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The objective of this research is to demonstrate that co-creative sketching as a part of the 
participatory process has the potential to support the developmental nature of a visual 
communication tool used to promote the exchange of experience. The tool is intended to  
create an informative hub that influences a travellers experience of a location.

Ethnographic research as reflective sketching was conducted in the Tongariro National Park. 
Within this setting reflective sketching located the kitchen and common area of traveller specific 
accommodation as an ideal collaborative environment to conduct participatory design research. 
In this collaborative environment snowboarders and skiers who are aged between 20-30 years 
are identified as the target audience. This specific audience participated in co-creative sessions 
throughout the design process, resulting in the participatory design of the tool.

The design aim of the visual communication tool was to promote the exchange of experience 
between snowboarders and skiers about a specific location. This was achieved by adapting 
generative tools made up of a visual language which supported the word of mouth exchange and 
individual expression. The exchange of experiences was facilitated by co-creative sketching with 
the visual language during a state of play. Playful co-creative sketching supported word of mouth 
dialogue between the snowboarders and skiers in a way that co-created an informative visual 
representation of the dialogue or contextmap. The resulting contextmap represented an image for 
experience which was beyond an individuals conception and made individuals tacit-knowledge 
accessible to audiences within and outside the moment of exchange, creating an informative hub 
which influenced the specific audiences view of experience for a location.

An action research methodology is used during the course of this research, informed by the 
approaches of co-creation, context-mapping and generative tools. These approaches constructed 
a theoretical framework for the participatory development and co-creative sketching of the 
communication tool. This supportive thesis discusses the context, the theoretical concepts 
and provides an in depth account on the research through design process;  the week-by-week 
participatory process undertaken to develop the visual communication tool.

© Luke Pittar 2010. All rights reserved.
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This thesis investigates the use of  
co-creative sketching in participatory design 
methods in the context of travel, specifically 
focusing on the travel activities of snowboarding 
and skiing.

Section 1: Will explain the research objectives 
- what the research is attempting to understand 
through participatory design research. This 
sections will outline the goals and results the 
research achieves. (p. 1)

Section 2: Introduces and explains the context to 
which the research is applied to. Exploring links 
between information seeking, image construction, 
sketching, play and how these relate to travel and 
co-creation via participatory research. (p. 9)

Section 3: Introduces the research question and 
explain how this research question drives an action 
research methodological approach and design 
development of the project. (p. 17) 

Section 4: Expands on the use of an action research 
methodology supplying a detailed week-by-week 
description of the undertakings in the  participatory 
design process needed to reach the final  
design objectives. (p. 43)

Introduction
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Definitions

Action-Research:

“Action research is a participatory process concerned with 
developing practical knowing in the pursuit of worth while 
human purpose. It seeks to bring together action and reflection, 
theory and practice, in participation with others, in the pursuit of 
practical solutions to issues of pressing concern to people, and 
more generally the flourishing of individual persons and their 
communities (Bradbury & Reason, 2007, p. 4).” 

Co-creation: 

 “Participatory design in which all the relevant stakeholders are 
direct participants in the process throughout the entire process. The 
role of the non-designer participants will change throughout the 
process. For example, when the idea has been embodied in a visual 
and semi-functional prototype, the potential end-users would be 
involved in usability testing the prototype rather than doing design 
refinements (Sanders & Van Patter, 2003, p. 15).” 

Context-mapping: 

“A contextmap is an explorer’s map: incomplete, ambiguous, 
diverse. (…) like the proverb ‘the map is not the terrain’, ‘maps 
grow because the traveler adds to it’, ‘maps facilitate discussion and 
planning’, ‘maps are used with other tools 
(Sleeswijk Visser & Stappers, 2006, p. 22).” 

Generative tools: 

“Generative tools” refers to the creation of a shared design 
language that designers/researchers and the stakeholders use to 
communicate visually and directly with each other. The design 
language is generative in the sense that with it, people can express 
an infinite number of ideas through a limited set of stimulus items  
(Sanders & Chan, 2007, p.1).”

Play:

Definition 1; “Play constitutes as training (...) for the serious work 
that life will demand (Huizinga, J, 1970, ).”

Definition 2; “Play is a voluntary activity or occupation executed 
within certain fixed limits of time and place, according to rules 
freely accepted but absolutely binding, having its aim in itself and 
accompanied by a feeling of tension, joy, and the consciousness that 
is ‘different’ from ‘ordinary life’(Huizinga, 1970, p. 47).”

Sketching: 

Definition 1; “Because the design problem it’s self is ill-defined and 
ill-structured, another key feature of design sketches is that they 
assist problem structuring through solution attempts (prototypes) 
We have seen that sketches in corporate not only drawings of 
tentative solution concepts but also numbers, symbols and text as 
the designer relates what he knows of the design problem to an 
emerging solutions (Cross N, 2006, p. 37).

Definition 2; “Drawings, diagrams and sketches are aids to internal 
thinking as well as aids to communicate idea and instructions to 
others (ibid).

Travel: 

To make a journey; to go from one place to another; to  
journey (Travel, 1989).  

Tagging: 

The action or process of decorating with graffiti tags; also, these 
tags collectively. slang (orig. U.S.) (Tagging, 1980).

Creative Leader:

Someone who supplies a scaffold or a set of tools that 
facilitate and helps a group or an individual achieve 
creativity. This Individual supports the process by assisting 
and participating in the correct use of the tools during the 
creative process. The creative leader facilitates peoples 
expressions through leading, guiding, and providing scaffolds 
(Sanders & William, 2001). They lead people through the 
doing aspect of the process, guide people on adapting and 
provide scaffolds for those on making level and supply a 
clean slate for those real to create.

Visual Communication:

Communication that uses a common visual context made 
either or a combination of icons, images and word images to 
convey meaning or a message from one person to another.

Participatory Design:

Participatory design is a field that focuses on designing 
with people and places them as experts of their experience. 
Sanders & Chan (2007). 
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Section 1 will explain the research objectives - what the research 
is attempting to understand through participatory design 
research. The following sections will outline the goals and 
results the research achieves.

Section 1
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1.0  Main Question

To what extent can co-creative 
sketching promote specific  
audiences to exchange accounts 
of experience, influencing thier  
view of experience?
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The following pages in this thesis document the 
development of a participatory creative approach, 
through using participatory design methods 
informed by an action research methodology. This 
research is applied specifically to the development 
of a visual language as a communication tool for 
snowboarders and skiers within the environment 
of the Tongariro National Park in the North Island 
of New Zealand.

This section outlines the research aim, which is to 
create a communication tool that snowboarders 
and skiers use to exchange and leave behind tacit 
knowledge about experiences, which then informs 
future skiers and snowboarders about experiences 
in the area.

 

1.1 Setting the Scene
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1.1.1  About Participatory Design

Participatory design is a field that focuses on designing with people and places  
them as experts of their experience. Sanders & Chan (2007). 

 A key aspect of participatory design territory is the use of physical artifacts as   
 thinking tools through out the participatory design process.

Findings in this research define participatory design as a cross disciplinary process that 
involves generating a collective informative context based on multiple view points from 
which design decisions can are made. These view points generated by stakeholders 
involved in or effected by the design can range from ‘users’ who are served by the design 
to clients who commission the design, to engineers or production specialists who are 
involved in designs development and production.

On reflection of the research undertaken in this thesis it can be suggested that effective 
and constructive dialogue contributed to by all stakeholders during the process 
supports an effective participatory design outcome. The construction of a collective 
or social dialogue during the process forms a universal context or map. By capturing 
and promoting this dialogue through use of a common visual language as a tool, the 
contextmap creates an objective stand point to base design decision on and  
move forward from. 

The use of a common visual language promotes individual expression allowing 
participants involved in the process to express points of view that can be understood  
by others, co-creating a collective context. With in the participatory design process 
the use of a common visual language can work towards removing the use of specialist 
language, which create language barriers and miss-understandings during the process,  
a common visual language is an open communication platform from which all parties  
can contribute too.

The use of a common simple visual language ensures that participants can express 
their needs, fears and expectations regarding specific experiences with each other and 
designers, helping to ensure that the future needs of the users are meet. Participatory 
design can be traced back to work done with trade unions in the 1960-70’s in  
Scandinavia (ibid) and is a process used to explore new or alternative solutions (ibid).

1.1.2  Generative Design

In the context of this research the focus is on 
developing a participatory process that involves 
the users and designers only, developing 
a primarily user and designer co-creative 
process, titled public prototyping. The use of 
the generative design process as an influence in 
the development of a new process (Figure .1) 
allows the research to specifically focus on the 
application of a common visual language  
as a communication tool that aids the 
participatory process. 

Within the generative design process a simple 
common visual language makes up the bulk of a 
generative tool, this is coupled with the designer 
playing the role as a creative leader when 
engaging participants with the tools, helping 
them full-fill their creative potential, with the aim 
that non-designers are able to express their views 
of experiences and inform the design process.

Generative tools allow users to create 
expressions of their experience, which inform 
and inspire the designer and empower everyday 
people to generate alternatives to current 
situations. The benefit of using generative tools 
is that they allow the research to explore the 
everyday experiences associated with travel, in 
situ such as up on, or at the base, of a mountain.

1.1.3  Using a Common Language

The use of a shared visual language allows 
designers, researchers and the stakeholders to 
communicate visually and directly with one 
another. The design language is generative in 
the sense that, in using it, people can express 
a number of ideas through a limited set of 
stimulus. (ibid)  The tools are playful in nature 
and promote exploration and experimentation.

This research will use the concept of play to 
promote creativity, sharing and exploration 
amongst participants and will attempt to 
co-create, insights and inspiration in the 
development and design of a communication 
toolkit for travellers. The tool kit would be 
developed using generative techniques and 
explored the use of co-creative sketching during 
a participatory design process in a way that 
facilitated the exchange of tacit knowledge.

Co-creative sessions were run up on location in 
the Tongariro National Park. For the sessions to 
work effectively the tools were designed to be 
flexible and versatile so to fit with the changing 
environmental factors of the location.

The intended design of the tools promoted play 
and social interaction through ensuring they 
were accessible and easy to use. The research 
used existing tools found in the location that the 
travellers already knew how to socially interact 
with. Adapting and changing the tools to fit the 
purpose of the research.

1.1.4  A Snapshot of What Happened

The research undertook several weeks of participatory design research involving the 
interaction of skiers and snowboarders. These participants were domestic travellers 
with varying backgrounds. 

The reason for choosing primarily domestic travellers as opposed to International/
foreign travellers were based on a variety of factors. The domestic travellers held 
existing knowledge and a culturally specific view about the location. As to say the 
domestic participants were more of an experts on the experience at that specific 
location than international travellers. As this project aimed to design a tool that 
promoted the exchange of experiences it was decided to begin the research with 
participants seen as the most knowledgeable and reliable. It can be said that outside of 
the scope of the project Co-creative sessions and testing could be further applied to an 
international audience to generative a richer comparative context.

The design goal for the communication tool was to through a participatory approach 
design a tool which meet snowboarders and skiers location based communication 
needs. The tool would promote the exchange of experiences and a building on  
tacit-knowledge which would influence their experience in the location. The 
participatory design process involved co-creation sessions with snowboarders and 
skiers both up on the mountain at a ski field, and at the base of the mountain it the 
town Ohakune. 

Adhering to an action research methodology over the course of the participatory 
design phase meant that participants, tools and processes contributed to the 
development and shape of a communication tool that met the project’s design 
outcomes. The participatory process also allowed users to participate in  
co-creative sessions both on location at the National Park and back at the  
University Campus in Wellington. 

