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Is the integration of technology in digital devices
guided by sustainability across economic, social, en-

vironmental, and cultural dimensions?

Can a participatory UX/Ul method, metaphorically de-
scribed as a rubber band problem-focused ideation tool
shifting from dystopian to micro-utopian thinking, drive

innovation in socio-technological design?

These are among the issues explored in the Digital Experience Theatre (DXT), a research
project and a novel problem-focused ideation tool for conceptualising technolo-

gy-based, humanity-centered solutions.

Computer vision technology and machine
learning to identify and control citizens.

The tool follows a step-by-step method inspired by Augusto Boal’s Theatre of the
Oppressed (TO) [1], influenced by Paulo Freire’s Pedagogy of the Oppressed [2]. Freire’s
pedagogical approach involves critical awareness of social reality, enabling intervention
and emancipation from oppressive relations. Boal, aligning with these principles, de-
vised a methodology using theatre as a universally accessible tool to develop strategies

for escaping oppressive relationships.

The DXT tool aims to enhance the ideation process, particularly focusing on the design
problem before exploring a solution, offering a significant and disruptive approach to
creativity for interaction designers. The method assumes that these creatives, also users
of digital products, face numerous useless solutions. Adopting the TO methodology, the
DXT seeks to develop innovative solutions, representing a new paradigm in post-human-
ist digital product design [3]. It serves as an ideation tool, operating with participant de-
signers, contributing to transforming unsustainable realities by promoting communi-

ty-based and humanity-centred digital product creation.

Computer-based systems that mimic political
representatives' behaviour and interaction.

The research delves around significant subjects that inform the tool development, such
as the Theatre of the Oppressed and the Image Theatre [1], the concepts of dystopia [4]
[5] and heterotopia [6] [7], speculative design [8] [9], image-making through Al technolo-
gy [10], and the notion of designing e-things [3] for a non-anthropocentric pluriverse [11],
which can be understood as a glocal phenomenon that can happen within a community
but aiming at a global impact that contributes to the notion of more-than-human care.

Through participatory Al image creation and speculative dystopian fiction, the
DXT design practice can stimulate a better mindset for creatives in the field, focus-
ing on the world as it could or should be. It’s based on creating futures with more
sustainable digital products and experiences that may serve as propositions for al-
ternative realities. The idea is to conduct design speculations not as narratives or
coherent worlds but through an experimental fictional practice that contributes to

holistic thinking about difficult hurdles.

Autonomous vehicles in interchange highway.

The DXT has already been experimented with students and discussed and tested in anin-
ternational context with other professors and students of interaction design (Lisbon, Por-

tugal, and Berlin and Stuttgart, Germany).

A website is being d

ped with resources for the development of speculative sce-

narios, that may leverage disruptive socio-technological design interactions, focus-
ing on a step-by-step method inspired by Boal’s Theatre of the Oppressed methodol-
ogy, where designers of digital products start by exploring dystopian design fictions
through Al image creation, ending with concepts for sustainable, holistic, and hu-
manity-based digital solutions. The process of creating the image focused on the
subject prompted allows creatives using the DXT to explore unexpected formula-
tions and dare to enter a representational dystopian domain. This new ground-

breaking standard of images creates adeq

innovative solutions for the real needs of the pluriverse.

Boal, A. (2019). Teatro do Oprimido e Outras Poéticas Politicas. Editora 34.

te conditions to discuss what might be

Prosthetic Al devices to enhance the user experience
of a person with Parkinson's disease.
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This contribution takes as its starting point the three ways envisaged by the Intergovernmental Panel on Climate Change (1pcc, 2018) to address the global climate
cri itigati ion and resili We propose to consider them as three action modes, in order to draw a typology of agendas and leverage points for
designers, whether they address changes in practices, organizational forms or worldviews.

These three scales served as a basis to envision a master's-level educational program inspired by the Transition Design framework (irwin &al., 2015; Tonkinwise, 2015).
This visual presentation is an opportunity to explain the epi ical and ical choices made, aiming to train conscientious, responsible and
interdisciplinary designers.

1. ATypology of Agendas for Strategic Transition Designers

REGIMES Mitigation [of climate change] Adaptation Resilience

(AS ACTION MODES)

(IPCC, 2018) “Human intervention to reduce emissions or "Process of adjusting to the current or "Capacity of social, economic and

strengthen greenhouse gas sinks." expected climate and its ¢ es, S0 i systems to cope with a change,

as to attenuate its detrimental effects and respond or reorganize [...] while keeping a
exploit its beneficial effects." capacity to learn and transform."

DESIGN AS Problem-solving Strategy and tactics Learning process

DESIGNERS’ AGENCY Working with the existing Changing trajectories Living change

MODES OF Immediate and situated response Accompanying transitioning entities Radical imagination

INTERVENTION

2. Levers and Dynamics of Change

TYPE OF CHANGE Practices (micro level) Organizational forms (meso level) Worldviews (eco-systemic level)

ADDRESSED

LEVERAGE POINTS Approaches, methods, techniques, Knowledge, decision making, structures “Deep leverage points” (Meadows, 1999):
behaviors systems/critical thinking, representations,

sensemaking (Weick, 1993; Duchek, 2019)

OUTCOMES Designers shape things with minimal Designers participate in the reshaping of Designers reveal the obsolescence of
negative impact sustainability-oriented systems unsustainable patterns and behaviors
MACRO STRUCTURES MACRO STRUCTURES MACRO STRUCTURES
GROUPS GROUPS GRouPS

oW H oW, Now.

3. Designers’ Skills and Postures According to Their Intervention Scales

This typology highlights the need for designers to constantly adjust their

posture, if they are to act as transition strategists. Awareness of systemic Wmﬁg‘m

intertwinement, and a focus on links rather than things are necessary skills A\ Desion ficton project
to navigate between complex scales (Le Moigne, 1999).

Ideally, a paradigm shift at the ecosystem level would naturally lead to @ Forsight

sustainable organizations and shapes. But in reality, while the deepest

leverage points have the power to question and possibly transcend existing

mindsets, they are particularly delicate to handle (Meadows, 1999; Woiwode &al.,

2021).

Hence, “the Transition Design approach can be compared with Chinese f':::gvymim Redirective
acupuncture”, based on close observation, precise interventions, but also Professionallow (@) project
patience and reflection “in order to understand how the system is OReaNoNs

responding” (inwin, 2018).

The diagram opposite shows how the four pillars of Transition Design History of designs . Senvice design project

(vision, action, posture and change) combine in our educational program. A ’ Collective intelligence
The progression is spiral-shaped, as the expected development of skills is

not chronological but related to the handling of scales.

In 2024, as we launch this master's program, we are relying on this Representaonsils (@)

reflective pathway to develop young designers' ability to position ’ R

themselves according to each context they will be working on. omTRASTONS
References carning expedition
Duchek, . 2015). 1152, Learming expediion A
tps://dol.org/10.1007/540685-019-0085.7 Design scenrios
Ipcc. (2018 2 2 2 é g workshop
de L5°C Matthews, 1., dir).
Inwin, . 2018) In.C. Storni, K. Leahy, M. MeMahon, P Lioyd, & . Bohema (€ds), Design POSTURE DESIGN
as 9. 25- ference, Limerick, Ireland. ~ -
Irwin, T, Kossoff, G, & Tonkinwise, C. (2015, Transition design provocation. Design Phiosophy Papers, 13(1), -1 /
tps:jdoiorg/10.1080/ 14457136 2015.1085685 ~ )
Le Moigne, J-L.(1999). La modelisationdes systémes complexes. unod.
Mead
1 < o). o 1300, 8592 )
s /doi org/10.1080/ 14457136 2015.1085636 Diploma
Weick,K.E. (1993). P 35,
628-652.htps:/doi.org 10 2307/2393339. ~ ® Locures
Waiwode, C, Schipke, . Bina, 0., Kunze, 1, Parodi, ., Schweize-Ris, P, & Wamsle, C. (2023). Inner transformation Inquiry Design Discsmions
tinabilty VISION athesis Professionalinterention : s
fryre 100761 ining i
—
mom=  C s
— Association
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PATTCHITRA: A PAINTED
CULTURE OF INDIA WICH BINDS
THE COMMUNITY TOGETHER

Neha Singh, Department of Textile Design,
National Institute of Fashion Technology, India
neha.singh@nift.ac.in

v 4 N

ABSTRACT

Amidst the pand g jpur artisans embraced digital tools, preserving
the ancient Pattachitra painting tradition. This art form, spanning over 2500
years, blends intricate detailing with vibrant colors, depicting mythological
themes. Despite COVID-19 challenges, digital platforms offered rural artisans
new opportunities for learning and broader audience reach.

