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Abstract 
There is a broad spectrum of innovation approaches, 
with different roles for user and designer. On one side 
of the spectrum, the designer is most active and 
interprets user data, like interviews, e.g. into product 
characteristics. On the other side of the spectrum, the 
users innovate for themselves, while the designer acts 
as a facilitator. These approaches are accompanied by 
designer attitudes. On one side, designers see the user 
as the expert of their experience, and should be treated 
accordingly. On the other side the view is that user 
might lack the knowledge to express what they want or 
might not know what is good for them. Their remarks 
need to be interpreted or even ignored. This paper 
argues that these approaches can co-exist. A designer 
should be aware of the possible approaches, rather 
than knowing just one or a couple, and tailor his to that 
particular project or audience. 
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What do I mean when I say human 
centered…? 
In the field of industrial design it’s no longer a 
discussion that the beneficiary of the outcome of the 
design process, or user, should be considered. Instead 
of seeing designers as legislators who know better, it 
has become more common to characterize design as an 
interpretive profession who mediate user experiences 
into the design process [8] I would argue that it’s a 
natural thing to do. Even in my first projects in my 
bachelor’s degree at the University of Windesheim, me 
and my peers would regard or interpret the user, 
although no professor had told us to do so yet and we 
were still working from a list of product requirements 
given by a professor or company. 

How the user should be regarded, or even involved in 
the design process however, is not that clear cut. 
Methods like Co-design, User Experience (UX), Human-
centered design (HCD), and open innovation are 
proliferating rapidly. Choosing an approach is not an 
easy task, since methods have emerged from separate 
but overlapping design and research disciplines since 
the '70s [6]. Sampsa Hyssalo, associate professor at 
Aalto University, said in a lecture that many designers 
know just one, or a couple of approaches [Hyysalo. S, 
lecture on the landscape of designing for, with and by 
users]. 

I can attest to this, drawing on my own experience. 
Although there was always regard for the user, I never 
heard about the terms co-design, UX, or HCD during 
my bachelor’s degree. In my pre-master at the 
Eindhoven University of Technology, I learned about 
UX, which was a huge eye-opener for me. Most of my 
efforts of regarding the user up till that point had been 

interviews or simple user tests, or even guessing what 
the user would value. 

In addition to differences in methods, there are 
different viewpoints on what the role and attitude of the 
designer should be. Does the designer interpret user 
data and translate it to product characteristics? Or does 
the designer act as facilitator to turn user ideas into 
reality? The aim of this paper is to shed light on the 
potential roles of users and designers in innovation 
processes and make an argument what the skills and 
attitudes of a designer should entail in modern day 
innovation processes. It aims to give an answer to the 
question: “what do I mean when I say human 
centered…?”  The contributions of this paper are as 
follows: 

• Different approaches treat users in differently. 
In section 1 I will explore different approaches 
to innovation processes and to which extent, 
and how, they regard and/or involve the user 
 

• I will explain different viewpoints to the role of 
the designer. What roles and attitudes can a 
designer utilize? 
 

• Finally, an argument will be made for the 
designer to assume different roles when 
designing in different contexts and for different 
audiences. 

 
 
 



  

User inspiration vs. User innovation  
Users of products and services are increasingly able to 
innovate for themselves. Just think about platforms like 
Kickstarter and open source software like Arduino and 
Processing. Empirical studies show that many users, 
from 10 percent to nearly 40 percent, engage in 
developing or modifying products [5]. So what then, 
are the possibilities for users to do so? How about the 
remaining percentage? 

In an effort to make sense of the many methods and 
approaches to innovation processes, the INUSE 
research group of Aalto University have done a great 
job structuring them in their online co-design journey 
planner (See figure 1). The approaches are clustered in 
four families with respect to the role given to designers 
and users: inspiration, investigation, cooperation and 
community. They differ from first to last mentioned in 

the degree to which the designer is most active 
(inspiration) towards the cluster in which the user is 
most active (communities). Although these are not all 
the methods, I think it is a good categorization in terms 
of user involvement. A short elaboration: 

Inspiration 
In inspiration, the designer designs and inspiration for 
designs and product characteristics are drawn from the 
designer being a user himself. This cluster entails two 
approaches: User inspiration and the developer 
immersion in use. User inspiration works best for 
culturally mature products, like a glass, a table, e.g. or 
in other words: the developer knows how a glass is 
being used and can draw mostly on his shared cultural 
background of being a glass user himself. Developer 
immersion in use means that the designers themselves 
are competent users in the domain they are designing 

