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INTRODUCTION

In these learning spaces, the teaching and learning philosophy of the
institution has been adapted to a design-method approach. The latter
provides an environment that enables the participants to accomplish
collaborative active learning, considering interaction and social
engagement as two key factors of the process. A number of studies
have linked learning spaces with better retention of information,
improving solving skills and attitudes, and especially the decrease of
failure rates of students, which were reduced by nearly three times
compared to a traditional learning experience (Oblinger, 2005).
On the other hand, participatory design experiences refer to a
system where design and social sciences work together for a greater
purpose. This creates a safe environment for people to express and
proactively participate in the development of the design process. The
working environment in this design is based on networking instead of
hierarchies, involving the direct participation of all stakeholders in the
progress. As a result of this experience, the outcomes will be more
accurate and more valuable to the targets who will ultimately benefit
from it (Frascara, 2005).
The current project consisted in the development of a learning
experience centered in the participatory design approach. This
approach was applied to develop a workshop in cooperation with the
Bibliothek Südvorstadt “Walter Hofmann” for teenagers and librarians.
In the following pages the process regarding different stages (i.e.,
purpose, conception, methods, prototyping process and observations
from the experience) of the workshop will be explained in detail, as
well as some design proposals for further use in the library space.
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The development of technologies such as the Internet combined with
the constant evolution of human needs has created a bigger necessity
to understand, re-evaluate and re-design learning environments. In
this sense, this evolution has called for a shift from the traditional way
of learning to a more inclusive and participatory one. For instance,
instead of having a teacher that leads a classroom, the group - as
a team - works and shares valuable knowledge to create a more
accurate and assertive solution to a given problem.

Participatory
Design

IMG 003

Before going into detail about the workshop, it is important to
explain the basic concept of Participatory Design.
Participatory design is an approach to design that attempts to
actively involve the people who are being served through design
in the process to help ensure that the designed product/service
meets their needs. Its origins are generally traced back to work
done with trade unions in several Scandinavian countries in the
1960s and 1970s. Participatory design attempts to involve those
who will become the “users” throughout the design development
process to the extent that this is possible. A key characteristic
of the participatory design zone is the use of physical artifacts
as thinking tools throughout the process, common among
the methods emanating from the research-led Scandinavian
tradition (Sanders, 2008). It emphasizes the direct and active
participation of all stakeholders in the design development
process. This makes the deliverables of design more meaningful
to the people who will ultimately benefit from them (Sanders,
2002). In our context, the main stakeholders are teenagers and
libarians in Leipzig Südstadtbibliothek.
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1.1

MISSION OF THE PROJECT

2

2.2
Teenager : Target Group

KAROLIN SCHUTZ · FEMALE · 14 YEARS OLD · TIME BUDGET: 4 HRS PER WEEK

Goal Of The Project

IMG 005

Our mission was to apply Participatory
Design in order to bridge between
the library and the teenagers to
understand the current challenges
and to create potential solutions.
A number of teenagers and library
staff were invited to participate in a
workshop we designed for them, to
help the staff observe the dynamics
between the teenagers and the library.
It is our aim for the teenager to reflect
on their own experience in the library,
and generate ideas and scenarios
for what it could be. They were the
designers of their own ‘Youth Room’.
We wanted to challenge the usual
understanding of the space (library)
and collaborate with the youth to
figure out ways to make it an attractive
place for collecting knowledge and
building social interactions.

Previous knowledge:

Frustrations:

She knows how a library
works and feels like,
but doesn’t use
it regularly.

She would like to spend
more time with her friends.
She feels pressure from
her parents and teachers
to have good scores
at school. She wants
to have more money
to spend on different
activities and to buy
more books.

