialists but try to involve the

users of their desitg in the process. These more participatory approaches to design may

include a whole range of relatively new techniques, ranging from the public inquiry through

gaming and simulation through to the recent compatérded desi gn procedu

(Lawson, 206, pp.2930)
A typology of designebroles kased on the distance they tdf@m the society they

act uponis still relevant today. And, ils more important now thagver, as thepractices

of Design are becoming mocemplexby introducing new actors

1A Afsociety acted upond is a group of people for w
for solutions, if the main aim of Design is to get to an ideal state based on a current context.

1



A one size fits all appach cannot be followefbr desigrers working insocial
contexs. Margolin & Margolin (2002)alreadymade a call for a social design based
methods nofound in classical design practices, hoping that a reorientation \&tovd

designersto obtain the necessary skills and tools required to work on social problems.

1.1. General Description
Some @signers have begun to apply strategic approadked areconsciously
incorporatingsocial, emotional and economeontexts of communities gsart of the
requrements for their solutions.his is what might shape the practices of Design in
decaes to come (Manzini, 2016). Thuspadeimg the practicesf Design as there will
be a closerelation to the public ansocial issues (Bonsiepe,1998he need for a shift,
on how and what designers approach as their practices, is an urgent matter.
The involvement of Design with societal problems isancdcent trend, it has been
a topic for almost five decades, even designers in the methodology nmivdiswissed
it as part of the poshdustial societiedtalks.Cross (1981 presengdit as follows:
ASuch a paradigm would suggest a
beliefs and attitudes of designers, but also of the goals of design (i.e. the
nature of design products), and of the meltteo f or achi evi ng
(Cross, 1981, p.5).

1.1.1 Challenging the role of Design

Global communications make possible the recognitiamefjualealities, in which
techrological advancemest are not sdving prodems such ashunger, sanitation
education, and workplaegccessfor all humans In addition, the mostindustrialized
countries aralso facing challenges that d@he result oimany ofthese advancememnt

New tecmologies may also deepen the problemsnivi@bs will be lost as result
of production automatization.d3ignpracticesare also challengeadrtificial intelligence
and parametric desigran replace most of the tastelated tdorm giving Desigrerswill
needo redefine their tasksand can includeolesrelated to solvingssuegor socal needs

These scenarios dh designers mayace, shouldbe takenas opportunitiedor
professionals. Theseill add more complexies, as De Moraes (201@xposed AAll
these requires and will regre from designers a capacity that goes beyond the project,
more, a permanent capacity of actualization and of management of compléRity
Moraes, 2010, p.11)

eo0
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In any human task, a néwwecognized complexitymplies a set of contradictions,
refrains angbossibleagreements that are the basatfreframing Designis not different
in this aspect. Soméke Lipson & Kurman (2013) focus their attention on the technical
new opportunitiesand dream about an improved material reality in wieldrybody can
manufacture their own products at home and desiga&es the role of tool creators.
While otherslike Bonsiepe (1998) at the turn of the century called designers to seangth
their relationshipvith the public domainto work onthe issues of selflentity in front of
the interests of dominant economie=ferred by him as otherness). Theseapproaches
are different, but can bmmplementary to each othar front of the newchallenges

Most of the arguments aboitlte new rokés d Design tend to be positioned ame
of the two fronts: one subjected tdenefits oftechnical advancement, arahother
subjected to the impaittcan have in fostering social developmértiese wo fronts-on
which the role of a designestand are noted by Thorpe &Gamman (2011as two

paradigms
AThe first paradigm (é) linked to an indus
consumption,onethats t ypi cal | y t sekdtopovideggodsamdiserviees ( € )
to essentially passive consumérshe second paradigm (é) is 1|ed
or by social need and often (although not always) relates to what is understood as the social
e ¢ 0 n o rihharpe &Gamman, 2011, p.218)
For the mostDesign is still linked to roles in technicaloduction and visual

creation; Julier 006) invites designers tonove from a Vigal Culture to a Design

Culture, by emphasizingpn the interrelationsbetween material and nonmaterial
expressionsiné design culture contribuandshe t o th
formation of the rul es o(Juliee2006ap eS)pesignt o f i
practices caive enacted upon the recognition of intangible outcomes, such as behaviors
social relations, social values and others, that are beyorntdnatitional practicesntend

to modify.



1.1.2 A Social role for emerging Design

Design practitioners are starting toamporate approachegalng with the creation
of solutions that are aimed at solvipgoblems thafall out of the realms of technical
solutions.One example othis,i s t he 201106s spinoff of the
design consultancy IDEQvhich under the name IDEO.osgels to apply their design
problemsolving knowhowsto solutons for socialneeds; done by applying DE OO0 s
auttored desigrprocess methodsand workingnainly in developing countries (Pastorek,
2013).

The Colead and cdounder of IDEO.org stressed the fact that their problem
solving is not oriented to material products, and thaan have a more systemic less

tangible outcome:

Afiwe | i ke to think of design as the way in wh
frame problems. And that can take almost any kind of direction, and come to an output that
absolutel yt a olees nad t p hyRatriee Mattin (Padstorekg2013)

IDEO.org is theresult of a role reframing;a well-known and established
interndional Design consultancy thegt applying their usually businesgsommercialand
industrial oriented knowows on poblens that are outsidef these realmsEven
approaching issuesdhare consequences of tinelustries they serve, or that were left
unattended by businessts not having a marketable valu€his kind of reframings
what is expandinthe scopes of Desigbesignersandpeople outside the field of Design
are recogizing that toolsused by designers might as ilp in solving societal issues.
It iswhat Manzini (2016) denominatéddE mer gi ng Desi gno.

Emerging Design practices inclu@dl nontradtional ways of enacting Design.
Which can be on th@pproaches arar awaited results. Theare all the practices bringing
Design tounexplored spacessuch as the social spaceThe role Design playaithin
the social space is not easypedefined; defining itraises some questions such\A&rat
is considered social? Who does design? What are the results awaitetl?s\itiea
experience Design cabring? Should we call it Social Design? Can the social be
designed?



One stream of though gaining populaity- is the one of Social Designvhich
Papanek (1985) called integrated desigrassumessocial implications forDesign -
within the professional industrial spa@sa setof moral responsibilities integratewto
a code ofgoodconduct. IFom it, was developedhe assumption that designers should
work asmoraly consciousindividuals by doing good against harmingommercidly
orientedpractices Therefore a designer is at the same time doing public good while
servingtheindustry.

Some designersas the ones from IDEO.orgre starting tavork on social issues
And they do it by workingvith people in disadvatage. In contextthat are not driven by
the creation oecononic value nor by manufactunstraints ratherby human needs.
To attendthe requirements ingsed by those contextiseansa complete redefinitionfo
the approaches.ofutions or outcomegeneratedoy designers wan tbe evaluated in
terms of theiphysicalefficiency, ror by their peceived beauty. Setting the need te re
elaboratehe roles of designers.died by Janzer & Weinstein (2014):

Al n designing social situations, as s
processes and research methodologies must be used than thosgeeinnplo
desi gni n amemjWeiostem,.2@14, p. 328).

It is easy to find examples of designed objects thatedketed as social design;
they are presented a®lving or improving livingconditions fora group of people. An
example isa shelter br refugeesnade by IKEA in 2016 This productis effectivein
solvingthe problersof shelter constructiospeedand digribution. But , it doesn.
any aspect of the relations and structures o$tiogal exchangeexperienced by a person
living asa refugee. Mese objects are to bepleyed in refugee camps, secluded areas
that areseparated and setbntained Theimmigrantsin these camps duwot interactwith
the people fronthe receiving countnyit is not possible to change social conditions by
simply creating new products.

It is necessarto ask: Hhw can Design assume a social rodequestion thatan be
complemered by the onéWVhat does it mean to haasocial role in DesignPhe answers
must be m terms of the approaches within the Degigofession and the contritions it
offersto societies. A Definitiomight be beneficial for the establishment ospionsand

rolesthat designers can assume, as well as their relation to other professionals.

2 The scope of this Project can be followed on the ditids://www.bettershelter.org/ and
http://www.ikea.com/ms/en_US/this-ikea/ikeahighlights/Homefor-a-refugee/index.html
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1.1.3 A social £opefor Design

The case for broadening tBeope of Designto include social aspeethas been
presented. Althouglesignpractices are usually linked to innovation (Verga?®09),
it is necessary to research about the role of Desigmifmvation that is notechncal.
This research can be done by looking at the participation of Desipcial Innovation
Works in this field are a complementtechncal innovaion, and might be the answer to
the challenges faced by preselaty societies.

fiwhile societal developent in the nineteenth and twentieth centuries was
driven by technological progress and economic dogmas, the tfrestty
century must give rise to social innovation to encousamzetal and systemic

¢ h a n d@rismm et al, 2013, p. 437)

Social Innovatioras a fieldis still notwell edablished. Itis overgoinga process
andogous to the first years ohdustrialization The first industrializations created the
conditions for the existence ofdustrial Design professionisence offering oppauhities
for designers asew professioals. Desi gner sé roles developed
developmentHowever,in contemporary day$)esign and Social Innovation offer each
other ground to grow on practices and theories. Aenbooadened role of Design cla@
uncovered bystablishing the linkagebetween both spaces.

It can be recognizethat the roles dégners play can be reconsiderda reframe
thedesigne 6 s r ol e d o e s ndfallthe preexistent pracécésiombesiga.t e
But to take the approjate tasks for the field in which they will be appli@dreframing
of Design could depart from specific lessonartedfrom previous practices; Dorst
(2015, pp. 5971) mentions iin his abstraction ofifive lessons of what Design daes
These lessonsaa help in facing problems by uginthe core skills of Design, without
focusing on specificities.If designers know what are the characteristics of a social
problem, then, they can choose how to apply their own knowledge.

Design is already being applied tackle problems within the space of Social
Innovation. Manzini (2015) acknowledge the roleof Design in this field, in the
contributionto the creatiorof selfsustainable communitiegind notes that in Social
Innovation Design is just being applied itantemporary way, apt for the contend
kind of problems faced todaynstead of reframing Design in its intentions, Design is

being reframedmwits practices, and one of these practis&esign for Social Innovation.



Designing for Social Innovatiomeans that the designers must assume roles as they
do when designing for industnAcknowledging these roles can be done by pursuing
research on the iatsection of Design and Social Innovation. Furthermioréhis thesis
anexploration of the field of &ial Innovation in the country of Portugal is presented to
get insights about possible roles to be assumed by product designers.

1.1.4 Portugal: Opportunity for the sudy

The Scial Innovation Index (Kondd2016) edited by The Economist Inigénce
Unit presets acomparative index ofocial Innovation iMt5 cowntries-the ones in the
G20, as well asnembes and candidate countriestbOECD*-. ThisIndex is composed
of four pillars: 1) Policy and Institutional Framework, 2) Financing, 3) Entrepreneurship,
4) Civil Society.

The 45 countries includeth the Index (Kondo, 2016)ereranked according to
their general sco® that can reachmaximum of 100. In the genenanking Portugal
occupiedthe 22nd positiomut of 45; with a score of 52.uUDof the Europancountries
included it is the second one with the lowest score, third if Turkey is included. Yet this
score means that although Portugal is not antatph country forSocial Innovation, it
already has a developing field.

Portugal issxactly inthe middle of the rankin@iKondo, 2016), and hasscore close
to the mediarvalue. Thereforetwo reasons to studg the space ofocial Innovation in
Portugalare taken

1) It presents some good conditidins Social Innovation be developed in a short

period of time.

2) There are stillmany chienges and improvements that can be made, and they

are opportunitieswhich might beachievedoy Design.

The four components of the indeskow someof the weakness anstrengths of
Portugal in terms of Social Innovation. It is well ranked in terms of Policy and
InstitutionalFrameworkithe document mentions that it is one of the seven countries that
haveestate policies for the field. It also has a good score and rankithg component
of Entrepreneurship. Besides haviagniddle performance in the componentcofil

society. Whereas itnderperformsn the component dfinance.

3 The Organization for Economic @peration and Development (OECOY an international agency
dedicated to gatheringdataand gnali s of countries6 economic behaviol
generating recommendations and increase-bestig of people around the world.
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Portugal was the first Eupean Country that establisheg@gram for investment
in Sociallnnovation, which is supported by the governmentfarahced by the European
Union. It started ir2014, with a resolution from the Council of Ministeféie program
regulation frames Social Innovation as an economic sectorestathlishes specific
activities susceptie to receive fundin¢Diario da Republica, 2014). Which explains why
it is well ranked in the institutionaldmework component of the indé&ondo, 2016)

Most of the population ifPortugaldo not strugglewith problems of poverty or
famine;in terms of quality of life, conditions are good. Nevertheless, social challenges
are present in other dimensiofi$iese are conditions that set Pgetbias a good example
for study;it is a country in which Social Innovation might not be orienteattending the
poor, but in genetang solutions for diverse sectors of theciety.Some context data is

presented in the textox below.

Portugal is a small countryith a territorial surface of 92225 square kilometers and
approximate poglation 0f10358077 inhabitants.rAund64% live in urban environmentan urban
population that grew almost 20% in the last 30 years (was around 45% in 1986). With 40% liv
conglomerates ahore than 1 million inhabitant& Cities such as Lisbon and the Mwgiolitan area
of Grande Oporto (World Bank, 2017).

From thecountries in the European Uniahhas one of the most unequat@me distributions
(OECD, 2017). And, a rising elder population proportion, with low fertility rates, which will cont;
to stres new social issues andmdand for services in the future. OECD data frd@13 shows that
19,62% of the Population in Portugale 65 years and above; and that févélity rate is of 1,23%
which is lowerthan the replacement rate of 2.