Figure 1 – Approaches overview 
of the CoDESIGN  journey 
planner. Image from 
http://codesign-
radr.rhcloud.com/approaches 

 



 

for. Deep immersion in user practices can happen 
through long term practicing or through ethnography, 
which can be used to view a culture from inside its 
arrangements and relationships. [3] 

Investigation 
The investigation cluster consists of approaches that 
investigates the user for innovation processes, they are 
involved through surveys, e.g. but are usually not 
asked to design anything. User Experience and Human-
Centered Design are the two approaches in this cluster. 
UX design means a human-centered approach that 
emphasizes a holistic view of the users experience with 
a product or service. HCD means giving the needs, 
wants and limitations of the user extensive attention at 
each stage of the design process. Techniques used 
include ethnomethodology, surveys, interviews, e.g.  

Cooperation 
Cooperation means involving the users as partners in 
the design process, it includes collaborative design and 
co-creative design. Collaborative design usually 
consists of synchronous collaborations where users are 
seen as the experts of their own work or everyday 
practice and designers are the experts in design, 
technical realization, e.g. Co-creative design entails 
set-ups where users develop part of the design on a 
platform created by designers. It is usually an 
asynchronous collaboration where designers provide 
solutions for users to build upon. 

Community 
In this cluster user communities design for themselves, 
with varying degrees of company involvement. Firm-
hosted user design, hybrid user innovator community 
and independent user innovator community are part of 

this cluster. In firm-hosted user design users make 
solutions that fit directly to company products or 
production processes, think about crowdsourcing, e.g. I 
hybrid user innovator communities hold partial control 
over their actions but are also dependent on a sponsor, 
whereas independent user innovator communities are 
not. They innovate solely for themselves without any 
outside control. 

Design interpreter vs. Design facilitator  
As the role of the user within an innovation process 
varies, so does the role of the designer. There is a huge 
difference between drawing on own experience for a 
design, holding a dual competency as a designer and 
user, and providing technical realization of user-
developed concepts or prototypes, e.g. 
 
Apart from different skill-sets, different attitudes are 
also required in these approaches. On the one hand 
arguments have been made that a designer should act 
as a facilitator to enable the user to innovate. If one 
agrees that users are the expert of their own 
experience, that seems like the most sensible thing to 
do to get the best results. On the other hand a case 
can be made that a user might lack the knowledge to 
express what they want or might not know what is 
good for them, since the future is hard to envision. In 
that case the designer should interpret user actions in 
workshops, interviews, e.g. and translate the insights 
into product characteristics. A comparison of these 
roles:  
 
Design facilitator 
The role of the design facilitator is to enable users to 
innovate. According to R. Brand and S. Rocchi there is 
a shift going on in society from a top-down control to a 
peer-to-peer control and personal empowerment in 
terms of what people value [2]. They argue that we are 
moving towards a knowledge economy, where value 



 

Figure 1 – Paradigms in value 
creation according to Reon Brand 
and Simona Rocchi. Image from 
blogs.iriss.org.uk/innovate/files/S
creen-Shot-2013-08-08-at-
10.14.24.png 

 

shifts away from staged brand experiences to 
empowering people to fulfill their own ambitions, 
develop and showcase their skills and, in many cases, 
unleash their entrepreneurial talent for their own 
benefit. The knowledge economy changes the way in 
which companies innovate and the way stakeholders in 
a value platform collaborate and share knowledge. 
Users become stakeholders and can play multiple roles: 
they can create as well as consume value. 

According to Brand and Rocchi, a substantial proportion 
of generation Y (born between 1982 and 2002), who 
are now becoming economically active and 
independent, are more interested I meaningful work 
than wealth or material status. Their prediction for the 
future is the transformation economy. This economy 

will be all about meaningful propositions built around 
long-lasting, profitable, ethical and fair business 
practices, and based on multiple stakeholder 
collaborations and value sharing. 

Among the same lines of the Knowledge economy, Eric 
Von Hippel recognizes that a lot of users nowadays 
already do product development or modifications. 
These users have the characteristics of “lead users”, 
which means they are ahead of fellow users in respect 
to a market trend. Research show that many novel 
products that lead users develop for their own use will 
also appeal to other users and thus might be 
interesting for designers and their companies to 
facilitate the lead users to develop, after which the 
company commercializes it for the other users. 



 

Design Interpreter 
The role of the design interpreter is to involve users 
into the innovation process, but not necessarily ask 
them to innovate. The mindset is that the designer is 
the expert and should be interpreting the output of the 
user. Be it through own experiences, surveys or 
workshops, the output is then translated into product 
characteristics.  