Learning experiences:

She goes to the Gymnasium
(9th grade) and follows
various YouTube channels
that talk about specific
topics she is interested in.
Media usage:

She has a Smartphone
(Android), a Kindle,
and an old Apple laptop
that used to be her dad’s
laptop. She has profile
accounts on Snapchat,
Facebook, and Vsco.
Bio: Karolin has been living in Leipzig for 5 years

after her parents moved there. She lives in a flat,
pretty close to her school, with her parents
and a little brother (Tom: 6 years old).
She reads every night before going to sleep.
On her free time, she enjoys playing guitar
alone at home, and meet with her group
of friends, with whom she can talk openly
and visit “Vintage second-hand” stores.
“MY FAVORITE BOOKS ARE:

Interests: She likes
topics related to natural
sciences, physics, and
chemistry. She is curious
about those topics and
follows YouTube channels
to learn more about them.
Motivation: She is a books
lover. The books she
enjoys the most are:
romantic, fantasy
and adventure novels,
artists biographies,
and mangas.
Goals: She wants to

become a Mechanical
Engineer. She wants
to be independent and
travel around the world.

HARRY POTTER SAGA AND SOPHIE’S WORLD”
IMG 006
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Bibliothek Südvorstadt is a Bauhaus
heritage building located in Leipzig.
The building will go through a future
renovation plan, which gives the
opportunity to the library to give a new
form and function to the space. One of
the aims of the renovation is to attract
more youth to visit and use the library.
Therefore the library collaborated with
us ‘The Participatory Design Class’ to
find design solutions and proposals
for what will be ‘The Youth Room’.

2.1

THE WORKSHOP
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3.1

3.2

The activities and timings were:

Condition,
Challenges

Structure Of The
Workshop

Knowing each other:
Name-tag
Expected: 10 min / Result: 0 min

The general challenge of the workshop was to gain an understanding
on the stakeholders, the teenage youth and library workers. The
future renovation plans of the library Südvorstadt open an opportunity to
work with them to create a concept of ‘Youth Room‘ that would be
considered to increase the interest of youth visiting the library.

The workshop took place on the
Saturday 13 of January, from 10:00
am until 15:00 pm.

When we started structuring the workshop, the group had to build the
ideas according to various conditions. Time, place, and target group
were already decided; one day for the activities (6 hours long), using
the spaces of the library (especially the one selected to be the future
‘Youth room‘) and working with librarians and a group of teenage
students from a school located on the same area.
The next decisions were based on questions such as: how to talk
to the target group? How to make them participate actively? What kind
of activities are attractive to them? How to manage the time? And what
kind of resources will be needed?

The participants were:
3 employees form the Library
9 Teenagers ( 8 girls and 1 boy)
13 MAID students
Once we start the workshop, it was
imperative to follow the timings, but
the predefined schedule had some
changes while it was on develop.
The outcome was much better than
we planned. We were able to adapt
to the teenager’s timings and to use
more time for the main activities.

Some questions could be answered by brainstorming sessions, where
we defined that the workshop will have three key elements. First, been
empowering for the participants, due to the age gap between the guides
and them, so the teenagers will not feel intimidated. Second, teenagers
experience: the workshop should give us enough information to understand
how they perceive the library. And third, interests: part of the workshop
must show us what are the interests our target group has, for example,
what kind of activities they enjoy the most.

Ice Breaker
Expected: 20 min / Result: 20 min
Spatial Recognition:
Through Treasure Hunting
Expected: 40 min / Result: 20 min
Information Gathering:
About Teenagers’s Hobbies and Interests
Expected: 15 min / Result: 10 min
Ideation time and creativity:
Through Craftwork and Collage
Expected: 25 min / Result: 60 min
Presenting Ideas
Expected: 25 min / Result: 15 min
Lunch time
40 min
Prototype Presentation and Testing
Expected: 30 min / Result: 30 min
Spatial Design
Expected: 40 min / Result: 60 min
Conclusion & Feedback
Expected: 35 min / Result: 15 m

IMG 007

Also, the collaboration with the library was essential. Thanks 		
to a previous visit to the building we could know at first hand how
the user’s experience is and the ways they interact with the place
and the services offered there.

Presentation Speech
Expected: 20 min / Result: 30 min

3.3

Method Of The
Workshop

The final schedule, goals, and methodologies were as follows. The participants were
received with a name-tag already mark with the group number that they were going
to integrate during the workshop. The number was chosen aleatory.