Having most of itpopulation livingand growingin urban environmentaddstension to the
offer and maintenances of public services. Together with thistfectountry is still recovering fromn
the Financial Crisis that shocked the world in the period ZTWB, that madé>ortugal enter a
recession until 2014. Yet Portugal is arguably not a country in a bad situation, but with major a
i mprove, as presented by OECD&6ds Economic S

AWhile Portuguese citi zpemreptiomd thewelbbeinge
they rank above the OECD average with respect to work and life balance, hol
personal security and environmental quality. However, there are wider gaps in
being relative to other OECD countries in key areas such as incomes, jobatiedu
heal th, governance (CGE€6Q 20870 167 | connec

Portugal is also one of tHteECD member countrieshere the government expends more th
20% of theannual GDP in Social Progranadmost a quarter of it is given to attesocial negs of the
citizens. Aound 12% is used in the attention of elders, being this the major expenditure, follow
Health with 6% and the rest distributed in other programs that attend families, unemployment ar
issuss. (OECD, 2016).

In Education, Pot ug all is one of the OECDG6és coun
and 64 years old) with upper secondand tertiary education diplomas.hh shows the need tt
improve the education conditions not only for the youth but for the adults af0&€ID, 2013). It is
also notable the widespreadcass to communication technologié8% of the Portuguese populatic
are individual users of the internet, and virtually 100% has mobile telecommunication service a

Access to water and sanitation &igh, with 96% in urban areas and 85% in rural ones (W(¢
Bank, 2017)These and other basic needsmre ar | 'y uni versally cove
2017 Better life index shows, in Portugatople age less satisfied with their livas generalOECD,
2017).



1.2. Objectives and Scope of thiResearch

Social Innovation as noted by Manzini (2015 an effort thatanbe thestarted
by any actowithin a community. The concept of community is ongant and it will be
revisedin more detail inthe next chapter. Moreoveit, must be stressed that Social
Innovation isaimed at attending the needspécific human growgTherefore, this thesis
takesinto consideration examples in which specific communitiegoups of people are
attended by Saal Innovation initiatives, and searchessights for opportunities for
designers.

The study of the roles of Desighence of designersssudiedfrom initiatives that
are identified as Social Innovation initiativeébe roe Design plays isecaynized inthe
activities by thepeople whadevelop design tasks in these initiativébe starting point
for this research is the assumption that designers might not be playing an important role,
or even haveao presence in the process#sSocial Innovation in Paugal. Still, Design
might becarriedout in some way by sorbedy.

The main objectivés to:

- Understand how product designers can participate in Social Innovation for

specific communities, by using insights coming from examples found in the context

of Portugal.

This objective involves answering:

a. What are the tasks and activities Design can btmdSogal Innovation

initiatives?

b. How could it be better dorgy professional designers?

Threespecific objectives had been proposed to systematizmsightsabout the
roles of designersn Social Innovation form the examples found in Portugal.

1- Idenify opportunities for professnal designers to participate the process of

Social Inrovation. From the reasons and wayparticipation

2- ldentify the participation of # community in the process of Social Innovation.

Frommethods and tools useddogage different actors, includirtgsigners

3- Identify the incorporation of desigrs part of a social innovatiairiven strategy

From i mpact measurement, projectos |

f

e



1.3. Structure of this Thesis
This text follows thestandard structure of a thesis documeeefigure 1.1). It
starts with a brief introductigrwhich establishethe need and path forasearch on this
subjectandit is this frst chapterThesecond chaptes a discussion dheconcepts frm
the reviewedliterature, with the intention of defining relevant aspdatgelation to
Design and Social Innovation
The third chapteis focused on the methodology; it presethis method and tools
choserfor data collectionas well as how they wer@cducted and reformatled In this
section, he concepts from theviewedliteratureare appropriated and operationalized.
The fourth chaptepresentghe data gathered throughe interviews and their
corresponding analysisonfronting it with the finchgs from the reviewed literature. It
also presenta discussion about the roles designers should play in the field of Social
Innovation.
The fifth and lasthapteris the conclusions sectiort.i$ a short text about what
has been abstracted from the aseof Design and Social Innovation as intertwined
activities -from the examples interviewed in Portugand presents recommendations

abouthow this information cabe used by practicing designers

3
1 . Methodology 4
Introduction - Theory construction |
- General views - Participants selection Resu t?
- Objectives - Interviewed examples

- Comparisson to the
literature review

2

Literature Review
- Design Roles

- Social Innovation 5
- Social aspects of Design

: , Conclusions
- Design practices

- What is found
- What to do next

Figure 1.1. Structure of this thesis
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2. LITERATURE REVIEW ON THE SUBJECTS OF DESIGN AND SOCIAL
INNOVATON

The interest of this thesis to delve intaspect®f Social Innovation as adid, and
to propose possible roles for design&mphasizing omew approaches, with the aim of
bridging the problensolving capabilities of Design with the needs of specific
communities; by assuming that communities can be made part of their own Social
Innovation initiatives, as appears on the reviewed literature presented as follows.

This chaptersummarizes the concepts framitige intertwining of Design and
Social Innovatn. The outcomes are presentediasussios, that by no means have the
intention of being final, but rather initialexploratiors. Theseconceptsmight be helgful
for the discussion of the results from the field study presentathter chapter.

Limited work has been donia theorizingthe relation of both fieldsIn spite of it,

a set of examples that are based on Design can be found in The Open Book of Social
Innovation (Murray eal, 2007); this book offersdescription of methods and stages for
Social Innovationas well as mentionintpe different professions of Design thah et
involved in the process.

The literature revision started from articles about methods to waddlaboration
with communities. Some of these ao®llaborative designparticipatory design
communities of participatioryser engaging desigandaction researchro simplify the
review, the information waslusteed infour main concepts, which are descritesi
follow:

1. Roles of Design: concerninghe specific mdes of intervention which
designerscan assume imrelation to one specific fieldand the actors
participating n it.

2. Social Innovation: a rather new field or sector of@ciand intervention for
Design. It sharessomecharacteristics with industrial and business settings,

providingopportunities fodesigner¢o enact new ways of doing.

“one very complete work about Design for Soci al I n
Designs: Anlhr oduction to Design for Social Innovationo,
2015. It covers many of the areas about the relation between the two subjects. It is also necessary to note

that, this book is partially made from previous articles higld by the same author.
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3. Design and social aspects: this subject will be treated as a concept as there are
stil manyungé f i ned aspects on what shoul d
aspect s o6 ItosfalsoDrelaged ggnancept s, such as: o]
0Desi gn ifmpracstodc i ablSoci al goeddgpciadl ncl u
changebo.

4. Design practices: itefers to specific practices of Design dealing with social
problems. Theynclude processes or methoestablished @ be enacted by

Design Using meansecognzed by practitioners frorthefield of Design.

2.1. Roles of Design
TheMerriamWe bst er 6s onl i ne di c tfortberwardrmple of f er ¢
A la (1) achalacter assigned or assumed (2) socially expected behavior
pattern usually determined lay individual's status in a particular society
2. a function or part performed especially in a particular operation or
pr oc éMesiamdNe bst er 6s online dictionary,
This basic definitionoffers two possible approaches to identify roles. The first
approach identifies thegople who assume and enact theinether they are se#ssumed
or imposed by otherdVhile the second approach is in terms of the positiopprtance
and interactions requireahdpermittedas part of grocess.
For the roles of dg@gnersboth approaches are consider&dole might referto the
tasks designers assume, antiderthese taskareintegratel within the specific contexts
in which they happer{SeeFigure2.1).

As tasks or methods As part of a process
1
<
w
E
2%
9

Designer Design
Tasks or methods Other areas

Interaction between areas

Process boundaries

Figure 2.1. Approaches to identifyasign roles
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The review ofthe roles of Desigrcan be madbey departing from two sources:

1) Definitions of Design, athese are usually mad®m and for specific contexts;
And theyspecify what design does in general terms.

2) Study cases of designers and projects in which design is assuanazhgsonent.
These portraytasks, methods and ways in which the action sfgieis conducted.

An exhaustive review of all the definitions that have been given to the term design
would be unproductivéor this review. Zfinitions of what design means, appear in the
first chapters of manypooks and theseabout Design; in conjunan with diverse
definitions given by professional associations and higher education schduots
generates a problem of polysemy, that is not in the aims of this thesis.

To avoid the discussion about the definition of Desijwas decided to take one
definition. Onedefinition that isalready classic among designeas t is used in many
studies, is the on@roposed by HerberSimon (1996), whichaligns well with the
multidisciplinarynatureof D e s | gratticesit states

AEver yone de stcogrees of action ainded at changing existing
situation t oSipondd9¢ p.11e)d oneso

Simon (1996) furthers his definition by adding that design is the ob all
professional training. Simon (1996) alslaims trat design drives the artificiahs it is
the sciencef what things ought to be.d3ign is definedby Simon (19963s the creative
a process for engineersidh people developing technology. But this definition opens
design as an actity to be enacted by all humarteat can be appliemh any field as it
d o e s n 6t tospecdiatasles, but tthe goal of changing current situatiant ones
chosen deliberately.

Thenotion of Design aa common human endeavorécently acknowledged by
Manzini (2015), by defining design as onetlod two modes of doingCalling those two
modes: 1) the traditional modad 2) the design mod&he first mode does not require
changs, as itsticksto the classical aaommonly accepted way of doinghile the design
mode, mor e i n a defioton @cklesprollems add nesdanb§ changing
what is done or how it is done. Hence design can be approached as a general human

capacity.
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The perspectiveof Design as a humarmapacity does not contradict other
perspectivelt entailsthat it can be exerted by anybody, blgaves room for specific
people to depen in skills and methads is important to bean mind that over the last
two centuries-in accordance to the contexts of the industr&alotutions and their
aftermaths Design has beerfiramed as an industrizdndeawer mainly related to
manufacturing

Designis still widely recognized as a set of tasks relateth&industry with the
aim of conceiving objects. The industrial revolution gave desigola related to
manufacturing for the processs of envisioning products that could be made using
machines and serial productiorhél'capacity of Design was reducedthg constrains of
industries. Munari (1983)xplainsit when he identifies areas of action for the profession
of Design. Alongwith industralization emergedndustrial design, and all thether
specializations related to production

Aln Industrial Design three fundamental concepts are handled: form,
function and technology, wiith the fixed frames of economand socie
culturalf a c t (Gay andl Samar, 2004, p.14)

Gay and Samard6s (2104) book about I ndus
a wider field, but sets it around ttieee concepts mentioned asdiamental for industrial
design. Whichare the ones that have driver ttoncerns of Design for a long time, and
impose three roles to designers:

1) As form givers: forproducts and graphicg means taking care of the visual

aspects, as weks of other senses, bgsigning the fornof the objects.

2) As function opimizers: asthe objects created should accomplish the tasks

desired by thie uses. Thedesigner has thelmof assuringhat the way in which
a user wants an object to act is how it dd@ther terms as usability and interface
designare related to this role.

3) Asinnovators: in industry, it is related to the novel use of technology to generate

new opportunitiesfor usageways of manufactuteand new physical and visual

characteristicsThis allowsproducts to be constantly renewé8eeFigure2.2)
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Form

Design
Function Innovation

Market Manufacturing

Figure 2.2. The common role given tasign in industry

This perspectiveof Design also includes #ernalities. They are mentioned as
factors:economic, social anclltural. These factors a@ntextuaktonstrairs forDesign.
But ae not considered as targets for the changes enacted by Didgigning thathe
role of Design is pssive, as it is informed by thogsaming factors, butvithout intending
to change them

Design centered only dangible solutionsobjects is usually performed under the
influences of externalities, and itisammorplace forthe practices of Design professions
in mainstream businesmd industrial setup8Bonsiepe (1997p.23 refersto the roles
Design play m innovation for products ibusinesss, and does it by summarizittgem
asactivitiesthat answer thespecific needs of the different departments of a company
These departmentare management, manufacture, marketingafice, development
among others. (SeeFigure 2.3). Design answers the needs of these departments by
offeringa solution that brings them togethleut desnot exert any influence as feedback.

The contributios of designers are tloé the objects thegrovide And these objects
are made according to the requirements set by the other departments of the caompany
a way that the product fills the requirementshaf contexts of possible uselsit is also
filling the requirements of the companyos

different departments are also externalities included by designers.
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Management

Manufacture Design

Marketing Product Finance

User Sales

Development
Figure 2.3. Design in the business sec{@onsiepe1997)

Design can serve in far more areas than just defining the praohatit is a thought
also present in mketing literature gvenwell-recognizedscholars on thdield have a
take on the definition of Design, of course, one that serves their fAiglth the quote

below:
fiDesi gn i s t he process of seeking t o opt i
profitability through the creative use of majdesign elements (performance, quality,
durability, appearance, and cost) in connection with products, environments, &tfonm
and corporate identities.(Kotler and Rath, 1984, p. 17).
In this definition Design is situated ake intermediary betweedpusinesses and

consumers(SeeFigure 2.4). The role of Designers can be understood as being the
translator.Takingwhat would satisfy the consumas input; and generating something
thatcould generaterofits for the company. These solutions mo¢reduced to products,
they can beenvironments, infanation and corporate identities. It can be said that with
this perspectivé®®esign has a more strategole. Design is approached as a managerial

role, as to approach the two goals, more than products is necessary.
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profit

Business Design Consumer

satisfaction
Figure 2.4. Designrole in markets

Design as a potential fiefdr marketing-as well as fobther areas aheindustry
is what drives authors like Conley (201@) consider hat designers shoulthke on
broader roles within organizations. Being those roles of managerial nature. It means that

designers could have more impact on the decisidagerkto the business goals.

il nvol vement in what an organization nor mall
status. o (Conley, 2010, p.12)

In busineses,designers in managerial positioren bringthe capacities of Design
to dl the different deprtments. Whichalso implies bringing people with professional
Design traiing to be part of the decisiemaking processes of the organization

Julier (2010) mentionBuchmands i dea of the fourth or
designers auld implement he stategies of management. Aridrthers itto contexts
outside businessdsy postulatingthafidesi gn be a process of t
reconfigures the r o(dutier, 20805 p.246).d poi nt s of vi

fiDesign cul tur e as practioe cah also godurtherthan arcbestraing r at e d
the relations between producers and consumers, to become a process which transforms daily
public live and its aspiratiols ( Jul i er, 2010, p.248).

