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ABOUT THIS DOCUMENT
This document contains a presentation of the four training projects that will be piloted by the
OD&M Alliance starting from September 2018 in the respective four EU nodes, namely Italy,
UK, Spain and Poland.
The training projects have been developed based on the results of the exploratory study
implemented by the Alliance over 20171, which was aimed at achieving in depth
understanding of the types of collaborations that Universities, communities of makers and
firms across Europe and China are currently developing around the making culture and, by
extension, open design and manufacturing. Besides, the study was aimed at gathering insights
about possible innovations in higher education – including curricula and teaching and learning
methods – that would lead to better and increased cross-sectoral synergies in the emerging
OD&M field, and in turn to radical new value chains of innovation oriented to the social good.
The training projects have been further advanced through a round of co-design implemented
first at the international level (see London Co-design workshop Report available at
www.odmplatform.eu), and then at the local levels of the four EU nodes, with the involvement
of local stakeholders and external experts.

1

OD&M Alliance, Universities, Enterprises and Maker Communities in Open Design & Manufacturing across
Europe: an exploratory study, 2017. Available at: http://odmplatform.eu/wp-content/uploads/2017/05/ODMReport_V5.0.pdf

ITALY | CATALYST AGENT

Node

Italy - Florence

Title

Open Design & Manufacturing: systemic design for manufacture 4.0 and social innovation

Department(s)

Department of Architecture and Design - DIDA

University level

Advanced course (for learners with a degree level)
+
Refresher Course (for learners without a degree level - this type of learner can only participate to part of the
training, as specified below).

Target-group

Min 10 Max 25 learners with a degree level (Advanced Course)
+ 5-10 learners without a degree level (Refresher Course)
In total max 35 learners
The training is primarily open to people with a least a first level university degree (3 years in Italy). In particular,
our targets are:
- Young students who are still in a higher education (second level University degree, PhD) or
professionalization path, with focus on students from Architecture, Design, Engineering and

-

Economics;
Young people in transition between education and work, who may use the training as an opportunity
for career orientation;
Young Makers and designers that earn their living out of a making-related activity, both as freelancers,
entrepreneurs or employees, and that want to develop competences and skills to improve their
capacity to work with enterprises and establish strategic partnerships;
Coordinators of Makerspaces and Innovation spaces, that want to develop competences and skills to
improve their capacity to work with enterprises and establish strategic partnerships;

Learners with non-academic degrees can only participate to the first module of the training. In particular, we
expect to target students under a first level university degree.
The training foresees a number of places reserved for the following types of learners:
- Max 2 for PhD students at the University of Florence
- Max 1 for administrative and technical staff of the University of Florence
- Max 2 for researchers and professors from Departments associated to the training.
Selection

Individual interview + Application form

External Auditors

The training foresees the organization of collateral events such as business clinics, speed datings, co-creation
workshops that may be open to the public. In particular, through these events we aim at involving
manufacturing entrepreneurs, makers, and experts in key disciplinary domains such as UX experts, business
modeling, platform modeling, 4.0 technologies.

Training description

The training intends to create a catalyst agent, namely a professional profile with key competences and skills
to establish strategic partnerships, communities of innovation and knowledge exchange in the field of
manufacture 4.0 and social innovation.
In particular, such figure shall connect the different actors of the innovation chain around patterns of innovation
that are at the crossroad between manufacturing, digital and social innovation, enabling in particular the
matchmaking between makers, manufacturing enterprises and universities. The innovation catalyst therefore
acts as an enabler of relational platforms oriented to open social innovation in manufacturing, and as a
facilitator of innovation partnerships and projects.
Students will work with CSM and its own network of manufacturing enterprises, who are expected to bring key
challenges, as well as with a wider community of makers, to the ideation of prototyping solutions, adopting a
design thinking and system thinking approach. Challenges will be around 4/5
The training is structured into 5 modules, for a total number of 112 hours (88 between frontal lessons, case
studies and presentations + 24 hours of practical work):
1. Emerging trends within the fourth industrial revolution (22 hours, frontal lessons combined with case
studies of OD&M enterprises).
Key topics include: fourth industrial revolution and KETs, gig economy and data economy, platforms models,
circular economy, maker movement and OD&M.
Learning goal: Provide learners with in depth understanding of the emerging trends in society and economy as
driven by the fourth industrial revolution and the digitalization of society, with key focus on OD&M as an
emerging paradigm of production at the crossroad between manufacturing and social innovation.
2. System thinking, Theory U and Art of Hosting (22 hours, frontal lessons combined with workshops and
presentations)

Key topics include: principles of system thinking, Theory U and Art of Hosting tools and methods.
Learning goals:
● Provide learners with in depth understanding of System Thinking principles and approaches
● Provide learners with basics methods and tools to create relational platforms oriented to social change
and facilitate communities of change
3. Systemic design, design thinking and service design basics and tools (44 hours, frontal lessons
combined with workshops and case studies)
Learning goals:
● Provide learners with sound knowledge of service design and design thinking principles and
approaches and tools
4. Business Modelling, project management and impact measurement (22 hours, frontal lessons)
Learning goals:
● Provide learners with sound knowledge of service design and design thinking principles and
approaches and tools
5. Practical workshop around concrete ‘systemic challenges’ (55 hours of individual and guided work,
including peer/institutional reviews of intermediary outputs), with teams of student working on the
ideation and delivery of prototyping solutions/projects.
Module 4 and 5 will develop in parallel.
Disciplinary domains