10:00

Presentation Speech

		
Goal Introduction in German and English. To explain and empower the
			participants.
Method Expository
		 Content Introduction to the purpose of the workshop and the teams. The teams
			 are: documentation, prototype and workshop activities.

		

10:30

		

Goal
Method
		 Content
			
			
			
			
			

		

10:50

Ice Breaker
Presentation of ourselves with fast made portraits.
Group dynamic
The group is divided in two and they have to face each other. They will
have 30 seconds to draw the person in front of them without looking at
the paper and write their name and give it to the person.
After the second round each participant will choose one drawing, they
will say their name out loud, where do they come from and explained
their selection.

Treasure Hunting

		
Goal Gaining insights about the space, the experience inside the library and
			 their expectations.
Method Exploratory and Dot-Voting		
		 Content The participants are asked to select a book or media title and then
			 given a time limit of 10 mins to search for it.
			They regroup and share their experiences and point of views about
			
exploring the library space through this activity.
			 Dot Voting to share their preferences and opinions.
		

		
11:30
		
		
Goal
			
		 Method
			
		 Content
			
			
			
			
			

Indoor & Outdoor Activities

		

Lunch Time

12:30

		
13:15
		
		
Goal
			
		 Method
			
		 Content
			
			
			
			

Gather information about their interest to relate the activities they
enjoy to the given space.
Group dynamic / Problem solving oriented / Display examples / 		
Collage and presentation of their space.
The participants are asked to write outdoor and indoor activities they
like on a sheet and place them in 2 different boxes, one for indoor
and one for outdoor activities.
Afterwards, they randomly pick 2 papers from each box and with these
ideas they create a space inspired by the ideas written on the papers.
Then they have to create a collage on a cardboard for presentation.

Poster Making
Encouraging flow of raw ideas on the canvas to build the creative
energy among the participants.
Group orientation and introduction through a sample poster using
stencils, and material provided.
The participants are gathered and a sample poster is demonstrated to
orient them.
They are then handed the material and encouraged to express 		
creativity how they imagine.
The posters are then collected and presented.
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13:45
		
		
Goal
			
Method
		 Content
			
			
			
			
			

		
		
		

14:45

Goal
Method
		 Content
			

Spatial Design

16
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13:25 Seating Space Concepts
		
		
Goal To provide a concept for future library space and seek preferences for
			 unique ideas.
Method Display the concept models / Voting dots / Sharing preferences with
			 the group.
Content The final scaled models of seating concepts are proposed and 		
			 explained to the group.
			
The models are then dot-voted and preferences are discussed and
			recorded.

IMG 008

Get insights about the possibilities of spatial distribution and the
artifacts needed to create the appropriate place for the teenagers.
Cooperative - The designers are facilitators.
The whole group is divided in three, each group includes three 		
teenagers and one employee from the library. Big sheet
of paper were provided with a sketch of the basic layout from the given
space, and they must fill it with the furniture and artifacts they would
like inside the room. The idea can be presented in simple sketches or
shapes made with paper.

Closure & Feedback
Thank and receive feedback.
Expository and cooperative.
Show the pictures taken during the activity.
Complete a survey in order to get feedback from the workshop.
IMG 009

Impressions
from the workshop
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IMG 010 - 011

Methodology
Summary

To collect data and know the context everybody visited the library
beforehand. Additionally we gained some data from the participants
including their age, gender and number as well as some general
information about the library. Based on this data the workshop
schedule and the observation sheet was designed.

The workshop started with a presentation speech to introduce the
purpose of the workshop and activities with an exploratory method.
Observers as bystanders oberserved the reactions of participants.

Then the teenagers regrouped and shared their experiences and points
of views about exploring the library space through this activity. With the
help of dot-voting they shared their preferences and opinions.
To gather information about the interests and activities they enjoy in a
learning space, the facilitators asked participants to write down their
favorite indoor and outdoor activities. After that, there was an ideation
phase to make the users’ favorite interest implementable on the library
space. At first participants were confused how to start, but then the
active observation comes to action. One of the observers took part in
the activity and helped the participants to visualize their ideas and
get a close comprehension at the same time. The two other observers
moved around the teams to find out more about the interaction between
participants, workers and facilitators and how they used the materials.
Then the participants started to present their ideas and they took
note of others reactions. Coming after, the prototyping team used
cooperative methods for the self-reflection and creative exploration of
the teenagers. In this part workers and facilitators did not participate.

