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1. CO-DESIGNING THE TRAINING PROGRAMME 

 

1.1 Aim  

The aim of the London workshop was to develop Training Prototypes to pilot learning 

and knowledge exchange in the open design and manufacture context.   

The output of the workshop was 4 briefing documents containing specific training 

programmes which will be tested in the 4 territorial nodes of the alliance starting 

from Autumn 2018.  

This document reports on the process applied during the co-design workshop 

organized in London on January, 15-17, and hosted by the University of the Arts 

London. 

It documents a range of strategies and considerations for curriculum planning and 

delivery in an OD&M context. It also includes considerations lifted and extrapolated 

from the co-design workshop such as training content and methods, accreditation 

and assessment strategies.  

Timelines, modalities for subscription, expected learning outcomes are detailed in 

the individual challenge briefs. These are informed by a common lexicon and the 

strategies that emerged from the workshop. A template for the training documents 

is included in Appendix A.  

 

1.2 Method 

The London workshop was structured through 4 co-design sessions over 3 days that 

focused on building a common lexicon, understanding of salience in open design and 

manufacture curriculum, definition of learning attributes and learning gain with the 

intention of developing how this can be applied in the OD&M paradigm.  

 

1.3 Session 1: Common lexicon  

Session 1 focused on building a common lexicon. The session was structured in 2 

parts:  

1. Endorsement and learning recognition 

2. Profiling learners and stakeholders 



 

 

1.3.1 Endorsement and learning recognition 

Utilizing the country report, a learning endorsement framework was introduced in 

order to begin to develop a common lexicon across the consortium (Appendix B).  

A common endorsement framework is essential when recognizing the learning aims 

and learning gain of participants in an Open Design and Manufacture learning 

challenge. Such a framework offers comparability across challenges and territorial 

contexts. But, it is also necessary that such a measure is adaptable and agile enough 

for employment across the 3 sectors of HEI, industry and maker encompassing formal 

educational contexts that are subject to strict quality assurance measures, and non-

formal contexts facilitating lifelong learning and professional development contexts.  

The endorsement framework introduced offers the potential to define the language 

of learning outcomes (recognition of learning gain) and potentially contributes 

towards the development of the badging function planned for integration in the 

OD&M Platform. The design of the Recognizing Enterprise and Experiential Based 
Learning endorsement framework (Appendix B) is informed by the European 

Qualifications Framework for Lifelong Learning and the European Qualifications 

Framework (EQF). 

In the first exercise, skills, competencies and the learning context in which they were 

developed i.e. formal and non-formal contexts documented in the findings of the 

country report (D3.1) were considered through the lens of the endorsement 

framework.  

Mixed teams addressed the questions: 

• Can we endorse the learning of skills and competencies developed through 

formal and non-formal methods using the language of the framework?  

• Does the scope and language of the endorsement framework accommodate 

the skills, competencies and capabilities expected of a participant in  OD&M 

challenges? 

• Can we ultimately recognize learning gain?  

Overall, the consortium recognized value in the framework. The task of interrogating 

the suitability of the framework for learning recognition within OD&M was, however, 

somewhat challenging in a short session. 168 descriptors have been developed to 

articulate different types of learning and this was a little overwhelming for 

participants to negotiate in the time allocated. Despite this, the exercise was 

considered useful to familiarize participants with the language and structure of the 

framework and to expose participants to the complexities of learning recognition 

across diverse contexts. From the endorsement framework descriptors, a number 

were selected by participants to align with different skills and competencies that they 

recognized from their research and experience. The plurality in the application of the 

individual endorsement descriptions indicates flexibility in the recognition 



 

 

framework but also highlights the complexity and subjectivity of academic judgment 

when recognizing learning gain in the diversity of the OD&M challenge contexts.  