Industrial design
Service design, systemic design and design thinking

Engineering
Economics
Sociology
Hours and ECTS

Advanced course: 1112 hours in total, divided into 88 frontal lessons and 24 hours of workshop/practical
activities
ECTS= 14
Refresher Course: 22 hours corresponding to 2 ECTS

Attendance (%)

75%

Relation with the EQF

Level 6 training
Knowledge (Advanced knowledge of a field of work or study, involving a critical understanding of theories and
principles):
● Understanding of the emerging innovation trends in society and economy, and main challenges and
drivers for a smart, sustainable and inclusive growth
● Understanding of key principles and characteristics of ‘systemic change’;
● Understanding of key principles and approaches rooted in systemic design, design thinking and service
design;
● Comprehensive knowledge about change management and organizational change;

Competences/Skills (Advanced skills, demonstrating mastery and innovation, required to solve complex and
unpredictable problems in a specialised field of work or study):
● Capacity to serve innovation needs through strategies of collaboration and engagement that make the
most of cross-sectoral and inter-disciplinary networking and connections;
● Capacity to analyse complex problems and apply sound and effective user-driven research methods;
● Capacity to promote collective and creative ideation processes, boosting interdisciplinary approaches,
co-creation activities involving key stakeholders and actors, and collective intelligence processes;
● Capacity to achieve and deliver innovation through sound and effective project management methods
and tools
● Capacity to measure, assess and communicate effectively the impact of the innovation achieved
Behaviour:
● Leadership
● Team-building and team-working
● Problem-solving
● Entrepreneurship
● Planning
● Curiosity
● Communication
Period of implementation

November 2018 - April 2019

Implementing partners
(official partners)

University of Florence - DIDA: main organizer and coordinator of the training
CSM: identification of manufacturing enterprises bringing challenges and participation as mentors of the teams
of students

LAMA: involvement of makers through strategic co-design events, organization of collateral events such as
business clinics, sexy salads, social innovation jam, etc.
External organizations

Under discussion, as this strongly depends on the type of challenges

Locations

DIDA DESIGN CAMPUS Via Sandro Pertini n. 93 Calenzano;
DIDA Main premise, Via della Mattonaia 8 Firenze
Impact Hub Florence, Florence

Learning assessment and 3 intermediary review and 1 final review
final assessment
Name and qualification of Prof. Giuseppe Lotti - University of Florence - DIDA
the course Director

POLAND | OPEN DESIGN & MANUFACTURING TROUGH EVENT BASED LEARNING

Node

Poland – Dabrowa Gornicza and Lodz

Title

Open Design and Manufacturing trough event-based learning

Department(s)

The training will include cooperation between students from different fields of study as well as, engagement of research
associates from different departments. During hackathons (maker events) students will compete with representatives
of other universities which makes those representatives involved in the training programme too. It will be competition
between groups of people (students). Hackatons will be based on UDG students - 25 people and they will go through
training program. Additionally we will have students from Lodz University of Technology which will participate in
hackatons and trainings in Fa lLab Łodź and in webinars. At least one hackaton will be open also for students from other
universities from Poland and Europe - international event.
WSB University involved:
- Department of Computer Science
- Department of Management Engineering and Logistic Processes
- Department of Pedagogy
- Department of Management
- Department of International Entrepreneurship and Finances
With participation of students and scientific staff from Lodz University of Technology (participation during
hackatons/webinars and trainings in facilities of Fab Lab Łódź):

⎯ Faculty of Electrical, Electronic, Computer and Control Engineering,
⎯ Faculty of Material Technologies and Textile Design
⎯ Institute of Automatic Control,
⎯ Industrial Design
At least two webinars will be runned by Lodz University of technology staff. They will also be involved in organisation of
hackatons. Participation of LUoT students will not be mandatory. They will attend some workshops in FabLab Łódź and
hackatons.
Approx. 10 LUoT students will attend.
University level

Training will be open for Bachelor students from following B.A. Courses: Computer Science, Management Engineering
and Logistic Processes, Pedagogy, Management, International Entrepreneurship and Finances.
Additional course within a B.A. degree course

Target-group

25 B.A students from WSB Univeristy (Min 20, Max 30) and not mandatory participation of at least 20 students from
(mixed levels - undergraduate and graduate) different universities during hackathons and external workshops.
25 WSB (UDG) students will go through all training activities. External students will join training only for hackatons,
external workshops at FabLab Łodź and webinars.
B.A. Students aged 18 and up (mature).
All of the WSB (UDG) participants (students) are people with non-academic degrees. 100% of participants are B.A.
students (with non-academic degrees). During hackatons, webinars and external workshops at FabLab Łodź also will
attend Students with engineer (B.A.) diploma - from Lodz University of Technology.
At least for one Hackaton the participants will be recruited in open call for local makers and social activists.