The workshop team used a group dynamic method as an ice breaker. In
this step the observation continued in a passive mode. Some observers
did take part in the introductory round. Through that teenagers seemed
more comfortable and eager to continue. Then the facilitators and
the stakeholers started to introduce themselves to break the ice. The
workshop continued with the treasure hunting in which the exploratory
and dot-voting methods are used in. In this part the observers needed
to follow the participants to comprehend the details of the activity and
take some photos of the process of finding the media by teenagers.
They try not to interrupt the teenagers because with their presence the
teenagers may act differently.

The Observers apperceive the excitement and how the activity warmed
up the teenagers for the next step that was the implementation of ideas
with a cooperative method. The participants had some ideas that they
were not able to visualize, so the observers used it as an opportunity
to go into the cooperative method by taking part in drawing their ideas
inspired by favorite activities. The final part was the conclusion and
feedback, with the help of expository and cooperative methods. Many
feedbacks were received. After presenting the final ideas, pictures that
were taken during the workshop, were shown to the participants and
observers continued to take notes from the reaction of participants
after seeing the result of workshop.

On the day of the workshop the observation team was divided in three
focus points. So they observed either facilitators, workers or youth
participants. Two observers used passive observation and were in
bystander roles. The other one used a participatory observation and
changed the role between a passive observer or taking part in a group
to seek a better comprehension of participants. The time for each
activity was also controlled by us observers.
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4.1

from

documentation team

Evaluation of the Workshop

4

4.2

Results
of the observation

1.

Workshop schedule

2.

General information
Observation target
Description of the place

3.

description of people in workshop
role
age
relationships description
gender
number

4.

Workshop process
Duration
Media
Methods
General mood

5.

workshop activities in separate pages
content
method
time (expected and actual)
type of media used in workshop
the flow of activity
how the people feel during the activity
and how they feel after the activity
notes
results (interaction, reactions, misunderstandings)

So the observation sheet with both quantitative and qualitative
methods, has two parts of descriptive and selective observation.
With the help of the descriptive method, observers are not restricted
and prevent from limited observational perspective. That is to say,
there are some reactions and details which are not expected and
not identified in the observation sheet and they are observed during
the workshop. Accordingly there are note blanks in which some
descriptions can supplement the selective part with elaborated issues
in which observers incorporate the flow and feeling of participants
and the medias that are used in each activity. There are some note
parts for adding, if some situations can not be grasped and need
more description. Additionally in the results part for each activity, the
observation of interactions between participants and their reaction
during and after the activity as well as the misunderstanding may
happen, are recorded as a text.
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Based on the workshop schedule, observation of the context, collection
data about participants and the limitation of time, the observation
sheets were prepared. The observers were provided each by a sheet
which consisted of grid of issues which had to be observed during the
workshop to record data which was organized in following parts:

OBSERV
ATIONS

13.01.2018
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Elective WS 17/18

IMG 012 - 013
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Results

It was really important
for the workshop that
everybody were on the same
level and participating in
the activities. This made
the kids more confident
and the workshop a success.

IMG 013

The overall flow of the workshop was really good, with no problems
that could compromise the activities. Everybody were really
participative the whole time and contributed to its success.
As seen on the chart (at the end of this chapter), all the parts of the
workshop performed well. The level of complexity of the activities
was appropriate and the stress was mostly related with the kids
being a little shy sometimes. In general, people felt comfortable,
as well as interested in what was going on.
Next, we will explain activity by activity the results of the workshop.
IMG 014

Introducing the workshop
Before the workshop’s beginning, name tags
were distributed, which was a good start as
it surprised the children by realising that
the workshop holders knew their names.
It helped building up confidence that was
increased during the whole workshop.
To start the workshop, Barbara and
Christine spoke really well and introduced
what that day was about.
The kids were still very shy and quiet but
paying close attention to what the girls were
saying. They did not ask any questions or
made any comments, even when they were
given the chance to do it. Calling them the
designers of the workshop made them smile
and maybe feel special.