A key challenge during the research was in the designing of a playful set of tools 
which were flexible and easily made. This was to suit the fluid and changing nature of 
the research environment while still fulfilling the creative and communication needs 
of the participants. This changing nature was the result of the unpredictable nature of 
both the participants and weather. These unpredictable factors played a key role in 
affecting the outcome of the research.

As a design approach this process differed greatly to existing process used in the 
traditional design development of visual languages. This comparative context is 
drawn based on anecdotal experience as a brand identity designer. The process used 
in public prototyping can be referred to a process of co-creation, this is a participatory 
process and when compared with the traditional design approaches can be described 
as a process of opportunity finding and problem solving that draws on insight from 
multiple points of view, as opposed to the industry approach which is more focused 
towards problem solving using soley a designer centric point of view (Figure 2).

Figure 1. An outline sketch of the Public Prototyping particpatory design process Figure 2. An outline sketch comparing Public Prototyping particpatory design 
to a tractional design approach
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1.2.1  A Playful Approach

The research goal was to design a communication tool for snowboarders and skiers, focusing on 
the simulation of play to promote the co-creation and exchange of accounts of experiences. Play 
has the ability to promote learning and sharing (Dr. Ing. A. Thomassen, personal communication, 
2008) in a temporary sphere (Huizinga, 1970), which was translated through to the practical 
application of the research in providing the target audience with a specifically designed set of 
playful, generative tools, informed by co-creation and context-mapping. This direction was 
informed by Van der Lugt and Sleeswijk Visser (2005) who when referring to generative tools 
recognise that: 

	 The packages are designed in a very playful manner (Figure 3) with the assumption that  
	 such a 	playful looking working package also invites playful contributions from the 		
	 participants, making them feel free to jot down whatever they want. (p. 9) 

As a result the generative tools used in this research were rich in colour and playful in nature, and 
liberated the participants creativity from what they couldn’t express in words  
(Sanders and William, 2001). 

The applied approach of using playful generative tools created a common language between 
designer and participant. It allowed them to work together and co-create a contextual 
understanding or context-map of their experience, placing users as experts. The nature of the 
process meant things could be changed and added to in real time and the iterative process of co-
creation could be influenced by both non-designers and  
designers alike.

The approaches of co-creation and context-mapping allow the designer to observe and understand 
both the participant experience, and the participants perception of the experience  through-out the 
creative process. These approaches enhanced empathy in the designer, and provided inspiration 
and supported engagement between all parties. Both processes informed the applied participatory 
phase of the research, giving context and shape to the subjective phenomenon that is experience, 
and facilitated co-creation in an everyday setting. 

What differed from the approach used by Sanders and Stappers was that the scope and external 
factors of the research dictated the outcome of the tools as much as the participants and research 
needs. In a sense the playful approach used in this research was a balancing act of working with 
participants on location using tools familiar to the setting. This made the co-creative sessions 
familiar and easily accessible to the participants. 

By demonstrating a sensitivity to the existing 
features of the settings the designer used key 
elements as influences to inform the design of  
the generative tools. This approach helped  
the designer create tools that were playful,  
accessible and fitted well with in the  
environment making them somewhat familiar.  
An example of this would be the adaptation 
of both playing cards (Figure 4) which are 
commonly used by snowboarders and skiers to 
pass the time, and the adaption of a white board 
used to inform snowboarders and skiers into 
generative tools. In a sense the generative tools 
developed for the co-creative session on location 
were hybrids of existing tools found in the 
environment, tailored to the research needs. 

1.2.2  Designing For Experience

Experience is a subjective event, (Sleeswijk 
Visser, Stappers, Van der Lugt & Sanders, 
2005) that lasts only for the moment (Sanders, 
2005). It is the point were memory and 
imagination meet. And when experience is 
explained or expressed with generative tools it 
makes visible what the participant feels. 

	 Generative techniques let people construct a  
	 view of context by calling up their memories 
	 of the past and eliciting their dreams of the 	
	 future (as cited in Sleeswijk Visser et al. 	
	 2005, p. 4).

The use of generative tools allows designers 
to examine a participants expression of past, 
present, and future views of experience, 
by focusing on what they ‘Say, Make, Do’  
(Sanders, 2003) revealing tacit knowledge 
and exposing latent needs. Tacit knowledge is 
explained by Polanyi as:

	 Knowledge that people act upon but cannot  
	 reality express in words (as cited in  
	 Sleeswijk Visser et al. 2005, p. 4).

The process of making artifacts such as 
drawings, collages and models with playful 
generative tools allow participants to access 
and express their experiences.

1.2 Setting the Tone

Figure 3. An example of a cognitive mapping tool  
used in generative design (Sanders, 2003)

Figure 4. An example of generative tools in used in Public Prototyping
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Section 2
Section 2 introduces and explains the context to which the 
research is applied to. Exploring links between information 
seeking, image construction, sketching, play and how these 
relate to travel and co-creation via participatory research. 



Figure 6. The travellers wall found in Suk 11, Bangkok, Thialand.  
Image retrieved from: from http://www.suk11.com
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2.0  Setting the Stage

Figure 5. Personal photographs taken while travelling through Asia, 
Africa, Europe and England.

2.0.1  Travel as an Experience of 
Seeking a Fresh View

Anecdotal evidence supports the definition of 
travel, described as an experiential journey 
away from a place of origin. The concept of 
travel used in this research is as an experiential 
journey of escape, where to travel is to embark 
on journey in search of new experiences. To 
travel away from place of origin is a journey 
made of seeking new experiences surrounded 
by cultures, places and people beyond the 
norm of our everyday existence. Through 
seeking and embracing  
new experiences travellers make themselves 
open to fresh insights and have the opportunity 
to see through a new lens.

2.0.2  Designing an Alternate  
Information Source

There exists the opportunity in traveller 
communication to make use of generative 
tools in the development of a communication 
tool that aids in the seeking of new experiences 
through designing a communication tool 
allows the travellers themselves, to generate 
information and exchange tacit knowledge 
about first-hand experiences (Figure 5) - 
placing travellers as experts of their  
experience. This opportunity was realised 
through anecdotal evidence discovered while 
travelling through Asia, Africa, Europe and 
England and it was later backed up with 
theoretical research during the course of this 
research.

Initial concepts – supported by ethnographic 
and participatory research outlined the 
communication tool as a co-creative hub or 
‘story bank’ whereby travellers could leave 
behind (Figure 6), exchange or withdraw 
stories. This would become a real-time image 
of experience for the location offering an 
alternative to popular information sources such 
as information centres, travel agents, brochures 
and web sites.

The hub would be a place where travellers met, 
collaborated, co-created and played together. 
Upon reflection, and via participatory research 
the concept of a story bank has evolved but the 
communication aims remained consistent. 

The communication tool creates a way to share, 
collaborate and co-create in a way, which 
informs the traveller’s experience.
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2.0.3  Applying Generative  
Tools to Travel

This research expands on the concept of travel 
and sets out the theoretical context for the 
design component of the research, exploring 
the importance of information in shaping a 
travellers view or image about experience at a 
location.  The research will also consider how 
information sources, circumstances and the 
way an individual constructs a mental image 
about an experience, makes each travellers 
view of experience subjective and different. 

This research puts focus on the act of  
information gathering found on location during  
traveller-to-traveller communication. Whereby 
travellers exchange accounts of experience 
through word of mouth. Anecdotal evidence 
reinforced the value of traveller-to-traveller 
communication via ‘word of mouth’ Pimpao & 
Dann (as cited in Correia & Moital, 2009) as 
an important aspect of the construction of both 
before and after images for experience. The 
word of mouth exchange of information helps 
with the travel decision making process ‘to go’ 
or (not to go) Mansfeild (as cited in Blichfeldt 
and Kessler, 2009) in a real time dynamic 
context, supporting on the spot decision-
making. This exchange of dialogue helps form 
an informed authentic image for the experience 
available in that location.

iSite

2.0.4 A Traveller’s Mental Sketch  
of Image for Experience

The experiential journey for traveller involves 
the ongoing search for information (Govers 
& Go, 2009) regarding what the experience 
might, or does look like. This can be described 
as the constant development of a traveller’s 
mental image of experiences relating to a 
place, people or events relative to their journey. 
These accounts of experience are containers of 
information and these are embodied in stories, 
images, statements and photographs (Govers 
and Go, 2009) which are exchanged between 
travellers in and around locations or sourced 
from media channels or information centres 
like the iSite network. (Figure 7 & 8) Echtner 
& Richie recognise: 

	 By actually visiting destinations the image 	
	 will be affected and modified based upon 	
	 first hand information and experience 	
	 (as cited in Govers & Go, 2009, p. 40). 	
 
The travellers experience in a location, 	
their prior expectations and post-experiential 
impressions, inform their image of the 
destination in a way which allows the 
travellers view or image of experience to 
constantly evolve in the same way as a sketch 
would. (Figure 10)

	 In the case of destination image this “flood 	
	 of information” has many sources including 	
	 promotional source, ads, brochures,  
	 (Figure 9) the opinions of others, family  
	 friends, travel agents, media reporting, 	
	 television, news reporting, doco’s and pop 
	 culture (Govers and Go, 2009, p. 36).

At a location upon arrival a travellers image 
of a place changes and the pre and post image 
are affected by their first hand experience of 
a destination. This image is important in the 

sense that it helps travellers understand the 
value of the place and the experiences it offers. 
It aids in both the to “go or not to go”, “stay 
of not to stay” decision making process. Go & 
Fonema acknowledge that:

	 Destination image is formed in what is 	
	 referred to as mind knowledge space. We 
	 develop and express routines and  
	 experiences that are communicated though  
	 stories and scripts (...) processed and 
	 enhanced by other human beings 		
	 (as cited in Govers & Go, 2009, p. 40).

The travellers is constantly changing their 
mental image of their surroundings by 
sketching on top of the old mental image when 
influenced by new sources of information.  
The ongoing search for information constantly 
changes the image for experience, before, 
during, after, after and after. Sketching an 
image for experience in their mind allows 
a travellers to navigate and make the right 
choices - is a destination suitable or  
worth going to.

Figure 7. Isite, Ohakune, 2009

Figure 10. Sketch describing the the process of travellers gatherring information       

Figure 8. A physical map of Tongariro National Park,  
situated in the Isite at Ohakune, 2009

Figure 9. Map of Ohakune, 2009

Maps
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2.0.5  Using Generative Tools to  
Support the Exchange of Information 
in the Co-creation of Image

Information is key to a travellers view of 
experience. This research explores the role 
generative tools play in supporting the 
travellers ongoing search for information by 
supplying a tool for real-time word of mouth 
exchange (Figure 11) of traveller to traveller 
information. The sketching of a mental image 
can lead to gaining fresh perspectives and 
assist with the decision making process, 
offering a real time understanding of the 
destinations image for experience.

The researches objective is to develop a 
communication tool, which will assist in 
travellers gaining fresh insight into experience 
of a location through the traveller-to-traveller 
exchange of information. 

Figure 11. An initial concept sketch of the story bank idea, presented at Pecha Kucha, 2009
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Section 3
Section 3 introduces the research question and explain how 
this research question drives the methodological approach 
and design development of the project. 
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3.0.1 Outlining the Requirements for 
the Participatory Design Process 

This section looks at the theory applied to 
creating the tools used in the generative sessions 
with the snowboarders and skiers.  These sessions 
generated co-created sketches that informed the 
development of the communication tool.

The applied participatory design process worked 
in developing the correct communication tool for 
travellers. The tool utilised a visual language as 
playful informative tool that promoted learning 
about a specific place and it’s culture, engaging 
travellers on a participatory level. 