OBJECTIVES

1. Document and understand COVID-19's impact on the Pattachitra
artisan community.

2. Investigate the role of digital platforms in product development
and marketing.

3.  Assess how digital media enhances artisans' knowledge and skills.

4. Evaluate the pros and cons of social digital platforms for artisans.

Methodology Mixed-Media Approach (Qualitative & Quantitative)

Structured Guides Secondary Sources
Integration of Primary & Secondary Data Snowball Sampling Method

SUMMARY

- Experienced Pattachitra artisans were chosen.

- A government competition in Raghurajpur encouraged house

- beautification, fostering community unity.

- COVID-19 led 80% of artisans to become technologically literate,
facing challenges in adapting to new sales platforms.

- Learning phone pk graphy was chall with most
artisans learning from younger generations.

- Over 80% utilized WhatsApp and Instagram for sales, citing
WhatsApp's ease and negotiation suitability.

noll=
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In conclusion, digital platforms have united artisans and consumers,
narrowing generational divides, while COVID-19 spurred mutual learning and
heritage appreciation among younger generations. Utilizing digital media
helped artisans comprehend market trends, showcasing the adaptability of
communities in the face of adversity.

Picture Credits: Haritha Bhaskar, Prisha Prakash, Saumya Vibhor, Srishti Lal, Surya Pratap
Rana, Sweety Sharma, Tanya Sachdeva (Students of TD 6 NIFT Delhi.
CRD Document of TD Batch 2022-2025.
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POLITICAL PAPER LAB, DESIGN

FOR POLITICAL AWARENESS
AND CIVIC ENGAGEMENT.

Diletta Damiano

alISIA Rome Design, Italy
* diletta.damiano@edu.isiaroma.it

Contemporary democratic society is pervaded by a sense of powerlessness generated by
changing factors that are reshaping our society. Citizens who are informed, empowered and
can express their will, influencing the decisions of the representatives are fundamental for a
healthier democratic system (Giglioli, 2015). It is necessary to rethink how we include youth

in the collective dimension for the exercise of citizenship (Batini, 2013). In this regard, design
can operate as "Design Humanism" by activating transformative processes and developing

projects that promote empowerment (Bonsiepe, 2006).

According to an Istat Report focused on the political participation in Italy (2020), in 2019
people who never inquire about politics are 27.5 percent of the population (ages 14 and
older). Considering young people between the ages of 14 and 17, the percentage rises to
48.5 percent. The European Commission’s Eurydice Report highlights that active
citizenship education must help students develop knowledge, skills, attitudes and values
in the following four macro areas of competence: effective and constructive interaction
with others; critical thinking; acting in a socially responsible manner; and acting
democratically. Therefore, the Political Paper Lab (PPL) project studies learning modes
that involve experience and interaction to foster change and action in citizens, such as
the “Experiential Learning Cycle” (Kolb & Kolb, 2006) which considers four learning stages:
experiencing, reflecting, thinking, and acting. The PPL is designed with the intention of
providing Italian citizens with the competences indicated by the European Commission
for understanding their role in Italian society by fostering awareness and participatory
behaviors in order to improve the democratic life of the country.

The project involves books that can be used by an individual user, in a workshop mode
by a collective, or by a learning group led by a teacher or mentor. Each book is focused
on a specific theme and is characterized by a peculiar graphic design and interaction
modality designed to generate knowledge and awareness, helping the readers to fix
information, generate debates and facilitate opinion sharing.

The book, as a physical object, allows an experience not only perceptual and intellectual,
but also physical and tactile. The pedagogist Marco Dallari (2011) explains that the graphic
book is a combination of five interacting codes: the iconic code (illustrations), the verbal code
(text), the graphic code (layout, fonts...), the packaging code (materials, shape, binding...).
The interaction of these codes reinforces the learning process and generates metacognition
narratives capable of creating individual and collective identity consciousness.

Four basic elements have been identified in the path the users can undertake towards
their own political and civic awareness: have a common vocabulary, know the basic
principles stated in the first 12 articles of the Constitution, understand the forms and
modes of exercising political power and be inspired by different forms of civic activism.
Specific volumes have been created for each of these elements: Glossario (glossary),
Valori (values), Ordinamento (political system) and Cittadinanza (citizenship).

The glossary provides the of the words for ing the
Italian Constitution and political system. The volume s like an address book where words
are placed in a visual and logical relationship.

Cumulus
Association
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The volume dedicated to the values shows the first 12 articles of the Italian Constitution.
Each article is accompanied by two conflicting opinions, public statements by politicians
and intellectuals; one opinion is in support and the other is contrary. At first glance,

the red statements (in contrast with the constitutional dictates) are visible and cover

the green ones (consistent with the Constitution), so that the latter are legible only with
the help of a red filter. The filter is a metaphor for the work the citizen must do to properly
navigate the political debate.

Political system’s volume is a poster printed on both sides. On the first side an infographic
shows the set of institutions that constitutes the division of powers . On the back there is
a game board, designed to experience the legislative process of the Italian political system.

Finally, the volume dedicated to citizenship reports the stories of active civic participation.
Atfirst sight the pages are black, characterized by offensive utterances and violent news
stories placed along the margins. By tearing the flaps, and therefore the sentences, the
pages are opened and the stories of civic activism are revealed. Opening the pages through
a tear means carrying out a non-canonical act of rupture and commitment that makes us
free people in a plural society.

The laboratory will be tested with students between the ages of 14 and 25. Based on the
study carried out by Pedone et al. (2023), meaningful experiences based on metaphorical,
playful and interactive engagement and the co-construction of knowledge are fundamental
elements for the maturation of human beings as citizens (Batini, 2013), so we expect the
Political Paper Lab to foster learning and engagement in the democratic process.

The role of the designer is central to the debate on because of the

power that designs can have on society (McCoy, 2003; Manzini & Margolin, 2017) and
because he or she can contribute significantly to shaping collective values in which
everyone identifies (Mari, 1997).
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Abstract

Along with the global ecological crisis, city activities profoundly affect birds' habitats. With the development
of data science, birds' acoustic data is considered an ecological indicator for observing and evaluating birds'
habitats in urban natural environments. Our research focuses on activating ecological spaces in urban areas
that allow birds and citizens to live harmoniously through a collaborative design process. These spaces
enhance the natural foster and promote living. Research visualised
birds' acoustic index dataset n a specific period to dentify the characteristics of bird habitats n a particular
urban space. Driven by the data visualisation findings, public events and activities are ically designed
to account for the dynamic interplay between birds and anthrophonic activities. This data-driven empirical
research process provides an emerging practice and methodology for designers, urban science researchers
and urban citizens to engage together in urban bird conservation.

Research Objectives

Our research aims to develop a collaborative design method for urban bird conservation by utilising birds’
acoustic data. It promotes an empirical approach to activating ecological spaces in urban areas. Through
analysing and visualising birds' acoustic datasets from Sanhaowu Park, located at Tongji University in
Shanghai, China, we aim to learn more about the birds" habitats and how human intervention affects their
activities. Drawing inspiration from data discovery, designers, urban science researchers, and citizens from
different fields co-create public events or a p i andincrease ecologi-
cal-friendly awareness.

Research Process

Visualisation of the Normalized Difference Soundscape Index (NDSI)
at Sanhaowu Park, Tongji University, Shanghai, China, November 2022 - April 2023

hourly NDSI values for . Values trending towards 1
indicate higher level of bophonic than anthrophonic activiy, and values trending towards -1 indicate higher levelsof
anthrophonic activity.

Visualisation of Bioacoustic Index (BIO)
at Sanhaowu Park, Tongji University, Shanghai, China, November 2022 - April 2023

Mo 2022 Dec.202 Jon. 2023

Feb. 2023 Mr. 2023 apr.2023

The visualisation graph contains hourly BIO values for each recording day in the six months. The level of BIO values
ts " strength, he pac

Netwarks, Maps by Jacques Ber
sms o Skt A G019 A 610
373-408. https://doi.org/10.17109/AZH.61.4.373.2015
ssasmsku K.(2019). Routledge.
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Methodology and Tools

DATASET -
PastDataset  of Birds Acousticindexs  <edrtime Data
-> Bioacounstic index(BIO)
> Normalized difference .
Graph soundscape index(NDSI) Dynamic Graphics
Visualization

Graphs
+Designers
+Urban Science Researcher
+Residents

A Data-driven Design Proce:
Transfer and Re-interpretation of Birds' Acoustic Data

This study collected birds' acoustic datasets, including the Bioacoustic Index (BIO) and the
Normalised Difference Soundscape Index (NDSI), from November 2022 to April 2023 in San-
haowu Park, Tongji University, Shanghai, China. The BIO index represents the bioacoustic
intensity, indicating the activity level of birds, while the NDSI index represents the proportion
of biophonic and anthropogenic activity. During the initial stage, we examined the characters
of two datasets - BIO and NDSI - which contained hourly values of corresponding indexes on
each recording day of the different months. After comparing various visualisation methods,
we concluded that heat maps offer a more accurate and intuitive representation of changes in
birds' acoustic data throughout seasons and periods. (as shown on the left.)