Famous cognitive scientist Donald Norman argues that 
HCD can in fact be harmful and the best way to satisfy 
users is sometimes to ignore them. Sometimes what is 
needed is a design dictator who says: “Ignore what 
users say, I know what is best for them” [9]. One of 
the reasons that HCD might be harmful is that the 
focus upon individual people (or groups) might improve 
things for them, but at the same time make them 
worse for others. In addition, the focus upon the user 
might lead to the neglecting of the activity itself, 
leading to a lack of cohesion and added complexity in 
the design. Instead of HCD, Norman pleads for Activity-
Centered Design (ACD), which means developing 
devices that fit well to the requirements of underlying 
activity, supporting that activity in a manner 
understandable to users. 

Gilbert Cockton makes an argument among the same 
lines. He sarcastically states that it’s a fundamental 
error letting designers design on their own and no 
design decisions can be made until contextual research 
has been conducted and communicated to a design 
team [4]. What he means to say is that designers can 
use their own judgement to decide what does and does 
not need attention in the next iteration. He goes on to 
state that if design is always centered on users, it does 

not result in good design. What is needed is balance 
between users, artefacts and designers. 

Tim Kastelle, senior lecturer in Innovation Management 
at the University of Queensland, also makes a case for 
the role of the designer as an interpreter. A famous 
quote attributed to Henry Ford is: “If I had asked 
people what they wanted, they would have said faster 
horses”. Although there is no evidence that Henry Ford 
ever said it, according to the google books corpus the 
quote doesn’t appear until 2002 [11], it is often 
interpreted as meaning “ignore your customers” [7]. 
Kastelle argues that this is not what the quote is saying 
at all. Rather it says that people have a limited vision 
when asked open-ended questions. This opens the door 
for the design interpreter to do his work, take the 
remark of “faster horses” and translate it into what we 
now know as a car. This is not ignoring the user, but 
rather interpreting their remarks.  

Knoweth thy audience 
I believe that designers should be well aware of our 
roles in society. Because we design new products, but 
also experiences and stories and thus shape the world 
to a large extent. This is a big responsibility and 
requires the right skills, knowledge, but also attitudes 
to shape it well. 

I also believe that since people have so many different 
backgrounds, cultures and (dis)abilities I am convinced 
a designer cannot fully grasp the impact of the 
products, experiences and stories they design. That’s 
why the user should take center stage in any design 
process. However, I want to make an argument that 
different users have different roles in the innovation 
processes and designers have to be able to tune their 



 

approach to the audience they are designing for.  I 
believe there is place for the design facilitator and 
design interpreter, as well as user inspiration and user 
innovation.  

Future roles of user and designer 
As described earlier in this paper, “users” are 
increasingly innovating for themselves and we are 
moving from an experience economy towards 
knowledge- and beyond that, transformation economy. 
Generation Y has increasingly more desire and 
possibilities to participate and let their voices be heard, 
which opens the door for the design facilitator to enable 
and empower. One strategy could be commercializing 
(lead-) user innovations to get them the product they 
want, but it’s not just about the end-product: it’s about 
self-realization, self-expression. I believe the modern 
“user” increasingly wants a piece of the action and it is 
as much about the process as the end results. Although 
this might be true, I do not believe this is for 
everybody. Brand and Rocchi also state in their paper 
that the emerging knowledge and transformation 
paradigms do not mean that the earlier paradigms will 
cease to exist. I agree. 

According Elizabeth Sanders and Pieter Jan Stappers 
everybody is creative, but not all will play co-creating 
roles within the design process. It depends on the level 
of expertise, passion and creativity of the user. All 
people are creative, but not all people become 
designers. According to them four levels of creativity 
can be seen in people’s lives: doing, adapting, making 
and creating [10] 

 

 

Level Type Motivated 
by Purpose  Example 

4 Creating Inspiration 
‘Express 

my 
creativity’ 

 
‘Dreaming 
up a new 

dish’ 

3 Making Asserting my 
ability or skill 

‘Make 
with my 

own 
hands’ 

 
‘Cooking 
with a 
recipe’ 

2 Adapting Appropriation 

‘Make 
things my 

own’  

‘Embellish 
a ready- 

made 
meal’ 

1 Doing Productivity 
‘Getting 

something 
done’ 

 
‘Organizing 
my herbs 

and spices’ 

Table 1: Levels of creativity according to Sanders and 
Stappers 

Which level of creativity a person is at, depends on the 
area of interest. Physicians and other healthcare 
professionals for example, are increasingly involved in 
the innovation processes for new healthcare systems 
and environments. That is where these practitioners 
will most likely be at the creating level. They might still 
be adapting however in using technology products.  
 