The visual communication tool will facilitate 
the co-creative sketching of a collective image 
about experiences in a location informed by 
snowboarders and skiers for snowboarders and 
skiers. The location of the participatory research 
was predominantly set in the Tongariro National 
Park and the target audience was identified as 
snowboarders and skiers between the age of 20-
35 years of age who are independent travellers.

3.0.2  An Action Research Approach

An action research methodology was used during 
the participatory process in designing a tool that 
offered snowboarders and skiers fresh insights 
into experience at a location.  The research used 
co-creative sketching with generative tools to 
facilitate the participatory design process. This 
methodology placed snowboarders and skiers as 
experts of their experience.

The development process for the communication 
tool was iterative, sketchy (Figure 12) and 
playful and enabled snowboarders and skiers to 
co-create sketched artefacts that in turn informed 
the direction of the design. The artefacts and the 
way participants used the tools was observed. 
This meant the data generated from both types of 
observations would inform what the tools looked 
like and how the participants used the tools. 

The strategy followed the premise that by using 
iterative sketching the communication tool would 
be iteratively developed and tested on location 
over a short period of time. 

The action research methodology allowed 
concepts to be developed in an iterative cycle to 
a point where a full working prototype and final 
design outcome was achieved. Action research 
is described by Bradbury & Reason (2007) as a 
participatory process:

 Concerned with developing practical knowing  
 in the pursuit of worth while human purpose.  
 It seeks to bring together action and reflection,  
 theory and practice, in participation with  
 others, in the pursuit of practical solutions to  
 issues of pressing concern to people, and more  
 generally the flourishing of individual persons  
 and their communities. (p. 4)

Using action research the objective was to 
develop a system supporting the exchange of 
tacit knowledge through the co-creative sketching 
of image about an experience. On a micro level 

the research embodied in the design a playful 
communication tool kit while, on a macro level 
it encompassed the design of a system that 
supported the distribution and exchange of the 
sketched image in a digital format for example 
through blogs and You Tube. 

As research progressed the emphasis shifted 
from designing a macro system of many parts 
to the micro level tool focused on which aiding 
travellers in the co-creative sketching of images 
about experience. 

On reflection the action research methodology 
worked well in moving the research through 
the various stages of iterative development 
involved in the design research process. 
The transition from Theory to Practice was 
made smoothly as the research managed the 
transition from Theories based mainly on 
Sanders, Stappers and Huizinga across to the 
design and co-creation of generative tools. The 
research process of Theory to Practice felt to 
be a natural fit to the design process. The shift 
from Action to Reflection however was less 
natural. The Action component of the research 
sort to engage participants in the co-creation 
of generative tools during co-creative sessions. 
During the Reflection phase of the research the 
data generated from the co-creation sessions in 

Figure 12. A sketched description of the action research process, (Bradford, 2009)

the Action component needed to be synthesized 
and analysed. This analysis created a reflective 
and informative context for the designer to 
make design decisions on. The action and 
reflection aspects of the process required a 
wider skill set than that required of a traditional 
designer, the action component involved the 
use of skills such as rigorous planning, creative 
leadership and the analysis and synthesis of 
data into an accessible and informative context.  

During the action research process the ‘Action’ 
and ‘Reflection’ stages yielded the most 
insightful results and had the greatest effect 
on the direction of the research. The ‘Theory’ 
and ‘Practice’ stages where seen to support and 
underpin the ‘Action’ and ‘Reflection’ phases. 
When referring to the co-creative process 
used in public prototyping both ‘Theory’ and 
‘Practice’ require good planning and well 
considered design development to form a 
strong strategic base for decision making. The 
‘Action’ component of the research placesed 
emphasis on engagement with the participants 
as experts, used to generate data. ‘Reflection’ 
placed emphasis on the synthesis and analysis 
the data, presenting it in a way that informed 
the strategic direction of the next phase in the 
iterative co-creative process. 
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3.1 Sub Questions

Sub Question: 1
How can co-creative sketching 
result in the development of a 
shared image for experience 
based on the exchange of  
accounts of an experience?

Sub Question: 2 
How can co-creative sketching 
support participatory design?
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3.2  Sub Question. 1

How can co-creative sketching 
result in the development of a 
shared image for experience 
based on the exchange of  
accounts of an experience?
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3.2.1  Sketching Experience

In designing a communication tool kit for 
snowboarders and skiers the act of ‘sketching’ laid 
the foundation for a participatory design process, 
which could be developed rapidly. In this table 
is an outline of the participatory design process 
undertaken to achieve the final design.

3.2.2 Table A: An Overview of the Participatory Process 

RESEARCH ACTIVITY ELEMENTS REASON CONSIDERATIONS DATE

Reflective Sketching Snowboarders and skiers The identified audience 
traveled on a regular basis 
to the field of study during 
the winter months. And 
the research had existing 
anecdotal knowledge on the 
experience surrounding the 
culture and leisure activity.

The research objective 
was to blend in with the 
respondents so to not 
influence the nature of the 
experience being observed.

The decision was made 
to undertake the reflective 
sketching as a snowboarder.

26/06/09 - 06/07/09

Co-creation phase 1

Probes

Rider group 1

Snowboarders and skiers 
aged between 20-30 year 
old, who are independent 
travellers.

 3 - Snowboarders

Reflective sketching 
identified this target  
audience as the one  
which would frequent the  
co-creation setting, surround 
ski fields and participate in 
snowboarding and skiing on 
a regular basis.

The respondents needed to 
relate to the visual elements.

18/09/09 - 27/09/09

Co-creation phase 2

Card Kits & Experience Map

Rider group 2

5 - Snowboarders 

1 - Skiers

Participants where chosen 
based on their availability to 
participate.

The research needed to 
be flexible in when and 
where the co-creation 
sessions would take place 
to ensure the respondents 
where comfortable with 
participating.

03/10/09

Co-creation phase 3

Experience Map

Rider group 3

3 - Snowboarders

Participants were chosen 
due to their availability and 
level of knowledge about the 
experience of snowboarding 
and snowboarding culture.

07/10/09

Co-creation phase 4

Testing

Rider group 4

2 - Snowboarders,  
1 - Skier

Availability and access to 
location.

04/11/09

RESEARCH ACTIVITY ELEMENTS REASON CONSIDERATIONS DATE 

Reflective Sketching Tongariro National Park Offered high access to a high 
concentration of travellers 
through the duration of the 
participatory research.

The research objective was 
to observe and participate in 
a wide variety of experiences 
associated with snowboarding 
and skiing at the location to 
give the data a rich variety of 
experience.

26/06/09 - 06/07/09

Co-creation phase 1

Probes

Rimu Park Backpackers and 
the Base Cafe of the Turoa 
Ski field.

The choice of location was 
informed by findings of the 
reflective sketching and the 
participant’s requirements at 
the time of the co-creative 
sessions.

Respondents often opted for 
convenience and agreed to the 
co-creative sessions after or 
in between snowboarding and 
skiing.

18/09/09 - 27/09/09

Co-creation phase 2

Card Kits & Experience Map 

The participants chose the field 
of study because it suited their 
immediate needs.

03/10/09

Co-creation phase 3

Experience Map

Snow Camp in Ohakune This location was convenient 
for the participants.

07/10/09

Co-creation phase 4

Testing

Room T27a, Massey 
University, Wellington

The research was now 
focusing on testing the 
usability of the tool rather than 
participatory design sessions 
at the location of the had 
experience.

04/11/09

Field of Study:Participants:
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RESEARCH  
ACTIVITY

ELEMENTS REASON CONSIDERATIONS DATE

Reflective Sketching Diary Entry Supplied a day-to-day record of 
research activities.

Diary Entries were filled in each 
day.

26/06/09 - 06/07/09

Reflective Sketching A quick, timely approach to 
generating accounts of observations 
into experience.

Rigor was applied to the reflective 
sketching, which was done on 
reflection at the end of the day 
through out the 9 days of research.

Both conceptual approaches for 
observing experience of Say, Make, 
Do (Sanders, 2003) followed by 
the Map, Act, Tools created the 
observational framework for the 
research.

Photographs Take to capture a realistic image of 
the experience

Collection of informative 
material, i.e. Brochures, 
maps, newspapers

Collected to gain an understating of 
existing informative tools used in the 
location.

Co-creation phase 1

Probes

Reflective sketches Reflective sketching was used as a 
back up approach to recording data 
if the video camera did not work.

The reflective sketching supported 
the recording of the respondents 
use of the card kit.1

18/09/09 - 27/09/09

Video Camera The video camera would record 
how the respondents would react to 
the use of the card kit. 1 in an co-
creation session.

The video camera failed.

Disposable Camera The disposable camera was used 
with both, magnet kit. 2 and craft 
kit 3. The camera instructed the 
respondents to take a photo of what 
they made.

The disposable cameras where 
used only once as were each of 
the kits.

Camera The camera was used to document 
the respondents during the use of 
card kit.1 to support the reflective 
sketching if the video recorder failed.

The camera captured images of the 
respondents co-creating images for 
experience. But did not offer a deep 
level of insight into their response.

 

RESEARCH 
ACTIVITY

ELEMENTS REASON CONSIDERATIONS DATE

Co-creation phase 2

Card Kits & 
Experience Map

Video Camera The video camera allowed the research 
to observe how the respondents reacted 
to the tools. By watching the footage on 
reflection to the co-creative sessions the 
footage showed captured data that would 
have been forgotten or missed.

03/10/09

Camera Photographs taken by the camera offered 
images that represented moments in time 
of what the participants were making, 
creating a stop motion action of their 
images about experience. Photographs 
taken by the camera offered images that 
represented moments in time of what 
the participants were making, creating a 
stop motion action of their images about 
experience.

Co-creation phase 3

Experience Map

Video Camera The video camera allowed the research 
to observe how the respondents reacted 
to the tools. By watching the footage on 
reflection to the co-creative sessions the 
footage showed captured data that would 
have been forgotten or missed.

07/10/09

Camera Photographs taken by the camera offered 
images that represented moments in time 
of what the participants made.

Co-creation phase 4

Testing

Video Camera The video camera allowed the research 
to observe how the respondents reacted 
to the tools. By watching the footage on 
reflection to the co-creative sessions the 
footage showed captured data that would 
have been forgotten or missed.

04/11/09

Camera Photographs taken by the camera offered 
images that represented moments in time 
of what the participants were making, 
creating a stop motion action of their 
images about experience.

Blog Images taken in a sequential format by 
the participants was uploads into a blog to 
be played as a stop motion animation.

Methods of Notation: Methods of Notation:
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3.2.5  The Outcome of Reflective  
Sketching Experience

The data produced from the reflective sketching (Appendix. iii)
set up an informative context, identify a target and audience and 
ideal collaborative environment for the development of specific 
generative tools. 

The outcome of the reflective sketches that were generated over 
the course of that week, identified two locations that demonstrated 
a high level of sharing and conversing, but only one location 
demonstrated collaboration. 

The two locations were 1): On the chairlift in the ski field, 
where riders are forced to share a small space and as such made 
conversation, sharing information on their backgrounds and 
information on the conditions of the field in planning the next runs. 
(2) The common/kitchen area in their chosen accommodation. In 
this instance it was the kitchen and common area of the backpackers 
that lead to travellers sharing conversing and collaborating during 
the mornings and evenings. 

3.2.3  Identifying a Location for Co-creation

Research at this point was based on theoretical concepts. The next 
step moved the research from theory into practice by identifying 
an applied context. The research objective was to identify the 
Tongariro National Park as the suitable location for the research, as 
well as identifying the specific setting for the participatory design 
process and the targeted audience. The ethnographic approach of 
reflective sketching was used to observe experiences in the area, 
which informed the choice of setting and target audience. 