Ailn state of maturity, D e presgnmatiorc af yoods andt i ci p a
services to the public, but also of the intern systems that manage the development and
distributions of those goods. Hence, it translates the debate from the material form to the
immaterial processes, from Design as provider lggots to the modeling of relations and

st r uc (Julier,e810, @. 76).

Julier (2010) alsopaywst t ent i on t o the concephy of Ad
Ezio Manzini. A concept thaxplores modes in which products can be sustaineg or r
placed by mmaterial system$Requiringstrong social and environmental components
supported by the network formed by the distinct material and communicational relations.
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Julier (2010) defines the ture of Design as a discipline. It means that Design has
its own alture. This culture is what organizations appropriate when they include
desigrers. Theculture of Design is onghat adapts téhe contexts in which they take
place. This is a culturbased a innovation, changend invention. By viewing Design
as a cultire, it becomes clear that @ take multiple approaches, babst importariy,

thatdeliver in multiple waysoutcomes (SeeFigure2.5).

_ public
Design sector
culture

people

private
sector

Figure 2.5. Design as a culture

Manzini (2015) expands the perspectreposed by Juligf2010),by gating that
a culture of design is mthe culture of aiscipling but an expression of the many cultures
in which the designer (or person enagtaesign) is involved. The way in whiclesign
takes place variegand it dependsn the context anthe structure otherelations between
partidpants

Brown (2008) in an Article about Degn Thinking postulated that Design
professionals are no longerquested to make developed ideas mtwe attractiveones.
Rather, they are requestdte creation ofdeas that better mee consumands 0 n e e
desires. In solutions that are more than objects; as they are systemic strategies. And the
designer can take a leadkip role. Requiring the designer to be able to work in three
spaces: inspiration, ideation aintblementation.Recognizing in those spes the people
who will make use of the productsnd recognizes thatesigners are not only those with
a specialized knowledge of Design, but anyone who acts on those three spaces to

innovate.
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In the introduction, thregossible roles design could wkn the future were
introduced. Asimilar approach is taken by Manzini (2015), as he proposes three roles that
Design can take:

1. Diffuse design: as a natural human ability, design can be enacted, even if it is not

acknowledged. Also, Design Thinking is includedhis space.

2. Expert design: the design that is enacted by specific @&aotit specific skills

and inspecific culures, this is also a result of the social dion of work. This

requires experts tgenerate solutions.

3. CoDesign: whichis the result of the interaction betweetakéolders.

Professional designers assume the role of facilitating the processes, eand th

solutions are shared creations.

This typology presentetly Manzini (2015) is in tune with his perspectivef
Design asa mode of doing, yet ieaves asidesome of the specific rolesdigrerscan
assume

A detailed tymlogy is presented in a study fdre si gner s dearmingl e s
services from 2009 (Yee et al, 2009hiF typology wasleveloped by auren Tan, as
part of her PD. about Design methods in the public and social se¢¥as et al, 2009)

In herproposed typologyseven roles for desigrsare included Focusingon the pecific

tasks that designers play when working directly with usengese are: 1) Facilitator, 2)
Communicator, 3) Capability builder, 4) Strategist, 5) Researcher, 6) Entrepreneur, 7)
Co-creator. In dl these, the desiger assumes a different relatsbip with the
stakénoldersinvolved.

Another typology of the rokefordesignes ismade according to the distance they
takewith the people they intal to serve. Lee (2008) offers thypology, whichincludes
similar rolesto the ones described by Manz(@015) but also offers the coterpart of

the role of the user (or people served Bsign), this is included ihable2.1.
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Table 2.1. Typologyof design participatioriLee, 2008, p. 36)

Space of What 6s Relation between the The role of The role of
Operation Participation designersdé [ 6designe 6usersb
for? usersbo

Desi gne 1. Innovation The work with design Masters Imagined

space (designer only) | community do not overlap | /authorities user/representatives
with the work with users.

Realm of 2. Collaboration | The work with design Co-designer Co-workerspartner

collaboration (designerdriven) | community overlaps with | /facilitators

(between the work with users.

designers and | 3. Emancipation | The work with designers is| Stimulators Creative

people) (userdriven) included as part of the worl people/advisers
with users.

Users/people | 4. Motivation The work with designers Craftsmen Active clients

space (user only) and work with users is not | /builders
distinguished.

This typologypresentgiesign as the intecdon and tension of two spac&3neis
the expert space, in which designers are the@mdgcapable oknacting design; and the
other space is where users/people are, and design can be enacted by amyiataeen
there areopportunities for collaboration between both spaces, which could be taken as

opportunities for the expression of new waysloing Design.SeeFigure?2.6.

Diffuse Design Expert Design Co-design
designer
b designer d
a Design ¢ o ¢
a C
d : b
d

Figure 2.6. Tension between expert and rexpertdesign
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The rolesdesigners can assume are specific when they are refertedhascal
skills formanufacturing objects. On the other hathébroadened Design offersles for
new designergequiringskills that go beyond technical abiliti€chey carbe caégorized
in four main groupgPress & Cooper, 2003, pp. 1260): 1) Intelligent maker2)
Knowledgeworker, 3)Sustainable entrepreneu),Active Citizen.SeeFigure2.7.

Craftsperson
Creative Reflective
problem-solver thinker
Active
) ) : learner
Internationalist Intelligent
maker
The
Active Knowledge
Empathiser citizen n:ew worker Networker
designer
: Sustainable
Social ;
o entrepeneur Communicator
Ecologist Manager and
marketer
Business
Strategist

Figure 2.7. The new designdPress & Cooper, 2003, pp.199)

Whatis expected from desigrs haswlved over time. Taditional roles are not
disappearing, insteathey are being enhantecomplemented and specialized. Design is
in part a culture and a way of doingegdgnersnust procure thestablisiment ofrelations
within the contexts in which thepractices take placé®esign might take shape as a
researckdriven activity (Press& Cooper, 2003, p.128). Through research is that
designers will beapable of bridging, technology, science and humanities.

IndustrialDesign is a direct reiuof the Industrial Revolution. The rotiesigners
usually assume is the enof creators ofgoods for the market. This model is
mainstreamed; and incorporatedniest Design education and professional boffesss
& Cooper, 2003, p. 16277). Contrary to it, designers are starting to movéelals like
service design and design for social and public secidigsh are based on relations

instead of goods.
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The concept of the roles @esignis not onlyrelated to the kind of activés
devebped by professional designers. They can also be studied from the kind of outcomes
-goods or objects, relations or processasd from the people enacting design
professional, or anyone elséanzini (2015) agued that Design is a human actyode
of doing that is based on aiging how things are done. It implies thasn can be
found inotheractivities that are not traditionally recognizedaesign.

One example of it is ia study about vernaculaesign in an Inuit communitiyom
Alaska Reitan, 2005) In this study, design is recognized as@mponent of the
development of the comunity ties. It is donein a process thdacks the participation of
expert desigers; thiscommunity even lacks the notion okBign as a separate concept
from the one of manufacturing for the community

Fromthiscomm ni t y 6 s abstactédhatDedign is dearningprocess that
is collective, with no beginning or end. i integrated into daily life, andspart of the
knowledgefor their practice.(Reitan, 2005, p.79)This study serves as evidence that
design skills can be socially transferred and incremented, even when Design is not
acknowledged as a separate caic&/hich means that acceptingsign as a human
capacity can help in recognizingone broader roles, and better ways for expertseto
integratel into the processes aguidance for better result8lanzini (2015)also notes it,
by referring to theability of designers to createsense for @ontext

The identification ofolesfor designers,ismot as si mpl e as askin
d o ?Qneof the challenges that must be @nfronted when doing field works about
how to identify other forms in which design might be present, in ways that are not

conventional.
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2.2. Social Innovation

Social Innovations a spaceor sector that offers opportunitiefor the broader roles
of Design. Roles that are not stricttpnnected to manufactuesnd market setups. To
offer a better perspective of the contributions Design can provide in this new, $eis
necessary to understand the implications of social innovation as a concept and as a space
of action.

A brief literature review othe concept showed repeatingattern of arguments
indicatinga lack of a standard definition @dhe concept Rana et al (214) present an
introduction tothe term commenting on the connection it had in the 1970s, when it
originated, tahe work ofsocial science scholars in francophone countries. At that time,
it was considered for angctivity that engaged withkontemporary social problems to
accomplish beneficial outcomegater the term was adopted by management and
business sciencegholars, and introducexhe of the dimensions of innovative bless
strategies during the 1990s. On the last decade, it ltasnigemore of thénterest of
policymakers in the public sectaas it involves social changesc@ording to Rana et al
(2014) most studies about this concept are conceptual work, lacking applied examples

On the study of Unceta et al (2016&ocial hnovaton is considered polysemic
guas-concept There are multiple takes about the temwmspally with corresponding
models of how impact is measurethe missingconsensus on the definition of Social
Innovation, has the resulting effect that goalsd ends masured do notusually
comrespond each other. Thagpers opportunities to present virtually any effort as Social
Innovation. In the work of Unceta et al (20,1&) index to measa impact is reported as
a tool,based on social impact instead of financialrevenues. This cageghlights an
important factor of what can be considithe outcome in this field; which unlike the
industrial sector, is not revenue, nor products, dtgscial impact.

Pd & Ville (2009) questioned is the concept would prevaiade Some meaning
given to the concefare characterized and patrelation asconstructs. Its not a formal
typology, but provides categories of study) in relation to institutional change, 2) in
relation to social purposes: as quality and quawfityfe, 3) in relation to public good:
questioning what pulddi good is, 4) as needs unattendednbgrkes. stressingthe

importance of separating it from business innovatieeFigure2.8.
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Social Innovation

can be
Needs unattended

by markets

Institutional Public good
Change More quality
and quantity
of life

Figure 2.8. Typology of Social InnovatiofiPol & Ville, 2009)

Pol & Ville (2009)discuss the importance &cusng theattentionon desirable
social innovationsin addition, lusiness innovatiancan generatan impact that can
becomeasocial innovationbut it can have ndesirable results.f¥ere is a speciatlation
betweenbusiness innovation and marketsittomes It sSresses the importance of
establishing prper pulic policy, as the failure of &eneficial idea in marketsiight
requirethe interventiorof the public setor. These authors summarize their definition of
social innovation bystablishing that itmight owerlap with business innovationshdse
overlapping innovationsare the innovations to focus jothey are the ones that can

generateaf-sustainable modebnd have beneficial social impacBeeFigure2.9.

Target areas Scope
Quality of Life Profitable
or NEW IDEAS
Quantity of Life
Innz':::::)ns BIFOCAL Business
INNOVATIONS Innovations

(desired ones)

Example: Example: Example:
Clean Up Internet New shape for
the world chocolates chips

Figure 2.9. Relation between social innovations and businessvationgPol & Ville, 2009, p. 88%
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Pol & Ville (2009) ato mention the necessity fifcusing the attentionromore
aspectotherthanonly generating profits. f@fits might be a factor onlynecessary tche
expansion and adoption of social innovation. If social innovation and business
innovation overlap, it9 beause both require organization, and organizatiees
funding.

Mumford & Moertl (2003) have a perspective absatial innovation that includes
organized soeail work at the center adhe action.Work that requires funding from other
actors or from rarketstrategies. dlike other approaches that set the attentiorhen
individuals that enact the inmation (entrepreneurs); this perspectiseset on the idea
tha certain people act as leaders. And through those leatlarsgesare set in motion;
this is done bygaining support from their social backgrounds. These leaders enact a

special kind of creativity:

iMumf ord (2002) defined soci al i nnovation as
ideas about people and their interactions within a sosjatem. In fact, social innovation
appears to represent a particularly significant form of creativity, leading to the formation of
new institutions, new industries, new policies, and new forms of social interaction
(Damanpour, 1991;Drazin, Glynn, & Kazaaijin , 1999; Gryskiewicz, 200
(Mumford & Moertl, 2004, p.261)

This definition presents two valuable aspeaftsSocial Innovation.tlsets it as a

process of creationyhich is the area of specialization of Design, and set the outcomes as
the formation of new social spacesnstitutions, industries, policiegorms of social
interactiors-. The creation of new s@ spaces and modes is one of the paradigms of
Social hnovaton; complemented by the owréthe improvement of quiéy and quantity
of life.