A plurality of different skills, competencies and knowledge can be recognized in a 

single learning activity. This suggests that a model of assessment and recognition that 

takes a holistic view of the learners’ experience - as opposed to elemental, or 

compartmentalized models of assessment - may be most applicable in the OD&M 

context. For example, portfolio review that documents process in undertaking a 

‘learning challenge’ in its entirety, as opposed to elemental tasks and exercises might 

be the best way to evidence the learners’ experience. A Holistic Assessment may be 

made up of a number of different tasks allowing for differentiation of learning gain 

accreditation across specific skills, competencies and attitudes demonstrated within 

a learning journey fostered by an OD&M challenge. This model of review and 

endorsement emphasises the importance of performance in an activity or challenge 

as a whole and recognises the interdependence of all the assessment elements. All 

activity in a learning challenge can be considered as one over-arching judgement of 

learning gain whilst specific evidence within the portfolio can indicate specific 

learning gain against defined descriptors. The challenge, moving forward, is to align 

such a model of recognition with the academic constraints in place across the HEI 

members of the consortium. This model is more flexibly applied in maker or industry 

contexts because they are not subject to the same quality regulation.  

A consideration for Tecnalia, leading on the technical development and functionality 

of the platform, is to build this model of documentation and the facility to evidence 
portfolio-based learning into the platform. This functionality was discussed 

following an initial presentation of the OD&M Platform in development.  

 

 
 



 

 

 
Figure 1 & 2: Examples of learning endorsements aligned with Open Design and 
Manufacture skills and competencies.  

 

1.3.2 Profiling learners and stakeholders 

Part 2 of the first session focused on profiling OD&M learners and stakeholders 

according to the lexicon of skills, competencies and attitudes provided by the learning 

endorsement framework. A series of ‘user’ profiles were lifted from the country 

report. Skills, attributes, attitudes and knowledge were explored in relation to each 

profile.  The profiles were shared and problematized across the consortium. This 

exercise served to build a collective understanding of the range and plurality of 

stakeholders within the OD&M context articulated according to their learning profile 

by the learning endorsement framework. This further tested the potential 

applicability of the framework as a tool to recognize learning gain amongst 

participants of OD&M challenges.  Exploration of users/ learners also established the 

grounding for the backcasting methodology applied in Day 2. 

Outcome: Unanimously across the consortium, softer attributes, attitudes, skills and 

knowledge were identified as salient within the learning profiles.  

When looking at the skills present and the desirable skills to be developed in the user 

profiles, while everyone recognized the need for technical competency and learning, 

the focus orientated towards developing entrepreneurial capacities, developing 

empathic understanding, networking and collaboration strategies, acting as catalysts 

and change agents and developing reflexive capacities. The ability to scope and 



 

 

infrastructure a project by identifying the technical and human resources required to 

meet a challenge was also salient. Business modelling, communication, narration and 

storytelling were also present as leading skills that would be desirable to develop and 

recognize in an OD&M learning experience.    

 

 
 

 
       Figure 3 & 4: OD&M consortium members profiling platform users. 



 

 

1.4 Co-design Session 2: OD&M Vision Backcasting 

The aim of the second session was to define a common vision for the anticipated 

learning gains from OD&M curriculum. A vision backcasting methodology developed 

by Kaos Pilots was utilised to develop curriculum.  Backcasting is a planning method 

that starts with defining desirable future learning and then works backwards to 

identify programs that will connect that specified future vision to the present. This 

framework is “conceived to allow participants to develop any educational program, 

learning strategy or curricular framework of any length for any vocation that aspires 

to deliver equally and authentically on not only skills and knowledge, but also 

attitudinal and mind set necessary for personal growth and development of the 

participants, staff, clients and even the wider community.” (ref?) The output was a 

collective understanding of higher-level/generic OD&M curriculum objectives and 

concerns that sensitized all partners to the curriculum design methodology. The 

methodology is included as Appendix C.  

The OD&M vision(s) developed by 4 mixed1 teams were defined as: 

1. Connect 3 sectors (HEI, industry and maker) to catalyse and support open 

innovation through learning together by doing together. 

2. Shape the future of the 3 sectors through knowledge exchange. 

3. Develop and expand the OD&M paradigm through the inclusive learning 

platform. 

4. Converge different sectors. 

Comparable to the profiling session, the OD&M learning visions summarised in Table 

1 orientated toward the development of skills, competencies and knowledge 

development in contexts of: 

• Empathy building & storytelling. 

• Networking & collaboration. 

• Entrepreneurship & management skills. 

• Experiential inquiry. 

In the majority of instances there was an expectation that those learners participating in an 

OD&M challenge would have some technical competency or prior knowledge. These skills and 

competencies would be developed through participation but there was an assumption that 

some disciplinary competencies would be present entering a learning challenge.   