3.2.4  Observing Experience

The ethnographic approach of reflective sketching used was 
informed by the theoretical concept for observing experience of, 
Say, Make, Do (Sanders, 2003) and Map/Act/Tool. (Figure 13) 

The Say, Make, Do concept is an approach used in observing 
experience that allowed the research to observe experience through 
differing view points. The Do aspect of observing experience 
generated insight on the moment of experience, Say offered insight 
into immediate past and future experiences, Make offered insight 
into past and future experience.

This theoretical concept for observing was further informed by 
acknowledging the Map/Act/Tool in the experience. This concept 
for constructing the context for the experience was informed by 
Stappers (2008) approach in ‘vision-based design’, which is used 
to help prep designers for understanding the context of  
an experience and environment before beginning the  
participatory phase.

A coding system was also used to identify the nature of the 
respondents but this coding system was unsuccessful.

 

The reflective sketches (Figure 14) showed that snowboarders 
and skiers repeatedly gathered in this common area to (1) make 
breakfast or dinner, (2) check the snow-report and, (3) make plans 
for the day. The limited resources - (appliances such as stove 
tops, jugs, toasters and fridges) and the communal setting meant 
travellers had to work together and share resources in order to 
achieve their goals. In the course of making plans for the next 
days riding and dinner together they were constantly exchanging 
accounts of their experiences. 

This location offered a stable collaborative setting in which to 
carry out participatory research. The findings from the reflective 
sketching identified snowboarders and skiers between the age of 
20-30 who where independent travellers as the target audience and 
common/kitchen areas of backpacker accommodation as the idea 
collaborative setting to carry out the participatory process.

Once the reflective sketching, analysis of the data and presentation 
of findings were complete (Appendix. vi) the research moved 
into the development of generative tools for the identified 
target audience and location. This stage of the research required 
participation with snowboarders and skiers. Both co-creation and 
context-mapping approaches informed the development of the 
tools throughout this phase.

During the participatory design phase the sessions moved away 
from the common/kitchen area of backpacker accommodation 
identified in the reflective sketching and into rented chalets, and in 
one instance a snow camp, but the setting of the common/kitchen 
area of the accommodation stayed consistent in throughout.

Figure 13. Observing different aspects of experience using SAY, MAKE, DO (Sanders, 2003) 

Figure 14. Series of sketches extracted from the data produced in reflective sketching



28 29

Examples of Examples of Card Kits Experience  
Mapping Tool

1. Doing Productivity Getting something 
done.

Organising my 
herbs and spices.

1. Doing Sorted and organized 
images into categories.

Choose images and 
moved them into place.

2. Adapting Appropriation Make with my own 
hands.

Embellishing a read 
made meal.

2. Adapting Applied images to within 
the existing suits and 
hierarchy of the playing 
cards.

Applied meaning to 
icons and shapes by 
appropriating them for 
specific uses.

3.Making Appropriation

Asserting my ability 
or skill

Make my own 
things.

Cooking with recipe 3.Making Gave each card a 
meaning using the 
words they associated 
with the images 

Participants created 
images with a an 
assembled collection 
of icons. Using the 
relationship of the icons 
to tell a story by adding 
words and expression 
lines.

3. Creating Inspiration Expressing my 
creativity

Dreaming up a new 
dish.

3. Creating Participants created 
their own image of 
experience by using the 
all cards they made.

Created a map of their 
experience for the day.

3.2.9  Choosing the Right Tools

The selection of tools for this co-creative process required careful 
consideration, as they must fulfill snowboarders and skiers 
creative needs, generate relevant data and offer an authentic 
insight into experience while being responsive to the changing 
nature of the research environment.

By employing the existing generative tools found in co-creation 
(Figure 15) and context-mapping the research made use of 
the relevant knowledge of the 4 levels inherent in these tools. 
Through reflecting on the participatory process in the research, 
it was found that the generative tools diverged from those 
already existing such as, workbooks, collaging kits and cognitive 
mapping tools, which are found in co-creation and context-
mapping. The variation was a result the tools being designed to 
suit both the creative needs of the participants and the fluidity and 
unpredictability of the research environment. (Figure 16) This 
was informed by Sanders and Williams (2001) who state: “you 
should think about your goal, then pick tools that will facilitate 
people’s thinking and talking about their experiences.” (p. 10)

On reflection of the co-creative process carried out the research 
identified that bi-association was achieved during the use of both 
generative tools used the in the participatory design process. In 
both instances the visual languages used served as scaffolds for a 
collective discussion and the sharing of experiences which lead to 
new insight. The open framework of the visual language enabled 
participants to add to the visual context, co-creating a collective 
context or contextmap. The exchange of experiences lead to 
individuals gaining new insights into the experience, co-creating 
an image for experience beyond their individual conception. This 
co-creative act is a result of bi-association in both an individual 
sense and collective sense. Individuals achieved bi-association 
when adapting view points of other to build onto their own 
tacit-knowledge of an experience. Collectively the co-created 
contextmap represent a context visual layer of collective  
bi-association, representing a mix of varying views points beyond 
the individual.

3.2.8  The Considerations in Running  
Generative Sessions

Throughout the course of the participatory process the designer 
plays varying roles. During and prior to the generative phase 
of participatory research it is the designer’s responsibility to be 
a creative leader. The role of creative leader entailed choosing 
the right tools for the participants at each stage in the creative 
process and guiding them through the co-creative process. Both 
Sanders and Stappers (2008) recognise that: “Designers need to 
acknowledge their role in the co-creative process and their level 
of involvement each stage or the process requires.” (p. 11) To 
view these levels of creativity see (Table B, p. 28 ) Each stage 
with in the process acts as a level of creative immersion for the 
participants with that comes a specific tool kit and a process 
specifically designed for it to yield the best results. These levels 
of creative immersion (Sanders & William, 2001) help serve as a 
guide in informing the choice of tools during the process. 

In considering the creative needs of snowboarders and skier the 
research acknowledges the four levels of creativity: 1. Doing, 
2. Adapting, 3. Making and 4.Creating outlined by Sanders 
combined with a sensitivity to the existing cultural forms of 
creative expression. For snowboarder and skiers the design of the 
tools needed to consider flexibility, accessibility and playfulness 
to promote freedom, self-expression and sharing. Playfulness 
is recognized an important aspect in the creative needs of the 
snowboarders and skiers, represented through the bright graphics 
and rich images that already exist within the culture fashion. The 
use of playful graphics celebrates self expression and freedom. 
The researches approach to transferring the use of bright colorful 
graphics and rich imagers through to the tools created attraction 
familiarity and engagement in line with the cultures creative 
needs, allowing participants to visually express using a tone and 
language they understood. 

3.2.10  The Constuction of Generative Tools

The tools used in the sessions with the snowboarders and skiers, 
like context-mapping need to require little or no instructions. They 
contained a balance of aesthetic choices structuring devices, words 
and images, and graphic elements that can be manipulated in a way 
promoting interaction (Sleeswijk Visser, Stappers, Van der Lugt, 
2007). The nature of the content of the kit depended upon the types 
of data the research needed to extract from the users about their 
experiences. Sanders and Williams (2001) supply a recommended 
list of elements for each kit.

150-200 - Elements in both kits –

Collage Kits - Words and images  –

Cognitive Maps - Words, images and ambiguous shapes –

 

3.2.7  Co-creating New Insight about Experience 

The participatory approach used in the development of the 
communication tool was co-creation informed by both context-
mapping and co-creation - both successfully employ generative 
tools in the co-creation of data.  Both approaches use tools and 
theoretical concepts to generate new insight about an experience. 
This is achieved by placing users as the experts of their experience. 
New insight into experience is achieved through bi-association, 
a bi-product of the openness and accessible nature of the data 
produced through using the tools. According to Koest (1964), 
“every creative act involves bi-association, a process in which 
previously unrelated ideas are brought together and combined” (as 
cited in Sanders. and William, 2001,  p. 2) The simple accessible 
nature of the tools and openness of the data produced in co-creation 
offered non-designers the opportunity to achieve bi-association, and 
offer stakeholders a new way of viewing experience. This is  
the basic driving principle of participatory design. By achieving  
bi-association during co-creative sketching snowboarders and 
skiers gain new insight about experience and new  
possibilities for experience.

Public Prototyping

3.2.6 Table B:  Four Levels of Creativity

Figure 15. Generative tools used in  
co-creation (Sanders, 2003)

Figure 16. Generative tools used in Public Prototyping



Figure 17. Images taken during sorting and analysis process

Figure 18. Images taken after sorting and analysis proces
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3.2.11  Outcome of Co-creation

Once the co-creative process is complete data needs to be analyzed. 
Generative tools are made of a common visual language that all 
participants can access as it is of an accessible and flexible nature.  
The openness of the tools creates data, which is open and  
accessible in nature. 

3.2.12  Analysis of the Generated Data

The method analysis involved identifying re-occurring patterns 
or trends found in the co-created data set. The process of analysis 
used a method informed by the ‘affinity diagram’ method, Beyer & 
Holtzblatt (as cited in Kuniavsky, 2003). 

Data analysis was done in Wellington in a open space where the 
data could be spread out and moved around freely. The co-creative 
sessions were documented using photography and video recording. 
This was also part of the analysis process as it offered insight into 
how the participants responded to the tools. These results were 
considered along with the artifacts.

The analysis of data played a key role in the action research 
process. The reflective phase of data analysis allowed the designer 
to take stock and make sense of the data generated from the co-
creative sessions before transitioning into the next iterative stage 
of the design process. As mentioned above the analysis of data was 
done in a large format space. The process of analyzing data using 
the S.L.I.P method (Maeda, 2006) and affinity diagram approaches, 
Beyer & Holtzblatt (as cited in Kuniavsky, 2003) created maps 
or large scale sketches in a physical space from which trends 
could be identified. (Figure 17 & 18) Working this way meant that 
data could be physical moved and offers the potential for other 
stakeholders to be involved in this process. 

This stage of the design research process involved the designer 
in a decision making process that involved with working with 
varying points of view to find repeating trends and common treads. 
This process required the designer to balance a mix of theories, 
design objectives and varying points of view from the participants 
when making decisions on groupings and association during this 
reflective process.

This process of reflection where the designer works with the data 
making sense of it by sorting it into associated groups creates a 
sense of co-ownership within the designer as the data is synthesized 
from raw data to presentable and identifiable trends and proof of 
direction for the next stage in the design process. This stage is 
insightful and rich in the sense that it offers the designer insight 
and perception into the topic examined through a co-created lens, 
where the designer can view the topic through varying points of 
view and come to conclusions beyond individual conception.
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3.3  Sub Question. 2

How can participatory design 
support co-creative sketching?



Figure 19. First phase of co-creation in public prototyping

Figure 20. Second phase of co-creation in public prototyping

Figure 21. Inspiration boards created through the analysis of data generated from co-creation
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3.3.1  Leading Non Designers through  
the Process

As a creative leader the responsibilities of the designer related to the 
preparation the tools and assisting non-designers through the four 
levels of creativity during the co-creative sessions was key to the 
success of the participatory design process.

To harness participants creativity the designers needed to support 
both ideation and expression in order to generate and collect data 
that went go on to inform the decisions of the designer.  

Using the four step framework to lead non-designers through the 
creative process (Sanders & William, 2001) designers can take 
participants from immersion (doing & adapting), to the activation of 
feelings and memories (adapting & making), to dreaming and then 
finally, bi-association (making & creating).