Then, our research organise designers, urban science researchers, and citizens from different
fields to observe and interpret visualisation graphs. Based on our data discovery, we applied
the Four Orders of Design proposed by Richard Buchanan - symbols, artefacts, actions and
events, systems and environments - to explore how we could use birds' acoustic data to acti-
vate Sanhaowu Park as a natural space where both humans and birds can co-exist harmoni-
ously. Inspired by NDS! index data visualisation, our study co-create a Digital Interactive Light
Show Activity in Sanhaowu Park that focuses on the natural and dynamic relationship
between birds and human activity. Real-time birds' acoustic data is transferred to dynamic
light graphics that change based on the real-data values. By observing the dynamic state of
the graphic, individuals will notice and discern the current activity level of birds, thereby mini-
mising any disruption to their behaviour. This activity promotes greater awareness and pro-
tection of urban birds, creating eco-friendly natural spaces within our cities.

Obtained Results

Our research employs acoustic data from birds to develop a collaborative design methodolo-
gy for urban bird conservation. This approach relies on visualising complex data into dia-
grams to facilitate and problem-solving among multidisci-
plinary teams with varying degrees of knowledge. We explore the multiple design possibili-
tes usin the Four Ordersof Design framework. The Digitl Interactiv Light Show tranfers
real-time data into dynamic graphics, conveying i through

theinteractive process. Sucha da'ardnv
en design process provides a new approach for designers, urban science researchers, resi
dents and other groups in different fields to participate in conserving urban birds and con-
structing eco-friendly urban spaces.
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Interactive Exhibition

Disappearing Information on Paper
NICE 2035 Neighbourhood, Shanghai, China

ABSTRACT

Nowadays, digital media devices have become an integral aspect of modern life. Electronic screens displaying dynamic images and vast

amounts of information have become the main focus for most people. However, the overuse of digital media has decreased individual

perception of daily life in physical situations, leading to a decline in the q I-lif and !mn

"What if all information disappears from daily life print media?" Thls hypothetical scenario involves erasing all text and pictures from

print media, leaving only digital media as  source of b affects our perception
world. Parallel to this, research

Thls research uses speculative design methodology to curate the interactive exhibition

fain creatingar
sappearing Information on Paper” in the

NICE20: i hifeng. in Shanghai, China. from the local

the audience to engage in interactive experlences Such an interaction mggers a reflection on me over-digitalization in daily life and
eNICE20 ; asven-

dors and residents to strengthen new i in This resear(h to discuss the effects of exces-

sive digtization on daily life pmures at a time when virtual technologies are growing explosively and using print media to offer new

insight and local community

Research Objectives

Digital media overuse has weakened people's attention and f real ituations. It has also reduced

cation and emotional connection between individuals. Intoday's digital technology era, we researched using speculative design meth-
odology to examine the effects of digital med ily life pictures. We al d the role of print media
in strengthening community connections. Our research aims to start  conversation an raise awareness about the effects of excessive
digitalization. Parallel to this, our research provides new perspectives on using print media to strengthen local community bonds.

Methodology and Tools

The project involves conducting field research to gai ights into print medla usage in the NICE2035 neighbourhood. Information on

paper-based media frequently found on Chifeng Road is gathered, which includesits location, functi paper type,

and print media ownership. Observing and conducting semi-structured interviews, we mvesuga«e how indniduals living or working in

the neighbourhood utilize digital and print media here.

After conducting research, the curators organize an interactive exhibit on print media in the NICE2035 neighbourhood. The exhibit aims
it digital i

pants to pay closer attention to the print meda in their including the d emotions it conveys. Through this
process, they gain a new perspective on lhe picture of daily lfe around them. By snmulatmg their imagination about the community's
future, the pap pl ted by digital media and how they
might evolve.

Research Process

During the field research, we visited the Chifeng i in Shanghai, Chi i ion on the int
media frequently found in the area. Thisi job postings, rental restaurant menus, and pharmacy receipts, which
provide a snapshot of the people who live and work in the neighbourhood. We cap(ured images of these paper-based media to docu-
ment their location, content, and paper type. we residents, teachers, and students who work and live
in the area to learn about their digital and paper media usage. We also collected paper media provided by thenteriewees.

Field Notes on Preparing for the Exhibition.

lhe research curated ted from the NICE 2035

on Paper. The research used silver ink to conceal all text and images on paper media, render-
ing it useless as an information medium. Silver ink is a material that can be scratched off to reveal the information written underneath
while still covering the original content on the paper.

Using speci

Reference

L

Asvisitors step into the exhibition space, they are drawn towards an assortment of neatly arranged papers in various sizes - the textual
parts covered with a silver-coloured coating. Visitors, driven by curiosity, scratch off the coating to reveal the text underneath. This text

vcevatondecionimasig Corsovor o, 51508 ppail
g
2. Bresé-Grancha, . Jorques-Infante, M. . & Moret Tatay, C. (2022). Reading digital versus

is closely related to the dailylfe on Chifeng Road and includes advertising slogans from fred chicken restaurants, about
houses for rent, job announcements in print stores, and more. Despite being relevant to daily life, these texts kedina 2 (1), 10.
world consumed by digital media. The richness of the content on these print media creates a collage of everyday Ille on cmfeng Road. 3 DarleyW.K.&lm. )< > e

As the viewer scratches away the coating, which is the hard way to access the textual i tooked in everyday lfe, they read
the content of these messages carefully and begin to reflect on their value to the Chifeng neighbourhood.This jocular interaction

hitps//doi org/10.1007/511002.022-09627-5
6. 202)

 37(47), 1674-1684

dominates the community. hitps://doi.org/10.1080/10447318.2021. 1308668

5. e o
Obtained Results 15451568 it ko 10,0071 1145 02102462
Our research has curated an interactit hibition called "Di: on Paper" in the Chifeng Road neif of 1(s1),

Shanghai, China. The purpose of this exhibition is to encourage participants to reflect on the effects of overusing digital media on our
perception of daily life pictures. Through interactive and jocular means, the exhibition aims to spark visitors' curiosity and draw their
attention back to the print media still in their community's daily life and the critical information and emotions it carries.

In today’s world of explosive growth in virtual and digital technologies, this study takes a speculative design approach to discuss the
impact of over-digitization on our perception of daily life. In parallel, it provides new perspectives on using print media to strengthen
local community ties.

Cumulus
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DAWN CHORUS: DIGITAL ART
INSTALLATION FOR PUBLIC HEALING
BASED ON AUDITORY-VISUAL
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Dawn Chorus: A Digital Art Installation for Spiritual Healing Based on Auditory-Visual Stimulation

The Energy of

reation of Basic Thi

Abstract

The 2023 White Paper on the Mental Health of Urban Residentsin Chi and
high-stress urban lifestyle negatively affects the physical and mental health of people uvmg incites. Address'
ing issues such as anxiety and depression has become a growing concern for society as a whole. In recent
years, digital technology’ and mental healing art combin-
ingartand technology features.
ences to participants. This study aims to explore the design of an immersive digital art experlence using the
sound of birds chirping at dawn to create a healing effect. Real-time audio recor wn chorus
will be used to create dynamic visual images through sound visualization design. The digital poh installation,
called "The Dawn Chorus," will be placed in a public indoor space with low noise interference, making it easily
accessible to the public daily. The installation will use visual and auditory sensory resonance to provide a
unique and immersive digital art experience that can help alleviate physical and mental stress. The effective-
ness of the installation healing function will be evaluated using randomized interviews and a subsequent
quantitative assessment. This study utilizes digital media art to create an open-ended scenario for physical
and mental healing in daily lfe, introducing new perspectives and methods to healing among urban residents.

Research Objectives

In today's fast-paced and high-stress urban life, the mental health of modern city dwellers has become a
significant concern. To address this issue, the study aims to create digital healing experiences that can help
improve urban residents' mental and physical health. The study has utilized the soothing sounds of birds
chirping at dawn to design a healing digital art experience that the public can access easily. The art installa-
tion triggers visitors' sensory experience and diverts their attention, thereby helping to relieve brain fatigue
and promote healing of the body and mind. This study explores new ways of creating healing scenarios for
urban residents to incorporate into their daily routines.

Methodology and Tools

The enchanting dawn chorus of birds is a natural symphony that typically commences at 5 a.m. and varies
based on temperature and Iocatlon Afield study was conducted in an urban natural park to gain firsthand
insight i is deli d Through lysis of

and nterviews with esteemed omllholog\s&, the researcher has come to appreciate the biological signifi-
cance of the dawn chorus and its potential to inspire spiritual healing programs.