On the paradigm othe creation of new social spaces amedes, he work of
Hamalainen% Heiskala (2007)can be included. In itagial innovatios areconsidered
as new mental paradigms; that emeega response to the effects of technologies and
policy chames that affect the techysocioeconomic spacef a societyThese responses
generatenew social issugghat defy theestablished sociastructures and institutions.
Thus, generating opportunitiésx creativity and innovation aimed at tbeeation of ner
institutions. Consequently, creatingw conditio:s n the social context andiving

opportunities to creative modes.
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Hamalainen(Hamalainer& Heiskala,2007) notes that tctural transformations
-that change # rooted cultural ways of doingoccur when systemic oodination
problems are solved, by the action of public and private actors:

fié the new mental paradigms begin to shape the politealsionmaking
processes that determine the systemo:s
behavio a | r (idam&l&aner& Heiskala, 2007, p. 46).

Tochange peopl e &aial etironmentuintdieidual actorassume the
rolesof entrepreneurs with the capacity to envision social innovaaoismove ideas
further; by overcominghe struggle against coordination problems.

Heiskala Hamalainen& Heiskala,2007) estat¢hat the world is going through a
third industrial revolutionand that social innovation must be studied to better confront

the changes it implies:

ié i n addidhdlenge oft techrécbnemic adjustment, the third industrial
revolution calls for social innovation that would transform the regulative, normative and
cultural aspects of the social systems, and their interplay with each other and the-techno
economic stra t u i(H&maddiner& Heiskala, 2007, p.52)

Social changes mightome from the new connections that originate from th
expansion ofiew technologies. Particulatpmmunication technologies will drive new
social formsstresgng challenges on theonmativeand cultural rules bwhich societies
organize.

Heiskala Hamalainen& Heiskala 2007, p. 62 mentions thatinstitutional
structures are dependent on tecleconomic structws and culturahormative rules.
Hence two ways to approach structural changes possible, by gpying a material
(technica) deterministic model dsy going witha cultural deterministic model, each case
will define a series of different methedo act orninstitutioral change.

A cultural deterministic model meanisat abstract ides are translated to values;
which are translatedo social norms. By referring to the process of Gdigi@on
identified by Parsonsworldviewd >Valued >norm$ >mean$ >behaviof, social
innovation can be regarded changing behaviors thate routinizedn everyday life.
These changewould result in new societies as these are actualization (reification) of
cultures (Parsons, 1964; Parsons & Platt, 18{&Bnalainer& Heiskala, p.6364).
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Heiskala Hamalainen & Heiskala, 2007) also mentiotiet societie have
mechanisms for social regulatierlike market and politics Therefore theseare not
spaces fom which social innovationan originatejinstead spaces that could be modified
or replaced by social innovation. The course of action of such mechasisatshanged
unless there iacrisis. Four different type of institutional change can be distinguished:

1. Reproduction

2. Incremental change/evolution.

3. Radical change/revolution.

4. Chance/change without controHgmalainer& Heiskala,2007,P. 6467)

Socialinnovation-and entrepreneurshimake use of incremental change/evolution
and radical change/revolution. In additioa¢c®l innovation can only appear amthere
is dissatisfaction. To study social innovatiotiee typology created by Robert Merton
canbe usedMerton, 188: Heiskala, 2007, p.67), asiiicludes the types of reactions

according to the cultural ends and institutional mdsasg changed

Table 2.2. Reactions toaxial order according tdMerton (Hamaléainen& Heiskala (2007, p.67)

Type of Reaction | Cultural Endgvalues) | Institutional Means (norms)

Retreation - -
Uniformity + +
Ritualism - +
Innovation + -
Rebellion -/+ -[+

The reactionpresentedn Table2.2. imply modes of action that maintain or break
the social ordersthe case for social innovatia@ould be summarized with the phrase:
when cutural ends are present but not met by institutional means, there is room for
innovaton. Simply meaning, that if there associaly desired outcome or behavior that
is notentirely met by the social acto interactions in present time, then changes are
required.

Heiskala (Hamalainen & Heiskala, 2Q03bncluded thatfi s o c i a | i nnovat.
changes in the cultural, normative or regulative structures of spwidich enhance its
collectve power resources and i mprove its eco
(Hamalainen& Heiskala,2007, p. 74)Social innovationsare therefore,not tangible
productions, buthe result of a change on how @l interaction is carried on. It also
present& power dimension; thedissatisfaction of a group veell canalizedit becomes

a new way of doing.
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On the second paradigm for Social Innovation; the wofkSeoff Mulgan (2007)
and the Young Foundation (Murray et al, 20&6) good sources about how the field of
Social Innovation is being conceptualized and molded fdrfleam the perspectives of
business sciensg emphasizingon socialinnovation as an economic forcklulgan
(2007) defined Social innovation as:
Ai nnovative activities and services t
a social need and that are predrantly developed and diffused through
organi zations whose p(Mulgarg2097, pBur poses
In this definition, the main poinis that social innovation is preged as activities
and services; meanirat they can be more easily recoguias a set of actionsyen if
they are not changing any cultural or normativeguatthey still have the goal of solving
a social need.
Mulgan (2007)presents Social Innovation asprocess with stagethat are not
fixed-. And does it by identifyingheprocess when it comes framSocial Organizations.
2. Social Movements. 3. Politics. 4. Government. 5. Markets. 6. AcademilggiMu
2007, pp.2732). The general process has three stagesof gneration or gathering of
ideas; one of puinto pracice and reformulationand oneof appropriation, growth or

inclusion byestablished social structureseeFigure2.10.

Ve,

) i A

Generation of ideas %,
Gathering of ideas "4;&

[Entrepreneurship) g}d

Social

Innovation Growth
St a ge S Appropriation

[institutionalization]

Put to action

Reformulation
[struggle)

Figure 2.10. Stages of Social InnovatigMulgan,2007)
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Mulgan (2007)mentionghat Social Innovations are a complex procéldse efforts

usually end p beingpartof arother sector difrent from the ones of origiifhe sectors

included inTable2.3. are not the only ones in which social innovation can take pdace,

Mulgan (2007) notespther sources for social innovation suchPdlanthropy, social

sdtware and open source methedach as the case of Wikipediare gainng terrain as

they supportdeals of transparencgolidarity,cooperation, equalityand democracy.

Table 2.3. Social Innovationtages in different secto(®ulgan (2007, pp.230)

Sector
Social
Organizations

Social

Movements

POLITICS

Government

Market

Academia

Stage 1

Generation of Policies
Practicejmagination,
beneficiaries and user inputs
generate possibilities.

Formation

Small groups, seeking
likemindedallies,spurred by
anger, resentment e.g. current
campaigns against slavery or
for legalizedprostitution.
Demands and campaigns

NGO s, party activists, people
in need and thmedia make
demands for new programs
e.g. fathereéidsr
care.

Generation of possibilities

Creativity methods,
consultationsgontestability and
the adaptation of modefsom
other sectors generate
possibilities e.gweekend
prisons omurse led primary
care.

Embryonic niches

Enthusiasts produce and
consume in what ialmost a gift
economy, e.g. life coaches.

Invention

New ideas are developed on th
margins ofacae@mia e.g. 150
year life expectancy.

Stage 2

Prototypes

Startupsjncubators, learning by
doing and pilots road tests ideas
e.g. Pledge bank, new models o
refugee integration

Campaign and Advocacy

Movements tryo demonstrate
worthinessunity, numbers and
commitment e.g. slovfood and
Make Poverty History.

and

Policy formulation

manifestos

Politicians become champions,
ministersandofficials take up
issues and give political
commitment e.g. to extended
schools or nevpowers for
neighborhood governance.
Piloting, testing, learning by
doing

Incubators, zones, and
pathfindersi with assessment
and evaluation methodstest
and capture lessons e.g.
restorative justicer carbon
markets, or uses of artificial
intelligence in family law.
Niche Markets
Smallcompanies, mission relate:
investment and consumer and
shareholdeactivism develop
niche markets e.g. speddting
or plug in cars.

Diffusion

Ideas are tested in practice or
spreadhrough academic
networks e.g. Cognitive
Behaviagal Therapy or participan
action.

Stage 3

Growth

Organizationagrowth, emulation,
replication and franchise to achiey
scale e.g., Médecins Sans
Frontiéres, Wikipedia, Grameen,
Teach First, RedcOut.
Legislation, habit change, changg¢
values

Governments endorse claims and
pasdegislation. Public habits
change e.g. equapportunities in
business, gay marriage.

Public spending, program
Legislation, new professions
Bureaucrats and professionals the
implement, provide funding and
authoritye.qg. for tax credits, early
years centres or

bicycletransport networks.

Scaling up

Growth, new structures, franchise
andspending programs achieve
scale e.g.

urban road charging antegrated
web portals.

Co-option into mainstream
Multinationals and majors buy in
andachieve marketing clout e.g.
Linux software,complementary
medicine and fair trade.

Incorporation

Theonce radical idea becomes
mainstreane.g. the idea of
educating for multiple
intelligences.

5one example of Philanthropy enacting social innovations are the efforts of the Bill & Melinda Gates
Foundation, which seeks to provide better living conditions (material) through empowerment and of
people in the third world. Witimany projects that can be criticized as well as applauded for their results
and methods. More can be read here: http://www.gatesfoundation.org/
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It is also notedhat social innovatioas well as most innovations imsiness and
technology can fail. The mobkely onesto succeeghapperwhen the right bekground
and context conditions are presemind those conditions are also dependent upon the
sector from which the innovation is sourced (Mulgan, 2007, p{3433

Leaving the sectors asidéMulgan (2007, pp.385) proposedthree key
characteristics thatre present in all social innovations: 1. New combinations or hybrids
of existing elements. 2. To put them into effect they must cut across organizational,
sectorial or disciplinary boundaries. 3. They leave behind new social relationships
between previosly separate individuals and groups. These three characteristics
emphasize the roles played by connectors, which are the people and institutiéins that k
together different people, ideas, money and pow@fulgan, 2007 p.35)

Mulgan (2007, pp.4145) also calls the attention tihe need of a stronger, better
body of theory about social innovatis, and sets characteristics ttidfierentiate it from
business innovation. These last ones folldiferent objectives and diffent growth
patterns. He alsmakesemphasize on innovation studies and social investment as fields
to search for theory backgrourfiocial Innovation is not focused on generating profits,
but on answering social problems. But, it depends on the actions of other actors to attain
funding. Although in some cases sélihding is also attained legtablishing models that
generate new social regulatory spaces for the sharing of financial resources.

The work of Mulgan2007) is expanded in the Open Book of Social Innovation
by Yourg Foundabn (Murray et al, 2010 In thisbook,the process of social innovation
Is presented dsavingsix stages:

1. Prompts: All factors needed for innovation.

Proposals: formal methods.

Prototypes: the idea is tested.

Sustaining: the idea becomes everyday peacti
Scaling: Offer and demand are nsetd replicated.

o a0 bk w N

Systemic change: the fingbal, the change becomes the norm
These sixstages are presented as wbailld be awaited wén enacting a social
innovation.t doesndt mean t hatlf-organizatianmrataccibeat t h e

(customs)but it is a process that can be deliberatively carried out.

Manzini (2015) refers to Sociahhovdion within the second paradigm; and
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describe ts importance to Design as a sector thagnswing in its importancefor
governmentsSocial hnovationis an gportunity to enact solutions fproblems that in
the m@st were considered intractablZesignis a mean that enabléangible signs othe
problems One of the problems as mentioned by Antaézé&Vestley (2012) b that
outcomes are usually measured in terms of generation of economiepraliits- instead
of in the multidimensional factors affectezbcial, cultural, economic, among others

It canbe assumd that there is no consamson one specific definitionf social
innovation And at least two paradigs arefound. One focused on the creation of new
social spaces and interactions, and another focusing on attending social goals through the
creation of specifieconomicactions.

The first paradigm is the resditom dissatisfaction with the ways in which a social
interaction is carried on. Any kind of relations between groups and indivjdbatsis
founded on interactionthat institutionalizedmeanirg a way of doing that became a
custom can be subjected tee changed by social innovation

The second paradigmtsesocial innovation as the intentional activity towards a
major changen recognized social problems, through specific actidihgs is easier to
put into practice, ashe real social innovation, &n awaited result of detg the ideal
conditions; through finance and cooperation of stakehalders

Design as a fielanight have more opportunities withthe second paradigm. As
presented biManzini (2015) Design can bring methods for creativity astchategy, while
putting the people to be benefitted at the center.

Aside from these two paradigms, it is also important to mention that Social
Innovation is widey considered an economic sector. Sprindgmg the third sector and
the inability of public nstitutions to deal with theell-being of all citizens. Andould be
the basis for a fourth sector as notedJopénez &Morales (2011)this sector would
compete witlhothers to earn financial resourcesiti2 would not share the same space in
marketsand should be oriented differentlx. great deal of its successll be related to
how the civil society aligns to innovations that are aimesbtee problems for everybody

and not only to bring profits to its creators
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2.3. Design and Social Apects
Therelation betveen Design and social aspestalso part of the discussion about
the aims of Design. There are multipeints of view. In this section, théiscussion is
startedbypr ovi di ng one basic defini ttheberriamf t he
Webster Onlindictionary.
A 3 of or relating to human society, the interaction of the individual and the
group, or the welfare of human beings
(MerriamWebster Online Dictionary, 2017)
This ddinition integrates two pproaches. Which can help glucidatingthe
positions takae by designers when confronted withcial matters. These approaches
Ai nteracti ono aaredlosélywedtetl o ithe praes df Designe Om
first instance designers organizégir work departing from the intactions with other
actors. As well, considering how theeractons with the solution provided by Design is
efficientin attaining the desired goals or not. Furthermdesigners usually dealithr
improvingcurrent sitatiors, with theidealobjectve of bettering human liveSeeFigure
2.11. Howeverthe casideration of social aspects is usually supersedexbivynercial
aspects, which drive production in commercial setups.