                                                        

1 Teams included members from different nodes and partner organizations. 



 

 

 

Figure 5: OD&M Vision Backcasting output: An inclusive platform for connection and education to develop and expand the OD&M paradigm. 
Top 5 competencies identified: Empathy; Social Awareness; Engagement; Collaboration; Prototyping. Curriculum should address elements 
of: ethnography; public engagement strategies; design methods in relation to empathy. 



 

 

 

Figure 6: OD&M Vision Backcasting output: Connect 3 sectors to catalyse and support open innovation through learning together by 
doing together. Top competencies identified: Collaboration/ Cooperation; Effectuation; Story Telling; Leaning by Doing; Compromise 
and Prototyping. Curriculum should focus on social/ public innovation; planning and organisation and Making in physical and digital 
contexts 



 

 

 
Figure 2: OD&M Vision Backcasting output: Shaping the future of 3 sectors HEI, Makers and Manufacturing through Knowledge exchange 
and a learning platform. Top competencies identified: Proactivity/ Effectuation; User-centred Design; Empathy; Planning and organization.  

 

 



 

 

Figure 8: OD&M Vision Backcasting output: Top competencies identified: Collaboration; Awareness of Technologies and Processes; Creativity 
and Innovation and Business Knowledge. There was also emphasis placed on knowledge exchange and the transferability of skills in specific 
open learning ecologies.  Curriculum should include technologically orientated content specifically around open source: Management and 
Leadership; Design Strategies and Communication and Narration.  

 



 

 

 

 An inclusive 
platform for 
connection 
and education 
to develop and 
expand the 
OD&M 
paradigm. 

Connect 3 
sectors to 
catalyze and 
support open 
innovation 
through 
learning 
together by 
doing 
together. 

Shaping the 
future of 3 
sectors HEI, 
Makers and 
Manufacturing 
through 
knowledge 
exchange and a 
learning 
platform. 

n/a 

Empathy  X, O  X  
Social Awareness X    
Engagement X, O    
Collaboration/cooperation X X  X 
Prototyping X X   
Effectuation  X X  
Learning by 
Doing/Proactivity 

 X X  

Compromise  X   
Story Telling/ 
Communication and 
Narration 

 X  O 

User-centred Design   X  
Planning and 
Organisation/ 
Management and 
Leadership 

 O X O 

Awareness of 
Technologies and 
Processes 

   X 

Creativity    X 
Innovation and Business 
Knowledge 

   X 

Ethnography O    
Making in Physical and 
Digital Contexts 

 O   

Social/ Public Innovation  O   
Open Source    O 

Table 1: Summary of top competencies (x) and curriculum focus (o) identified within the 
OD&M Vision Backcasting activity 

 

 



 

 

1.5 Co-design Session 3: 4 pilot trainings 

In session 3 the backcasting moved towards addressing territorial challenges and focused on 
developing speculative curriculum for 4 pilot trainings Each partner contributed a challenge 
that was explored in relation to the learning attributes defined in the preceding activities.  

The challenges presented and developed included:  

1. Addressing environmental barriers to mobility through co-design. 
2. Co-designing publics, participation and inclusive community growth. 
3. Designing catalyst agents and new productivity in arts and crafts. 
4. Exploring smart cities through event based learning. 

 

 

Mixed teams comprised of participants from different partner organisations and 
different territorial nodes were formed around the 4 challenge contexts provided by 
HEI participants.  

The groups applied the backcasting methodology to develop the structure and 
content for the 4 OD&M training programmes to be piloted. The following summary 
provides grounds for the challenges to be set and implemented through the platform. 

Figure 9: The OD&M consortium backcasting territorial training programmes. 