Selection

Recruitment will take place among degree courses specified by the project. Students will enrol with the use of a special
application form. Period of recruitment will last at least 1 month. After finishing the recruitment applicants will take part
in merit assessment which will include an interview checking applicants’ motivation to participate in the project as well
as, their knowledge of English. The assessment grade after the interview/questionnaire will consist of two components:
Knowledge of English - 60%
Motivation to participate in the project – 40%.
Ranking list will be created based on the interviews. Lest there be more than 30 applicants, an additional interview will
be conducted to check applicants’ knowledge of English. Only applicants with B2 level of English or higher will be invited
to participate in the project.

External Auditors

Hackathons (all 3 of them) will be open to external auditors, business partners and audience. Participation in hackathons
will be also open for students from Technical University of Lodz and makers society. Students outside of WSB University
(Till 15th April 2018: The University of Dąbrowa Górnicza) will have to apply directly to FabLab Łódź using a detailed
questionnaire, and FabLab Łodź will choose best students to compete with WSB (UDG) students.
The main idea of the hackathons is to allow the students of the WSB Univeristy (till 15th April 2018: University of
Dąbrowa Górnicza) to participate in the competition – a hackathon – in which they will collaborate and compete with
other teams from universities specialising in a particular topic. Students ofWSB University (till 15th April 2018: the
University of Dąbrowa Górnicza) will take part in a series of training sessions (rapid prototyping) at our university as well
as, will participate in webinars, e-learning which will give them knowledge need to take part in a particular hackathon.

Training description Acquisition of multidisciplinary knowledge allowing students to effectively solve practical problems typical for OD&M
sector. Students will get familiar with particular methods of stock makers’ workflow and with the most important values
of the global makers’ movement. Students will also acquire hard and soft skills which will allow them to function in the
fablab environment.
The acquired abilities will allow students to participate in interdisciplinary projects (service robots, IoT applications)

focused on creative and innovative undertaking of problems. The soft and manual skills, and rapid prototyping methods
gained during the project will allow students to create concepts of solutions on the pre-prototype and prototype level.
Build the soft skills during the events and webinars like: team building, problem solving methods and technical language
communication (business and social do ICT, and makers). In other hand, the participants with technical skills going to
learn the business and cooperation
The course is based on business and educational experience functioning in the broadly defined stock exchange
environment in Poland. The training is adjusted culturally, merit and organizationally to situation in the Polish makers’
movement. It develops skills of cooperation in interdisciplinary teams working on development of essential problems
on the edge of technology, marketing and social policy. It uses event based learning created on realistic experiences of
the makers’ movement. The participants of the training will have an opportunity to work with employers and institutions
from the area of makers’ movement. The training uses elements of competition. Events will inspire and motivate
participants to work at workshops and frontal lessons
6 months course consist of:
3 frontal courses – workshops in WSB (UDG) facilities with WSB (UDG) experts in a fields of Management, ICT and soft
skills. Students will gain knowledge in these fields during 6 months of cyclical training. These lessons will be given to
students between hackathons.
a) Management course – it will focus on the use of heuristic methods in the design and development of new
solutions (for example, brainstorming, 635 method, solution tree method, classification method, morphology
method, etc.). The matter of management of classical project will be omitted because the participants already
have those elements in their degree courses.
The course of heuristic methods will allow students to familiarize themselves with the general outline of example
methods using an e-learning platform. Later, they will get to know how to use those methods. After mastering of those

methods (verified by a quiz on the Moodle platform) the students will take part in stationary WSB workshops during
which they will solve example problems and will search for innovative solutions of those problems using heuristic
methods. It will allow them to apply those methods during later activities according to rules of OD&M movement.
b) ICT – Designing web applications
c) ICT – 101 of coding and designing of embedded systems
8 webinars – carried out by experts from FabLab Łodź and Technical University of Lodz. Each webinar will be related to
topic of specific hackhaton’s subject and possible techniques to use (rapid prototyping, case study, prototyping
methodology)
The assumed structure of webinars: 45-60 minutes, virtual expert show the main topic, identify the issue and present
the case study as an preparation before events and team working. Webinars will be recorded and shared after edition.
Eventually going to public in open source.
2 workshops organized in Fablab Lodz will support team building of entire group (students from UDG and other
Universities (mostly Lodz University of Technology) as well as learn prototyping techniques useful on the hackathons
Soft skills - Cultural psychology of interdisciplinary problem solving in heterogeneous task groups of makers.
According to the Polish report there are two groups of interpersonal problems in the practice of activity of the makers
groups in Poland. Goals and methods: reflexive communication in groups; showing patterns of trust in groups; coping
with stress in groups; information sharing; understanding self-esteem during working in groups.
3 hackathons –– competition based on challenge given by company/manufacturer/local authority etc. in a field of Smart
City, smart citizens and related topics.
The assumed structure of hackathons/events: 10 hour maratons with main topic /issue (social, urbanistics, tech, smart)