3.3.2  Designing With  
Snowboarders & Skiers

Data co-created using generative tools is open and authentic 
(Sleeswijk Visser, Stappers, Van der Lugt, 2007) and meant that the 
sessions between snowboarders and skiers and the designers were 
rich in the sense that all stakeholders exchange and transform the 
artifacts during the co-creative process. Through the co-creative 
sketching images about experience snowboarders and skiers  
(Figure 19 & 20) can co-create a collective authentic view 
of experience. In terms of communication objectives and the 
importance of destination image (in the applied context of tourism) 
Once the tools were refined enough they enabled snowboarders and 
skiers to co-create an authentic public image for experience at the 
chose location - than could assist in the decision making process. 

The research intended to follow an approach and application similar 
to that of co-creation and context-mapping, however, the need to 
consider the creative needs of the participants and environmental 
factors resulted in an adaptation of the process and tools. 

Research was to be initiated with a sensitizing phase followed by 
a generative session phase on reflection. The sensitizing phase was 
discarded, as it did not fit with changeable and unreliable nature 
of the participants. Many of the constructs which informed the 
development of tools for the participatory design, where based 
around being flexible and ready to use at any location. This was due 
to the fact that participants could only commit to one weekend at 
time and would only know if they were going to the mountain a few 
days in advance of the generative sessions and in turn depended 
upon the weather at the time.

Participants were selected based on availability and willingness to 
participate.  Candidates were recruited through an extended social 
network of domestic snowboarders and skiers. Communication 
with candidates was conducted through direct email and over the 
phone. Requirements for participant selection was based primarily 
on availability. The timing and the co-ordination of getting groups 
proved to be difficult at times as participants where reserved in 
committing to times that may effect existing social plans or time up 
on the mountain. Respecting the participants willingness to give up 
time whilst away travelling resulted in the research being as flexible 
and accommodating as possible.

3.3.3  Process of Participatory Design Research 

The co-creative sessions took up to 20mins each and were followed 
by a opportunity for the snowboarders and skiers to talk about 
what they have made and give feedback on the experience through 
responding to a series of a question.

A card kit influenced by the collaging approaches found in co-creation 
and context-mapping assisted snowboarders in the generation of an 
emotional context for experience, this tool was made up primarily of 
images and words with the inclusion of playing cards and stickers. 
This kit was used in the immersion stage of co-creative sessions.

The intent is to use collaging to create a visual map of what an image 
of experience may look like, which generated data that uncovered 
participants environmental drivers for traveling to the area and 
participating in the act of snowboarding and skiing. (Sanders and 
William, 2001) The results from the card kit informed the visual 
design of the communication tool.

Cognitive-mapping tools and the results form the card kit informed 
the design of a mapping tool which consisted of an icon language 
(Mc Cloud, 1993) This mapping tool was used in the, making and 
creating stage of the co-creative sessions. It aided participants in 
communicating the process of the experience they went through 
during the day. (Sanders and William, 2001) It consisted of basic 
shapes and iconic images and was more ambiguous than the card kit. 
This tool was useful in generating data that reflected the snowboarders 
and skier’s day up the ski field and creating a visual artifact that 
represented a sequence of memorable events, which unfolded during 
that day. 

Once the data was collected it was organized in a way that uncovered 
patterns and established trends. This approach is an open data sorting 
approach known as the affinity diagram method Beyer & Holtzblatt 
(as cited in Kuniavsky, 2003). The results of the affinity diagram were 
then synethesised into a mood and inspiration boards, presenting 
the data in a way that makes sense to the designer and informed the 
direction of the design. (Figure 21)

The scope of the project and its communication aims are outlined 
as follows. This includes a brief that served as a design document 
bridging the gap between the theory and practice of participatory 
research.

analysis



Category Activity Result Concerns Considerations

  1.0 Preparation 1.0 Reflective Sketching Identify the Target audience and ideal 
setting for co-creation.

The ideal setting for co-creation was identified 
as the kitchen/common room area of backpacker 
accommodation.

The target audience independent travelers aged between 
20-30 with an active interest in snowboarding and skiing.

Reflective sketching offered insight into experience 
based on researchers perception, which is a result of the 
researchers background.

  2.0 Sensitisation 2.0 Probes Test target audiences response to 
placement of generative tools in chosen 
co-creative setting.

Card Kit One generated the co-creation of images about 
experience.

Generate insight into images associated with experience.

Generated emotion responses to experience.

Participants co-created categories with the images that 
represented aspects of the experience.

Test Target Audiences response to placement of 
generative tools in chosen co-creative setting.

Magnet Kit 2 and Craft Kit 3 produced poor results.

Images need to be of a wider variety to cover a wide 
range of experiences

In-house testing of tools before use of tools in  
Co-creative setting to ensure the kits yield the correct 
data needs to be carried out.

  3.0 Generative Sessions 3.0 Co-creation Phase 1 
      Session 1

      Time duration - 20mins

Co-creation with Card Kit 1 generated 
data on experience.

Card Kit 1 generated the co-creation of images about 
experience.

Generate insight into images associated with experience.

Generated emotion responses to experience.

Images need to be of a wider variety to cover a wide 
range of experiences

Lack of structure frustrated participants, as they had to 
figure out the rules themselves.

Enlarge size of elements.

Reduce the number to tasks in each co-creative Phase.

3.1 Co-creation Phase 1 
      Session 2

      Time duration - 20mins

Co-creation with experience mapping 
tool made up of an iconic visual language 
generated data on experience.

Participants mapped out images of their experience using 
simple icon base language. 

Generated reflective insight in to how the days the 
experience went and what happened.

4.0 Co-creation Phase 2 
      Session 1

      Time duration - 20mins

Co-creation with experience mapping tool 
generated data on experience made up of 
an iconic visual language generated data 
on experience.

Participants mapped out images of their experience using 
simple icon base language. 

Generated reflective insight in to how the days the 
experience went and what happened.

Participants commented that there were not enough 
specific elements to communicate the full aspect of the 
experience.

4.1 Co-creation Phase 2 
      Session 2

Co-creation with experience mapping 
Tool but under the direction to map out 
the experience step-by-step so each step 
could be photographed and played back 
like that of stop-motion footage.

Participants mapped out images of their experience using 
simple icon base language with more detail.

Generated reflective insight in to how the days the 
experience went and what happened.

One participant didn’t feel the need to engage in session 
two as they had expressed their experience in session 
one. 

The final map did not reflect a full account of the 
experience mapped out. The full account could be viewed 
through the playback of the images in the camera only.

Participants wanted more emotive graphics.
  4.0 Analysis of Communication Findings 5.0 Creation of a visual 

map that represents the 
data generated over the 
five co-creation session.

The use of the affinity diagram method 
sorted the content from all five sessions.

Co-creation sessions into a visual map of 
experience.

Identified patterns in data, which formed visual categories 
that represent aspects of the co-created experience.

The organization of the categories was based on the 
designer’s interpretation of the data, which made it 
subjective.

Develop the individual experience categories of the 
visual map into individual mood board that each 
represents an aspect of experience. Use the mood 
boards to develop a informed visual language that 
represents each aspect of the experience.

Analysis and 
Communication of findings

6.0 Design Development Refine concept though inhouse design 
development of visual language.

Individual mood board that represent aspects of 
experience.

The need for a formal approach for developing the content 
with in the categories.

Move forward with developing the visual style of the 
visual language.

7.0 Testing User testing in a co-creation session. The new visual language designed off the mood board 
worked in inspiring use. 

The test of the macro system produced poor results

Poor image quality in uploading digital images onto 
internet for a stop-motion format is slow and makes the 
system redundant. 

Move forward on developing the visual language. 

Drop the development of the macro system.

Move forward on developing 
the visual language. 

Drop the development of the 
macro system.

8.0 Concept Generation Visualisation of concept Semi-functional idea The idea does not reflect the data. Redevelop concepts Presentation of concept.

  4.0 Presentation of Concept 9. Concept Generation Visualisation of concept Achieved design objectives.

  1.0 Preparation

  2.0 Sensitisation

  3.0 Generative Sessions

  4.0 Analysis of Communication Findings

  4.0 Presentation of Concept

Co-creation and Context-mapping 
process outlined by Stappers & Sanders

Actual process of Public Prototyping

3.3.4 Table C: Comparing participatory design processes
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3.3.7  The Brief

Design a communication tools for travelers to exchange  
tacit-knowledge about experience with. 

Audience

Design the communication tools with snowboarders and skiers for 
snowboarders and skiers who are independent travelers between 
the age of 20-30 years old. The tool will be placed in the common 
room/kitchen area of traveler styled accommodation. (Figure 23)

Challenge

- Through the use of generative design tools in a participatory 
design process design a communication tools that uses play to 
promote the co-creative sketching of image about experience. 

- Promote the exchange of tacit knowledge during the real 
time exchange of information that occurs in traveler-to-traveler 
communication. 

- Co-creating a collective image for experience that makes  
tacit-knowledge accessible.

Idea

Through participatory and generative design techniques the research 
will develop a communication tool that promotes play and the 

co-creative sketching of image for experience, which will co-create 
a larger public image for experience. Play and sketching will be 
using throughout the participatory process to promote co-creation.

In a nutshell

Through the co-creative sketching of collective image for 
experience snowboarders and skiers will create an area that serves 
as an information hub for snowboarders and skiers to share, 
exchange and acquire new views on experience. The information 
hub will be made by snowboarders and skiers for snowboarders and 
skiers and offer a real time insight to experience by supporting the 
word of mouth exchange of information found in traveler-to-traveler 
communication at a location. This tool will place the snowboarders 
and skiers as experts of their experience.

Figure 23. A sketch outlining the target audience.
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Section 4
Expands on the use of an action research methodology 
supplying a detailed week-by-week description of the 
undertakings in the participatory design process needed 
to reach the final design objectives.
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Design probes were used in testing initial theories on firstly, the 
chosen location and secondly,  how the audience would respond to 
generative tool.

The probe kits were designed to be placed in backpacker type  
accommodation and each kit came with the same question:  
Tell us why you ride? 

The question why you ride was designed to generative an 
understanding of the cultural drivers behind snowboarders and 
skiers on Mt Ruapheu. The question created a provocation that led 
to participants choosing and associating images with what they 
thought were reasons behind why they rode. This provocation 
created a somewhat collective ideal image for the experience and 
allowed the research to examine the core values in the experience, 
building a hierarchy of cultural drivers. 

The core values represented the participants experience needs; 
‘what they aspired to get out of the experience.’ Identifying cultural 
drivers allowed the research to make an informed decision on the 
design of a tool which helped participants aspire to those needs.

Approach: 

The purpose of probe kits was to generate data to inform a content 
model or visual map that was to develop the visual language. The  
use of the kits helped with identifying what the experience looked 
like through the snowboarders and skiers lens of perception. Use of 
the probe kits in the research also informed an initial understanding 
of how people would respond to the placement generative tools in the 
chosen locations. 

The research used 3 Kits made up of different elements.  
Kits 1 and 2 were to be left at the chosen location; Rimu Park 
Backpackers in Ohakune, and Kit 3 was to be used at a yet to 
chosen suitable location.

Figure 26. Pa Figure 24. Stamps collected in a passport that represents travel experiences ssports

Figure 25. Post cards sent during travel to share insight into experience

Figure 27. An Information board that inform the travel experience

4.1.2    Co-creation Phase 1:  The Use of Probes4.1.1  Influences

Influences

Introduction18/09/09

Co-creation Phase 1: The Use of Probes

Card Kit.1:  Before and During

Magnet Kit.2 and Craft Kit.3:  Before and During

Card Kit.1:  After

Magnet Kit.2 and Craft Kit.3:  After

Forecasting Experience 
with a Common Visual Language

Experience map

Idea1

4.1.0 Introduction

The following section gives a week by week overview of 
the participatory process, undertaken in this research. At 
the beginning of each important new stage in the process 
you will find a key like the one below (Figure 24).  
The key offers a snapshot of the development process of 
each stage.