 

 

1.5.1 Challenge 1 - Addressing environmental barriers to mobility through co-
design 

Co-design is a salient activity expressed across the 4 trainings. As an activity within a 
training design process its prominence was most evident in the Dusto, UAL and the 
University of Florence training propositions. The function of co-design varied across 
the projects but the skills, competencies and attributes required and obtained 
through co-design are present in all 4 training propositions. Co-design is a well-
established approach to creative practice, particularly within the public sector. It has 
its roots in the participatory design techniques developed in Scandinavia in the 1970s. 
Co-design is often used as an umbrella term for participatory, co-creation and open 
design processes. The role of facilitation (usually undertaken or co-ordinated by 
designers) is an essential component of a successful co-design project. Facilitators 
provide ways for people to engage with each other as well as providing ways to 
communicate, be creative, share insights and test out new ideas. The planning and 
delivery of co-design and participatory activities provides opportunities for the 
development of facilitation skills and capabilities, also collaborative skills, planning 
and management skills. The negotiation and diplomacy that is required in the 
facilitation and delivery of an effective co-design session provides a context through 
which to develop diplomacy and empathy. Co-design, participation and engagement 
is salient across the curriculum and training developed by all partners.  

Key capabilities required/developed within Challenge 1 include: 

• Empathy. 
• Planning and organisation.  
• Collaboration, an ability to stimulate, provoke, encourage, inspire, and 

motivate others. 
• Facilitation, the capacity to facilitate both a project and a holistic view of a 

prescribed activity. 
• Design visualization, which enables communication between various 

disciplines and stakeholders. 
• The capacity to translate ideas from the abstract to the concrete quickly, using 

prototyping skills. 

Example teaching resources:   

• Participatory Design/ Co-design Worksession  
• Human Centred Design  
• Co-design Workshop Resources: Techniques and Methods



 

 

• 

Figure 10: Addressing environmental barriers to mobility through co-design (University of Deusto). The design challenge and aligned 
training is concieved in a context of inclusive design. Through co-design and design sprints, the project will adress mobility issues faced 
by elderly users. The training programme will be structured around a series of research and design sprints and will activate an empathic 
design process carried out in parnership with diverse actors related to the context of mobility. 

 



 

 

1.5.2 Challenge 2 - Co-designing Publics: Participation and inclusive 
community growth through citizen centred innovation 

Public innovation challenges focus on service, social and policy innovation at a local 
level. The aim of public innovation projects is to leverage the synergies between the 
operational objectives of local dutyholders (e.g. local government, social economy 
organizations, and community groups) and the learning objectives of universities 
(especially design universities) to support citizen engagement and collaboration in 
finding place based solutions to local challenges.2 This strategy employs social 
innovation approaches to engage citizens and other societal actors in the co-design 
and co-delivery of some aspects of public services in pursuit of equitable access to 
public goods and improved outcomes for citizens. These 'public and collaborative' 
approaches to service development and delivery (services developed and delivered 
with and by citizens and other agencies) seek to mobilize citizens as 'active 
collaborative people' rather than 'passive individual people', 'service participants' 
rather than 'service users' and recognise citizens as both 'people with needs' and 
'people as assets in meeting their own and each other's needs'. 

Despite the growing interest in the role, objectives and impact of co-design in 
strategic public sector contexts, there is also an acknowledged gap in realizing the 
potential of co-design in such scenarios. Pubic innovation projects seek to address 
that gap and develop co-design capacity, amongst both designers and other involved 
actors, in these contexts. Projects are typically nominated by council officers and 
Heads of Service, or by community organizations, before being designed in 
collaboration with academics so as to be strategically useful to local government and 
at the same time ensuring the ownership of projects and associated outputs go 
beyond local government (amongst the publics they serve), whilst affording learning 
opportunities for the students involved, and other non-academic participants who 
may wish to recognize their learning gain within such projects. Public innovation 
projects are delivered by design students from different disciplinary backgrounds, 
(service design, industrial design, spatial design and product design) working in 
collaboration with council officers, residents and other stakeholders, including third 
sector organisations and businesses. Diverse non-academic (i.e. not university 
students or staff) stakeholders, including residents and third sector service providers, 
contribute their expertise at the same time as gaining insight into design methods 
and processes. In this way, public innovation projects afford experiential learning 
opportunities to all the people involved, at the same time as benefiting from the 
expertise and experiences of these diverse practitioners and participants. Teams are 
typically multi-stakeholder and multi-disciplinary. Collaboration and co-creation with 
end-users of services and stakeholders are central to the work. 