the aim is to create a new solution/concept using makers techniques, know how, and University resources in response
of local issue or business partners branch.
A) Frontal lessons at The University of Dąbrowa Górnicza facilities – workshop:
1. 1st Workshop – ICT - Designing web applications
The workshop will include presentation of architecture of modern web applications as well as, theoretical topics
concerning programing IT systems based on modern programing languages. The workshop will also include
presentation of tools allowing students to design prototypes of web services with the inclusion of application
servers, data servers as well as, elements that will allow students to test their designed web solutions. They will
have an opportunity to familiarize themselves with methods of designing web applications based on client-server
mode and to get to know mechanisms of integration of data. The acquired skills students will be able to use during
tasks carried out in the practice courses in FabLab Łódź (16h).
2. 2nd Workshop - ICT – 101 of coding and designing of embedded systems
The workshop will allow students to familiarize themselves with rules of designing embedded systems with the
use of popular open-source platforms for example, Arduino and ESP8266. The students will get to know how
peripheral devices communicate with each other and learn about practical and theoretical aspects of designing
digital systems with the inclusion of coding using high-level programming language compatible with paradigm of
procedural programming. The acquired skills students will be able to use during hackathons carried out in FabLab
Łódź.(16h)
3. 3rd Workshop – Management – heuristic methods (5h of e-learning, then 16h of frontal lessons)
The workshop will include presentation of bases of theoretical heuristic methods. Moreover, the students will
carry out different activities using those methods which will allow to practically familiarize themselves with the

efficiency of those method and see how those methods positively rise the levels of creativity and problem solving.
The methods applied during the workshop will include brainstorming, 635 method, solution tree method,
classification method, morphology method, etc. First, the students, using an e-learning platform, will familiarize
themselves with the general idea of given methods and then they will learn about rules of how to use them. After
mastering the methods (verified with the use of the Moodle platform) the students will take part in stationary
workshop in the University of Dąbrowa Górnicza during which they will solve example problems and will look for
innovative solutions with the use of heuristic methods. The acquired skills students will be able to use practically
during tasks carried out in Fablab Łódź.
B) Workshops at FabLab Łódź facilities – workshop:
1. Workshop – Soft skills - Cultural psychology of interdisciplinary problem solving in heterogeneous task groups
of makers (2 workshops x 3h)
According to the Polish report there are two groups of interpersonal problems in the practice of activity of the
makers groups in Poland:
1)
The makers’ way of common doing is perceived by potential participants as hermetic. Sometimes it
happens that, despite the generally declared adherence to the value of “openness”, a person who has even huge
potential and wants to join the movement and cooperation, is rejected or ignored by others.
2)
The characteristic feature of culture of the global maker movement is maintaining egalitarian
relationships among members. This characteristics cause tensions, especially in highly heterogeneous teams.
In the above context the overall goal of this part of the training is to adapt members of the interdisciplinary task
groups to common effective work in the context of intergroup psychological and social barriers linked to
differences in education, competences, age, social status, intelligence, ethnic culture, gender and coping with

stress. The main idea of the proposal is to facilitate real cooperation habits in practice on the basis of reflexive
empathy and understanding of common goals.
The group training is structured according to the following issues reflecting the main research finding in Poland:
1.
Reflexive communication in groups: between native cultural practice and global maker movement
cooperation culture;
2.
Improving patterns of trust in groups;
3.
Ability of coping with stress in groups;
4.
Information sharing;
5.
Understanding of self-esteem during working in groups.
The basic learning method is an interpersonal workshop encompassing practical activities in groups (real face to
face contact) with a coach (facilitator).
2. Workshop on Makers impact - rapid prototyping courses for participants (mainly for students starting with
limited technical skills - 3D printing, 3D modeling, DIY, prototyping processes and creative methods of problemsolving) case study and theme webinars as an implementation do WSB (UDG) scholarships, logistics and technical
preparation of events. Students will acquire knowledge and skills required to become maker (inspiring by maker
movement, understanding maker movement) (2 workshops x 4h)
C) 8 webinars on following topics: ICT, programming, data bases, embedded systems, introduction to rapid
prototyping methods, smart citizens case study, IoT, Human-Robot Interaction
D) 3 hackathons/maker events (concept version): Sumo Challenge - a robotics hackathon (solve a selected social
issue using robotics and HRI technologies) - Urban IoT systems for monitoring and optimization of the
environmental challenges; Human tech interaction - open hardware and robotics in relation of new society
connections and challenges; Green Urban solution - sustainable food system for the cities, ecological systems

and solutions to better condition of urban environment. Business input: in a CSR model, the entrepreneurs
going to be a patron/mentor of the events, during the hackathons or webinars the companies can take a real
involved. Companies can engage in the marketing processes and stimulate the participants if their branch is
complementary to the event topic. Events can support the worker's recruitment process.
Disciplinary
domains

Economics (Management)
Design basics – soft skills
Methods of enhancing creativity
Electronics
Internet of Things
Human - Robot Interaction
Rapid prototyping and crafting methods
Smart citizens solution
Urbanistics systems (transportation, environmental issues, small architecture)

Hours and ECTS

105 hours -TRAINING (16h+16h+5h+16h+6h+8h+30h+8h=105h)
TOTAL PERIOD: 6 months (October 2018-March 2019)

1 ECTS = 25 h. Program= 105h (training)+ 45h students own work =150 h = 6 ECTS
A)

4.