SOCIAL

Interactions Welfare

Between individuals Better life

and groups

SV

Figure 2.11. Approaches to the concepb'al”
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Norman (2011jvrotethatsocial aspeci®f Design-in terms of interactionsnable
regulationof behaviorsThe regulation happemsthin the complgity of a sociecultural
systemdone by giving peopleusers in this cas@&ods or cueto what can be done a
specific cultural context. Aort of affordanceéaken as &odal signifier. This approach
that isnot only related to objects, andis similar tothe first premise oSymbdic
interactionism Blumer, 2009 p.2. Even thoughit can bebestunderstood in relation to
the objects and images that designers can creaémable certain human relations;
thereforeto drive social relations arttehaviors

Beddes the approactf interacton; the meaningisociab  Hoa designersan be
found on the definitiomf Desgn provided by Buchanan (2001k) this perspective, the
relation of Desigmwith the social spacdsin terms of the outcomes that come from using
or applying a desiged solution:

ADesign i s the human power of concei\
that serve human beings in the accomplishment of their individual and
col |l ect i v(@uchaoan,20tks @ 8).. 0

This definition confersa socialduty to Design. Andloes it,in terms of welfare
which is to help humans in achieglife accomplishment. Buchanan (201) also notes
that the definition o& product he refers to, includeB®bjectsbut t 6 s not reduce
to them. Instead, ivffers the idea that Deg canbe categorized in four ordettie first
one conerned with signs and symbols, tbecond one with physical objects, a third one
with services and interactions, and a fourth one that deals with the creation of systems

SeeFigure2.12.:
iThe focus i s no | dsnygsetre nosn anthatofebumaarkystssdg,s t e ms

the integration of information, physical artifacts, and interactionsrimironments of living,
working, playing, and learning. | believe that one of the most significant developments in
systems thinking is the recognition that human beings can never see or experience a system,
yet we know that our lives are strongly influetht® systems and environments of our own

making and by t hos(Buchaten 20Dnpa1t2ur e provi des. O
This perspective of Design as a systemic approach, sets it as dealing with something

that cannot be physically experienced, but that influencesppe e 6s | i ves, and
well be influenced. Moreover, it goes on the lines of the debate about the outcomes of

Design as part of its pertinence to solve social issues.

33



Figure 2.12. Buchanan's fouorders of DesignBuchanan, 2001b)

The systems referred by Buchanan (2001b) are also social systems; such as
communities, political parties, governments, companies, and even markets. These are the
systems in which interactions happen, and the norms tigatate the actions and
experiences of individuals and groups are present within them.

The relation of Dagn andcomplex human systems (social systenms)better
explained by Buchanan (2001a)a reflection about Humanghity and human rights as

thecore purpose of all Design activity:
iAs an instrument of cul tur al i fe, design
communications that serve human beings, striving to meet their needs and desires and
facilitating the exchange of information aittas that is essential for civil and political life.
Furthermore, design is the way we plan and create actions, services, and all the other
humanly shaped processes of public and private life. These are the interactions and
transactions that constitute éhsocial and economic fabric of a country. Finally, design is
the way we plan and create the complex wholes that provide a framework for human culture
the human systems and ssystems that work either in congress or in conflict with nature to

supporthuma f ul f (Buchames,r2001app.38)
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The perspectivehared by Buchanan@@la) sets a responsibility fdesigners on
how the producof their workfeed the systemand shap¢he interactions that affect the
lives of humans. It puts the relation oé$dgn and social aspects under the wider view of
the concept of hmancentered design, by stressing the importanceesidh as a way of
thinking for addressing contemporary problems faced by humans in all aspects, not only
in the usual terms of productalslity and product appearance.

The idea that design should take a social approach is shared by other academicians
and design thinker§ he concept that emerge®st commonly is the one of social design
It is relatedto the work of Victor Papanek (188in Design for the Real World.l#hough
a direct mention ofocial design is not dorie his work he does include what is the basis
for it:

i A that we do, almost all the time, is design, for degdyasic to all human
activitye Design is the consciousd intuitive effort to impose meaningful
o r d éPapanek, 1985, p.3)

Af t er Pwoké&Papanel $985nany perspectives on Design had centered
on the discussion of objects that accomplish improveseriving conditions through
usually doneghroughtheir technical aspects, or feasibility of manufacture in conditions
of scarcity €conomig social and environmental). These perspectives, are also an ethical
call for designersWho should assumeansciougole about their potential power to
ham, in oppositiorto therole assumed for the markethis meansthat designers must
appro&h social aspects agart of theirpractices in marketoriented activitiesteducing
the possible harms or, by solving the problerhose in social disadvantag

Attending the disadvantagdatrough social desigis a roble approach. Bui@as
Manzini (2015) nots, it is also a problematic onas it induces designers to take on
people as passivee cept or s of Desi g radksgsualywdicelessne s .
the process, receivsolutions that are not demanded nor sustainable for their own
economies. Wich is why social asign is sometimesonfuse&l with charitable work.

fACan Designers Industrialize socially responsible solutionBfis is the question
that Morelli (2007) made taargueaboutsocial design aproposed by Papanekoi-
Morelli (2007) there is no need to separate the social aspectsigh dadthe ones of
the markets. There is no difference i De s i g n 6 but gn the actersrel éastqrs
it organizes arond to make a solution possiblé.includesproducts and services that

require considering the technical and social contexts.
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Thompe & Gamman (2011) discuss théihe social role of Design should be
responsive to context and availableo@ses Contrary to it, designers shouidtbe held
accountablefor the final outputs and outcomes. Melles et §2011) offer a more
comprehensiveview of this posdile role or paradigm for Desigit;statesthat the most
socially responsible solutionsome from cases in which a -design approachvas
applied. Meaningnore proximity of the designer anlde community served.

IDEO and The Rockefeller Foundaticoffer a visioncentered on the effects
products and services have on the social space, butynptebending to alter social

structures:

iSoci al i mpact applies to a broad spectrum o
of products or services on individuals and groups of people. @kedbthe broader impact

of all of the design work we dertake. We think about balancing the needs of the individual

with the needs of the overall community. On every design project, we can considptethe t

bottom line andtakeinac count soci al , environmental, and
(IDEO & The Rockefeller Foundation, 2008)

The perspective ofDEO & The Rockefeller Foundation (2008) about Design in
the social spaces similarto the one proposealy Morelli (2007).Designis consideredn
activity that bring soluions (products or services), arghodd consider social,
environmentaland economic aspectsf the groups involvedwithout disattending the
markets One ofthose marketis thejob market for designers working dmose problems.

Another factor of theelation of Design and social spacesth interactionsis the
one of the contextor Julier (2017) the 2000s marked a time of changenéprofessions
of Design; the image of designer working with a groupf people with charts and pest
its becamehe norm It is direcly related to annterest generatefdom the public sector,
as part of the process of nkloeralization, to use the knoWwow of Design for the
generation of solutions that would seore responsibility oprivate sector and users than
on public institutions. Being it a resultom the policies of austerity enactbg many
governments.

The context of moving common public social objectives to the private sector led to
the creation of the sulield of Design for Social Innovation. Aactivity which is ratler
vaguelydefined, but organizes around private actors and their resources available to

tacklelongt er m sol utions for communitiesdé needs
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Chick (2012)statedthe changes Design aver-goingas follows:

Al n this per s@mesabouvtiee everydays pragtices im articular sites and
locations; it becomes about a practice committed to the work of envisioning emerging design
topographies through which social and material transformations take place, in a setting,
encouraged and siped by the opening up of questions and possibilities. Design
professionals working in the design for social innovation field are generally learning new
strategies, tools and met hods tbhsedoresgalttch 6 on t
si t u a Chiclo(8042) 0

Criticism is also found fothe reasons, methods and outcome®etign dealing
with social changeslanzer & Weinstein (2014entified a lack of social research
techniques inmethods for Design Thinking dnHuman Centered DesigmThus,
highlighting it as a cause for contemporary coloniali$he solutions made by designers
-as external participants of a communitgight be insufficient to the contexts of the
people they intend to help; yet, the benefits for the designer might result in asitiom
of the solution.

Another criti@l perspective is founth the work of Kiem (2011)it stresses the
need to recognize ¢hpolitical dimension of DesigiWhen it isnot recognizedDesign
participats in the preservation of unbalanced power structures, wéachbe the same
that originate the problems being tackled.

The approacho f sociab as a conceptrequires theassumption that it has two
dimensionsoneof interadions, and one ofvelfare. Tle first one means the creation of
connections betwedtifferent actors anthe geneation ofregulations and normsiféhe
ways in which they can interacthe second dimensipmeans thstate of weHbeing of
all the members of a group. Bhiwoare not exalsive; they even complement each other
the modes of interactions could define how resources are distributed among members of
a community, and could lever equalityinequality within it

On Design, the discussion hasy been on the side of welfare, itga by thinkers
like Viktor Papanek, whatarted a movement towards a social design seen as an activity
different to the one of the commercddsign. So, designers had to assume two different
roles, compensating for the wredgingsof their commercial wrk. Yet this perspective
Is conested and other designers call for an integratiatesign that is social and puts the

private (commercial sector) to work on welfare.
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New approacés requirenew ways of thinkig the relatiorof Design and what is
socid. Designcan help in leveragintpewelfare of communities, aritican onlybedone
when designers aavare of the contexts arige interactions happening

Design by itself is not capable of gaining awaremdéslte contex It is important
for designers to acknowledge the work of other professipmdis also dealwith the
social space, and whi it in more specific waygdust as it happensiindustrial setings,
in which designes deal with professions mairfiyom the fieldsof finance marketingand
engineeringit is necessary to gain knowledgeather areas that would help expand
the tools and skillsas well as the information availabl®r the generation of solutions

that match the real complexities of the sociatemns.

2.4. Design Practices

The praxes of Design aresually identified by the specific skills and tasks
developed by designerghus, literature abolesign methoddescriba specific actios
(steps) to be followed byesignes. Theaimis usually to achievbetter result, from the
actionsapplied at specific moments of the Design procé&s$sais,resultingin specific
modelsof Design.Specific models are used many aademic articles as the base for
arguments about best practices. Blating metrics of control for the outcomes of
Design. Prevailing modelsnpose the way in which designers ought to work, and the
roles they assume.

The methods and techniques applied by designers working soth& space are
multiple. Ranging from Degn Thinkingfor nondesignerdo action researcfor data
gathering-using social sciences and anthropology techniqu@sthermore, these are
strengthened witlconcepts such aso-creation, collaborative design, transformative
design, communities of prace, participatory deign, and other frameworks ftire work
that can be done when doing Design as part obbective effort.

Bayraktojlu et al (2014) mention three
developed World (Europe and USA)ased on the cotny and contexts from whh they
developed. From England, developedtbhy British Councibf Designand the financial
sectors: Service Design, transformative design, and Design for financial services. Coming
from the wok of Politecnico Di Milano andDESIS Network, in Italy: Creative
communities for Sustainable Igg/les and research for sustainable design. fkraly,

from the USA: Design Thinking and Bxgn for Development.
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Each of the models of Design mentioned in the previous paragedgb to a
different idea of what desigers ought to do. They are also relatieservicesand products
delivered by specific actorpublic and private; these are the outcomes that designers can
help in defining.

Some othemodels thatalsoconnect design withthe o c i a | spacte, don:
elaborate feasible outcomesatRer usedto question how things are done, as it happens
in the case of critical and speculative design, which are supported on answering what
can be instead of what is ought to(Beger, 2013.

Most of themodelsshae the characteristic of beirzased orDesigning in close
contact with the people that @areended to b served. It includes making therart of the
processes In some of the modelthe designeis only the guider, whampers the space
for social actors to create their own solutions.

Examples of articles presenting the work of designers along with communities can
be found in many of the journals of Design. It makes it hard to present a statistic of the
numbers of articles aboutdse subjestexamples vary not only on methods, but also on
outcomes. Yet a generalization from a small sample of these articles can be done, as
shown inTable2.4.

In general lines, it can be identified how the work of designers is less related to the
creation of products, and more to the management of a collective process of creation.
These processeme supported by the ideas and interactions between multiple actors
within a social context (community).

The examples iTable2.4., are not extensivehey are a small sample. But, from
them, it can be extracted the use of similar concepts and the variety of methodic
approaches. Also, it must be pointed out that these examples all originated from inside a
program in a university department or in unsigrrelated institution. Sanders & Stappers
(2008) already pointed the kind of parameters and techniques used by designers
depending on the approaches they follow. Sgare2.13.

The examples Table2.4. are mostly researeled, and have the goal of including
the user as a peer in the proceést, thereis a tension abowhat the participation of

usersshould involvemany of themwhile researching see the user as a subject.
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Table 2.4. Examples from articles and conferenmapers

Article Title / Authors Design Method Techniques Concepts Designer

Reshaping the Boundaries of Participatory -Focus groups. - Community - Synthetize visuals.

Community Design. - Sessions with the engagement. - Facilitator.

Engagement in Design Education: community. - Community based

Global and - Community visits. design.

Local Explorations - Sketch book. - Public interest design|

Hicks, T & Radtke, R. (2015).

Designing for Social Engagement i Classical design Relation between elements| - Communities of - Expert.

Online Social Networks Using and sociological theories. practice - Community is not

Communitiesof- Practice Theory accounted.

and Cognitive Work Analysis: - Designer generates

A Case Study tools for social
interaction.

Euerby & Burns (2012)

Community participation to design | Participatory Design | - Introductory meetings. - Co-production. - Facilitator of the

rural primary
healthcare services

- Four thematic workshops.| - Co-producers
- Participatory action
research.

process.
- Synthesizer.