                                                        

2 As a practice developed at UAL: Public Collaboration Lab. 



 

 

Public innovation is differentiated by its primary emphasis on the partnership 
between local government, community groups/social economy organizations and 
design education. Local Government Officers (LGOs) and design students are 
supported by tutors and academic research staff to engage with residents and other 
stakeholders, including third sector organizations and local businesses, via 
participatory design activities including collaborative and creative exploration, 
visualizing and visioning activities delivered in response to challenges defined by local 
government and community groups. 

Participants share knowledge, skills, experience and expertise, working 
collaboratively to address local goals and challenges linked to the co-design and 
prototyping of public service and social innovations. These projects provide 
participants with an opportunity for experimentation and reflection that contributes 
to innovation. Projects are structured around a series of collaborative and 
participatory engagement activities. These ‘events’ are designed so as to include 
diverse actors and perspectives in the co-discovery of insights around a specific issue, 
the co-definition of challenges and opportunities (and prioritization for address), the 
co-development of possible responses/solutions to the opportunities and challenges 
identified and, where possible, the co-delivery of the proposed responses/solutions. 
Within each of these stages of activity iterative prototyping - materialization and 
visualization of proposals and provocations foster engagement and participation. 
Piloting will explore the risks and opportunities associated with the degree of 
openness associated with these stages of the process by seeking to be as ‘open’ as 
possible in the engagement around these ‘hot spot’ activities. 

In an open design context, public innovation projects increase capacity for local 
government to engage and collaborate with residents and other stakeholders. A 
participatory design process engages diverse actors assembled in a process of making 
visible their experiences, concerns and desires in relation to the issues and services 
considered and identifying and prioritizing challenges and opportunities for 
intervention. Also, in collectively visioning new ways of addressing these challenges 
and opportunities. The OD&M platform and its challenges provide the site to develop 
the agency and capacity of the LGO and community stakeholders. It provides an 
opportunity to recognize participation and learning within these stakeholder groups. 
It also provides a context for learning through live challenges, the execution of which 
provides a site for knowledge exchange and service innovation.   

Key capabilities include: 

• Empathy. 
• Research skills to understand the system in which the challenge is situated 

and its impact on individual actors at a human scale. 
• Ability to identify and navigate agendas of actors. 
• Ability to manage contradiction amongst agendas of actors. 



 

 

• Ability to identify and understand interrelations between actors within the 
challenge system. 

• Ability to identify and map assets within the challenge system.  
• Ability to recognize power and agency within the challenge system and 

accommodate and include diverse actors in an equitable manner. 
• Planning and organization. 
• Collaboration, an ability to stimulate, provoke, encourage, inspire, and 

motivate others. 
• Facilitation, the capacity to facilitate both a project and a holistic view of a 

prescribed activity. 
• Design visualization which enables communication between various 

disciplines and stakeholders. 
• The capacity to translate ideas from the abstract to the concrete quickly, using 

prototyping skills. 
• Storytelling and communication. 
• Digital and analogue design skills. 
• Digital and analogue making skills. 
• Ability to conceive and co-create socio-economic models by which 

innovations might be sustained. 

Example Learning Resources:  

• Participatory Design work session  
• DIY Toolkit 
• Human Centred Design 
• Public Collaboration Lab 
• DESIS



 

 

Figure 11: Co-designing Publics: Participation and inclusive community growth through citizen centred innovation. The design challenge and 
aligned training is conceived in a context of public collaboration and citizen centred innovation. This project proposes to bring together design 
students with local people who are starting new social enterprises to co-design and manufacture market stalls so as to exactly meet their needs 
and those of the area. Aligned curriculum will focus on public engagement and co-creation through a co-design process. The process will engage 
all project stakeholders. It will be carried out with third sector partners and London Borough of Camden Council.  