Frontal lessons at The University of Dąbrowa Górnicza facilities –mixed with workshops:
1st Workshop – ICT - Designing web applications: 16h Frontal lessons
2nd Workshop - ICT – 101 of coding and designing of embedded systems: 16h Frontal lessons
3rd Workshop – Management – heuristic methods: 5h of e-learning, then 16h of frontal lessons
th
4 Workshop – Soft skills workshop: Cultural psychology of interdisciplinary problem solving in
heterogeneous task groups of makers: 2 workshops x 3h = 6h - in FabLab Łódź facilities
1.
2.
3.

The group training is structured as follows:
1.
Reflexive communication in groups: 2h
2.
Improving patterns of trust in groups; 1h
3.
Ability of coping with stress in groups; 1h
4.
Information sharing; 1h
5.
Understanding of self-esteem during working in group. 1h
The basic learning method of the proposal is an interpersonal workshop encompassing practical activities in
groups (real face to face contact) with a coach (facilitator). (2x3h)
B)
8 webinars (8x1h=8h)
C)
3 hackathons (3x10h=30h)
D)
2 technology workshops x 4h - in FabLab Łódź facilities (2x4h=8h)
Attendance (%)

Overall: 60% for duration of all following training activities (counted in hours):
A)
Frontal lessons at WSB University (Till 15th April 2018: The University of Dąbrowa Górnicza) facilities –
workshops:
1.
1st Workshop – ICT - Designing web applications (min. 60%)
2.
2nd Workshop – ICT – 101 of coding and designing of embedded systems (min. 60%)
3.
3rd Workshop – Management – heuristic methods - minimum 10 participants, optimal number of
participants: 25 divided into smaller groups (differentiating according to methods used),
Activities in FabLab Łódź facilities (TUoL-FabLab)
A) Workshop – Soft skills workshop: Cultural psychology of interdisciplinary problem solving in heterogeneous task groups
of makers
B) Workshop on Makers impact - rapid prototyping
C)
8 webinars

D)

3 hackathons

Relation with the A)
EQF

Frontal lessons at The University of Dąbrowa Górnicza facilities – workshop:
1.
1st Workshop – ICT - Designing web applications
2.
2nd Workshop – ICT – 101 of coding and designing of embedded systems
3.
3rd Workshop – Management – heuristic methods
Activities in FabLab Łódź facilities (TUoL-FabLab)
A) Workshop – Soft skills workshop: Cultural psychology of interdisciplinary problem solving in heterogeneous task groups
of makers
(Responsibility-autonomy Level 3: Take responsibility for completion of tasks in work or study; adapt own behaviour to
circumstances in solving problems)
B) Workshop on Makers impact - rapid prototyping
C)
8 webinars
D)
3 hackathons

Period
of October 2018 – March 2019 – 6 months
implementation
Implementing
partners

WSB University will be recruiting participants, passing on the knowledge included in the courses proposed above including
for example, heuristic methods as a tool for solving problems; reflexive communication in groups; showing patterns of
trust in groups; coping with stress in groups; information sharing; understanding self-esteem during working in groups.
FabLab Łódź will carry out hackathons and webinars; they will introduce business partners and pass on their knowledge
covering the following areas:
Lodz University of Technology will prepare webinars on Human-Robot Interaction and IoT and organize hackathon during
Sumo Challenge Competitions

External
organizations

Business partners – 3 business partners from the area of OD&M - 1 per hackaton

Locations

Frontal lessons will be organised at WSB University (till 15th April 2018: the University of Dąbrowa Górnicza).
Webinars will be reachable at any location.
Hackathons will take place at FabLab Łodź/ Lodz. University of Technology
Workshops on team bulding and rapid prototyping will take place in FabLab Łódź

Learning
Evaluation questionnaire before and after the project,
assessment
and Storytelling
final assessment
Observation method
Products/project evaluation after events (level of technical and soft skills progres based on quality of the
objects/application)
Name
and
qualification of the
course Director

1. PhD. Eng. Paweł Buchwald – lecturer at ITC Department at WSB Univeristy (Till 15th April 2018: the University
of Dąbrowa Górnicza), PhD. Eng. in Information Technology – specialization: data bases, programming and
design of embedded systems and web applications.
2. PhD. Eng. Paweł Sobczak: Logistics and supply chain, science of commodities, basics in engineering design
3. Prof. PhD. Maciej Witkowski – lecturer at Pedagogy Department at WSB Univeristy (Till 15th April: the
University of Dąbrowa Górnicza), conducts interdisciplinary research in the field of social anthropology,
psychology and public management. He is an author of a couple articles and essays covering the issue of
integration of cultural minorities and the use of psychological tools for managing and discourse analysis. He is a
lecturer at Cultural Anthropology Course, Sociology, Social Psychology, International Communication,
Interpersonal Communication, Psychology of Development and Psychology of Management and Organization.
4. Igor Zubrycki, MSc Eng: lecturer and PhD student at Lodz University of Technology, specialization in Robotics,

Machine learning, Human-Robot Interaction
5. Stanisław Puławski: Microsoft Student Partner Region Lead, member of two Student Associations: Robotic
Research and .NET, programming specialist and IoT enthusiast, maker, Fablab Lodz member
6. Prof. Grzegorz Granosik: professor at Lodz University of Technology, roboticist, design and control of mobile
and special robots
7. Grzegorz Belica - fab manager, logistics of prototyping process, innovation management, social relations

UK | CITIZEN CENTERED INNOVATION AND DESIGN FOR OPEN AND DISTRIBUTED MANUFACTURE

Node

UK - London

Title

Citizend Centered Innovation and Design for Open and Distributed Manufacture

Department(s)

University of the Arts London: Central Saint Martins
Product Ceramic and Industrial Design Programme
MA Industrial Design

University level

Post-Graduate Diploma (MA Industrial Design) + Undergraduate (BA product Design)

Target-group

Age range 19-32. Educated to Bachelors Level.
Areas of Study: Product Design; Service Design; International Development; Product Design Engineering; Architecture.