Presenting ourselves
This was definitely the funniest part of
the workshop, when everybody (workers,
students, and facilitators) participated.
The goal of that activity was to “break the ice”
and it did it perfectly. As everybody should
draw someone else without looking at the
paper, everybody were on the same artistic
level, there were no good or bad, just a lot
of laugh with the funny portraits. This took
off all the pressure and anxiety that the kids
might have had about that day.
At the end, everybody should choose their
favorite drawing and explain why. The
workers and facilitators started talking in
order to make the kids more comfortable and
confident. It was a really good surprise that
the language was not a problem, as the kids
could speak and understand English perfectly,
but also they could speak in German and that
was not a problem for the facilitators.

28

Ideation Time
Probably the most creative activity in terms
of output. In that sense, the previous activity
was crucial. As the objectives were not said
before, the kids were surprised with the
task to mix the activities they liked the most
with the library. Divided in three groups,
they should do a collage, to express this new
place. Finally being able to work in groups,
the kids and workers had a lot to do, since
looking for images and materials to use
on to collage to cutting, pasting, drawing.
Everyone was very excited about this activity,

as they could be as creative as they wanted
to create a good space. Each group had
a worker to help and guide them when
needed, some of them were just assisting
the kids, others were also participating
on the decision making of the project.
The facilitators also helped the groups
as they had a more accurate view for
aesthetics, but always letting the kids lead
the actions. The activity went really well the
whole time, with everybody participating.

IMG 015

wanted would be better if there were more
signs and not only verbal language.

Information Gathering
This was a really calm activity, as they
should only think and write 4 activities
(2 outdoors, 2 indoors) they liked.
The kids were really quite, but still talked
to the workers, that were sitting with them
on the tables, to make sure they understood
the question. Some of the kids were talking
to each other to have more ideas of activities
they could write, once again they showed
the ability to team up even when they were
not asked to do so.

IMG 017
IMG 016
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Treasure Hunting
At this activity, the kids should look for some
type of media in the library facilities. Each
one had a mission. The goal was to identify
possible problems on that issue and get
feedback from the children to get important
insights. Three of the kids could not find the
specific media on time, but they were helping
each other as they could, and also asking for
the help of the workers of the library.
At the end, they should answer some
questions about the activity and the media
that they found.
The kids discussed about the questions,
showing that they preferred team work, but
each one answered alone. Here, all of the
kids answered that they would prefer to use
the media outside the library, mostly at their
homes, for time and comfort reasons, but
also in the park, when summer. Also, they
said that the experience of finding what they

Jungbrary
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Raum der Träume, space where it is possible
to do many activities, such as painting,
gardening, or working with wood; and
Activity Mountain, a huge place where people
could practice sports or swim in a lake.
This activity made fun for the kids not only to
tell what they would like to see in a library,
but also what other incredible and impossible
ideas they had, that could somehow help to
deliver to them a better place.

Prototype
After lunch, another activity. Maybe this was
a problem at the beginning because the kids
were a lit bit slow after eating and having a
break. But the activity, which seamed a little
abstract for the kids, had really good results,
even though they were confused during the
explanation of why they should create those
posters. In general, they had a lot of fun
in the short time they had to do it and they
were really happy to know that the idea was
to leave the poster exhibited in the library,
because of that, no facilitator or worker
could help the kids, as the work should be
done just by them.

Activity Mountain

IMG 018
IMG 022

Raum der Träume

The second part of the prototyping phase
was very interesting as it introduced the
kids to some new concepts of sitting. As the
facilitators were explaining the models, the
kids looked a little confused and needed
some help from the workers to explain
better in German. Then, they voted for the
ones they liked the best, but without talking
much to each other and, later, to explain
their choices. The kids liked more the “Cave
idea” where the user could sit inside and be
alone to read or listen to music. Please see
more about the prototyping part on page
34ff.
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Presenting the ideas
At this point, the kids should present their
work. Not all of them were really open to
talk, but still they could manage to do it
in German, which was fine because the
important is that they participate.
The collages were really beautiful and had
insights about the library and the kid’s
needs and desires for it. The kids had to give
names to their creations. The spaces were:
Jungbrary, a library with comfortable places
to read and a lot of green areas, feature
present in all the collages;
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WORKSHOP TIMELINE