 



 

 

•  

1.5.3 Catalyst agents and new productivity in arts and crafts 

Catalyst agents use design strategies with a focus on traits of empathy, ideation, 
experimentation and networking to innovate new forms of innovation across art, 
craft, maker and open design and innovation contexts.3 The OD&M platform and its 
challenges provides the site to develop this agency, identify who these catalysts are, 
how and what is to be taught. The role of the catalyst is to translate and facilitate 
design observation, insight, meaning, and strategy for all facets of an organization, 
business or initiative. In this role, the agent continuously explores, instigates, 
challenges, and disrupts innovation internally and externally from positions relative 
to the industrial partner – preferably situated within the company in some capacity. 
Engagement and involvement with many different internal and external stakeholders 
is vital to the design-led innovation process guided by this catalyst agent, who is 
continuously and iteratively prototyping solutions and shaping the proposition of the 
industries (artisans/ traditional craft practitioners) that might be engaged in the 
project. In this context of an OD&M challenge the catalyst agent works to understand 
and improve a business, which requires the regular crossing of the 3 contexts— 
Higher Education , industry and making. The frequency with which this role crosses 
the learning-teaching boundary forces the individual embedded as a catalyst to 
digest, reflect on, and understand imparted knowledge with similar regularity.  

The following capabilities are essential to develop in this context: 

• Designer knowledge and skills. 
• Business knowledge and understanding.  
• Cognitive abilities. 
• Customer and stakeholder centricity. 
• Personal qualities. 
• Research knowledge and skills. 

Design Knowledge and Skills: Inherent design knowledge and problem-solving skills 
are an integral part of the catalyst role. There is therefore a perquisite that these 
agents have a prior working understanding of design and innovation practices.  
Design knowledge, skills, tools, abilities, and experience support leadership of 
problem solving sessions. This also helps facilitate audience participation in design 
content generation. Designers have trust in the design process over the outcome, 
which can be startling for those accustomed to pre-determining outcomes before a 

                                                        

3See Design Innovation Catalysts: Education and Impact (Wrigley, 2016). Extrapolated in response to 
workshop discussion and content.  
  



 

 

process has begun. Their knowledge base and experience allows the agent to speak 
from a position of authority regarding design and the overall process. 

 Key capabilities include: 

• Design visualization, which enables communication between various 
disciplines and stakeholders in a company. 

• Visual and verbal creation, manipulation, facilitation, and implementation of 
design tools and processes. 

Business Knowledge and Understanding: The agent must develop a basic 
understanding of key business theory and application concepts including strategy, 
business models, new product development cycles, organizational change, 
entrepreneurship, innovation, and marketing. This basic understanding of business 
processes allows the agent to participate in conversations regarding business 
drivers—such a conversation would not have been possible without it, as these 
business practices and concerns span all areas, levels and departments of the 
company. More specifically, using design knowledge to experiment and prototype 
with traditional business frameworks—such as a business model—requires catalyst 
agents to demonstrate their business understanding.  

Key capabilities include: 

• Knowledge and understanding of key business concepts—including strategy, 
new product development, incremental to radical innovation processes, 
organizational change and entrepreneurial awareness. 

• Competency with business discourse typically used in conjunction with future 
business growth management. 

• An ability to identify business drivers spanning all areas, levels, and 
departments of an organization. 

• An ability to challenge the established assumptions and status quo of the 
business. 

• Understanding of business process and modelling concepts in a variety of 
industries. 

Cognitive Abilities: The ability to think independently, originally and outside the 
box—inherent in designers—is paramount for this agent, allowing them to employ 
creative problem-solving skills collectively. Being able to envisage and understand 
multifaceted, complex problems from multiple perspectives and manoeuvre around 
problem constraints is a necessity. Here design strategy and thinking plays a role. 
These agents are capable of translating ideas from the abstract to the concrete 
quickly using prototyping skills, can re-frame problems spontaneously, and are able 
to map ideas with underlying value propositions against the strategy of the company. 
Here, technical competencies require development within an OD&M challenge.  



 

 

Key capabilities include: 

• An ability to think creatively, independently, and originally. 
• An ability to employ creative problem-solving skills collectively. 
• The capacity to translate ideas from the abstract to the concrete quickly, using 

prototyping skills. 
• An ability to re-frame problems spontaneously. 
• An ability to map ideas with their underlying value propositions against the 

strategy of the company. 
• Adaptability and capacity to converge and diverge quickly and seamlessly on 

ideas. 
• An ability to challenge the fundamental problems and constraints that are 

assumed by companies. 

Stakeholder Centricity: Designers are familiar with being customer centric, as this is 
intertwined in the design process. Here the OD&M agent can uncover latent 
customer needs and values, and bring them to attention. The ability to build genuine 
emotional empathy for stakeholders through the engagement process is essential 
and can be developed through empathic design methodologies.  