Selection

Selection is via a diagnostic workshop within the MA Industrial Design Postgraduate Programme. Students are asked to
position their practice in relation to one of 4 emphases in practice: Industrial Design for Enterprise; Discourse; Service;
or Publics. Programme Specification can be seen here
Students with an interest in Open Design, Design Led Social Innovation and Participatory Design Practice declare an
interest in participating in the training brief from within a cohort of 40 PG students. The call was framed within the
context of OD&M and positioned in relation to the MA Industrial Design for Publics Curriculum. Industrial design for
publics applies industrial design processes in response to societal issues and the dynamic challenges that require new

ways of thinking and doing. The traditional tools of government policy making and market-driven solutions are proving
inadequate in the face of the radical innovation required to deliver sustainable, rewarding and more equitable futures
for all. The industrial designer’s ability to engage complex problems, equips them with the ability to engage complex
societal challenges. Industrial design for publics develops and applies co-design and participatory design methods
through which problem stakeholders are engaged, to jointly frame and tackle such challenges. It is a form of design-led
social innovation, and we encourage the development of links with social enterprises, government, local authorities,
charities and NGOs.
External Auditors

All aspects of the project will be open to external partners/ learners. An open lecture series running the duration of the
project focused on open design and enterprise thematic is accessible to all project participants. It’s expected that the
most intensive engagement from industry and maker partners will be in co-design and co-making activities. In 5 specific
workshops throughout the project.

Training description Introduction
Chalton Street Market has been part of the fabric of Somers Town, an area of North London neighboring Central Saint
Martins college, for over 100 years. It is home to an ambitious, engaged and diverse community – a community that
want their local market to succeed and grow. Somers Town is changing with the delivery of a number of major
construction projects in the area as part of an ongoing development. Ensuring that this development benefits all the
people that live in the neighborhood is a challenge that the council and other groups are keen to address, particularly
as the St. Pancras and Somers Town ward is among the most deprived 5% of neighborhoods in London.
Background
As part of these plans, the local community is looking to strengthen the market as the “intergenerational economic and
social hub of the area” so that it can “support community resilience and help local people capture potential from
opportunities nearby.” In this way Chalton Street market aims to be a market of both economic and social value.

The Living Centre and other local community partners will deliver 3 stalls for the market that will be community owned
and operated, creating opportunities for local residents to gain work experience whilst contributing to the wellbeing of
local people.
The market is anticipated to benefit local people in the following ways:
•
•
•
•
•

Healthy, affordable food: a community owned and operated fruit and veg stall will provide access to fresh
fruit and veg for local people at affordable prices. The stall will also provide a focus for education and
engagement initiatives around healthy diet.
Healthy, affordable transport: a bicycle repair stall will provide affordable transport to local residents and
provide a platform for cycling and walking initiatives.
Relationships: the market will provide a public place for people to meet and chat. Residents running the
stalls will build mutually supportive relationships.
Exercise: people (particularly older people) are motivated to walk by relationships. The peoples’ market
stalls could provide a destination to motivate walking journeys.
Enterprise and employability: the market stalls will provide training and work experience for participating
residents.

Training Brief:
This open design for inclusive neighbourhood development training program considers how design-led creative
activities and collaborative processes can be used to engage residents and other stakeholders in generating insights
into what the different people and publics of Somers Town need and want from Chalton Street Market. Also, to identify
opportunities to respond to those needs through the co-design of ‘market furniture’ that can be manufactured and
assembled using digital production methods.

The appearance and function of the market furniture can make an important contribution to the look and feel of the
market, helping the new community initiatives stemming from the market to succeed and demonstrating the optimism
and innovation of the area more widely.
There are ‘open’ designs for market stalls available online as part of the Wikiblock project. We hope to add to this
collection of designs with the outputs of this project. There are also plans to “boost the market’s atmosphere with
community events [that] will support the market to grow, increasing footfall and encouraging community resilience in
the face of change.” There may be requirements and opportunities for other street furniture to support these ambitions.
Central to these activities will be a series of ‘open’ workshops designed and delivered by the team of learners from HEI,
(supported by Living Centre, Camden Council (Third Sector Industry Partners and Public Collaboration Lab staff HEI
Academics). These workshops will enable the learners to identify key challenges and explore potential solutions.
Participants will include people and organisations with a stake in what happens on the market and you will need to
design ways to enable their meaningful participation in co-discovering the systems, behaviours, needs and desires,
relating to the market, co-defining the opportunities and challenges to be addressed by your designs and co-creating
design proposals for ‘market furniture’ that will help to meet the opportunities and challenges defined.
The training brief asks the participants to co-design market furniture that creates positive social value, including 3
market stalls. Furniture must be designed so as be manufactured and assembled for under £1000 per piece.
The brief requires the co-design of market furniture that creates positive social value, including 3 market stalls. Furniture
must be designed so as be manufactured and assembled for under £1000 per piece.
As part of your market furniture design participants are also required to consider the following:

•
•
•
•

Assembly/disassembly.
Mobility/transportable without a vehicle.
Storage of the furniture when not in use.
Sustainability/durability – furniture must be durable enough to last for at least two years of use.