Farmer & Nimegeer (2014).

Community media and Insight journalism. - Call for professional and - Participatory Design | - Expert gaining

design: Insight Journalism nonprofessional journalists. - Community insights.
as a method for innovation - Stablishing a communal journalism.
newspaper. - Co-design
Blum-Ross et al (2013) - Reporting ormicro-life - Co-creation
style. - Community
engagement.
- Research.
A room for design: Through Participatory Design | - Selection of 14 - Paticipatory design. - Facilitators.
participatory design young adults participants (7 patients, 7 - Collaborative - Patient as designer
with schizophrenia become strong healthcare professionals) partners. of needs.
Collaborators - Co-design workshops. - Co-creation -
- Design Artefacts: - Co-design. Designer as guide.

Terp et al (2016). Storyboards, card sorting, | - Community of
mock-ups, paper prototypes practice.

- Metaphor for direction.

Ageing together: Steps towards Collaborative open | - Intranet and website. - Co-design. - Works as part of
evolutionary cedesign in everyday | ended participatory | - Sharing of materials. - Collaborative design. | the project.
Practices project. - Meetings. - Participatory -

- Workshops. workshops. Designer as other
Botero & Hyysalo (2013). - Elaboration of an agenda., - Community of member of the

- Probes. practice. community.

- Prototypes.

Creative Places for Collaborative | Participatory - Meetings with - Community. - Designer creates
Cities: Proposal Design. asociati onds -Collaborative city. visualization for

Habitat e

- Material for meetings.

- Participatory project.

solutions.

-Workshops. - Top-down/bottomup - Synthesize results.
Franqueira (2010) approaches. - Guides meetings.
- Facilitator.
- Researcher.
Co-creation and Galesign: Applied | Action Research - Job shadowing - Co-creation - Facilitator
Research Methods in Healthcare (observation) - Co-design - Creator of
Service Design - One session for co - Action Research solutions from
creation and calesign. insights.

- Second session for visual - Solution evaluator.

testing of campaigns.

Aitken & Shackleton (2014)

Participatory Design in Public Participatory - Ethnographic methods. - Participatory Design. | - Strategist.
Services: Strategies to enhance Design. - Proposals. - Researcher.
childrends heal't - Implementation.

- Evaluation.
Franqueira et g2012)
Industial Design Students Design | Co-creation - Visits to a community of - Co-creation. - Researcher.
for Social Innovation: producers. - Creator of
Case Study in a Taiwanese Village - Workshops and work products.

together in creating
Yang (2016) products.

- Creation of product

identification (logo and

packaging)
Co-ideation of disaster Co-ideation. - Two workshops. - Co-ideation. - Facilitator.
preparednessirategies through a (Collaborative - Previous material to invite| - Community based - Synthesize ideas.
participatory design approach: participatory design) | the parttipants. process. -Recommends.
Challenges and opportunities - Brainstorming. -Researcher.

experienced at Turrialba volcano,
Costa Rica

van Manen et al (2015)
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led by design

critical design generative
design research

izl generative
design tools
and
emotion
user-centered design
participatory
user as contextual desi user as
subject inquiry €sign partner
usability testing lead-usen research
innovation
human factors applied
and ethnography “scandinavian”

ergonomics

led by research

Figure 2.13.The current landscape of humaantered design research pisacticed in the design and
development of products and servi¢@anders & Stapperg008)

Sanders Stappers (2008) also identifiééo paradigms in design practices about
social issues: 1) oreased orthe user as a subject of stu@y;one hat takeshe user as
a partner. This meandgsigners working with social issues, still need to amtfthe
dilemma of choosing how to approattte people they intend to Design for, to include
them or to observe them.

An example of the first paradigm applied is time caseof Design Thinking
practiced by @signconsal anci es | i ke |1 DEO. | DEOGs mai n
is found in a normacacemic article from 2009, written by its CEQim Brown, and
Joselyn Wyatt whdeads its Social Innovation group. In tharticle, they introduced
Design Thinkingasé@new approach t oBrown &%Wyait, 30d0).s ol ut i o

Designin Design Thinkingas opposed to the tiidnal focus, does not centen o
looks and functionality but rather on creating systems to deliver products and services.
Design Thinkingrelies on insights that spark from the community and their unique
cultural contexts. On their narrative, Design Thinking is the same process of Design but

applied to norconventional projects.
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| DEOOG s De s ihgsino linbar steps, sodhey call it a process of spaces.
Defining threg(seeFigure2.14.):

1. Inspiration: In thisthe designer takes a problem that is not well defined and
couldbe reworked throughits brief, according to the needs or contexts found,
in a proces that is done by observipgople(users)

2. ldeation: this is the space in whialeas are generated, basically the more the
better. For |1 DEO, it i s -sehtatpeerd 0t d hé ok
those who can extend across different discipliseshey can bring more diverse
knowledges

3. Implementation:the space in which protypes of the best solutions are
evaluated It is the most significant space, as it can mdanduccess dhe

solution.

Ideation

Inspiration Implement

Figure 2.14. The three spaces of Design Think{Bgown & Wyadt, 2010)

IDEO also stesses the need fonplementing solutions that are systemic. Desig
thinking isrecognized as having the capacity to lead to hundreds of ideas for solutions
that would better serve organizations and people, iYeeems to be still connected to
improving technical aspects, such astdbution andcost of manufactureand not ér
institutional and behavior changghe user is someone who offers a problem, and insights
for it to be solved, but not the solution, as it is a task of the designer.

Thecase of | DEOOGs Desi gn Tahdsomeiofrthg cakesr So
in Table 2.4., -considered undeihe point of view ofSancers & Stappers2008), can
help inquestioing, if practices baseoh approaching communities are integrafpeople
into design or if instead, designers are using that pe@dethe base for dagring
information to be used itheir solutions, butmproving weltbeingunder thegoals of

privateor publicorganizations.
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For many, Design is an activity for the creationeshbellished progcts and
serviceslt is theresultof designes being consideredreative expegt An expertisghat
is being challenged by the new socially oriented paradigms of Demngiemerging
formsof it (Manzini, 2016) which require strategic approachesativeincorporation
of communities' actors.

Manzini (2015) describes two roles that designers can assiner@ approaching
social innovation: 1) designers designing with the community as peers to the other
members, and, 2) designers designing for the community as external agents,
conceptualizing and developing specificlutions. Better solutions might be ated
when thedistancebetween the community and the desigseeduced.

Concepts such as participatory design or collaborative desige&ign), provide
a framework for designers to a¢Manzini, 2016). Community efforts, although not
always driven byesign, result irsocial nnovatiors (Manzini, 2019. To drive changes
towards better social states, Design should be refrémoeds a community endeavor.

Designers, or any other individual member, alone cannot lexehemgywelbeing
of a community. Brticipation of all the actors involved in the context of a community is
preferabl e. Participation fiis based on th
citizens are active and involved in its creation and management instead of being treated
aspasi ve consumer s Byusifg$articipatofiapproaches, ds)gners
should assume thablutions are no longer product of thieidividual geniuses.

Collaborative design (cdesign) is a complementary concept tee tone of
participatory designathough sometimes esl interchangeablgisin the case study of
Aitken & Shackleton, 2014). It invites designers to engage with aamtias in terms of
publics, establishing relatiorts'eyond ondime product solutions (Botero &yysalo,
2012).Engagingpeople in the matters of their own realities, is part of what design can
propel as dorce for change.

Manzini (2014 indicates that social innovation can be promoted from two different
levels: 1) from topdown, when the process is pushed forward bytirtgins, authorities
and organizations that are not the community affected by a social issue; and 2} bottom
up efforts, when members of the community affected, get organized, engage in activities
and embody the solutions needed. In either ,ctee particpation of designers is a
requisite for social innovan, yet designers as solutidocused practitioners have tools

that could be helpful in the proceSeeFigure2.15.
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Figure 2.15. Two possible origins for Social Innovati¢Manzni,2014)

Thelast concepincluded in the discussion abdDésign from the pspective of
t he desi gnwithiricemnunmities;is thecoresBEommunities of practicg as
proposed by Wenger@PR2, p.4 Euerby &Burns, 2012). iese are groups of people who
interact on an ongoing bassharing concerns, sets of problems or passbaut a topic,
and while doig it, they establish a learning community to deepen knowledge and
expertise. Designers whntegrate withcommunities could serve better in transmitting
Design values and culture into sotyahnovative solutions.

Manzini (2016) mentioned two issues thaherge from Calesign and similar
approachés 1) Solutiorism: when the focus is the solomi, leaving out possible future
issues and 2) Particigtiorrism: when designers loskeir capacity to propose better
suited solutions by becoming voicelassinages of the procesdn the first one, the
problem is the user aspassive subjectyhile in the second onét is the designer as a
passive manager

Julier (2017 notes thanew appoaches, clser to the user, tend to have specific
visual forms: postits, boards, Playpoh, Sharpies; whicharesigns of a shift of value in
Design, from objects to processes. A processithahacted through a series of desi
artifactsh € concerned, at | east in theory, wi t

everydaylifavh et her t hese act ual(DQulier, 2047, pp.04346). ar e ¢

6 These are approaches of Rpsthat emphasize the inclusion of users and others interested in the
solution ofa problem as active participants in the process of Design.
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It is possible to identifghat the emergen@dso changes theles designerassume
closing gapswith the space of the users (community). Consequentiyngy more
importanceto the process of designing and less to the outcontese is althoughthe
question if thee new forms of design are only bemg by specific institutions, such as
higher education institutionr if practitioners outsideghe academicspace arelso
approaching communities

The cass of IDEO and someamentioned by Julier (2017) of small design
consultancies specializing ineBign for the public sectomight serve asanexampleto
considetthat there is space for commercial designers applying meliasesl on research
for solving social concerning problems

It can also be questioned if the emergence of Social Innovation will have an impact
on Design and mean a renewal of the outcomes it pre\odé instead, it will remain as
an area for which desighas an instrumental value, but will not become completely
embedded.

2.5. Synthesis of e Literature R eview

In this sectionan abstracof the four concepts covered is presentédasthe
objective of discussintherelevantaspects considered for the cases selected and studied
as part of the field workpresented in next chaptgr&\ summary is presentad Table
2.5. bdow. The four concepts considered are presented in terms aigraisor tensions,
which are theheoretical approacheglected

Abouttheroles of Designtwo concerns are presented:

1) Thekind of problems Desigaddresss;presenting a tension latentechncally
oriented and socially oriented solutions. Thensionis set between tangible and
intangible slutions, objects vs. processeedRlIting in a shiffrom designas visual and
product creationto design as systemic interventithrough tactics and strategies.

2) About who enacts design; resulting ireasion between two spag®ne in which
designers participates expertandassume the creation of solutipasd anotér in which
designis recognizeds a human attitugdéhatcanbe enacted without designers. Thisre
a third space, which is a hybrid spac#hat results from the overlap of expert and diffuse
spaces; in this onelesigners assume the role of guiders, and outcomes are the result of

peer work with other actors.
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About Social hnovation it is noted thathere is not a unique deftion of it, andat

least two paradigms are found

1) As changesn the norms, behaviors, values, spaces and institutions that shape
social interactions. This paradigm is more relatesiicial sciences, and involves also the
recognition of other social dimensions, such as power (politics).

2) As changes towards the achievement of social goals, which are not coyered b
alreadyestablished markets qublic policies. This paradigm is morelated to business
and economic sciences. Asdcal innovation is considered as both a form of help and
an economic sector.

3) From these tavparadigmsa third concern is foun@nd is related to whanacts
the innovation, from its origin arttie meango fund it

a) Topdown: when an innovation is pushed by institutions already in power, such
as governments. In these cases, funding is usually provided.

b) Bottomup: when innovation is pushed by entrepreneurs, who can be individuals
or groups(communities)with the aim of solvingheir own problems. In these cases,
funding is usuallya concern

4) Another tension that sparks from the c@ms of social innovation tee kind of
organization that puts social innovation into action. Being social businesses the more
distincive ones.

OnDesign and social aspecta/o paradigms are present

1) One that seeit as interactions. Wch means that Design hastipower to
establish systems tallow specific behaviorsand forms of interaction,ybsettingthe
necessargonditions(material ones)

2) One that is related to welfare. Also, relatedltong good by setting upon th
designer a responsibility fahe products and sdces designed. It also means that the
designershould have a mindsédrgeed on generéing goodeffectsand improving the
lives of others ly not surrendering to the wrostlpings of industry and markets that have
no other goal than maximizing profits.

3) Apart from these two paradigmshere is alsahe discussion on how social
aspects are approached from [QesiWhich can be approached when the designer
acknowledgeshe complexity of the social space and the specific contaely intend to
change On the contrary by not acknowledging these factodgsigners might offer

solutions that are not adequate to the contexts of the people they intend to impact.
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About practiceswhen Design is applied social issues, therientationis towards
the proceses (methods)that lead to a solutioriThe main aspects are related to how
research is approached:

1) Research as a process for everybody: &ésggder acts by usingcion research
techniques, bypringng togethermemberdrom a community or groupyho participate
as collaborators for the generation of solutions. This kind of participation is more enacted
in the public sector and by research centers (from universities).

