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Abstract

Community gardens are open spaces where food or flowers
are cultivated, and are managed and operated by members

of the local community. Their benefits range from producing
food, building community, education and promoting health,
to enhancing the resilience of individuals and environments.
However, people who have been involved, and who recognise
the value of those gardens believe engagement in community
gardens is lower than desired. Moreover, there is an age gap
of gardening experience: nowadays younger people have

less experience growing their own food, while there are not
opportunities for experienced older people to pass down their
knowledge.

Informed by the success of digital services in engaging users,
I addressed and delved into my research question:

During my research inquiry, I looked to interweave concepts
from interaction design, emotional design and gamification;

I went through a spiral design process combining deep
engagement with potential users, and iterated my design to the
final solution presented through an interactive prototype.

The final prototype offers an experience through a series of
interactions which communicate main scenarios in a user
journey. These interactions also illustrate how design can shape
a digital service as a “joy maker” and as a “mutual friend”,
connecting the two roles in my proposed service: “gardening
event host” and “garden bee”.



vi | Growing Together



Contents

Dedication i
Acknowledgements iii
Abstract v
Contents vii
List of figures xi
List of tables xvii
Chapter 1
Introduction 1
About me 3
Research question and scope 3
Context 4
4
4
Opportunity 6
6
6
Chapter 2
Literature Review and Methods 11
Interaction Design 13
Emotional Design 14
Gamification 16
Methods 20
20
Fieldwork 20
Semi-structured interviews 21

Focus groups 21



Journey mapping
Personas
Storytelling

Divergent and convergent thinking

Prototypes with progressive fidelity
Usability testing

Chapter 3

Growing Together:

A Collaborative Design Journey
Design Research Process

Research Findings

Chapter 4

Design Concept
Seed Events — Host and Find Events
Sprout Connections — Grow Together
Cultivate Community - Empower Emotionally
Harvest Growth — Witness Your Growth

Scenario A: Johnny’s journey

Scenario B: Anne’s journey

Scenario C: Johnny becomes a host

21
21
21
21
22
22
22
22

25
27
28

28

33

35

37

41
43
45

49
50
51
55
57
59
60
60
62
66



Chapter 5
Conclusion 69

References 75
Appendix (see electronic files)
Appendix A: Ethics: Digital Service Design for
Communal Gardening Engagement,
4000018608.
Appendix B: Ethics: Digital Service Design for
Communal Gardening Engagement,
4000018794.
Appendix C: Ethics: Digital service design for
engaging more New Zealanders with
communal gardening, 4000018461.
Appendix D: Iteration example of event
information structure.
Appendix E: Microinteraction example of
high-five series (animation).
Appendix F: Interaction example of “Tell us your
mood” page (animation).
Appendix G: Transition example 1 (animation).
Appendix H: Transition example 2 (animation).

Appendix I: Transition example 3 (animation).



x | Growing Together



List of figures

All figures by Author unless indicated.

Figure 1. Community garden co-working time (21/05/17). xviii
Figure 2. Airbnb, Inc. (n.d.). Airbnb app homepage on an

android phone [Screenshot]. Retrieved 17/02/2018. 6
Figure 3. Wellington Timebank (n.d.). Garden requests on

Wellington Timebank [Website]. Retrieved 06/30/2017,

from https://wellingtonsouth.timebanks.org. 7
Figure 4. Neighbourly (2018). Introduction on Neibourly’s

homepage [Website]. Retrieved 02/18/2018, from

https://www.neighbourly.co.nz/. 8
Figure 5. Meetup (2018). Meetup About page [Website]. Retrieved

18/12/2017, from https://www.meetup.com/about/. 9
Figure 6. Mapping gamification elements to user journey

(28/06/17). 10
Figure 7. Apple Inc. (2018). Memory feature showcases [Website].

Retrieved 28/12/2017, from https://support.apple.com/

en-nz/HT207023. 16
Figure 8. DRIVE (n.d.). The progress of preparing for a learner’s

licence on a user’s dashboard [Website]. Retrieved

28/12/2017, from https://drive.govt.nz/. 19
Figure 9. DRIVE (n.d.). Part of the learning content of preparing

for a learner’s licence [Website]. Retrieved 28/12/2017,

from https://drive.govt.nz/. 19
Figure 10. Some community gardens I have visited as part of my

Wellington fieldwork. 20
Figure 11. Landscape research. 23

Figure 12. Divergent and convergent thinking practice. 23



Figure 13. Drawing draft.

Figure 14. Paper prototype.

Figure 15. Mindmapping gardening elements.

Figure 16. Looking from outside of a community garden

(21/05/17).