1. How was the flow of the activity?

efficiency
speed

complexity
pace

stress
clarity

IMG 023

2. How did the people feel during the activity?

warmth
loudness

comfort
certitude

excitement
interest

After everybody finished, they presented
the spaces created with a lot of interesting
ideas. Then there was a discussion and the
kids were asked to say what they thought
there should be in the library. The kids
would like to have a happier and cozy place,
with more colors on the walls and shelves.
Also more separated places to sit and enjoy
a book with good light, like hammocks for
example.
One of the most important thing is to be an
open place, with big windows and green areas.

3. How did the people feel after the activity?

happiness

satisfaction

excitement

IMG 025

Space Intervention
The final activity was also a really long one,
but with a lot of space for creativity. The
kids had to redesign the room where they
spent the whole day. At the beginning it
was really complicated for them to plan the
place, which made the activity take some
more time to start flowing better. After the
workers explained some things again in
German, everybody started discussing what
they do and how.
Some kids stood up and walked around the
room to analyze the space, as they spent the
whole day there, they knew it really well.
During the development of the projects, also
divided in three groups, the kids had the
help from the facilitators and the workers.
Some groups preferred drawing on separate
papers and then pasting the elements on the
big board. Other preferred using 3D models
as shown in the Prototype phase. Although it
was a challenge to concentrate and not
being tired after all the activities, everybody
was giving their best and putting a lot of
effort on what they were doing. There was
also a slide presentation going on the
beamer, but few people actually looked
at it for reference. There could may have
had a better way to show those inputs.

33

32

sh

op

VISUAL EVALUATION OF THE WORKSHOP ACCORDING TO THE PHASE

Conclusion & Feedback
At the end of the day, people were extremely
satisfied with the results and the way the
workshop took place. It was important
for the facilitators and workers that the
kids (or designers) had fun during the day,

IMG 024

as is it was extremely important for the
library to get feedback and insights from
them. Everybody were happy to see the
pictures of the day right after the workshop
ended.

prototyping team
from

PROTOTYPING

As every successful Participatory Design project, this workshop
incorporated a session for prototyping to realize and manifest the
concepts for a richer experience and better results. The session
included direct involvement of the participants to visualize and bring
forward their choices and preferences for the space, in a manner that
would empower their imagination and fuel their enthusiasm during the
workshop.
To make this possible, the team was involved in multiple preparatory
activities to understand the objective at hand with the participants in
mind. Intensive research and brainstorming sessions were conducted
under the guided supervision of the instructors - Jördis Dörner &
Jennifer Schubert.
The classroom sessions included in-depth understanding of the
learning spaces to bring context to the objective. Personas were
built to get a clear vision of the users that we were co-creating with.
Moreover, to consolidate all research and studies, the team, along with
the class, made a study trip to the Bibliothek Südvorstadt, Leipzig on
December 8, 2017. Other state libraries were also visited to capture the
essence of learning spaces for youth in libraries. This trip grounded
the ideas and concepts discussed and boosted the momentum of the
team.
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5

5.1

Concept

The first ideation phase yielded
multiple concepts for seating and
experiencing the youth space in
library. The ideas were sketched and
further refined based on the insights.
The first concept was based on the
idea of a radical seating space,
that offered a new way of seating
and experiencing reading books in
the library. During the research,
it was understood that the youth
in context were attracted to and
enjoyed unconventional mediums
of expression and thoughts. Hence,
it was decided within the team to
explore this area to challenge the
traditional ways of seating in the
library.
The sketching of some of the concepts
during brainstorming led us to explore
the possibilities of using a half-pipe
design for sitting.

The first concept stage led to the
first final concept, as seen on the
right. Herein, it was decided to build
upon the half-pipe design, to offer a
harmony of enclosed and open seating
space. The idea was to give the youth a
possibility of a secure enclosed space
that would be interactive with the
rest of the space. Its organic shape
and lines give the sense of calm and
comfort, when one would want to
have some personal space within the
library to immerse themselves in the
literature.