2) Research as a process to gain insights: the designer acts as a researcher intending
to gain insights from the memlseof a community, tgosteriorlyoffer a solution that
better sustheircontexs( or t hat doesndt)

3) There isatension betweemio spacesThecommercial spacand the academic
space. Designasp r o c e s s ohinkimfigDbe sii sg na |ITriretkeccgmmaegreiad wi n g
spaceasit allows companies to gain insights of market valukich is not the objective

targeted in research done in the academic space

Table 2.5. Aspectgo consider on a study of Design rolesSocial Innovation

Concept Variable Attributes
Orientation: Technical commercial. Social (life improvement)
(Profits)
Roles of Solution: Tangible Intangible
Design (object) (Process)
Actor: Everybody (Diffuse) | Guided Designer (expert)
(Co-design)
Goal: Changes in interactions. Changes to solve a social issu
(is not tangible, a process) (can be product or services)
Social Origin: Topdoyvn Bottomup .
Innovation (institutions) (communitie$
Funded by: Otheractors (donatives, Generates a seffustain. (Own
government budget) economy)
Organization: Other type of organizations. | Social Businesses
Vision: Interactions. Responsibility.
(Through products or services (How products andervices
Design and affect ”Ves)

Social aspects | Social context:

Acknowledgedspecific
community characteristics)

Ignored(one size fits all
solution)

Relations: Can be changed by design Not in the scope of Design.
Type: Non-participatory Participatory
Outcome: Non-Collaborative (insights) | Collaborative (cedesigned/ce
created)
. Solutions: Systemic, considers the conte. One time solutions.
Practices of ;
X in depth.

Design - -

Space: Commercial Academic

Designer 6s

(Design Thinking)

Close(collaborative
partner)

47

(Design research)

Medium (guides the Distant (provides
process)

solutions)



There ardwo gaps oinformation in thereviewedliterature in relationto Design,
and specifically professional designersSiocial Innovation. Onis about how designers
get involved in social innovationvhen there is nain institutioral backgroundsuch as
auniversity ora social organization. It can beldressetly questioing if designers take
opportunities for Social Innovation as part of an entrepreneurial mindset.
The seond gap, ishe lack of information abotiow people already enacting Social
Innovation initiatives approach designers for help on generating new ideas or solutions.
These two gapare part of the same problem, whichs two diretons, one that
goes from people in Social Innovation to designers, and one that goes from designers
trying to entetthe field of Social Innovation. In both directigmesearch should be done
on how to integrate more designers in social innovaitopractices outside the academic
world, and how to make design recognizable as one of the professions that can help in

leveraging Social Innovation.
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3. METHODOLOGY : CASES FROM PORTUGAL

This chaptedescribes the methods and approaches used théisis It covers the
operationalization of the concepts from the literature and the field stu€beshese
studies, qualitativenethodswere selected over quatative ones as the aim wast to
providea generalizatiobased om large sampldnstead, ¢ providea description of how
Social Imovation is conducted, with the aim of getting insightbow to better integrate
Design within this field.Thus, poviding a theoretical franveork from the reviewed
literatureand a description ofthe field of Sociallnnovation and its relation to Design
done from a sample of socianovation initiativesn Portugal.

Social Innovation in Portugal &sgrowing field howeverijt is not as well developed
as in other European countriddojects and initiatives aralready being developed in
many parts of the countrf. h e s e i ni t i awtthe saene goalsoon gocedures;| |
some of them are supported by private companies, others have-@rofibrsocial
organization such as NGOs (rgovernmental organizations) oharity groups as
background; and in other cases, it is the work of private individuals seeking a solution,
and some are even started with Desgits core.

The objectives of this thesis requae exploration on the fieldf Social Innovation.
Which, inthis case is limited to the geographical space of Portugal. To do a case about
the country, it was decided to don a descriptive wayby using principles oGrounded
Theory (Glaser & Strauss, 2009hus, requiringa set of examples, in a similar categ
-Social Innovationto elaborate a comparative study to fincoanmonpattern

The research for this thesis was donBantuga) a country with a Social Innovation
sedor moderately developed. It ghown in the data from thgocial Innovation Index
2016 by The Econorst (Kondo, 2016)Considering this factt was decided to generate
a conceptualization (Bryman, 2012, p. 38¢f thisfield in this country.To do it,a
qualitative research method wadested to gain insighfsom local initiatives.

Qualitative methods (Brymar2012) were chosen, as they fit better the objectives
established in the introductioAllowing the gathering obpecificdetailsaboutareasn
which designers angdkesign skills could bentegrated ito Social Innovation. Thus, being
possible roles to be enactiegdesignersWhich can be compared to what is found in the

reviewed literature
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The literaturereview of theconceptspresented in the previous chapteas done
concurrentlywith the field work. This was done following the process Gfounded
Theory (Corbin & Strauss, 1990); the analysis was done from the start of the data
gathering and concepts were grounded (or considered relevant) when they appeared
repeatedly and constantly in the détancepts)

The sanpling of theliterature review was purposiv&jbjected to theancepts that
appeared from the firshterview. Texts were selected accordingtheir relevance and
year of publicationa timewindow of 30 years was used for articlesith the intention
of having contemporary relevant ideas regarding the worthe feld of Design in
relation to thesocial space.

The theoretical samplinggrounded conceptsyere framed togetherfrom the
concerns that emergedter each interview (Brynm 2012, pp. 41820). Furthermore,
the literature surveyed immediately after each intervivyed o refine theconcepts
according to the relevance they had fioe intervieweesSeeFigure3.1.

Social Design
Social aspects

Emerging Design Design with others Social Innovation
Goal Organization

Professional Human attitude hamn

Participatory | Be aviors Charity Social Businesses Markets

; nteractions
Collaborative
, . Profits
Services Co-design s Practices
ystems Strategy Fundin
Products Processes Research J
: Communities Metrics
Roles of Designers Users Wellbeing

Otherness
Design Thinking

Figure 3.1. Concepts reviewed and relations in the literature review

The conceptsabstractedrom the reviewed literature wer@ganized fou main
categories; which, had be@iready presented in the previous chapldrese help to
better understanithe intertwining of Design and Social Innovati®@ame of the literature
served the fuation offilling knowledge gaps ahd thegeneralities oDesign in the social
spaceConsequentlythe results from the literature review can also serzatlasoretical

framework for the field study.
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The secondpart of the process wathe field studies For this thesis, aon
experimentalexporatory qualitaive study. The research was done wittifiormation
gathered from Portuguese exampleSaxial Innovation-initiatives or businesseswith
the aim ofbuilding a description ofthe roles played or opportunities to be playety
designers

This thesis resech considerthepresence of design in two forms. Firstadsuman
attitude (design);with the aim of changin@ situation to a desired statecondlyas a
professional tasto provide solutions (Design).oldele on these two forms okdign, it
is necessary to consider all the possible aspects that Social Innovation inemides
requires knowing whahose who are already developing these initiatdefte as their
main concerns

This thesisstarted by considering classic Grounded Thewigciples (Glaser &
Strauss, 2009 requiringno previous irdepth literature review doné was done with
the intention of avoidng inferring possible outcomes. Hence, the already presented
literature review is also the result of revision done in paralldi Wie process of data
gathering from the sample. The process of reviewing and selecting literature was closely
connected and gied by the concerns that emergkding the field studies

The datdromthe field stulies was gatherday unstructured intervigees (Bryman,
2012, p. 471). Arocess thahvolvedinitially contacting30 Social Innovationnitiatives,
of which 10 accepted toarticipate. The linterviewswere realized over the period of 4
months. The participating interviewees were peoptent the working team of seven
Social Innovatiorrelated initiatives, and three fropeople onDesignrelatedpractices.
This sampling was purpo&; to provideexamples in different areas of the country and

with different goals.
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3.1. Method

ClassicGrounded Theorynethods imply starting without a problem, or with a
problem loosely define(lGlaser & Strauss, 20094 general frameworks required, but
not a literature reviewtobui | d t heory from observation
characteristis, and not by preassumptions on the subject to be studied.

The first step wasestablishing a general topic: Rot# Designin Social Innovation
for communities, in this case. prejudgmentvas ane, that Design is presentSocial
Innovation and that comunities-as groups of pedp with similar characteristiesare
included as collaboratols/ the peoplemplementing Social Innovation.

The concept of &ial Innovation was preassumed asactivities, initiatives and
projectsthat seek the wellbeing sluich groupsThese assumptioni$ real, would have
allowed findingprojects in which acial issudahat affects a specificommunityis being
approachedby using methods of Design. Yet this is an assumption that proves to be real
in literature but noton what is foundon the field studies, which required rethinking the
research.

The from the goalshifted fromfinding designers that work on Social Innovation,
to finding opportunitiesto include Design as part of this fieldy considering the
characterists found on the Portuguese examplesheBe characteristicare not
generalizable, as the exampleghe study are from the specific context of Portugal, but
they offer insights about the intertwining of both fieldsisemideveloped caext.

The secondstepwas the datagathering It involved applying theunstructured
interviews; and taking notes about the subjects and concermentioned by the
intervieweesilt is important to clarify, that the subjects for this research are the initiatives,
and not thentervieweesAlthough, the interviewees provided the required data about the
initiatives.

Theunstructured interviewsere doneavith people working oprojects, initiatives
or businesses enacting social innovation or social entreprenelahlpinterview had a
duration between thirty minutes and one hour. And the participants offered information
about their projects, such as the process for ideation, their goals and the participation of
the communities. The dagmthered was recorded aattanscriptwas usedor posterior
analysis througkthe procesby coding similar ideagortions of speechwhich were the

base for theoncepts and categories.
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The concerns that emergdbm the interviewshelped in identifyingwhich
literature to revier; and how toestablish relations between the concerns while they
appeared. The notes taken directly after each interyievihe form of memos (Glaser &
Strauss, 2009, pp.9), helped in defining the main topicexpressed and eogntered
in the initiatves, as well aghose left o the gaps found in the field studiesrelater
approached by recognizing solutions alreadispnt in theeviewed literature

The gathereddatawas further studiedy doing an analysief the interviews
selecting relatedoncerns and coding them under a tagelpedin establishing a formal
theow -or at least a descriptieby grouping conams and establishing relationghese
relations are nassumed asg@eneralization of the behaviotsjt a desgptive theory for
the field of Social mnovation in Portugal, that would allow designers to develop
capacities to act on it in a more successful way.

The last step in this researicivolveda discussion of the theory built in contrast to
the findings from the literature wew. Allowing the identification ofbetter ways to
integrate Design as part of Sociahdvation within tle context of Portugal. ltstabliskes

a possible frame for comparisonfurther studies in other contexts or over time.

3.2. Participant Selection

The man objectiveof thisthesisis to understand how product designers loaiter
participate in Social InnovationConsequently, it could be thought thigsigners should
be surveyedas the subjectdbut, it would be a wrong approach. Surveying designers
wou dndot reveal what h ap p e nbutwhat ddgrers thihki e | d o
is being done or what should.be

The correct manner to approach the field of Social Innovation, is thexaghples
of existing prgects and initiatives. e characteristics of tls® examples can be
categorizedn terms of @als, approaches and strategies. feywould helpin signaling
the pertinence for the participation agign, as a profession and as a huratiitude.

In Portugal, Social Innovations more developed in the form of Social
Entrepreneuttsip. There areprivate and pubd programs-as well as strategieshat
supportand study its growth. One initiativead been implemented by IES (Social
Business School) and Instituto Padre Antonio VieirdH$12017), which is a tool that
mapsSocial hnovation and etrepreneurshimitiativesin the country, on the regions of

Alentejo, North, and Center.
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Theprojectmentioned in the previous chaptdfers a map o its websitehelpng
in visualizingthe location and distribution of social innovaiinitiatives in Portugal
Having access to this Map of Sociahbvation and EntrepreneurshlIES by its initials
in Portuguese(MIES, 2017)was an advantagas it allowed to grasp the kindirojects
being considered as Socialnbvations in Portugal. This tool enlisistotal of 4205
projects, of which 444are described on the site, with 13gleced as cases of good
practices foiSocial Innovation and Entrepreneurship.

Using the MIES (201 7ool ard the information provided in the datasheet for each
project, a sample of 25 projects were contatbguarticipateas subjects fathisthesis it
was considered that at least some kind of forasectshould be present, whether a
product or a serviceepresenting a material aspect in the form ofisual brand,a
packaged product, erdigital platform

The 25 selected projects were contacted via email or through their swza
profiles. Duringthe periocdbetween February 6th and Februar{ 2/rom the 25 selected
projects,5 gawe authorization to participa in an interview. Othetwo interviews were

fromprojecsfoundonline t hr ough a search on googl e

wi t

and fAprojectsodo and APor t pagtafanothempjectthat nt er v

was realized by a secoiygar university group of studentsfrom the Design
Methodologies course &SAD Matosinhos, as part of their class work.

Another aspecthat appearewnhile searching for initiatives to approaatas he
fact that in Portugalthere arealreadysomeeducation or training programs aimed at
developing the poteial of social entrepreneurs from the field of Design. Some of these
werecontactegdasthey areconsidered as part of the development of Socravation in
this country and two interviews were done

Finally, one interview about aDesign office that works on solving problems
through norangible solutiongprocesses, and Design Thinkimggarded athe first one
with a Design Thinkng method developed in Portugal.was selected as they have
worked on projects pertaining Social Innovation.