The project is anticipated to provide the following outputs:
•
•
•
•
•

The design of tools and methods to enable collaborative research and design with residents and other
stakeholders. To enable this, participants will be introduced to co-design principles and practices.
A set of visualised insights into the market and the surrounding area, the needs of the people that will use
it and proposals for furniture designs that meet these needs (service ecology, personas and scenarios). To
enable this, participants will be introduced to service design principles and practices.
Working prototypes of furniture design proposals. To enable this, participants will be introduced to
Digital Design and Manufacturing Principles with particular attention paid to Design for CNC.
One scale model produced for each finalised furniture concept (minimum 3 pieces).
Presentation telling the story of the project and documenting the process. This may take the format of a
film. To enable this, participants will be introduced to principles of digital storytelling and process
capture.

Key considerations include:
•

How to engage diverse participants in ways that are both accessible and meaningful to them and insightful
to you?

•
•
•

•
Disciplinary
domains

Design Led Social Innovation
Co-design
Service Design
Community Development

Hours and ECTS

Attendance (%)
Relation with the
EQF

How to negotiate participants’ expectations of engagement?
How to optimise agency for participants in the process of defining the challenges they face and deciding
what possible responses might be most appropriate?
Remember, people are by nature adaptable and resilient, look for ‘positive deviants’ within the
participants – these are the people who are already coming up with solutions to the challenges and making
the most of opportunities to achieve ‘better’ outcomes than others despite being in a similar situation –
what are they doing that others are not? Is it something that others can do too? How can your designs
support these positive behaviours/activities?
Who are the ‘lead users’? The people that are already using the market to deliver both economic and social
value?

•
•
•
•

Scheduled Learning and Teaching Hours: 60 Hours
Guided Independent Study: 240 Hours
Total learning and Teaching Hours: 300
30 UCS Credits: 15 ETCS Credits

NA
•

Level 6:
Advanced knowledge of a field of work or study, involving a critical understanding of theories and principles

•
•

Advanced skills, demonstrating mastery and innovation, required to solve complex and unpredictable
problems in a specialised field of work or study
Manage complex technical or professional activities or projects, taking responsibility for decision-making in
unpredictable work or study contexts; take responsibility for managing professional development of
individuals and groups

Period
of October 2018 – March 2019
implementation
Implementing
partners

Project stakeholders:
•
•
•
•
•
•

Residents who are living and working in Somers Town and may be present or future users of the market;
either as vendors or customers.
Existing stall holders on the market who may be interested in providing input into the furniture designs,
with a view to manufacturing the open designs for their own use once they are available.
Camden Council’s markets team who are responsible for the running of the market.
Members of the Somers Town Business Education Employment and Training (BEET) group who are
involved in the redevelopment of the market.
Staff of businesses in the local area who may be future customers of the market.
Green Lab, a potential manufacturing partner for the designs created.

External
organizations

London Borough of Camden
Green Lab
Machine Rooms London (TBC)

Locations

Training will be delivered in Studio at Central Saint Martins, The St Pancras and Somers Town Living Centre and

Makerspaces Including Green Lab (Green Lab and Machine Rooms London)
Learning
For MA Industrial Design Students:
assessment
and
final assessment
Assessment evidence will include:
•
•
•
•
•

The design of tools and methods to enable collaborative research and design with residents and other
stakeholders.
A set of visualised insights into the market and the surrounding area, the needs of the people that will use
it and proposals for furniture designs that meet these needs (service ecology, personas and scenarios).
Working prototypes of furniture design proposals.
One scale model produced for each finalised furniture concept (minimum 3 pieces)
Presentation telling the story of the project and documenting the process. This may take the format of a
film.

The outcomes of this training contribute to achievement of the unit learning outcomes of MA Industrial Design validated
at HQA level 6 and form the basis of the assessment of your work. The learning outcomes for this project are highlighted
as follows:
1. Ability to effectively locate yourself within the discipline and profession, evaluating personal and
professional strengths and weaknesses.
(MC Subject Knowledge; MC Personal and Professional Development)
2. Ability to systematically implement and evaluate a range of research techniques and methodologies in
your practice.