Key capabilities include: 

• A shared understanding and vision for growth, and a true passion for the 
organization. 

• Belief in customer values and genuine emotional empathy for stakeholders of 
the business through the engagement process. 

• An ability to prototype and experiment new business models and product and 
service concepts collaboratively with all stakeholders. 

Personal Qualities: The ability to stimulate engagement in stakeholders is a 
necessary skill. To draw out rich information that encourages and inspires others to 
get involved in the design approach and provoke responses is necessary for successful 
collaboration. An open mind and continued optimism is essential and the ability to 
work through effectuation processes where every problem might be reframed as a 
possible opportunity for the organization is essential.  

Key capabilities include: 

• An ability to stimulate, provoke, encourage, inspire, and motivate others. 
• The capacity to facilitate disruptive change internally, from both a project and 

a holistic view of the organization. 
• The presentation of a cheerful and enthusiastic persona, as well as an 

authentic drive to learn; and 



 

 

• The ability to possess and maintain an open mind—a kind of perpetual 
optimism—and the ability to see every problem as a possible opportunity. 

Research Knowledge and Skills: The skills of a researcher allow the catalyst to speak 
from a position of authority. Identification and articulation of latent needs through 
research and then facilitated the co-design process alongside stakeholders to solve 
their problem is an essential consideration. Developing an ability to investigate, 
gather, absorb, and analyse data independently, as well as collectively, is vital for 
develop through an OD&M challenge.  

Key capabilities include: 

• An ability to source credible and relevant knowledge—and understand, 
synthesize and critique such findings towards useful applications within the 
organization; 

• Belief in and commitment to the design-led innovation process over the 
outcome. 

• An ability to investigate, gather, absorb and analyse data independently, as 
well as collectively. 

• The aptitude to generate results, reflect on findings, and disseminate new 
knowledge accordingly, to deliver strategic sustainable change through an 
organization.



 

 

Figure 12: Catalyst agency and new productivity in arts and crafts/ open innovation for traditional manufacturing.  Curriculum structure 
detailed: Co-creation; Design Strategy; Business Innovation; Digital Production; Expanded Markets and  Traditional Sectors. Teaching 
strategies: Networking and Infrastructuring Events.   



 

 

1.5.4 Exploring Smart Cities through event based learning (hackathons) 

In the Polish context, the maker movement and its potential for innovation is in the 

early stages of development. OD&M’s potential for innovation in industry and 

education through knowledge exchange offers many opportunities in the first 

instance as a catalyst agent in developing the paradigm. Strategies employed within 

the maker space were identified as the best means to catalyse innovation and 

establish the knowledge exchange across 3 contexts. Smart Cities have been 

identified as a thematic. Addressing this the hackathon will be utilized as the site for 

learning and knowledge exchange. The hackathon as a site for event based learning 

contributes a learning and teaching strategy that is applicable across the alliance. As 

with co-design, event based learning and dissemination is salient in all challenge 

models proposed across the consortium, be it in the form of a co-design/ 

participatory design session, meetup to present design interventions or generative 

hackathons.  

Considerations when integrating hackathons into the design of the challenge are as 

follows:  

Hackathons are fast-paced events where competitors work in teams to go from an 

idea to working software or hardware within a single day or a weekend and 

demonstrate their creation to a live audience of peers.  

Due to the "fun" and informal nature of such events, they make for excellent informal 

learning platforms that attract a diverse spectrum of students, especially those 

typically uninterested in traditional classroom settings.  

A significant amount of peer-learning takes place in these contexts. Students teaching 

each other how to solve specific challenges and learning new skills through 

collaboration with industry mentors and experts.  

The events would feature mentors from both the university and industry, who 

provide round-the-clock hands-on support, troubleshooting and advice.  

Due to the gamified format of the events, students are heavily motivated to learn 

new skills due to practical applicability and peer interactions rather than merely 

academic metrics.  

Assessment is carried out through observation and participation, the assessor acts 

as both observer and active participant. 

 



 

 

 

Figure 13: The proposed training is structured through a series of event based learning focused around a Smart City thematic. In this 
training, the hackathon becomes the site for learning, teaching and knowledge exchange across the 3 nodes of the alliance. An open call 
for learners to enter the hackathon process is posted. The participants then work through a series of workshops and meetups to deliver 
innovation in the context of the Smart City.    