The summary othe participantss presentedn Table3.1. It is a collection often
initiatives from different @rts of the country; witldifferent backgrounsl and contexts
for their origin and day to day workThese are important pieces of information,

consideing that social innovation can B&arted by diverse actors to codererseissues.
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Table 3.1. Participants on this research ordered by date of interview

# Subject Interviewee: Type Location | Mode Language Date
Gender, Position.
1 ProactiveTur/ | Sara FernandeEemale, Community Algarve Presence/| PT 19/01/2017
TASA Marketing project/Social observer
Business
2 CAIS Recicla | Filipa Mora:Female, Social Porto Presence | EN 03/03/2017
Communication Association/
José SindeMale, Social Business
Psychologist
3 EKUI Celmira MacedoFemale, | Social Miranda | Online SPA 06/03/2017
Founder, volunteer. Association do Douro
4 MyFarm Luis Luz: Male,Founder, | StartUp/ Beja Online EN 08/03/2017
volunteer advisor. University/
Social Business
5 Somos + Paula Rodriguedzemale, | Social Braga Presence| EN 10/03/2017
(somos mais) | Manager Project/Social
Vania Oliveira:Female, Business
Communication and
Marketing.
6 Speak. Social| Mariana Brilhante: StartUp/Social | Lisbon Online EN 22/03/2017
Frmale,Business Growth. | Business
7 Terra a Terra | Emanuel MonteiroMale, Social Porto Online EN 03/04/2017
Project. Promoter of responsibility/
Environmental education | Community
and training, project
8 Mind Shake PhD. Katja Tschimmel: Design Porto Presence | EN 28/04/2017

FemaleFoundefDesigner | Thinking
Consultancy

9 Porto Social | Joana LacerdandAngela | Social Business, Porto Presence | EN 12/05/2017
Impact Pinto: Female Social accelerator/
Factory/Porto | Entrepreneurs/Architects | Design
Design and social innovation Thinking
Factory mentors mentoring/
University
10 | ID+ DESIS PhD. Teresa Franqueira: | University Aveiro Presence | EN 17/05/2017
Lab FemaleCoordinator/ Research
Designer/Professor institute

3.3. Analysis Technique

The information-data gathered from the interviews wasalyzed in a twstage
process. The first stage was a preliminary anglykise withnotes taken from the
interviews.Also, recurring tampressions gotten from informaticand other material
found on the websites of tiseibjects. e result fom this stage wsaa prelininary set of
categoriesabout the gemal concerns of each initiativ&his result was also the main
aspect driving the literature review.

Categories are how the ideas that appeiaréteinterviews wereorganized These
arespecific tag -codes-, andare the base for the concepts used to construct the theory
or description To be included, a category should repeaglinthe interviews or be
singular in one specific example; but relevant in contratt@écmthersFor examplejn
the first interviewa relevant topic was: products anears, but not the maigoal This
wasc oded wunder t h énthe mltowing interyewsi syrolaa foEcé were

found, this categonits code is part of the cooepts nh the description.
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The second stage includedamal analysisof the interviews.The contenin the
transcripts was analyzed adldistered to be compared each ofthe categories (codes)
generated in the preliminary stagehis task allowed the ehtification of repeated
appearance of concerns, and tecogle similar concerns within a pertinent tag for the
category This way, gproper description of the fielchn be achieved, whilke gathered
information is reduced tthe most important aspects.

Finally, a discussion about theding in relation taheresearch objectiveand the
conceptsfrom the reviewed literature To identify areas of opportunity and gaps, as
insights, fromthe Social Innovation initiativedt provides the foundatiorfsr a critical
path of action for designers; which can be followddn approaching projects in the field

of Social Innovation.

3.4. Limitations

Thisthesishad somdimitations that must be accounttxt its validity in generating
a theory-description. The firstone is that the research work is not for a generalization of
behaviors, but, to offer a description of the current situation of Social Innovation from
some examples Portugal enough to infer a pattern by reaching data saturalisn
resultscan be cosideredof relevance fomther contextsbut only as aaferencefor
comparison. This studyan be furthered by doing &xtensive quantitative analysksy
using the categories in the description (the@y)art of a hypothesis to be tested

The second one tbe territoriallimitation. Madeon purpose with two reasons in
mind;to make efficient use of the gtaf the researcher in Portugahd to take advantage
of the possibility of studying a case in a countiith a mildly developedield of Social
Innovation The selection of participants alé@md a bias, as somieitiatives that are
developed by locadommunites and social groups may not be includsgart ofSocial

Innovation because ad lack of diffusion of the concept.
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4. RESULTS OF THE FIELD STUDIES

Thefield studies for this thesiacluded hree formal steps; described as foliow

1) Note taking and preliminargescription The notedaken during the interviews

contained the aspectertsidered as more relevasstu bj ect i ve to the re
background These notewere used to construct a first descripteadout tke topics that
appearedepeatedly on the interviewseeFigure4.1.). This first description was also

used to define the literature to be reviewénh this step,common concem were

identified from what called the attention of the researchémrough theseoncernsa

group of preliminarycategories was created.

Social Innovation Impact
the project itself Measurement
the changes Help Oth_ers State/Public
the solution 0 e Partner
Lives improved To avoid
i To be included by
Community ————————
People attended
Others I:lelped Products
Sodial issue Sustainability Brand
Has the problem I Finance/Fundin i
. g platform Design
| Sales Packaging Market value
L —— Business Etc. Professionally
Project life Means Done from outside
Not the goal

Figure 4.1. Concerns (categories) deducted from the notes taken

- The first categoryaboutsustanability, was linked to matters of funding

- Thesecond categorg related tgroductsgervicesas means and not geak.

- The third categorywas stablisbd about the relationithh public organizations
(State) atension about thearticipation

- The fourth categoryaboutthe lack of tools to measel theimpact of Social
Innovation am aspects that are not financial.

- The fifth categoryyegardedesign consideringhe participation of designersr
people doing tasks of desigmwithout it beingrelated to the strategy or on
connecting the process Social innovationwith the people benefited, instead,
designas a mean to generate market value.

- The skth category,regarded the people attendebe commurty-, thosewho

receive a solutionasanaid but dondét manage its creat.
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Thesecategoriesverededucted from the notes takeind were consideredfast
approach to the idea ofhat Social Innovation is. The preliminary descriptoan be
summarized asny project that seeks to help othersondre being affected gnissue
with common chareeristics, done by providing specific solutions. The solutiares
financed from external sougs; which extend thife of the project These sourcesan
be thesaledrom aproduct or service on the market; but thiads themain goalof Sodal
Innovation, these are means t@ack changes that impact the lividghose others

This first approach isan ovesimplification of the subjects treated by the
interviewed people, and éxpanded and correctedthe detailed analysis done as part of
step 2.

2) Analysis of the interviewsTherecorded ingrviews were analyzed in detail. This

analysis was made to identify specific concerns about the topics of Social Innovation and
Design.Designwasconsidered as a topic that could be expressly mentiangeksribed
in the process to generate a solution

This analysis took aa basis the existing notes. Despite using a transcript of each
interview toencounter new categories. Feachinterview, a set of categories of topics
was created, and these were latastered incodes and compared to the opessent in
the other interviewsl'hus, resulting in a common pattern.

The codes with which the categories were labskrge as theoncepts that form
the theoryin this case a descriptigrthat can be used &laborate on recommendations
for designers wanting to enter the field of Social Innovation.

The description is made from the similar concerns appearing on the 10 interviews
used as subgts. To do it, it had to be gein mind that this is not a quantitagi analysis
and that the repetition of a pattern of equal answers is not relevant as the inference of
similar characteristics from the information gathered. For the proposed description in this
thesis, it is important to refer to the qualities of the imfation.

The clustering of information was dor®/ considering the similitude of the
information and not theepetitionof terms. For exampljehese two quotes from two

different interviewees

1:Aé our outcome is not r enadsdreyitintaangi bl
way as it wild/l feel in the future, n o
22Aé the impacts are not I mmedi at e, y

so it is difficult to convince others, and probably the impact will be Ianger
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Thesequotes are from two diéfent interviews, in bothhere is concern about the
time it takes for theoutcome-goal to cometo fruition. Which makes it tiapprehensible
for measurement toal§ hus,they were recoded under the coden o t measur abl e
terms of outcomes or impaof Social Innovation, they fit better with the information
given by the other interviewees. As it was clear that the concern is not time, but on how
to measure the impact of a solution in an easy and fast way.

From the 10nterviews realized a total of 2&pects mentioned were considered as
common categorieg\nd were codedand recoded following the logic of the example
provided before. These werelevant aspegtthatmentioned by the intervieweeand
were later clustered in the codes that definediscription presented asstdt of this
study. These aspecigere identifiedfrom similar words mentioned or inferred by the

concern they signale®eeFigure4.2.

Categories relevant in # of interviews

Business/Management/Marketing
Buyers
Change on relations
Community Project
Entreprensur
External partners
Growth/adoption
Integration
Lives improved
Local community
Market
Money Raised
Mot measurable
MNumber of participants
Other specialists
Others helped
Private sector
Product/service
Professional Design
Public sector Calls
Public Sector Partnership
Sales
Self Sustainability
Social Business
Solution from Design
Solution process
Spedfic characteristic
Volunteers

a 1 2 3 - 5 6 7 8 9 10

Figure 4.2. Categories clustered by number of interviews in which they appeared

The categories created were lateistered ireight main cdes.as they were related

to specific issuementioned by the interviewees.
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The last three interviews had a more direct relation to the dieldesign, ad for
these a second reoding was done. $ing categories pertinent to the field of Design
These hd more relevance to how the processes of Design are conducted; and how
designers should conduct them in projects that are for Social Innovation or for non
tangible solutions. The categories generated were not clustered with the main categories,
and are nopart of the main description; but they are referenced as part of the results of
this thesis. Some of the concerns are very specific to the way in which Design is

approached by the interviewees, and could be work for a posterior Seefyigure4.3.

Relevantin # of interviews

Designer
Entrepeneur

Sociality

Research and Visuality
Coaching/Mentorship
Team Members
Partnerships

Long term

Market Ready
Prototype
Collaborative

Knowledge Exchange

0 1 2
Figure 4.3. Categoriedrom the three interviews with people on the field of Design

3) Description ofthe Field of Social Innovation in Portuga. description was

abstracted using the main codes categorizing the available informfation the

interviews. The main codes are presentethefollowing section with a summarizing

preamble foreach ofthesebg t s®@ most I mportant i nfrer mat i
conceptualized and explained bymparing the characteristics each one of the ten
examples. The final discussion also offers a comparison against what was abstracted from

the literature reviewThis exercise helps in the generatioradescriptivecase of Social

Innovation in thecountry of Portugal. It is helpfub signalpatls of action for designers

wanting-or having to integrate their practices intle field of Social Innovation.
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4.1. CodedFindings

The informationgathered from the 10 interviews w#wroughlyanalyzed and
classifiedinto eight main categoriesThe codesfor these categories are tlwncepts
included in the description of Social Innovation in Portugal. These concepts end th
relationsestablished between them are the material used to propose paths of action for
designers. fe final chapterpresents recommendations based on this description.
Although, the recommendations abased onthe examples from Portugal, but the
descrption could be appliedo other contextscountries for comparison. The concepts
provided may help in identifying different developments of Social Innovation.

The ®@ncepts, coded from the examples that were subjects in thisdhesis

1) Origin. 2) Organization. JInnovationMechanisms4)Funding.5) Participation
6)Impact. 7)Teamwork. 8 Design. They were created by clustering the 28 initial
categories according to the topic they belonge&¢eFigure4.4.

Public sector Calls Change on relations
. Innovation
Origin Private sector Mechanism Integration
Entrepreneurship Product/service

Community Project Market
H * . Money Raised
Organization Funding &Y _
Public Sector Partnership
Social Business Self Sustainability
Business/ Growth/adoption
Management/ Lives improved
Team Marketing lmpad Not measurable
Other specialists Number of participants
Volunteers Sales
Buyers Professional Design
External partners .
Community Local community Design Solution from Design

Others helped
Specific characteristic Solution process

Figure 4.4. Main codes from categories clustered
The concerns and aspects mentioned by the interviewees chesteredin eight
categoriesThese categories are described in the following secTiba.relations of this
codes are also abstracted and preseAtguleamble for this description includebaef

introduction tothe 10examples that were subjsdor thisthesis.
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Subject #1TASA PROJECT

Sourceinterview

TASA Description:
A project from the region of Algarvsouth of Portugal)lt connects Designers ar

Project

(Ancient artisans with the mission of improving and giving new vdtluencestral artisal
_ technigies. This project became a wsthblished business modetlis maraged by

techniques a group of people from ProactiveTwar,company from the sector of tourism, tl

current companyoverseeshe marketing and commerce of the products developed b

solutions) artisans and damers, they also look for ways to connect buyers and produce

Years active / Starting year

7-8 /2010

Tangible/visual solution

Website, online store, brand and product line.

Intangible solution

Strategic innovation fothe craft industry. Added value to the region of Alga

and to its artisans.

PROJECTO

TASA

Figure 45. TASAPROJEGd s wor k wi(AldarvecRegiohal Goandination and Development
Commission2017)
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Subject #2CAIS Recicla

Sourceinterview

CAIS Recicla Description:

Project locatedn Porto, but working in thevhole North region of Portugalhey
produce Ecofriendly products, such as notebooksxd agendas that a
manufacturedising waste material donated imngustrial and commercial partne
such as UNICER and Casa da Mdusica. The project is also a workshpgple
attending the sociakork and psycholoig services of CAIS associatioh.is also
functions as avork placement opportunifipr people in conition of homelessness
who gain the required soft skills to go back to the working force

Years active / Starting year

5-6 /2011

Tangible/visual solution

Ecofriendly products from waste material, and CAIS brand expansion.
Intangible solution

Partnerships with private actors (network). Empowerment by giving peof
conditon of homelessness a paid firfle work opportunity, and by allowing othe

to participate in the workshop as part of a therapy.

Figure 4.6. CAIS Recicla's produexemplesAssociacdo CAIS, 2017)
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