This study uses sound visualization design to transform the audio of the dawn chorus into a dynamic image.
The rhythm of the image is influenced by the input audio, creating a visual and auditory resonance that pro-
vides an immersive sensory experience. This digital nstalation can help o divert o slow down the directed
attention of the their visual and

This project adesign for real-ti involving real-time

processing, and imaging. reation of adigtal atintalation using the
Touchdesigner visual application and Arduino hardware To make this digital experience accessible to the
publicin 1 in an open indoor space with low noise inter-
ference. Subsequently, we will conduct random interviews with visitors to assess the healing function of the
digital art installation.

Research Process

Afied survey was conductedin Sanhaowu Nature Park,Shanghi,China, tostudy the dawn charus ofbirds at
5a.m. during the spring season. The birds chi nd other behaviours,
releasing sound energy that travels through natural space. The experience of observlng and dls(ussmg lhe
‘dawn chorus of birds in Sanhao Wu Nature Park has d the transfer and

dawn chorus in healing digital art.

In the healing design process, we create 3D basic graphics of the soundscaps by using geometric shapes to

Geometry

Early morning of the Sanhaowu Nature Park n the spring season, Shanghai, China.
Common birds in Sanhaowu Nature Park.

Obtained Results

The study transforms the real-time audio of the birds' dawn chorus into visual dynamic images through
sound visualization design. The Dawn Chorus, a digital art installation, creates an immersive digital art
experience by mggenngvlsual and auditory sensory resonance. In addition, this digital installation will be
placed in anindoor with low makingit ineveryday
life scenarios. A((erdmglo the feedback fromr interviews, the Dawn Chorus digital art installa-
tion y divert or diminish the ! directed attention, thus reducing brain fatigue and
relieving physical and mental stress.

This study creates healing digital scenarios for urban residents in their daily lives that use the chorus of
birds at dawn as input. It offers  fresh perspective and approach to public healing design. n the future,
y for the healing function to evaluate and improve the

healing digital art more

Reference
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express the enrichment and flow of sound energy at different times. Utilizin
ware, the birdsong sound is transferred into a visual light, flowing, gentle and eolourtl light, which serves as
3 surface finish or the 30 soundscape model. Thiough the seral communication betuieen reak

collec
input real-time audio, creating a visual and auditory resonance in the immersive digital experience.

The study will conduct follow-up research by collecting participant feedback through

and
interviews. This will help qualitatively evaluate the effectiveness of the healing digital art installations. The
study also plans to develop a quantitative assessment to evaluate and improve the healing function from a
more scientific perspective.
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Research Background

The human-nature connection
are gradually weaking

Nature education is essential
in child development

Beetle could be a gateway to
foster kids nature connection

Research Main Focus

How can we reconnect children )

Abstract

Being called to spend more and more time interacting with or through screens and devices, has a major impact on the relationship between humans and nature -
which is gradually diminishing - especially for children. Nature connectedness and nature-deficit disorders are widely studied, and there is a growing need to rein-
force the nature connection in children. The role of interaction design tofoster nature connections presents several opportunities. In this research, we identify game
design as a pivotal opportunity for nature-children interaction; through games dynamic, natural science education can be integrated with a direct interaction
format, and allow forms of experiential learning. Mixed-methods approach in the user research process helps a comprehensive understanding of the user base and
informs the development of the prototypes. The final outcome is "Playful Beetle", a game that entices kids to explore the world of beetles in an engaging and playful
manner, provides children with knowledge about beetles, and meets their observe, lear, interact, and experience needs with these creatures. The outcome fils the
gap in the current nature education field and also offers valuable cases for future researchers.

Why Choose Beetle?

with
design, using beetle science
popularization as an example?

Target Users

Years
6-12:
Children

The stage when logical thinking ma-
tures and can understand and explain
natural phenomena.

Playful Beetle

A beetle-themed nature eduction
game, provides children with
knowledge about beetles, meets
their observe, lean, interact and
experience needs.

How to Play
() Beetle figures

Four beetle figures of different
species for free play such as close
handling and observation.

) Beetle cards

Three different types comprise a
total of 90 cards. Filled with beetle
knowledge, which could be read
independently or used with the
toy figures together to support
board game mode play.

) Board game mode

2.4 players. Startas arvae, evolve
with dice, move on the map, draft
cards, and collect tokens from
cards. The player with the most
tokens wins. The initial concept
came from kids' ideas in earlier
workshops and was redesigned
to align with educational goals.

[} Digital mode

Based on a tablet. Supported by
NFC(Near-field communication),
reads corresponding data once
placing beetle figures. Players can
interact with beetles in the digital
environment, observing, feeding,
and recording. Additionally, the
digital mode offers an entertain-
ing guide and encyclopedia, help-
ing kids to learn about beetlesina
fun and easy way.

HNoll=
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Insectsplay vitalrole | Children have very limited | The characteristics and

inthe ,and about insects. knowledge of beetles are

theyfillourlivesallthe  Some even hold negative | unique, which could help

time, recognizing and  perceptions such as fear | children stimulate their R
understanding them s and aversion. Infact,most | curiosity and encourage

an important way to  of what we know about them to take an active role

foster nature connec- | insects comes from bee- in learning about insects

tion among childrens. | tles. and nature.

User Research Methods

Questionnaire Interview Design Workshop Playful Beetle
Questionaire with kids to gather base- | = | Interviews with stakeholder such as | = | Organzie a design workshop to involve | == | Abeetle themed nature educa-
line data on children’s affinity for nature teachers and parents to collect deeper children in understanding, exploring, tion game, design and inspired
and attitudes towards insects. insights and suggestions. and co-creating beetle-themed games. base on collected data.
Prototype Theoretical Framework

e )
EXPERIENTIAL
LEARNING

CYCLE /

The experiential learning cycle is
defined as "the process of creat-
ing knowledge through transfor-
mation of experience.” It empha-
sizes a learner-centered method,
promoting active participation,
exploration, and reflection in
practice to foster knowledge
acquisition, personal develop-
ment, and emotional growth.

Results

The prototype has been validated
by a usability test, which positive-
ly shapes children’s feelings and
understanding towards beetles
and nature and has a positive
effect on promoting children's
nature connection.

Anticipated Impact

This research fills the gap in bee-
tle-related educational products
in the current nature education
field and also offers valuable
interaction design cases for future
nature educators, insect educa-
tors, interaction designers, and
game designers.
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Abstract

For children raised in peaceful environments, war seems distant from their everyday experiences. Pieces of Peace provides a new approach to

linking the realities of war with their peaceful daily lives. It is a tool for re-narrativization by using photographs of war, extracting elements from the
environment,objects and people that both present in wartime and peacetime, and engaging children to use these elements to rebuild narratives of

peace to reflect on the differences between them. We have already conducted workshops in Tokyo, Hiroshima, and Nagano.

01 Selecting war photos (Pictures that
includes children and element-rich)

02 Extract and abstract elements from the
environment, objects and people

m
i) iila

i,

Lyiv, Ukraine - March

03 Worksheet design and digital archive for
children to upload their work
- (o
Cs
wivciy, 00people
04 Workshop and data analyze
E——
Workshop for th grade sementaryschool
(Tokyo, Feraary 2023)
I addition,we have devised
gt srchive usng rciS,
alowingchidrento upoad and
Snar heecresiv workswith
locatons ofpersonal igniicance
years old (Hiroshima, August 2023) " ‘travel, not just ride to evacuate somewhere.
Research Objectives Methodology and Tools
LIntroduce Pieces of Peace as a tool for children to 1.The practice of workshops involves using Pieces of Peace as an educational tool,

reflect on their daily experiences with war,

recording changes in the content of discussions through video and audio, analyzing the
transforming the abstract concept of "peace” into a dialogue, and assessing whether there is an increase in connections to one's own life and

specific, personalized understanding while fostering ~ empathy during the workshop.

empathy for those currently enduring war.

2.Put forth a new visual narrative design method,
articulating the process of extracting abstract
elements from a photo as an innovative form of
re-narrativization.

Research Process

2.Questionnaires and interviews conducted after the workshop. Interviews are conducted
with students who participated in the workshop, as well as relevant teachers.

3.Analysis of the images and text in the worksheets created by students. Examine the
narrative tendencies in the works and the understanding of peace conveyed through the
works and written explanations.

Tool Design Workshop

Select war photos from different
times and places to enrich the
perspectives. Additionally,
continuously improve the design

Implementing Pieces of Peace
and record data during the
workshop, conduct interviews

with teachers and students after

:
: Data analysis
H Image and text analysis(worksheet)

Control experiment

i
of extracted elements based on the workshop. i Integrating methods from educational
workshop feedback. 1 psychology, analyze the efficacy of the tool by
i discourse analysis.
Obtained Results

After the conclusion of the workshop, students' understanding of peace transitions from abstract to concrete, with discourse
analysis revealing an increased incorporation of personal experience when discussing war and peace.Simultaneously, we
conducted an exhibition featuring children's works, which also served to inspire awareness of peace among adults.