I believe that it’s essential for designers to recognize 
which audience they are designing for and act 
accordingly. From personal experience I know some 
communities, like arborists, develop products for their 
own use. The role of the designer in this case would 
mostly be facilitating, helping them commercialize their 
products if they want to, provide technical realization, 
or just provide the platform for the user innovator to 
work on. The role of the designer is that of the design 
facilitator, facilitating user innovation.  
 



 

On the other hand, there are communities that have 
special needs, but do not have the knowledge or skills 
to generate design propositions for the particular 
technology, like elderly people. This requires different 
approaches like ideation workshops, e.g. as described 
in a paper by Andrea Botero and Sampsa Hyssalo [1]. 
In this case the user is not an innovator, but still 
involved through workshops, interviews, e.g. all taken 
into account by the design interpreter who decides 
what to do with the data gathered.  
 
Design education 
As stated, I believe the user is the expert of their own 
experience. A designer cannot possibly draw on his own 
experience and expect to grasp the dreams, hopes and 
(dis)abilities of the diversity of people he or she is 
designing for. That’s why users should be involved in 
the design process, but not all users are created equal, 
that’s why there is room for user inspiration as well as 
user innovation and the design interpreter as well as 
the design facilitator. I believe the designers have to 
know their audience and have the knowledge, skills and 
attitudes to be able to tune their approach to that 
particular audience. To be able to do this, designers 
must be taught the differences, the required attitudes 
and skills in their education. The designer of the future 
should not just know one, or a couple of approaches, 
but be able to recognize how to maximize value for his 
audience. This is what I mean when I say human 
centered…let’s build a better future!  
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Positioning statement 
By Lester Moorman 

 “What do I mean when I say human centered?” 

My essay topic is about the role of the designer in the design field of today and in the future. When 
we ask the question “What do I say when I mean human centered…?” we should be well aware of 
our roles in society as designers, because we design new products, but also experiences and stories 
and thus shape the world to a large extent. 

I think the first and foremost question we should ask ourselves is “do we know better? Who is the 
expert?” Sure, we are experts in design, aesthetics, manufacturing techniques, ergonomics maybe, 
but can we foresee the impact of every design decision we make when design projects are so 
diverse? How will a design decision affect the user experience? From everyday objects as simple as a 
toothbrush to the healthcare sector where people may be at their most vulnerable state? 

Some disciplines, mostly in traditional social studies, study people from afar to look at their actual 
actions for inspiration, like ethnomethodology. Other disciplines or designers involve the user in the 
design process, like collaborative design and co-design.  

The manner in which the information and inspiration collected from collaborations differ, however. 
Some researchers argue that what is needed is a strong, authoritative designer, who can evaluate 
user input, but ignore their requests when needed or argue that the information should be dissected 
to find what users are “really saying”. On the other hand there are those that see the users as the 
expert of their experiences and should be enabled to innovate and participate. 

First of all, I would like to make a case for the latter: “I believe that the user is the expert of their 
experience”. I would claim that people in their different backgrounds, cultures and (dis)abilities are 
so diverse, that they should be seen as the expert of the experience and thus be involved in the 
design process I did a research project on Chinese pre-seniors last semester, and so much of their 
behavior, attitudes and culture surprised me so much that I am convinced a designer cannot grasp 
the full impact of the products, experiences and stories they design. 

Secondly, I would like to make a case for educating designers in the possible ways to involve users in 
the design process. Elizabeth Sanders argues in her paper “co-creation and the new landscapes of 
design” that users have different levels of creativity and a designer should recognize which users he 
or she is working with and act accordingly. I agree. Take the software industry for example and the 
development of open-source software. Users are the developers and they are very willing and able to 
contribute to it, they just need a platform. On the other hand, when you design for new walking-aid 
for elderly people, they might not know all the technical possibilities or be able to express their 
needs into ideas, but they are able to tell the designer how they feel when using a similar product. A 
designer should never push a user beyond their level of interest, passion and creativity.  