Figure 17. Design development example: simplifying the date filter.

Figure 18. Johnny’s profile.

Figure 19. Anne’s profile.

Figure 20. Early journey mapping on the whiteboard (17/12/17).

Figure 21. Upskill focused system plan and interface
wireframe example.

Figure 22. The streetside garden space where I tasted the fresh
flower (25/11/17).

Figure 23. Upskill focused dashboard vs real-world connections
highlighted dashboard.

Figure 24. The growth of plants indicates a user’s engagement with
the community.

Figure 25. Warm fuzzy bee with two states: anticipating and
appreciating.

Figure 26. Delightful emoji on “Tell us your mood” page.

Figure 27. Event page and the changes of emoji from being on the
two sides to being together.

Figure 28. Assess responses page.

Figure 29. Welcome message.

Figure 30. Share your thoughts page for users to comment.

Figure 31. One-line statement of motivation on profile page.

Figure 32. A host receives task-based interest from garden bees.

Figure 33. Add new event page.

Figure 34. First-visit hint on event page.

Figure 35. Some workshops I have attended as part of my
Wellington fieldwork.

Figure 36. Viewing garden profile on the phone. From http://
freemockupzone.com/free-person-holding-smartphone-

mockup-front-screen/ (modified).

23
23

23

24
26
26
26
27

28

29

30

30

31

31

32
32
32
33
34
35
35

37

37

40



Figure 37. Design aspect 1.

Figure 38. Design aspect 2.

Figure 39. Design aspect 3.

Figure 40. Design aspect 4.

Figure 41. Slides on the landing page.

Figure 42. Homepage of a garden bee.

Figure 43. Notification when finishing registeration.

Figure 44. Event page - workshop.

Figure 45. Gardening workshop [Photograph]. Retrieved
05/03/2018, from https://pixnio.com/people/community-
gardening-group-people.

Figure 46. Notification after attending an event.

Figure 47. Homepage — Event list.

Figure 48. Event page - co-gardening.

Figure 49. Onboarding hint for the first time visit.

Figure 50. Event page - swiping down to see garden profile.

Figure 51. Event page — garden profile.

Figure 52. Event page — garden story.

Figure 53. Event page - garden review.

Figure 54. Event page - co-gardening when interest has
been expressed

Figure 55. Storyline page.

Figure 56. HELP AUCKLAND (2018). Two people are gardening
[Photograph]. Retrieved 26/11/2014, from http://
helpauckland.org.nz/youth-garden-opening. Used
with permission.

Figure 57. Tell us your mood page — express emotion.

Figure 58. Tell us your mood page - share more feelings.

Figure 59. Tell us your mood page - continue.

Figure 60. Tell us your mood page — warm fuzzy bee
appears to invite to share the positivity.

Figure 61. Tell us your mood page — warm fuzzy bee flies away
after getting permission.

Figure 62. Share your thoughts page - rating.

43

45

47

49

50

52

52

52

53

53

54

54

54

54

55

55

55

55

57

57

58

58

58

58

59

59



Figure 63. Share your thoughts page - labelling.

Figure 64. Storyline page — Host new events.

Figure 65. Add new event process.

Figure 66. Add new event process — preview.

Figure 67. Guest profile page.

Figure 68. Guest profile page - story.

Figure 69. Guest profile page - review.

Figure 70. Review your guests page.

Figure 71. Review your guests page — approved the participation.

Figure 72. Taking a selfie [Photograph]. Retrieved 01/03/2018,
from https://pxhere.com/en/photo/824456. Used under
Creative Commons CCO.

Figure 73. HELP AUCKLAND (2018). Two people are happy
when working in a garden [Photograph]. Retrieved
26/11/2014, from http://helpauckland.org.nz/youth-
garden-opening. Used with permission.

Figure 74. People are gardening together [Photograph]. Retrieved
26/02/2018, from https://pixnio.com/people/children-
kids/group-was-about-to-introduce-a-purple-colored-
flowering-plant-to-the-garden.

Figure 75. Switching to the host role on the phone. From http://
freemockupzone.com/free-hand-holding-clean-
smartphone-mockup/ (modified).

Figure 76. People are gardening together (21/05/17).

59
60
60
61
62
63
63
63
63

64

64

65

67
68



List of figures | xv



xvi | Growing Together



List of tables

Table 1. Types of community gardening activities in
Auckland and Wellington (Earle, 2011, p. 67).

Table 2. Information summarised from Henderson’s (2015)
Principles of UX choreography principle.

Table 3. Example game mechanics in Gamification by Design
(Zichermann & Cunningham, 2011, p. 80). Ideas

weaving mechanics and dynamics of gamification.

15

17