Video Introduction
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ABSTRACT

Menstrual hygiene management has been a major concern worldwide due to the environmental impact
and health hazards associated with disposable menstrual products. Mensural panties, also known as
period panties, have emerged as a promising alternative to traditional menstrual products. Mensural
panties are designed to provide a sustainable and eco-friendly alternative to traditional menstrual
products. The paper discusses the background and challenges of menstrual hygiene management, the
design and functionality of mensural panties, and user experiences. The use of disposable menstrual
products has been linked to various environmental and health hazards, and mensural panties offer a
promising solution by providing leak protection, comfort, and convenience.

The design and functionality of mensural panties are explored, including the absorbent materials used,
moisture-wicking properties, and additional features. User experiences of mensural panties have been
largely positive, with individuals reporting greater comfort and convenience compared to traditional
menstrual products. The paper concludes by highlighting the potential of mensural panties to
revolutionize menstrual hygiene management, while also acknowledging the need for further research
on their durability and potential risks associated with prolonged wear

OBJECTIVES

1. Toidentify the socio-cultural factors influencing the adoption of menstrual panties and their implications for sustainable menstrual health

management.

2. To offer insights and recommendations to encourage the widespread adoption of menstrual panties as a sustainable substitute for

conventional disposable menstrual products.

METHODOLOGY

Phase II- Qualitative
Research :Conduct
Interviews

Phase | - Quantitative
Research : Administer
Questionnaire

Mixed-Methods
Approach

Research Design: ’

Combining the data
findings from quantitative
and qualitative methods

Results and
Analysis

The research was conducted in two phases: an initial quantitative survey to gather broad data on user experiences, costs, and environmental

impacts, followed by in-depth qualitative interviews and focus group discussions to explore these themes in greater detail.

The study targeted female participants aged between 18 to 45 years. A total of 250 participants were surveyed, and from this group, 40 were

selected for follow-up in-depth interviews and focus group discussions based on their varied experiences and willingness to share detailed
personal narratives. The majority (60%) were between the ages of 18 and 30, with 40% aged 31 to 45. Approximately 70% had completed

secondary education or higher.

RESULTS

The study reveals a trend towards sustainable menstrual hygiene, with 40% of
participants using menstrual panties, highlighting both economic and environmental
benefits. While 60% still rely on traditional products, 85% express environmental
concerns, yet only half were initially aware of the ecological advantages of menstrual
panties. A positive correlation (r = 0.45, p < 0.001) indicates growing ecological
awareness boosts the adoption of menstrual panties.

Despite this shift, especially among younger women, cultural and access barriers
remain, particularly in smaller cities. The findings suggest a need for increased
education and community initiatives to enhance awareness and support for
sustainable menstrual options. Overall, menstrual panties are viewed favorably for
their comfort and sustainability, signaling a significant, yet challenged, move away
from traditional products towards more environmentally friendly practices.

CONCLUSION

This study delves into the sustainability and practicality of menstrual panties as an
alternative to traditional menstrual products, focusing on urban women's adoption,
perceptions, and the broader implications for menstrual hygiene management (MHM).
Findings highlight a positive reception towards menstrual panties, driven by comfort,
economic savings, and environmental benefits. However, cultural stigmas, accessibility,
and lack of awareness pose challenges to widespread adoption.

The economic and ecological advantages underscore the potential of menstrual panties
to revolutionize MHM, aligning with global sustainability goals and gender equity. Future
efforts should concentrate on dismantling barriers, enhancing product accessibility, and
elevating ecological awareness to foster the adoption of menstrual panties. This shift not
only promises to mitigate the environmental impact of menstrual products but also to
advance women's health and empowerment, marking a significant step towards
sustainable and inclusive MHM practices.

Image source
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Abstract

Cultural-creative crowdfunding (CCCF) — obtaining financial resources for cultural and
creative projects from a potentially large pool of micro investors providing small
monetary contributions — is a contemporary digital phenomenon that intersects the
culture sector production chain and alternative finance technology. The current study
explores how CCCF has evolved and offers a broader typology of crowdfunding
platforms (CFPs) that can better serve the culture-creative circuit.

This work is among the first to pursue a CCCF typology of relational forms in a meta-
effort of bridging scholarly understanding and real-world practices. This research
therefore offers implications for practitioners and policymakers by enabling the nuanced
understanding of CCCF, and expanding its boundaries, amid a broader umbrella of
possible (sub-)models to be adopted and legitimized in (and by) the culture sector.

Research objectives

v To explore (and potentially extend) the CCCF concept and different models
developed within multiple platforms under the CCCF umbrella

v’ To offer a broader typology of CFPs that can better serve the culture-creative circuit

Methodology & research process

v Delphi method — expert panels period e e -
with crowdfunding scholars and aburen Toal 38 Hybeid Mocel Total: 51
cultural economists to validate our CE o = 1= g

. . ode! Kewand (+ Pre-oocier) 1 >3 4
CCCF conceptualization 2 — == 7 Sobcriton gtion

v' Mapping of CFPs associated with g cinCTs o S N
CCls in Europg and Latin Amenca E — — S —— m——
(through tracking and trawling) — & Geum . .
resulted in the database with < -

. Specistoed i [==] list  Socio-generalia Generalist
around 90 platforms (Figure 1) ] = =

v Categorization of the CFPs in the : ' * ' !

Greographical Local (sunicgal) Lecal regmonal Naixnl Clobal
database scape

s 2 a *

v' Clustering effort to systematize the
CFPs in groups of different Figure 1. Number of platforms per categoric dimension

communities of practice

CCCEF typology

Results

The  typology  (Figure 2)

demonstrates the following:

v" CCCF is a combination of
diverse relational practices
manifested in various types of
platforms

v" A clear systematization of the
CCCF relational forms can
foster its integration in the
culture sector ecosystem of

funding, financing, and Figure 2. Expanding the CCCF concept — mapping the
functioning possibilities of practices
moms  C smes
— Association
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—{ Abstract
—
lores the i ion of Additive

kMethodology )

This contribution exp! i

(AM) technology and Circular Economy (CE) models through a Design
lens. In contrast to the current limitation of AM processes, the
layer-by-layer deposition results in jointless lightweight structures that
can be customized, on-demand, and eco-efficient, presenting
fundamental ecological implications such as resource efficiency, waste
reduction, and lower material and energy consumption. The study

and meta (M) scales, the research contributes designing insights and

The SM

scales framework, derived from the Design for Sustainability Evolutionary

Framework by Ceschin and Gaziulusoy (2016), forms the basis for case
F

by
Oxman (1994) for breaking down, interpreting, and deducing learnings

delves into both the theoretical and practical

from case studies and refined by Zambelli (2002) for design purposes.
a ? by

emphasizing the potential for circularity in AM.

Acase-based reasoning method is used to examine the Design variables
of inference across micro, meso, macro, and meta (SM) scales,
combining the Issue-Concept-Form (ICF) model for a semantic analysis
of case studies. This investigation contributes to design learnings and
adaptive guidelines for transformative interventions, providing insights
into mitigative design solutions to drive paradigm changes towards CE
models in AM. Moreover, the involvement of animate materials, which
introduce programmable and adaptive material properties, provides a
glimpse into future challenges.

O ¢

y

triangulating scientific resources and grey literature) into conceptual
eywords regarding questions or goals of the projects (issues), potential

design solutions to solve issues (concept) and physical features to
materialize concepts (form).

A network of contents is designed through a backward review by tracing

and linking C} it il

for designers to derive information from the concrete experience of a
sample and understand and improve changes in that or other realms.
Moreover, it underlines the design potential to deal with multi-scale
complexities when designing _circularity through ~ transformative
interventions.

G

Figure:

SCONRA ST,
o1 on,

Research

\r Issue

e
o , 40.printing
QT Ah. > Programmable system

\

by MX3D start-up & partners

VRN
Z\

o

SN Local empowerment
<W\

Concept

Prompt Design

Participated process

Results

‘The network diagram showcasing the relationships
among the ICF keywords depicts the intertw
relations across 5M levels, highlighting potential
branching and prompting a more integrated and
systemic approach to design thinking for AM.