Influences were based on acknowledging information sources 
travelers use to signify or represents an experience, (Figure 25, 26 
& 27) these influences combined with generative tools informed 
the direction and construction of the probe kits.

Week 1   Beginning 18/09/09

Figure 24. Map of the participatory process during week 1
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4.1.3  Card Kit.1: Before and During 4.1.4  Magnet Kit.2 & Craft Kit.3: Before and During

Ingredients

Magnet Kit 2:  Consisted of images 
stuck to a fridge in the collaborative 
setting. The idea being that travelers 
could shuffle and organise certain image 
to form a visual expression of why they 
rode. This approach as informed by 
common use of fridges as notice boards 
in the homes and from word magnet 
games.

- 150 images 
- 1 white board maker

Craft Kit 3: Was a random assembly 
of elements loosely inspired by both 
Stappers and Sanders collage and 
cognitive mapping kits. 

- 150 Images 
- 20 Pens 
- 1 Role of tape 
- 1 Post it’s 
- 1 Pair of scissors 
- 12 Sets of randomly selected stickers 
- 16 Pieces of coloured paper

Intent: Card Kit 1. The card kit (Figure 28) employed the existing  
value structure and set of rules embedded in the playing cards. This 
was influenced by ‘the joker game,’ from the Solitaire Mystery. 
(Gaarder, 2000) where by playing cards are each assigned a sentence 
and are then shuffled and re-ordered in a way which makes sense to 
the person organizing the cards. The aim of the Card Kit was helping 
participants in structuring/sorting the images into a value hierarchy 
and identify what images were important in representing their image 
of experience. The playing cards created clear definitions in value 
sets amongst the suits and a hierarchy of content through bottom to 
top - lower cards to the picture cards. The fact that participants were 
all familiar with cards - They often used them to pass the time at the 
end of the day or on days when they could not go riding - Understood 
what the cards represented sped up the process and emphasised the 
playful interactive component of the session.

The Approach: Card Kit 1 Prior to the session participants were 
informed of what was going to happen - That they first will be pre-
sented with a set of images,  
followed by a set of playing cards, and finally a pen and stickers. 
These were the only instructions given to the participants. The  
primary instruction was to chose images that you associate with  
riding and help explain, ‘why you ride?’ 

The initial session was intended to take place in the township of 
Ohakune in a common room of the participants accommodation. But 
as it turned out the session was undertaken up on the mountain at the 
Base Cafe of the Turoa Ski field (Figure 29).  The group consisted 
of three participants, two females and a male. They were colleagues 
who worked in the IT sector. The decision to move the session up to 
the mountain did not affect the way the tools were used as they had 
been designed to be both portable and flexible. 

At this stage in the research it is important to note that changing 
plans is an indication of the unpredictable nature of the participants. 
This is a recurring theme appearing throughout the prototyping and 
testing component of the research. As stated, the research responded 
to this by ensuring that the design of the tools could be transported 
anywhere and were accessible to new participants.

Intent: Magnet Kit.2 and Craft Kit 3

The magnet and craft kits (Figure 30 & 31) were placed in the 
identified collaborative setting of the kitchen/common room area 
of backpacker accommodation to test respondents responses to 
the placement of playful communication tools kits. The tools 
were constructed with the intent to generate data which informed 
a visual map of what respondents image of the riding experience 
looked like.

The research was interested in both what images were used the 
most and what elements were used more frequently, the results 
would inform the direction of the communication tool the research 
was designing.

The approach: Magnet Kit.2 and Craft Kit 3

Both kits were placed in the setting for a period of just over a 
week from the 19/09/09 to 27/09/09. The kits would be left in 
the identified setting, each with a camera, question and set of 
instruction. The question was: Tell us why you ride? This  
question was used to give insight into he experiences that bring  
the snowboarders and skier to the destination

Ingredients 

Figure 28. Card Kit 1, before use Figure 30. Magnet Kit 2, before use

Figure 29 Card Kit 1, during use

Figure 31. Craft Kit 2 before use

The use of bright colorful graphics 
 found in the fashion of the snowboard-
ing and ski culture along with rich alpine 
imagery enabled the research to design a 
set of generative tools that were tailored 
specifically to audience in a way which 
promoted play. The use of snowboarding 
related imagery in these kits made the 
look and feel of the tools more culturally 
relevant, playful and accessible to the 
target audience. It also helped enervate 
expression more specifically related to 
the experience.

Card Kit.1: Was a combination of  
images, playing cards, stickers and  
scissors. This kit was to be used in 
a generative type session where  
participants would explain why 
they rode using the tools in the kit.  
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4.1.6  Magnet Kit.2 & Craft Kit.3: After

Figure 35. Results from Magnet Kit 1

Figure 34. Results from Craft Kit 1

The Magnet Kits and the Craft Kit produced disappointing results 
(Figure 34 & 35) and failed to generate enough data to inform a 
visual map that would direct the content types for visual language. 
Neither kits informed the research on how people interacted and 
interpreted the them. Although cameras were included in the kits 
along with instructions to document anything they made, only 
one person made something responding to the kits. The staff at 
Rimu Park reported that “a lot of people seemed interested in the 
kits particularly the magnets, but no one really played with them, 
they just stood there and looked at them.” (Cam , The Manager of 
Rimu Park Backpackers,  personal communication, 2008)  This 
statement combined with the poor data results signalled that either 
the kits were to ambiguous and confusing, or they lacked the right 
visual elements and guidelines to promote engagement and allow 
travellers to enter that ‘circle of magic’ (Huizinga, 1970)  which 
is play. On reflection the lack of response can be contributed to 
the overwhelming number of elements in each kit and the limited 
directions. This is supported by Stappers who recommends a 
maximum of 150-200 well considered elements in generative tool 
kits (Sanders and William, 2001).

Moving Foward : 

 The way participants engaged with the tools and the nature of the 
tools would be amended. Next steps involved developing a more 
specific set of elements that make up the tool kits. And facilitated 
the participants engagement with the tool by having the designer 
always present as a creative leader. This decision was based on the 
success of the Card Kits in the first co-creation session.

Outcome : 

The generative session at the Base Cafe of Turoa Ski field produced 
a rich data set composed (Figure 32) (Appendix. ix) of three 
individual expressions of the riding experience. This data informed 
the foundation of the content model of the visual language. Two out 
of the three participants used the low to high hierarchy of the cards 
to tell a sequential story. 

During the session data the way in which the participants interacted 
with the elements and what they made was collected. The session 
also illustrated how participants organized and sorted the data, 
demonstrating that they developed their own set of rules between 
themselves as they went. Identifying this response was important 
in understanding the thought process of both the individuals and 
the group when introduced to new sets of undefined content which 
needed organising and adapting.

Initially participants were presented with the content and  
instructed to choose images that they identified with, or felt they 
represented their riding experience. From here participants began 
working with the images, sorting them into two initial piles, ‘Yes’ 
or ‘No’.   Following this they then sorted the ‘Yes’ pile into four 
different piles, ranging from Vibe, Gear, Tricks and Mountain 
Stuff. Once the piles were made a pack of cards was introduced and 
participants were asked to associate the images with the cards. From 
this point on individual participants started defining their own value 
sets, working alone to extract images from the piles they made and 
adapting them to fit with in their value set and creating individual 
expressions of the experience riding. (Figure 33) Once this was 
done each individual was given a pen and asked to associate a word 
with each image, the first word which comes to mind. Next they 
were given five stars and asked to rank their favorite cards  
using the stars. The stars ensure participants can identify  
important images outside the hierarchy of the value  
set they have created.

Figure 32. Results from Card Kit 1

Figure 33. Single image about experience from the results of Card Kit 1

4.1.5  Card Kit.1: After
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At this point in the research a mix of elements inspired an idea for 
the creation of the visual tools and communication system. Data 
from the probe kits were a source of inspiration but not a primary 
influence. Other contributing factors were the playing cards and the 
interactive, semi-permanent nature of the magnets in magnets kit 2, 
along with popular media, the graphic nature of the snowboarding 
culture and weather maps. The bi-association of these elements 
formed the foundations of this research.

What the research had learnt from the playing cards is that, given the 
right framework, of existing social understanding of how elements 
worked together, participants are already informed on  
how to interact with the material and social constructs surrounding 
the game. The hierarchy of the playing cards found in the numeric 
system and suits, creates a graphic value framework of rules that 
promoted the act of play. The playing cards naturally created a 
sequential time line based format for narrative. 

This time line/sequence-based narrative provided the research with 
a link to stop motion animation and South Park - a stop motion 
animation originally made from papers shapes. (Figure 36). The 
ubiquitous and simple nature of South Park and the way it was 
created was appealing and seemed to be an appropriate fit with both 
the generative tools and audience. Along with the sequential nature 
of South Park the time line based narrative also corresponded to an 
existing forecasting tool - the swell maps (Figure 37) and weather 
maps used to predict the surf in surf culture. These are maps 
consisting of a graphic language and existing values associated 
with the graphic elements (Figure 38) they inform surfers on the 
nature of the coming weather they can expect to experience.  The 
combination of these influences led to the idea that the research 
could embody a design of a visual language associated with 
experience specific to the destination. Riders could be empowered 
to co-create visual accounts of experience in a way that reflected 
their own experiences up on the “hill” the term used to describe 
being on the ski field up the mountain.  The visual stories could 
change iteratively over time like a time lapsed weather map or the 
stop-motion that was originally South Park. 

As mentioned in previous paragraphs the stylistic treatment of 
high impact graphics and rich imagery is an important aspect to 
the culture and it’s expression surrounding the experiences of 
snowboarding and skiing. Acknowledging this is important in 
creating a tool that participants are familiar with that promote them 
to play with them and communicate with ease. The use of simple 
graphic elements found in both south park, weather maps and 
within the cultures fashion lend them selves to creating a modular 
type visual systems. This simple bold style creates a functional 
visual structure that allows elements to be moved and mixed and 
match simply without a too higher level of compositional skill. As 
to say the naive nature of the style lends it’s self to an easy of use, 
flexibility and rapid change.

Drawing influence from both these graphic communication tools 
led the research to the realization that if the visual accounts are  
created simply with a degree of universal appeal (Mc Cloud, 1993) 
and understanding - like that of a whether map - these images could 
be made public and disseminated. They could become tradable 
items to be shared with other travellers or viewed in a forum 
beyond that of the place of co-creation. 

This stylistic treatment will be incorporated in with using the 
format of stop-motion, accounts of experience that can be 
documented and distributed online or between mobile devices. 
Stories can be uploaded to blogs, posted on You Tube and possibly 
reside inside an online hub. This hub becomes a online destination 
informing travellers of the experiences on offer at certain 
destinations. Travellers can watch the co-created accounts/images 
for experience and decide not only whether ‘to go’ or (not to go)
but also be informative on what kind of experience to expect, or 
gain a new view of experience outside their existing understanding/
perception.  The idea of digitalizing image for experience on 
location allows for the formation of a accumulative archive 
regarding a destination, transforming accounts of experience into a 
tradeable artefact fit for exchange. 