37
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After thorough research and rich
insights, the prototyping team set
forward with the development of the
concepts for implementation during
the workshop day.

The second concept was generated
based on the other key insights that
were discovered during the research
study. It was found that the youth in
context were ideally adventurous and
liked a sense of challenge.
Finally, the two insights gained
above were incorporated, and a
seating concept that was inspired by
hammocks was realized. This seating
space gave the users a possibility
climb to different sections of the
structure and enjoy their books in a
leisurely manner.

IMG 026
IMG 029

The stock coloring material was first
sourced and then empowering words,
such as FAITH, BELIEVE, HOPE,
PEACE were incorporated in various
fonts to make stencils, which would
provide momentum to the prototyping
session.
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For the third and the final prototype,
the team brainstormed to capture
the users intent within the process of
designing the space. The team wanted
to elicit creativity and expression
through co-creation. This concept
was realized by including a session
of creating posters from provided
stencils and material.

IMG 032

The main idea behind this exercise
of co-creating the posters was to
allow for a free expression of the
young participants’ thoughts and
imaginations via colors, shapes and
words cut out in stencils. These
posters were then proposed to be
displayed within the youth library
space.

IMG 033

IMG 030
IMG 031

5.2

Implementation

All the material was planned and
arranged on the tables and the space
was prepared for the participants to
use.
It was planned that a short
introduction would be provided to the
participants by the prototyping team
and one of the members would give
a quick demonstration of the postermaking activity to ensure clarity of
communication within the brief time
allotted.

The poster-making activity was
soon followed by the display and
explanation of the prototype concepts.
The participants were provided with
two blue dot stickers and were asked
to award those to the concept model
they preferred the most. They could
allot both stickers to either of them, or
award them to one each.
This voting activity was planned in
order to gain quantitative feedback
from the participants to conclude on
the evaluation of the concept models.
After providing a brief moment to
vote for the preferred model concept,
the participants were encouraged
to discuss their choices and provide
qualitative feedback to improve and
refine the ideas.

After the introduction and the
demonstration, the participants
were timed to complete the activity
under the most minimal guidance to
encourage creativity and expression.

IMG 034
IMG 038
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The time slot chosen for the
implementation of the prototyping
session was from 13:15 - 13:30 on
the day of workshop in Leipzig. The
session took place after the lunch
when the participants and the team
gathered back in the youth space.
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Evaluation

Soon after the prototyping session
concluded, the feedback and the
observations were recorded from the
participants in detail.

The overall feedback of the workers
was consistent with the feedback from
the youth, in sense that they found
the first seating concept provided a
good balance between privacy and
openness - a space within a space.

The total number of participants
taking part in the voting activity were
10. Which comprised of 7 young
participants and 3 library workers.
From this, it was learned that the
participants preferred the first seating
concept as it was awarded 11 votes,
over the second seating concept which
was awarded 9 votes.
The overall feedback of the seating
concepts was nearly equally divided,
with almost each participant
preferring both the concepts.
They found the first seating concept to
be more of an expression of comfort
and privacy, and the second seating
concept to be inclined towards
adventure, movement and interaction
with other youths using the space.
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5.3

And they expressed that the second
seating concept incorporated a sense
of adventure, but it did raise some
concerns for the safety of the youth
using it.
The valuable feedback from the
youth and workers was duly recorded
and later compiled and discussed
in the closing class session with
the instructors of this course to
understand and improve the concepts.