4 Expandability

Synergic collaboration

broader implications on social,cultural, ecological,
and technological levels and emphasize the need
for interdisciplinarity capat

address challenges and drive innovation across
Various scales within the larger design ecosysti

Circularity principles such as reuse, reduce,
d ar

77 Bio-inspiration
ST Speculative design
4 H

i

Responsive to light

Motion layers

materials in higher-value perceived applications; i)

local communities into-the design process; iv)
provide customization options for _increasing
products _sustainability; ) _optimize product
circularity by conscious design agency; i) envision
reliable long-term maintenance
strategies.
The research emphasizes Design's transformative
role as a catalyst for sustainable changes (Earley,
2017),aligning advanced technologies with

etal

Dynamic geometry

new materials for AM_processes due to good

P Associativeform evolution
2\
Self-organization

Al customization
Parametric design

Responsive modules

Gevelopment of innovatve A-based spproaches
(Oxman, 2013). As merged by cases,
systemicthinking mindset could Simulste the
Strengthening of powerful collaboraton (Pereno &
Barbero, 2020, leveraging commurity knowledge
for valusble sustinable contributions.n addition,
by providing reference contexts and making AN
P ble, Design can atract
Stakeholders, fostering. greater awareness and
social resporsibilty a5 well a5 new co-production,
Consumption, and resource management models
that promot systemic changes (Hermann e al.
2018). By adaping advan nologies 5
Societal and ecological needs, Design facitates
transformations in- behavio, production, and
Consumption pattems, signing with the goals of
G

Redesign the existing
Computational

Safety condition

Despite advancements, challenges persist along
technological impacts. The contribution advocates
for a holistic environmental impact assessment
that encompasses the entire lfecycle of digital AM
processes. This could be included into long-term
Strategies, involving local _efforts _ alongside
fow-impact materials (Romani et al, 2021), which
n & al, 2020), w

Context-dialogue

BN e scure 3

Programmed layers

/ Integrated service

4 Co-design

Online platform

political
and industrial efforts should be focused on the
jardization of AM and new circular materials
(Hogab et ol 2023) in order to disseminate
susainable stiategies that meet societal
Additionally, the exploration of new frontiers of
 (The Royal Society, 2021; Polini et al., 2022;
Emidi, 2023) incorporating animate materias into
roducts. introduces programmable _and
adaptive properties, providingaglimpse ntofuture
challenges - such as_ethical, technological,
performances, evolution factors - and suggesting
further establishing a nature-artificial symbiosis to
eficently use the right amount of energy and
resources while eliminating waste.
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WE DISPOSE OF
100 BILLION TONNES

OF MATERIAL ANNUALLY

ONLY 9% ARE RECYCLED
EACH TONNE DISCARDED

RESULTS FROM DESIGN DECISIONS

It's’essential to recognize that sustainability isn't just
aresponsibility - it's an opportunity for positive
change. By rethinking our design processes and
consumption habits, we can collectively move
towards a more regenerative and equitable future

As designers, every choice we make - from
selecting materials to conceptualizing products
- has an impact. Our decisions influence not
only the aesthetics and functionality of the final
product but also its environmental footprint,
We can minimize waste and contribute

to a more sustainable future.

Our contributions to causes such as addressing
the issue of stray cats extend beyond the final
products we create.

The products we choose to’buy and dse reflect our
values and priorities. By supporting companies that
prioritize sustainability and ethical practices, we
send a clear message to the market about the kind
of world we want to live in. Whether it's-opting for
products made from recycled materials, supporting
brands that minimize packaging waste, or choosing
reusable alternatives, our choices matter.

/

ABSTRACT /

This study focuseson the innovative use
of recycled corkas a primary building
material, emphasizing its potential to
mitigate deforestation while promoting
sustainable and circular design principles.

Research objectives

1| Explore the unique properties of cork and
showcase its potential as'a renewable
resource for design applications to improve
feral or stray cats community life;

2| Investigate the feasibility and durability of
utilizing cork composites in urban-and
modular product solutions ;

3| Explore the use of cork composites within
circular design and inspire transformative
change regarding sustainability and circular
economy principles.

Methodology

Qualitative and exploratory approach to
ensure that the shelter design addresses the
needs effectively and ot understand the
cantext in which the shelter will be used,
considering factors such as climate and
urban‘environment. Insights were collected
through ethnographic observation to inform
refinements and improvements to the
shelter design to better meet the needs of
both the cats and the caretakers, and
considering the ethical considerations
related to animal welfare.

Research Process

Design concept development considering,
shape, durability, insulation, comfort, and
adaptability to urban environment.
Several iterations were done to evaluate
the feasibility of the design concept by
considering factors such as cost, materials,
manufacturing processes, and scalability.
CNC prototyping was used to create high
fidelity prototype, ensuring consistent
quality. The prototype was tested with a
group of cats to evaluate the durability and
effectiveness of the modular cork-based
solutions. A single shape layout was used
for practical applications and considering
a sustainable manufacturing process.

This researchaims to explore the unique
properties of cork and showcase its
potential as a renewable resource for
design applications in urban context.
Cork is recognized as an ecological
alternative as its production is highly
sustainable. Cork is harvested from the
cork oak tree, which continues to grow
and regenerate after extraction
promoting the continued health of cork
oak forests. This research investigate the
feasibility of utilizing cork composites
(recycled cork from other existing
products) to design a sustainable and
circular modular shelter tailored for feral
or stray cats. This innovative urban
product aims to inspire transformative
change about the importance of our
social responsibility towards other
species, especially in the context of urban
environments.

Results

The findings underscore the potential of
recycled cork as a sustainable material for
design applications under adverse
conditions. The durability and resilience
of cork composites options make it a
practical and reliable choice for shelters
intended to provide comfort and
protection for feral and stray cats in
outdoor environments. As a primary
outcome this product represents a
pioneering system solution that embodies
sustainability, circularity, and the cats
ecosystem needs, providing a practical
and environmentally conscious solution.
As a modular product, designed with-a
singular shape, can be easily
disassembled, replaced and resource
recovery, reducing the amount of waste
generated over time and promotes a more
efficient use of materials by extending the
product's lifespan. Furthermore, and
considering cork's potential to be
combined with other materials like
recycled rubber, it can be optimized to
provide a diverse range of options in terms
of grain size and colors, enhancing urban
aesthetic. As part of this project, we aim to
integrate Al technology to offer additional
guidance on the reuse and replacement of
modular components. We are confident
that through this innovative cork-based
design system solution, we can make a
meaningful contribution to fostering a
more eco-friendly urban environment,
while protecting this urban species and
ecossystem. This cork-based design
system solution can be strategically placed
in public spaces, such as parks where feral
and stray cats are frequently observed.
Additionally, it is adaptable for indoor use
and animal welfare organizations
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APPLICATION OF SERVICE DESIGN
ON THE VOTING PROCESS IN PAKISTAN.
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Elections are the backbone of democracy, and service design can play a vital role in
transforming the process of voting to be simpler, easier and more meaningful to voters

E-voti
Abstract veting
The electoral process in any country is often designed by public administrators

and policy-makers, resulting in arduous, opaque and inaccessible electoral Usability and -

i

processes. Design's crucial role in the electoral process has been somewhat
recognized, however, the application of service design and design for policy to
voting processes remains relatively novel. By focusing on the voting process in
Pakistan, this research hypothesises that the application of service design can
lead to streamlined and user-friendly voting services, which can strengthen a
country’s democracy in the long term. The research covers both micro and
macro level service design implementation strategies in Pakistan’s voting
process, and also discusses the challenges and risks of implementing service
design in this context.

e-voting systems

Layout & Design J™~~

i
wayfinding of '
I

Design of
ballot papers

polling stations

Use of symbols in
Pakistan’s ballot
paper design

population

. million Rules & General
Overview of proceduresof elections 8th
elections  February 2024

Pakistan’s General
Elections 2024

total number of
registered voters

128.6

million Context

Pakistan, situated in South Asia, ranks as the world's
fifth most populous country. Pakistan follows a
“First-Past-The-Post (FPTP)’ electoral system, and
elections are held every five years, granting voting
eligibility to all individuals aged eighteen or above.
Abody called the Election Commission of Pakistan
(ECP) oversees the electoral process in Pakistan.

ter turnout
7.6%

6 million)

Applying Service Design to the Journey of a Voter in Pakistan cmpiicassummarizea)

® % o -

Get name verified in

Pl Send text message to Find out the Locate and arrive at voter lists and place Get indelible
|l  get information about names & symbols polling station, stand thumbprint next to e D
& polling station of the candidates in line name ark on thu
The message coststhevoter  Often similar looking Locatingthe polling station  There can be human error
w  money to be sent; when symbols are assignedto  isa confusing task for in the manual
E  mobile phone connectionsare different parties/ many voters; the lines are identification of each -
= closed on election day for candidates or symbols often too long and some Voter, this also causes the
S security reasons, those based on objectswhich  people are notabletovote  process to be slow
& withoutatext messageareleft arenot familiartoallthe even afterstandinginline  resulting in long waiting
stranded voters for hours lines
«  Information can be Usage of symbol: Effective wayfindingcanbe  Thi be k
s i ro foran placed inside and i digitized to red ‘evidence’ in
2 € multiple, readily accessible audience where 50%are  the pollingstation forthe  and make the process this service, and can be
@3 touchpoints, especially for not literate, however, the ease of voters faster, and also to somehow retained even
£ 2 thosewhodonothaveaccess choice and drawing/ reduce the effort of if the rest of the process
£ E' toamobile phone (e.g. kiosks  printing style of symbols polling staff spent at is changed as the inked
@ .2 atsmallgrocery storesineach  can beimproved this stage thumb is a source of
8 ared) pride for the voters

Macro Level Implications of Transforming the Electoral Process

A redesigned voting process could result in a larger
turnout as lines would move faster in polling
stations and the ease & credibility of the election
might convince more people to cast their vote.

