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What is co-creation?

‘...any act of collective creativity, i.e. creativity that is
shared by two or more people. Co-creation is a very
broad term with applications ranging from the physical to
the metaphysical and from the material to the spiritual...’

...co-design is a specific instance of co-creation. Co-
design refers, for some people, to the collective creativity
of collaborating designers...the creativity of designers
and people not trained in design working together in the

design development process.’ (Sanders and Stappers,
2008, p 6)







Design Thinking

Focus on the use of co-creation strategies in an
education setting at the fuzzy front end of the
problem phase of idea generation.

The use of such processes is well understood in
business and marketing situations as well as in co-
creation approaches to participatory design.

In design education however, the teacher or
researcher is often required to produce course
designs (modules, courses, learning outcomes etc) in
less than participatory circumstances.

How might co-creation be applied to the design of our
own education contexts?
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User input from
staff and students
through interviews

and video.

WORKSHOP Q

o

Staff, students and external guests identify
emerging themes from Design Innovation
Studio research findings before suggesting
propositions to take forward for exploration.

Design Innovation
Studio analyse
propositions and
create clusters of
similar ideas.

WORKSHOP ‘a
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Staff, students and
external guests
explore clusters.

Design Innovation
Studio package
and present project
outputs for
implementation.




Phase 1: Research & Planning
Learner Journey Spectrum
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Phase 1: Research & Planning
Student Insights




Phase 2: Idea Generation

32 Staff, 9 Students, 2 externals:
*Unpacking the issues

*Widening participation overview
*ldea exploration

*Brainstorm solutions
*Proposition template x 19




Phase 3: Synthesis & Analysis
10 Thematic Clusters

Pre-GSA School / College Application to GSA Study at GSA Graduation / Jobsearch Alumni

Pre-GSA School / College Application to GSA Study at GSA Graduation / Jobsearch Alumni




Phase 4: Idea Develop & Prioritisation

. -
7 Staff, 16 Students, 1 external:
*Brainstorm solutions to the cluster issues
' *Storyboard solutigy_s
*Milestone template
*43 Actions prioritised
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Phase 4: Idea Develop & Prioritisation










* Student input: was of high quality and
‘invaluable’
e Students appreciated the oppo /Qity to be part
of shaping the future of GSA i P
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Issues and Challenges

e Commitment from the institution - ensure practical steps to
implementation — not tokenistic exercise

* Resource limitations should be acknowledged — time, finance
* Small Specialist Institution — staff
* Diversity of opinion is vital — across schools, studio, staff & students

* Nurture a culture of positive participation — communication,
value input

* Raise the awareness of non-curricular institutional support
and its impact: widening participation, student services, careers advice

e Communication is vital — at all levels within and outwith the
organisation