 

 

1.6 Co-design session 4: Learning arches 

The aim of session 4 was to develop specific modules through the application of 
learning arches and incorporating components identified through the backcasting. 4 
visualizations of the training were developed. These consider how the learning 
experience and collaboration through each challenge might be structured and should 
be utilized in finalising the pilot training. Each project is structured over 10 weeks.  

 

 

 



 

 

 
 
 
 
 
 
 

 

 

Figure 14: Open innovation for traditional manufacturing. Modules: Co-creation; Strategic Design; Business 
Innovation; ICT and Digital Production; Open making; Field work. 3 hotspots: 1) Matchmaking and networking event; 
2) Project workshop; 3) Open innovation matchmaking. 



 

 

 

Figure 15: Co-designing publics training is structured through a process of: Articulation and orientation (Hotspot: Public 
engagement and Brief Definition/ Consensus and agreement); Research (Hotspot Public testing of research); Co-design and 
prototyping (Hot Spot Public analysis of co-design activities); Realisation and delivery; Narration and reflection (Hot spot Sharing 
outputs) and Scale and legacy. Emphasis is placed on team building and the collective articulation of issues as well as stakeholder 
engagement to seed the project before entering into what can be conceived as an orthodox co-design process.  

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

Figure 16: In a context of inclusive design through open and collaborative co-design 
processes. This programme is structured through a process of project framing/ articulation 
and orientation; Consensus and agreement among stakeholders; Research to further 
develop and define the project vision; Concept development through co-design requiring 
competencies in facilitation communication and presentation; Prototyping testing and 
iteration in makerspace and contexts and with end users utilizing design ethnography and 
active listening; Presentation of concepts and Evaluation of demonstrators orientated 
towards scaling - business modelling could be a consideration in the programme here.        



 

 

1.7 Conclusions from the learning arches 

There are commonalities in the structure and strategies presented in each of the 
learning arch curriculum developments:  

• In a ‘pre-project’ phase there is an emphasis on building multi-stakeholder 
teams. This is achieved through various mechanisms. Targeted invitations, 
open calls, project Meetups.  

o How might the planning and organization of this infrastructuring 
phase be recognized as a learning opportunity? What methods, 
learning and teaching strategies might be employed within this phase?  

o How might non-formal learning inform the design and planning within 
such a stage of the process? 

o How might such a call to a project and the construction of teams be 
facilitated within the platform design?    

• Project definition, articulation and orientation events. In all programmes, 
there is a project framing stage. Here briefs/ challenges are defined and 
signed off by all users.  

o What methods, learning and teaching strategies might facilitate this 
activity?  

o How might such decision-making, consensus and sign off 
functionality be facilitated within the platform design  to allow the 
collective articulation of brief/ challenge? 

• Networking and infrastructuring through effectuated methods. All projects 
involve networking events. What learning and teaching strategies can be 
utilized here? How can we learn from the hackathon and meetup practices 
that exist within maker culture to inform these approaches in the training of 
a programme to be piloted within Higher Education.  

• In a similar context, how can established practices in co-design be framed in 
a context of event based learning? 

• Iterative prototyping is present in all programmes. This should utilize the 
prototyping assets across the 3 nodes of the alliance: Tools, Facility and 
Human Resource.    

• Event based dissemination: This is salient in all aspects of the training. Again, 
how can we learn from the hackathon and meetup practices that exist within 
maker culture to inform these approaches? 

• Business modelling: Scale and sustainability in business contexts is salient. 
How might this curriculum be integrated? 

 



 

 

• A question to ask and address in each model of training is what is the project’s 
relationship to OD&M? Why is it open? How open is it? Can we generate a 
statement of openness informed by P2P foundations work? 

• Timeline, learning hours and accreditation need to be considered and 
articulated in each programme too. 

• How do we incentivise engagement and participation?  
• How might learning through the challenge in and among the multitude of 

project/ programme or challenge stakeholders be recognized beyond the HE 
context? 

• How might we recognise learning of non-HE actors within the challenges in 
ways that are meaningful to them?



 

 

 