Asimpler &more effective
voting process can lead to
better transparency and trust-
worthiness of the process.

It could also lead to a more equitable
distribution of voters, including more voters
from currently marginalized voter groups in
Pakistan such as women and the disabled.

The costincurred in the
orchestration of elections
could be reduced or atleast
justified with a higher turnout.

Detailed service-blueprints of
the whole voting process could
also help simplify the tasks of all
the polling and support staff.

The application of service design could help
identify inherent policy constraints within the

electoral process which hinder the improvement of
the voting process, leading to policy & law reforms.

Risks and Challenges of Redesigning
the Electoral Process

Main Insights

l science |

Pakistan’s electoral
context

trustin e-voting
Terminologies e.g.
electoral system,
electoral regulations

Electoral

ergonomics
,,,,,,,,,, 3

Critique of First Past the
Post (FPTP) electoral
system in Pakistan

Problems faced
by voters and
polling staff

The most recent elections in Pakistan were held
on 8th February 2024, with official results released
on 11th February. 302 newly elected
parliamentarians were sworn in on 29th February,
the new Prime Minister was elected on 3rd March
and the new President was elected on 9th March.
The ECP spent about $150 million on the election
organization in 2024.

Cast vote using a
stamp on a ballot

paper, put ballot Wait for results

paper in ballot box

The ballot paper can be
confusing an
overwhelming with 20
names and respective
symbols; any mistaken

The waiting period for final
results and formation of
government can take
weeks or even a month,
which can cause frustrating

mark can cause the vote to for the voters
be invalidated
The act of voting can be Apart from digitization of

redesigned to be partially  the voting process which
orfully digitized, reducing  can produce faster results,
the amount of rejected there can be better
votes. transparency and
Ccommunication about any

factors causing delays in
the result announcement

Extensive research with voters could help the ECP under-
stand the mental model of the population regarding
voting and the various social, economic, cultural and
political factors that affect people’s experience of voting.

Scholars (Hussain et al.; Moosvi, 2021) have identified flaws in the usage
of the FPTP electoral system in Pakistan, rethi
the electoral process can
electoral systems, such as Proportional Representation (PR).

ing and re-evaluating
ibute t &testing i

In a complex and multi-layered context such as that of Pakistan, where various

@ Pakistan's heterogenous population
presents challenges in implementing
standardized solutions.

@ Political timescales differ from the
timescales and iteration designers

@ Any failures in the voting process may be
attributed to design choices and practitioners,
making them susceptible to political
scapegoating.

@ Itmay take multiple election cycles to

political, social, economic, cultural, religious and climate-related factors can play a
role in affecting the experience of elections; service design can be instrumental in
making the voter’s journey simpler, more effective and more trustworthy. In the
long-term, this transformation of the electoral process could have a profound effect
on the stability and credibility of democracy in the country. Although the example
discussed here s of Pakistan, the lens of service design to view and transform
elections could be applied to many other countries, especially ones which have a
similar context to that of Pakistan in terms of heterogeneity and size of population.

are used to. observe long-term effects.
References:
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EXHIBITIONS, SCREENINGS,
CULTURAL AND SOCIAL
PROGRAMMES

CURATOR
Andrea Kovacs
EXHIBITORS

Aliz Veronika Acs
Matyas Angyal
Maté Balazs
Antal Banhegyesy
Maté Barkoczi
Maté Bartha
Csenge Anna Berkes
Luca Virdg Boncz
Anna Budahazy
Melinda Doktor
Viola Fatyol
Zalan Fazekas
Zsolt Ficsor
Kristof General
Borbala Hegyi
Maté Hulesch
Baldazs Kisgyorgy
Adél Koleszar
Jozsef Kovacs
Martina Kovacs
Attila Kozd
Kristof Lipotzy
Rebeka Majnar
Balazs Maté
Julianna Nyiri
Agnes Petrucz
Hanna Rédling
Lilla Sarkozi
Beatrix Simkd
Krisztina Szalay
Déra Szilagyi

Lea Anna Szolnoki
Déra Tarcsi
Barnabas Toth

CUMULUS BUDAPEST 2024

Borbala Téth
Marton Emil Téth
Ingrid Valint

Aranka Adelina Vass
Csenge Vass
Dorottya Vértessy
Gwendolin Zimonyi
Jazmin Zsurbej

SCREENINGS

Nikolett Fabian:
Resting Fog

Vivien Harshegyi:
Above the Clouds

Marcell Mostoha:
Avant Flora

Anna Buda:
Entropia

Péter Bogyo:
The Pattern

Eva Darabos:
Bye Little Block!

Domonkos Erhardt:

From the Corner of My Eye

Péter Vacz:
Rabbit and Deer

Réka Bucsi:
Symphony No. 42

Nadja Andrasev:
The Noise of Licking

Anna Katalin Lovrity:
Volcano Island

Olivér Hegyi:
Take Me Please

Aalto University:
Radical Creatives

NETWORKING NIGHT

Robin Schuldenfrei
Agnes Anna Sebestyén
Andrea Sztojanovits
Eva Koves

Barnabas Bencsik

GALA DINNER

Matyas Kalman

Daniel Besny6

Agnes Varju

Willany Le6 Improvisational
Dance Theatre

Bori Maké

Judit Eszter Karpati
Esteban de la Torre

Dorka Lajho
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ORGANISING TEAM

CORE ORGANISING TEAM

Attila Bujdoso
Conference Chair

Andrea Kovacs
Curator of Student Exhibition,

Cultural and Social Programmes,

Project Management

Gyorgyi Falvai
Network and International
Coordination

Déra Juhasz
Communications

N6ra Comas-Demdk
Sponsors and Partnerships

Dr Judit Kollar
Event Management

Vivien Andavolgyi
Communications,
Project Management

Zsofia Zubay
Virtual Conference

SCIENTIFIC COMMITTEE

Track Chairs

Agnes Karolina Bakk
Miklés Erhardt
Tamas Fogarasy
Lorenzo Imbesi
Boglarka Jakabfi-Kovacs
Mary Karyda

Anna Keszeg

Akos Schneider

Bori Fehér

Marton Szentpéteri
Balint Veres

CUMULUS BUDAPEST 2024

Track Co-chairs
Eszter Babarczy
Federica Cavaletti
Damla Cay

Felix Epp

Zsolt Gyenge
Liesbeth Huybrechts
Andras Lanyi

Viktor Malakuczi
Satu Miettinen

lvica Mitrovic
Jennifer Schubert
Balint Szabd

Tlinde Varga
Jonathan Ventura
Hanna Orsolya Vincze
Karina Vissonova

Session Chairs

In addition to track chairs
and co-chairs
Barnabas Bacsi
Judit Boros

Janka Csernak
Monica Di Ruvo
Ana Margarida Ferreira
Teresa Franqueira
Miaosen Gong
Bianca Herlo
Veronika Hermann
Roberto Iniguez
Zsolt Miklosvolgyi
Nicola Morelli
Laszl6 Pintér
Josymar Rodrigues
Michael Smyth
Marton Szarvas
Bruce Tharp
Andreas Unteidig
Judit Varhelyi
Juan P. Velasquez

INVITED SPEAKERS

Vladan Joler

Dr. Robin Schuldenfrei
Eric Zimmerman
Keynote Speakers

Petra Aczél

Daniel Barcza

Hedvig Harmati
Lasma lvaska

Adam Somlai-Fischer
Plenary Speakers

CONTRIBUTORS

DE_FORM
Branding

Sandor Nagy
Event Graphics

Benett Baranyai
Website development

Bori Tomory
Website project management

Ildiké Nagy
Sara Boncsér
Tamas lvanics
Craig V. Johnson
Adrienn Juhasz
Addm Kanicsar
Zsuzsa Simod
Moderators

Endre Dékany
Aniké Horvath
Krisztina Németh
Zsuzsa Simod
Gabor Torma
Stage Managers
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ORGANISING TEAM

Dr. Judit Kollar
Eszter Koncz

Kinga Dér

Building Supervisors

Anett Krisztian
Brigitta Molnar
Finance & Accounting

Akos Karacsonyi
Invoicing

Edit Koran
Edit Sinka
Procurement

Eszter Toth
Administration

Baldzs Kovacs
Contracting

Déaniel Kuzsel
Legal

Julia Horvath
Zsofia Badé
Event Assistants

Natalia Pass
Exhibition Coordination

Eszter Koncz
Campus Logistics

Akos Zajzon
Andras Téta
Fulop Kovacs
Laszl6 Juhasz
Tamas Molnar
Zsolt Erdélyi
A/V Technology