4.1.8  Experience Map4.1.7  Forecasting Experience with a Common Visual Language

Figure 38. Weather map, Hughes, (2010), Dominion Post, p. A5. Figure 37. Swell map retrieved from: http://www. surf2surf.com

Figure 36. Image of the South Park characters, retrieved from: http://www.southparkstudios.com/guide/
characters/

As the scope of the project investigated the co-creative 
development of a generative tool made of a common visual 
language. The exploration of stop motion and a digital system 
to manage the information generated by the tool at this 
stage in the project allowed the research to create a greater 
understanding of the how the tool could be used and the large 
context it could fit within. The decision to keep the scope 
of the project solely on the development of the tool and the 
visual language was based on building on existing anecdotal 
knowledge the researcher. The scope allowed the research to 
focus on developing the tool to it’s highest level before it could 
be integrated into a larger system or network which may be 
considered as the next phase of the project.
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4.1.9  Idea

Figure 39. Sketch of idea for the communication 
tool and supportive system

This idea led to the decision to 
develop a visual language system 
which could be documented and 
distributed. The focus would be 
on the development of a visual 
language (Figure 39) supporting the  
co-creation of images for 
experience that express individual 
and group accounts of experience 
in the destination area of Turoa/
Whakapapa Ski field and its 
surrounds.
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Visual Inspiration

Creation of 
Visual Language

Workbooks

Inhouse Testing of Language

Introduction

3/10/09

26/09/09

Idea

Co-creative Phase 2 & 3

Co-creation Phase 2 Co-creation Phase 3

Map of Findings

2

3

At this stage the objective of the research was to form a coherent 
research direction which would enable the testing and development 
of the idea through co-creative sketching. So far the research had 
succeeded in developing an idea informed and inspired by data 
generated in the first co-creative phase. Following that the research 
intended to run a second co-creation phase to test the idea. 

The initial plan for the second co-creative phase was to first enter 
the sensitising stage then an immersion stage and finally the 
generative stage. This process is commonly used by Stappers and 
Sanders (Table C) early on in the generative design phase. The 
sensitising stage of the process is used to familiarise participants 
with the creative processes and context of the project before 
moving into the generative sessions which requiring a higher level 
of creative involvement.  However, this approach did not fit well 
with the reactionary unpredictable nature of the participants. Their 
choices ‘to go’ or (not to go) were primarily based on weather 
conditions two days out. Based on findings from Co-creative Phase 
1 the choice was made to drop the immersion stage of the process 
used by Stappers and Sanders, as it was too slow and required too 
high a level of commitment from participants. Instead the research 
re-employ the card kit from session 1 as the sensitising/immersion 
stage in the process of the next generative session. The card kit 
allowed the research to build a richer context with which informed 
the visual map of experience (Figure 56, p. 63) which had already 
been informed by the previous co-creative phase. The kits acted as 
a sensitisation tool allowing participants to think about, and play 
with, aspects of their experience. 

The next stage in this co-creative phase intended to employ the 
experience mapping tool in prototype form as a semi functioning 
idea. During this session the research would examine how the 
visual elements worked in supporting and informing images for 
experience, and determine if in fact people knew how to use the 
elements with minimal instruction. In preparation for the use of the 
experience mapping tools the tool need to be moved from a semi-
functional idea into a semi-functional prototype, to facilitate this 
the research developed a basic visual language consisting of simple 
ambiguous visual elements. (Figure 44, p. 57) The research was 
still in the process of defining the correct form the visual language 
would take in representing the experience of the destination.  At 
this stage in the research it was important not to make to many 
uninformed design decisions or form too many assumptions 
regarding the participants contribution to the development of the 
language. The research concern was that this would occur from 
the designer over designing the visual language prior to making it 
assessable to the snowboarders and skiers. Therefore the research 
made the tools as ambiguous as possible (Appendix. x) with out 
it being too abstract, this allowed the participants to respond to 
the basic nature of the content while informing further design 
development regarding improvements or changes.

4.2.0  Introduction

Week 2   Beginning 26/09/09

Figure 40. Map of the participatory process during weeks, 2 & 3



56 57

4.2.1  Visual Inspiration

At this stage the research required that a workbook for use in the 
sensitising stage was employed, however as mentioned  
previously the sensitisation techniques employed by (Sleeswijk Visser, 
et al 2005, p. 3) didn’t fit with the developmental nature of this project. 
The unreliable nature of the participants meant workbooks were 
redundant due to the fact that it was highly unlikely that the research 
would have the same participants though the duration of the co-creative 
process. There was value however in testing the visual language in 
a ‘one off’ user group therefore the research decided to run with the 
workbooks (Figure 46) distributing them among the participants 
involved in the first co-creative phase.

The participants involved in the first co-creative phase, called Riders 
Group 1 received the workbooks the weekend that preceded the second 
co-creative phase with Rider Group 2. The week long gap allowed 
time for further testing and the resolution of the new language before 
its presentation to Rider Group 2 in phase 2. The workbooks were 
distributed amongst the three snowboarders that made up Riders Group 
1, however of the three only one workbook was returned. Based on the 
informal feedback from the participants the research discovered that the 
snowboarders and skiers didn’t have enough time to use them. 

A recommendation at this point in the project would be to make the use 
of and the return of the workbook simpler for the participants. Clearer 
instructions and a prepaid envelope given out with the workbook would 
encourage the participants to engage and return the workbooks.

Figure 41. Snowboards on Board rack at the base of the Turoa, Skifield

Figure 42. Image of the South Park characters, retrieved from: http://www.
southparkstudios.com/guide/characters/

Figure 43. Example of a cognitive map made in a context-mapping session, (0000)

4.2.2  Creation of Visual Language 4.2.3  Workbooks

Figure 44. In-house development of the visual language

Figure 45. The visual language developed in-house 

Figure 46. Results from workbook

Below (Figures 41, 42 &43) are examples of the visual 
influences that informed the design of the visual language.

Below (Figures 44 & 45) give insight into the stage of 
development that the visual language was in during this point in 
the research. 
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4.2.4  Inhouse Testing of Language 4.3.0  Co-creative Phase 2 & 3

Through inhouse testing (Figure 47) it was decided that the 
visual language which made up the mapping toolkit to be used 
with Rider Group 2, would be made of ambiguous visual shapes 
assembled inside descriptive outlines. The outline created a 
context as it represented an object or action reflecting an aspect 
of the experiences at the destination. The aim of the descriptive 
outline was to guide participants in using the shapes however once 
the shapes were removed from the outline participants could do 
or make what they wanted with the shapes. All the shapes were 
magnetic and combined with a word set. Words and some of the 
imagery were derived from the findings of the co-creative session 
using the card kit in phase 1. The elements that made up the visual 
language loosely related to the tools and actions identified in the 
data generated from the reflective sketching.

During the course of the in-house development it quickly became 
obvious that a visual language made up of basic shapes did not 
provide adequate context for even designers to create images for 
experience of actual value. The arbitrary nature of the shapes 
meant too much time was spent creating a context which regularly 
defaulted to primitive visual elements. The lack of contextual 
information relative to the experiences found in a destination meant 
that this was an issue that needed to be addressed. Although the 
workbooks included these arbitrary shapes the first version of the 
toolkit to be prototyped required refinement.

Participants:

During the week that  participants 
from Rider Group 1 used their 
workbooks the research was in 
the process of recruiting new 
participants for the second  
co-creation session for Phase 2.  
The new participants (Rider 
Group 2) consisted of 4 skiers 
and 2 snowboarders who rented 
a chalet in Ohakune for the 
weekend, and all knew each  
other prior to the session.

Rider Group 2 were recruited 
to participate in a co-creative 
session prototyping the first 
version of the visual language 
The intent of this prototyping 
session was to discover if the 
language made sense to the 
participants and to observe their 
response to it as a co-creative 
communication tool.

Rider Group 3 was recruited 
to participate solely in the 
prototyping of the first version  
of the mapping tool. Rider Group 
3 were members of a snow 
camp. The group consisted of 3 
individuals, 2 Guys and 1 Girl,  
all were snowboarders.

Intent: Co-creation Phase 2

The first stage of phase 2 took place in the kitchen common area 
around a large communal table. The objective of the research in 
this phase was 1) to gauge the participants response to the tool and 
2) gather more data from the cards to inform a visual maps. The 
second co-creative phase was broken into two stages - Session 
1&2. Session 1 employed the card kit (Figure 48) used in  
phase 1 while in session 2 participants engaged with the first  
semi-functional prototype of the mapping tool (Figure 49 & 50).

Intent: Co-creation Phase 3

In phase 3 a new set of participants were used, who of which 
where members of a snow camp. This set of participants were 
known as Rider Group 3. These participants were snowboarding 
enthusiast and represented the opportunity to gain a wider cross 
section of input and feedback from different user groups. 

This third co-creative phase was restructured and the card kit 
was dropped. The focus in the first instance was on the way 
participants  interacted with the tool and secondly how the digital 
documentation and distribution influenced the co-creation of their 
image about experience and if it changed that way participants 
interacted with the tools. This phase was broken into two session 
and during the first stage the participants were asked to respond to 
a question on the board consistent with the phase 1 & 2. During the 
second session participants were asked to retell their story bearing 
in mind that each move they made, or element they added, would 
be photographed and played back to them afterwards in a kind of 
stop-motion sequence/animation sequence.

Figure 50. Close up of the magnetic 
visual language  

Figure 49. The first version of the experience-
mapping tool

Figure 48. Card Kit 1

Figure 47. Further in-house testing of the visual language 

Week 3   Beginning 3/10/09

Participants were selected based 
on availability and willingness 
to participate. Candidates were 
recruited through an extended 
social network of domestic 
snowboarders and skiers. 
Requirements for participant 
selection was based primarily on 
availability.
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4.3.4  Idea

At this point in the research the 
objective was placed on designing 
a communication tool and  
system to support it. This idea  
(Figure 57) embodied the 
uploading of digitally recorded 
images that had been co-creatively 
sketched by the snowboarders and 
skiers on You Tube and then posted 
into a hub - that hub being a blog.

Figure 57. Refined version of idea for direction of the 
communication tool and supportive system
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Figure 69. The visual language generated through the use of the UMLS approach

The redrawing of the reflective sketches which were into 2d 
iconic representation (Figure 69) which were then broken down 
into separate elements, or building blocks created a flexible 
interchangeable working set of iconic components. This was similar 
to how lego works in the sense that the 2d iconic representation 
were building blocks used together to create context and concepts. 
For example the assembly of lego pieces such as squares, flat 
plates, wheels, a seat and a steering wheel create a car. The 
deconstruction of the reflective sketches into simple icons that 
formed 2d building blocks meant that riders could remix the blocks 
to work together, meaning each element could be used in a variety 
of different contexts in creating a variety of concepts. This set of 
visual elements would create a common visual language allowing 
riders to co-creatively sketch their image for experience.

4.4.4  Creating a Formal Content Model

data- refective sketching

Figure 68. Approach to constructing semiotic categories (Zender & Cruther, 2007)Figure 67. Reflective sketchFigure 66. Unified Medical Language System

In conjunction with the research supervisors it was decided that 
the language developed from the mood-boards in this phase was 
too applied and didn’t acknowledge the approaches of Stappers 
and Sanders or the results of the data produced in the reflective 
sketching. Further research was required to identify a formal 
method for developing the visual or semiotic categories of the 
visual language.