(MC Research; MC Analysis)
3. High level skills of self-direction, experimental and informed decision-making in tackling and solving
problems.
(MC Experimentation; MC Collaborative and/or Independent Professional Working)
4. Development of detailed design proposals, communicated in a form appropriate to a diverse range of
audiences.
(MC Subject Knowledge; MC Communication & Presentation)
5. Ability to locate a specific problem or issue within an appropriate context and to engage in an iterative
process of experimentation and critical appraisal.
(MC Subject Knowledge; MC Experimentation)
For other learners and participants in the project we plan to recognise learning through an open endorsement
framework for the Recognition of Enterprise Based Experiential Learning.
Name
and Project Lead: Prof. Adam Thorpe. Director Public Collaboration Lab: University of the Arts London
qualification of the Programme Director: Product Ceramic and Industrial Design. UAL: Central Saint Martins: Matt Malpass
course Director
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Spain - Bilbao

Title

Maker Module: “Etxegoki Residence Challenge”

Department(s)

Department of Mechanics, Design and Industrial Organization

University level

Undergraduate Students
The training will be placed in the following degree courses:
A. As a module in an elective Course “Prototyping and Digital Fabrication”
B. As a module in an course for international students “Digital Fabrication Technologies”

Target-group

Course A: Min 10 – Max 50
Course B: Min 5 – Max 20
Course A: The training is focused to students enrolled in a first-cycle University degree (bachelor degree, 4
years) in Industrial Design Engineering.
Age: 20-25 years old
Areas of Study: Industrial Design
Course B: The training is focused to international students registered in a first-cycle University degree (3-4
years) in Engineering (international exchange students).
Age: 20-25 years old
Areas of Study: Mechanics, Electronics, Computer Science, Industrial Design, Management.

Selection

N/A (Students already enrolled/registered in an Engineering Degree)
Clarification:
The expected number of students is based on the number of students from the University of Deusto, who are
already enrolled in the Industrial Design Engineering Degree, and that will opt for the optional course (A), as
well as the redords of international exchange students enrolled in the subject "Digital Fabrication" (B).

External Auditors

Our external auditor will be the stakeholders that propose the challenge to be solved during the training
(Etxegoki Residence - Fekoor Association). They will assess the validity (fit to purpose) of the final prototypes
(They will be invited to present the challenge and the objectives, as well as to the presentation sessions of the
resulting projects, giving feedback to the students).

Training description

Introduction and context
Fekoor
(People
with
physical
and/or
organic
disabilities
in
Bizkaia,
http://www.fekoor.com/portada/about.html) has an apartment resource with support for people with
physical disabilities called Etxegoki (http://www.fekoor.com/servicios/etxegoki-alternativa-vivienda.html).
Located in the Txurdinaga district (Bilbao), this center has 30 permanent and 4 temporary places.
Joining social innovation and support technology, Etxegoki has become a benchmark among residences and
spaces that fully promote the autonomy of people, offering a flexible and personalized support system so that
its users acquire a greater degree of self-management of their own life. Its success is based on continuous work
to create customized solutions for each of the 34 residents.
Training briefing
The emergence of specific problems and barriers among residents in Etxegoki is an opportunity to work on
unique solutions based on the study of users of the center, and then develop them through the use of
technologies that allow the prototyping of small runs or unique pieces.
The project presents students an opportunity to apply their knowledge in the detection and resolution of
problems, putting in practice design techniques focused on people and offering real solutions that can be
implemented through the use of Deusto FabLab. The proposed solutions will therefore help to improve the
autonomy of the residents of Etxegoki, but they could also be applied in other centers with fewer technological
resources managed by Fekoor, making Etxegoki an example of good practices.

Objective of the training
Improvement of the daily life of the residents of Etxegoki analyzing its daily problems (knowledge provided by
Etxegoki, Fekoor and the Deusto Design Research Group) through the realization of prototypes using
knowledge of digital manufacturing.
The learning objectives / goals are:
. Development of prototypes / functional solution (Products or physical devices)
. Self-learning techniques and prototyping tools.
. Management of the design process.
. Maker approach to problem solving.

Disciplinary domains

. Prototyping
. Industrial Design
. Product Design
. Engineering
. Social Innovation
. Design for All

Hours and ECTS

Course A: 6 ECTS (150 hours)
Course B: 6 ECTS (150 hours)

Attendance (%)

80% of attendance according to Deusto University criteria

Relation with the EQF

The proposed training responds to level 6 of the EQF, since the module requires specific advanced knowledge
as well as an autonomous understanding of the problem to be solved.
In relation to the abilities; Students must deepen their knowledge of innovative prototyping tools, addressing
problems in a specific area of specialization.
Finally, in relation to responsibility and autonomy, it will be the responsibility of the students, guided by the
teachers, to implement a decision-making process.

Period
implementation

of Course A: September 2018 - January 2019
Course B: February 2019 - June 2019

Implementing partners
(official partners)

. University of Deusto (Industrial Design Engineering Degree and Deusto Design Research Group)
. Deusto FabLab
. Fekoor ((People with physical and/or organic disabilities in Bizkaia)
. Etxegoki Residence (Residents and staff members)

External
organizations

To be defined. The training could be completed with the participation as observers of external agents such as
the administration (City Council or Provincial Council) as well as organizations related to the subject of training.

Locations

Training will be delivered in the Faculty of Engineering at Deusto University and in the Deusto Fablab facilities.
The training includes visits to stakeholders facilities (Fekoor and Etxegoki).

Learning assessment . Practical works in which the mastery of digital manufacturing tools is demonstrated.
and final assessment
. Project intermediate deliverables
. Use of digital fabrication techniques.
. Technical deliverables and documentation.
. Intermediate and final review
. Products/project evaluation (both internal and external (By Etxegoki))
Name and qualification To be defined
of the course Director