CUMULUS BUDAPEST 2024

Maté Lakos
Réka Bogdan
Event Photography

Artificial Group
Streaming

Laszl6 Péczi
IT Support

Attila Bujdoso
Réka Borda

Rita Szerencsés
Proceedings Editing

Aron Dévid
Proceedings Management

Edina Kovér
Rebeka Kabai
Proceedings DOI Administration

Dr. Endre Fiilop
Proceedings Publishing

PARTNERS

House of Music Hungary
Hungarian Contemporary
Architecture Centre (KEK)
Light Art Museum

Ludwig Museum - Museum of
Contemporary Art
MAGNETFILM GmbH

Marton Orosz

Miipa Budapest - Palace of Arts
Trafé House of Contemporary Art

SPONSORS

Bang&Olufsen Budapest-Alkotas 55

Ex Ordo

Garamvari Sz6l8birtok Vinarium

Kft.
Light Art Museum

Roust Hungary Kft.
SPECIAL THANKS TO

Cumulus Association
Lorenzo Imbesi

Eija Salmi

Justyna Molik
Cumulus Board

Moholy-Nagy University of Art
and Design Budapest
Jozsef Fulop

Réka Matheidesz
Daniel Barcza

Balazs Piispok

Lasma Ivaska

Hedvig Harmati

Addm Krasz

Zso6fia Ferenczhalmy
Daniel Javor

Ildik6 Simon

Botond Bellagh

Eszter KOpataki

Klara Lévai

Maté Milovits

Zsuzsa Kalman
Andrea Schmidt

Julia Gaspar

Zsuzsa Orban-Nagy
Maria Paloma Fonseca
Laura Jofoldi
Dorottya Kalocsai
Bianka Lopkovitz

Lili Kata Racz

The Community of MOME

Foundation for Moholy-Nagy
University of Art and Design
Gergely Boszérményi-Nagy
Eszter Sisak
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REVIEWERS

Ayse Ozge Agca

Rita Almendra

Ilaria Ampollini
Christian Ang

Ginn Bonsu Assibey
Giulia Avanza
Margarida Azevedo
Eszter Babarczy
Barnabas Bacsi
Agnes Karolina Bakk
Jen Ballie

Fabrizia Bandi
Jonathan Barbara
Silvia Barbero
Valentina Bartalesi
Andras Beck

Estelle Berger
Alessandro Biamonti
Massimo Bianchini
Tom Bieling

Doris Binger

Mager Birgit

Renato Bispo

Mario Bisson

Edit Blaumann
Karen Blincoe

Prof. Marina Block
Melinda Blos-Jani
Gideon Boie

Judit Boros

Ahmet Boriitecene
Herman Botes
Jorge Brandao Pereira
Daniele Busciantella-Ricci
Pablo Calderdn Salazar
Anna Calise

David Camocho
Assunta Capece
Gianluca Carella
David Casacuberta
Andre Casteiao
Federica Cavaletti
Damla Cay

Manuela Celi

Pelin Celik

Alettia Chisin
Sanmitra Chitte

CUMULUS BUDAPEST 2024

Samuel Chovanec
Tania Chumaira

Ryna Cilliers

Nina Costa

Alessandro Costella
Andras Cseh

Janka Csernak
Klaudia Csernak-Csorba
Botond Csuka

David Csuros

Luca D'Elia

Anna Caterina Dalmasso
Barcza Daniel

Tibor Zoltan Danyi
Dolly Daou

Shilpa Das

Lee Davis

Aurelie De Smet
Ralitsa Diana Debrah
Oswald Devisch
Patrick Devlieger
Salvatore Di Dio
Monica Di Ruvo

Emese Dobos

Mihaly Domokos
Yumei Dong

Emilia Duarte

Nils Ehrenberg
Mustapha El Moussaoui
Felix Epp

Miklos Erhardt

Sara Velez Estévao
Raffaella Fagnoni
Gwendoline Farrelly
Jamie Fawcus

Adam Felszeghy
Cinzia Ferrara

Ana Margarida Ferreira
Joana Casteleiro Ferreira
Ulrich Fleischmann
Tamas Fogarasy
Margherita Fontana
Elena Formia

Teresa Franqueira
Paolo Franzo

Jomana G. Attia

Koray Gelmez

Caglar Geng

Dalma Geszten
Rama Gheerawo
Angela Giambattista
Luis Ginja

Eduardo Gongalves
Miaosen Gong
Susana Gonzaga
Brian Gough

Silvia Maria Gramegna
Ariel Guersenzvaig
Marta Guidotti
Zsolt Gyenge

Péter Haba

Balazs Hamornik
Ibrahim Hamza
Martin Hanczyc
Julian Hanna
Hedvig Harmati
Ingi Helgason

Niels Hendriks
Bianca Herlo
Veronika Hermann
Amic G. Ho

Huang Hongchun
Zsolt Horvath
Anca Horvath
Erzsebet Hosszu
Maté Hulesch
Alessandro lanniello
Silvia Imbesi
Roberto Iniguez
Daniel Irrgang
Benedek Istvan
Ninela Ivanova
Erika Jokai

Ferenc Jordan
Biljana Jovic

Guy Julier

Chang Juyoung
Zsolt K. Horvath
Britta Kalkreuter
Arshiya Kapoor
Kata Kapusy

Mary Karyda
Hatice Server Kesdi
Anna Keszeg
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REVIEWERS

Martha Kicsiny
Andrzej Klimczuk
Ingrid Kofler

Maté Koles

Zoltan Korosvolgyi
Krista Korpikoski
Professor Bhavin Kothari
Sandor Krémer
Krisztina Mathé
Frederique Krupa
Gwendolyn Kulick
Natacha Lallemand
lan Lambert

Carla Langella
Andras Lanyi
Catarina Lelis

Joao Lemos

Karen Lens

Bollini Letizia
Michala Lipkova
Xihui Liu

Giuseppe Lotti
Loredana Di Lucchio
Malu Luecking
Agnes Macsai

Rikimi Madhukaillya
Stefano Maffei
Marta Maini

Viktor Malakuczi
Gyorgy Malovics
Krisztina Mardy
Maria Menendez Blanco
Enza Migliore

Zsolt Miklosvolgyi
Christine Z Miller
Giuseppe Mincolelli
Ivica Mitrovic
Elisabetta Modena
Tim Moesgen
Clémence Montagne
Nicola Morelli
Matteo Moretti
Marzia Mortati
Kiwoong Nam

Elias Naphausen

Dr. Sarah Nabih Nasif
Diana Nicholas

CUMULUS BUDAPEST 2024

Janos Ollé

Francisco Paiva
Fruzsina Pataki-Bitto
Csilla Patko

Lilla Paulics

Xue Pei

Pier Paolo Peruccio
Daniela Peukert

Paola Pierri

Heidi Pietarinen

Anne Pikkov

Margherita Pillan

Sofia Pirandello

Sofia Soledad Duarte Poblete
Alessandro Pollini
Edwina Portocarrero
Istvan Povedak

Dr. Sigrun Prahl
Annabel Pretty

Mark Pulay

Dr. Amna Qureshi
Andrej Radman
Riccardo Retez

Marlene Ferreira Ribeiro
Francesca Rizzo
Josymar Rodriguez Alfonzo
Annalisa Di Roma
Alessia Romani

Monica Romé&ozinho
Maximiliano Romero
Saren Rosenbak

Emilio Rossi

Christian Roth

Piia Rytilahti

Camilo Sanchez
Miettinen Satu

Chiara Scarpitti

Akos Schneider
Francesco Scullica
Juhri Selamet
Francisco Javier Serdn Torrecilla
Agnivesh Sharma
Valerii Shevchenko
Andreas Sicklinger
Henk Slager

Desiree Smal

Federico Del Giorgio Solfa

Jessica Sorenson
Nicos Souleles
Alvaro Sousa
David Stalin

Ruth Stevens
Ruth Stevens
Archana Surana
Balint Szabd
Daniel Szalai
Agnes Szanyi
Marton Szarvas
Oliver Szasz
Marton Szentpéteri
Virginia Tassinari
Benedetta Terenzi
Borbala Tolgyesi
Sarolta Tovolgyi
Laura Trautmann
Hanna Trojanowska
Peter Troxler
Secil Ugur Yavuz
Andreas Unteidig
Steinar Valade-Amland
Jan Vanrie

Tunde Mariann Varga
Judit Varhelyi
Luis Vega

Matteo Vegetti
Jonathan Ventura
Balint Veres
Francesco Vergani
Orsolya Vincze
Josina Vink
Karina Vissonova
Maurizio Vrenna
Bert Willems
Karen Wuytens
Yeqiu Yang

Evren Yantag
Ofosu-Asare Yaw
Jane Zhang

Fang Zhong
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