IMG 040

In conclusion, the prototyping
activities provided a good fuel for
imagination and boosted the creativity
of the participants for the following
activity of the workshop day.
IMG 041

IMG 042

mood board
from
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IDEAS AND DESIGN

Christine Wildermann

6

With the insights gathered from the workshop we managed to create
a list of the key aspects the space should have. The created list
contained the following aspects:

hammocks, seats, beanbag chairs, nature, separated spaces, round,
organic shelves and furniture, bright (but prettier) lights for the space,
TV screen, games console, sofa, computers, bright/warm colors &
white spaces

On the top of the list was the link with nature, therefore this board of
images present samples on how to apply the concept of nature in space
intervention. By intervening not only the furniture but also the lightning
the space can have a new fresher look that would attract the audience.
Using semi-circular shaped shelves can also tackle another aspect of
the list, which was having both a private space and a space to socialize,
the same shape might be used as desks for the computers, which
were also one of their needs. Regarding the sitting areas, the use of
comfortable furniture that allows the user to relax and decide the
position they want to be, could make the experience more attractive
and enjoyable.
IMG 043(multiple sources)
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Using Members Drawings
for Shelves Signs
The teenage members of the
library can design the sign for
categorising shelves. This sign
should be changed every week.

mood board

from

IMG 046

IMG 044

Having Sport Activities in the Library
Wall climbing is a good indoor activity
that can be implemented in the library
space.

IMG 045

Individual VIP Reading Spaces
This space is targeted for members
who need more calmness for reading.
They can get stars on their card and
use this space.

Mahsa Pouladi

Other Ideas
Also the members can illustrate the
books they read on the library display
in the corridors. Every week a new
illustration is hanged.
The members can invite others to
read the books they love. They can
recommend them by sticking some
notes or signs on the shelve.

CONCLUSION & REFLECTION

Through this experience of workshop, we learn how to generate tools
for collecting thoughts of our target group. This thoughts are mapped
to have a deeper look of their user experience. Through the activities
in the workshop, we collect some implicit insights of their interaction
with the library.
We as the observer of the workshop, including its preparation and the
aftermath, were led to the conclusion that the workshop succesfully
meet the goal of the program. Within the feedback of the activities, we
also collect some small notes, that maybe wasn’t visible during the
workshop day.

Through this direct practice of Participatory Design, we as the design
students, gained knowledge both in theory and practice of co-design.
It was effectively putting us in the point of view of our customer, in
this case the teenager, in which we are not able to understand directly
unless this technique was being used.

documenatation team

During the workshop both of the participants and the librarians could
understand all the instruction given by the facilitator clearly. The
timing of each activities was also within the framework of the planned
schedule. It is also important to notice that the atmosphere during the
workshop was also good overall, that the kids despite big number of
the facilitator still showed comfort during the workshop.

from

The introduction in both English and German led to an ice breaking
moment and increasement of self confindence within the teenagers,
due to unperfect language ability from both sides. In the ice breaking
programm of “portrait sketching”, the teenager were confidence to
introduce their drawings in both languages.
The activity “treasure hunting” succesfully led both of the facilitator
and librarians to discover some lacks in the library marking system
and also some unexpected hints from the participants, such as “why
some of them found the media much more quicker then the other”
or “which part of marking are most visible” and a lot more. During
this activities, we also observed and found some moment, where the
librarians themselve couldn’t find the media as well. The dot votation
was done to collect feedback from the activity allowed us to know their
experience of the media using in the library. Although the participants
provided detailed answer to the question if they prefer to use the media
in the library or outside the library, the facilitator did not have the
chance to ask them any further about the deeper statement of their
provided answers.
In the next session of gathering interests about indoor and outdoor
activities, which led to the next activities of collaging the 2 randomly
chosen activities in a room, offered also detailed insight about how
much tool should the facilitator aid during such a creative workshop.
After the participants (devided in 3 groups, each of the group had one

librarian as an attendant) got the theme from randomly chosen words
for indoor and outdoor activities, the search for the right image for the
collage began. Each of the group got a stack of magazines they can
use from the collage. From this task we noted some point for small
improvement : the magazines should be chosen before so the stack
would not be too much and maybe also filtering the image based on
the theme, colour, texture, etc.
It was also interesting too observe the interaction between the
librarians and the teenager which also led to different types of collage
results.
Prototyping was the next activities of the workshop, gained success to
insights of the participants expectations about seats possibilities in a
library. From two opposite prototypes from the prototyping group (IMG
032 p.41) we collected information about the participants vivid opinions
and visions about seating in library.
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Impressions
from Dessau Design Schau
(Feb. 2018)
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