An assembly of formal approaches informed the construction 
of the semiotic categories and the content which populated 
the categories. The use of Unified Medical Language System 
(Zender and Crutcher, 2007) or fish eye process (Figure 66)  
was applied to deconstructing the reflective sketches   
(Figure 67) generated earlier in the research. The reflective 
sketches themselves were reinterpreted into iconic 
representations of the sketch and then broken down into visual 
parts (Figure 68) using the Unified Medical Language System.
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4.5.0  Inhouse Testing

Figure 72. In-house testing of the initial sketched version of the visual language

4.4.7  Informing the Semiotic Categories

Figure 70. Trail map of Turoa Ski feld Figure 71. Icons from Gerd Arntz ISOTYPE langauge

The semiotic categories created from this method ranged from  
pictorial icons   which supplied elements with a 
fixed meanings to basic shapes  which acted as frames or 
gave context, housing other elements, then were   
textures which added more depth to the context, then were   
expression lines   and   faces which 
helped with communicating expression and movement and finally 
came language components such as   words and 
suggestive   graphic shapes. 

The decision to break down the elements in this way was informed 
by McClouds (1993) theory of the picture plane, that shapes, 
language and pictures (Figure 70) needs to be considered when 
designing comics. It was clear that a visual comic theme had begin 
to occur during the course of the research, McCloud’s writings 
provided a good theoretical foundation for creating the visual 
vernacular and informing the development of semiotic categories 
that made the visual language. 

The design choice of a more simple aesthetic made the elements 
more universally acceptable for riders from differing backgrounds. 
As images of a realistic quality would reduce the subjectivity and 
universal nature of the common visual language thus making less 
accessible (McCloud, 1993) .

The tool would support the construction of the mental image 
by supplying a simple subjective and universal common visual 
language that riders could use for exchanging their images for 
experience with each other. 

In summary the construction of the language was informed by a 
variety of sources and was based on both theory and data generated 
through out the co-creative phases. Theoretical approaches to note 
are Scott McClouds theory ‘The Picture Plane’ (McCloud, 1993) 
for the creation of semiotic categories. And that of Otto Neurath’s 
Atlas Society and Economy by Gerd Arntz for the development of 
the ISOTYPE language (Figure 71), which represents sets of data 
using an icon based communication system, Neurath referred to his 
invention as: 

 Education pictures and as fact pictures. His intention was to 
 stimulate the mind of (in the first place) young people into 
 active thinking, rather than passive assimilation of data.”  
 (as cited in Lewis, 2006) 

Another important influence was the fish eye or Unified Medical 
Language System which informed the organisation of content into 
categories structured as a hierarchy of elements to create context 
(Zender and Crutcher, 2007).

4.4.6  Experience Map

Week 5   Beginning 28/10/09

Below (Figure 72) are examples of Inhouse testing of the  
visual language in it’s infancy to see if the new elments in  
the language work.
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4.6.4 Refining Concept

Figure 88. Prototype development of the dot to dot brand package Figure 89. Storyboards explaining the concept

This process of making a story was called “dot to dot”. After reviewing 
this conceptual direction with supervisors (Dr. Ing. Aukje Thomassen 
& Mark Bradford) it was decided that this concept direction was a 
departure from the research findings and did not acknowledge that data 
generated from the sessions.

Based on this feedback the research went back to the drawing board 
for a second round of concept development, this time taking a closer 
look at what had been happening during the generative sessions. As 
the first concept was an attempt to expand upon on the success of the 
playing cards,  the new concept needed to that facilitated the  
co-creation of an experience map.

Initially concept development played with the idea of a brand 
structure for the tool and the creation of a superior brand called 
“campfire” (a place where you share stories) comprising of specific 
tools designed for specific cultures, the experience mapping tool 
would sit under this brand and have it’s own name and brand 
package - that name was Pow Pow Pow. Pow Pow Pow is a 
communication tool for snowboarders and skiers to share their 
experiences.”

“Pow Pow” is a term used for powder snow and the name Pow 
Pow Pow celebrates a new or fresh view for experience. i.e. The 
way fresh Pow Pow (powder snow)(Figure 86) symbolizes a new 
day of fun riding.

At this point one strong concept (Figure 87) emerged for packaging 
the tool - That of the “story brick” which could be used to build 
stories with the contents of the brick and thus co-creating an image 
for experience. The story brick consisted of three playing card sized 
packs (Figure 88) that when folded together formed a brick, each 
brick containing a set of magnetic cards (Figure 89) that players 
could assemble in different ways to tell a story, while still using the 
key point in time theory from the last generative session. The cards 
would allow participants to assemble dots, and around the dots they 
would build stories. One of the packs would contain dots while 
the other would have more textural, specific shapes relevant to the 
location with the final brick containing culture specific visual cues 
such as words, boards and so on.

4.6.3  Name, Packaging & 
Brand Language

Figure 87. Initial concepts developed for brand package

Figure 86. A picture taken from a facebook album of one of the participants in phase 1
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The second concept that was developed was called “tagging”  
and  embraced the notion that people could tag up images for  
experiences. The term tagging makes reference to attaching a 
label to something for the purpose of identification or to give 
information to another, in the context of the research this referenced 
the co-creation of a visual label (or image) for key moments of 
an experience. This concept also drew on use of the term tagging 
used by another graphic self-expressive culture, that of the graffiti 
artist. This is a culture where artists would ‘throw up’ pieces 
of art onto walls in a public space using aerosol spray cans as 
their painting tool (Figure 90). The research identified in both 
cultures the need for visual self expression and a love for bright, 
bold graphics (Figure 91). This bi-association acted as a bridge 
allowing the research to appropriate the spray can and borrow from 
existing social constructs and symbols, reinterpreting the concept 
of ‘tagging’ as a specifically designed communication tool for 
snowboarders and skiers to express images for experience. The 
can would be used as a visual cue in telling the snowboarders and 
skiers what to do with the ready made visual contents of the kit and 
facilitating first the basic level of creativity the organizing of the 
contents, followed by adapting them to suit and moving towards 
making an expression of their experience. This would in turn lead 
on to co-creativity where individuals could make creative leaps  
(bi-association) based on the artifacts that had been constructed. 

The concept was scalable in the sense that it could be used in both 
a small and large format. The small format was designed for fridges 
in rented chalets (Figure 92) and the large format for the wall of the 
backpackers/hostel. (Figure 93) The large scale models contained 
a large magnetic white board on which riders could co-create a 
two way communication system as an interface comprising both a 
snow report and a riders log. The inclusion of the snow report was 
informed by the data collected in the reflective sketching phase 
that emphasised a consistent need for riders to get up and check the 
report each morning. Instead of each individual needing to go to 
the computer to check the report this act combined with breakfast. 
Individuals would go to the computer to check the report only the 
first person did, as they would then transfer the data to the fridge 
or wall using the tools. This also gave the manager of the travellers 
accommodation an opportunity to get up each morning and supply 
the report as they supply breakfast.

Coupled with this report is a riders log - a space where riders can tag 
up images for their key experiences during the day.  The riders log 
came with three markers with each colour representing a different 
mode of communication. Black standing for individual trails and 
tracks, Blue being for comments and Red for transport lines - the 
research inspiration being the coloured lines used in trail maps.

In essence what the tool most closely represented was the  
cognitive map found in context-mapping sessions. The tool in 
this research was designed for a specific use and target audience 
containing language and aesthetics representative of the people 
using it. (Figure 94, p. 82-3) The tool was in fact an experience map 
(Figure 95, p. 84-5) in which the images could be altered and moved 
further informed the aesthetic decision for the final visual language  
(Figure 96) to be of a 2d icon nature. This reflected both the icons 
found on maps and the visual aesthetic of the culture.  

4.7.0  New Concept: Tagging

Figure 90.  A graffiti wall in Ohakune Figure 91. Snowboard graphics

Figure 92. Applied to fridge

Week 7   Beginning 15/12/09

Figure 93. Concept sketch of the possibilities for the tool in the co-creative setting
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Figure 94. Tagging concept: The package
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Figure 95. Tagging concept: How the language works
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Figure 96. The final visual language
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Summary Recommendations
To what extent can co-creative sketching enable a specific  
audience to influence their experience of a location?

The act of co-creative sketching though out the participatory process 
and within the final design outcome enabled the stakeholders to 
collaboratively develop and influence the outcome of  
the final design. 

The use of a common visual language during the act of sketching 
facilitated this as it produced data which as raw and open, allowing 
it to be analysed by all the stakeholders through out the  
participatory process.

The use of sketching transferred from the development tools 
through to the final communication tool. Sketching with a simple 
universal visual language supplied the specific audience with an 
open communication framework. That framework served as a 
creative scaffold which allowed individuals to co-create image 
for experience and exchange tacit knowledge, and as a result also 
contribute to a public image about experiences at the location.  

The co-creative sketching of images about experience constructed 
artefacts that embodied their experiences and facilitated the 
exchange of information about experience. It made tacit knowledge 
accessible to others beyond the moment of creation and exchange, 
and created a framework for participants to achieve bi-association 
through viewing other participant’s insight into experience, thus 
influencing their experience of a location.

How can co-creation result in developing a shared image  
for experience based on the exchange of tacit-knowledge?

The act of bi-association influenced by a public image for 
experience allowed participants to transform their experience 
through offering a public environment and tools that were 
playful in nature. The act of playing with these tools in a public 
space promoted engagement  between participants and allowed 
participants to escape together into a temporary sphere and 
exchange/explore each others alternate views and thus transforming 
their experience.

The engagement in play and the sharing of images for experience 
through co-creation can be attributed to the colourful, bright and 
universal nature of the tools, which promoted engagement with 
the tools and space. As to say the playful look of the tools led 
participants to a playful use of the tools.

How can participatory design support co-creative sketching?

The tool or tools that were used through out the participatory design 
process consisted of a simple accessible visual language  
that promoted co-creative sketching. In the example of the  
co-creation of a shared or public image for experience - co-creative 
sketching resulted from the playful use of a specifically designed 
communication tool consisting of a simple and flexible icon based 
visual language.  

A review of process

The findings from the research into co-creative sketching to 
support the participatory design process show that through out the 
participatory process there is a need for simplicity and clarity from 
the designer in articulating and leading the project.

This is important to note when involving stakeholders who are of 
a non-design background. The importance of simplicity aids in 
managing the complexity and variation in the data generated from 
co-creation, 

Sketching as a thinking, development and communication tools 
facilitated in managing this complexity. It is recommended that 
rigor is applied to documenting and clarifying findings through out 
the entire participatory process.

The use of simplicity and sketching laid the foundation for the 
development of the tools throughout the process. On occasions 
the research acknowledges a failing in keeping to a simple well 
defined process, with the occasional injection of a variety of 
influences which at the time improved the outcome and on other 
occasions distracted the research from it’s main objective. It is 
important to note that the inclusion of alternate sources was needed 
to support the nature of the research, but in future it is recommend 
careful consideration be taken in assembling a methodology for 
participatory design as the complexity and subjective nature of the 
data generated needs to be managed with simplicity and rigour.

Moving forward

With more time and resource, this tool could be moved into a digital 
space. The use of it could be applied to touch screen technology, 
which could give the project and extended application to up on the 
mountain as ski, snowboarding resort for experience. This tool has 
the potential to be applied to a variety of ski resorts both nationally 
and internationally to help with forecasting the riding experience  
on different fields.

As a participatory design process this formula can potentially be 
reapplied to a different audiences and settings, such as in sporting 
events, an urban way finding system or even in the use of urban 
planning for both local and national government.

The process used in this research which involved first ethnographic 
research followed by the use of probe kits, co-creative sessions, 
which leads to idea generation, then prototyping, supplies a 
developmental framework for designing communication systems 
with the people who use them. Placing the users as experts of their 
experience. 

The idea of this process being a commoditised development process, 
which involves the public prototyping of communication tools, 
could in future be considered as a creative model for a business. This 
business would specialise in development of communication tools 
that promote the exchange of tacit knowledge with in a between 
specific cultures.
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