So, I think the extent to which extent designers should design/facilitate and users should 
inspire/innovate cannot be generalized to all projects or branches and the designer should fit his 
approach to his audience. 
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Cockton. (2012). UCD: Critique via parody and a sequel. Proceedings 
of CHI2012

Cockton sarcastically states that no design decisions can be made until 
contextual research has been conducted. Designers cannot gain insights 
from their own usage, because their biases will ruin their design. It’s a fun-
damental error to let designers design on their own, because this lets them 
make up their own reasons for designing something and we all know that 
only UCD can make designers design what users want.

What Cockton is really saying is that UCD shouldn’tbe exagerated, but 
there should be a healthy balance. There should be no sole centre on users, 
artefacts or designers.

Image: http://coredynamicspilates.com/wp-content/uploads/2015/02/Work-Life-Balance.jpg





Hyysalo, Sampsa. (2015). The landscape of designing for, with and by 
users. https://mycourses.aalto.fi/mod/folder/view.php?id=41043 (login 
required).

There are three appproach clusters that involve the community in the 
development of products, with a varying degree of company-control: 
Firm-Hosted User Design, Hybrid User Innovator Community and Inde-
pendent User Innovator Community

In Firm-hosted user desig a firm creates technical or social arrangements 
by which users can independently provide solutions that fit directly to 
company products or services. ere is no further translation.

A hybrid user innovator community designs mainly for themselves but is 
dependent on a resource owner. 

An independent user community means that users design and maintain 
their own products and processes.

Image: http://blog.goodbarber.com/photo/art/grande/6865210-10494570.
jpg?v=1406802219





Koskinen et al. (2004). Empathic Design - User Experiece in product 
design, chapter 1 Empathy in design. Page 40.

Koskinen argues that designers are changing from legislators to interpret-
ers who mediate user experiences into the design process. Instead of seeing 
designers as legislators, who know better, it has become more common to 
characterize design as an interpretive profession.

Koskinen follows sociologist Zygmunt Bauman to say that the importance 
of customers has increased and the demand for authorative expertise has 
eroded with the erosion of the state.

Image: https://media.licdn.com/mpr/mpr/shrinknp_800_800/AAEAAQAAAAAAAAMzAAAA-
JDZmNGEwNDkwLTA0ZTYtNGFhZC1hNmI0LTc5MWM3Y2Q4MDcyOQ.jpg





Donald Norman (n.d.). Human-Centered Design Considered Harmful. 
Viewed on 25th of september 2015. http://jnd.org/dn.mss/human-cen-
tered_design_considered_harmful.html

Donald Norman states that listening to customers is always wise, but 
acceding to their requests can lead to overly complex designs. 

He suggests that what is needed is a strong, authoritative designer who can 
examine the suggestions and evaluate them in terms of the requirements of 
the activity. When necessary, it is essential to be able to ignore the requests.

Paradoxically, the best way to satisfy users is sometimes to ignore them. 
Sometimes what is needed is a design dictator who says, “Ignore what 
users say: I know what’s best for them.” The “ignore your users” can pro-
duce horror stories, unless the person in charge has a clear vision for the 
product. Yes, listen to customers, but don’t always do what they say.

Image: http://onemillionskates.com





Jack Whalen (September 2015). Lecture on Design Ethnography. Slides 
available at https://mycourses.aalto.fi/mod/folder/view.php?id=41043 
(login required)

Ethnography comes from the Greek words “Ethnos“ (= nation/folk/people) 
and “Grapho” (= to write), it means: “to write (tell the story of) a people 
(the folk)”

Ethnography almost alsways means a long term immersion and naturalis-
tic study of a particular social setting or community. 

it’s not only understand people’s way of life and their deepest desires but be 
able to feel and thus truly know them. It’s about being able to walk in their 
shoes and experience the world as they do.

Image: http://www.icsid.org/database/images/display/sb54b03f-





Button, Graham. (2000). The Ethnographic Tradition and Design. 
Design studies, 21 : 319-332

Graham Button argues that a lot of recent fieldwork, done by designers 
amongst other non-ethnographers, is about codifying what people do in 
the workplace, which has not that much immersion. This makes it Eth-
nomethodology, rather than ethnography.

One defining aspect of ethnomethodology should not be forgotten, how-
ever: the ‘interactional what‘ of their activities. Or in other words: what 
people have to know to do that work, and how that knowledge is deployed 
in the ordering and organisation of that work.

Button argues that this aspect provides the key to understanding he contri-
bution of sociology to engineering and design.

Image: http://www.wamda.com/application/rapyd/assets/mfm_012/upload/observation





Hassenzahl, Marc. (2013). User experience and Experience Design in: Soegaard, 
Mads and Dam, Rikke Friis (eds.) “The Encyclopedia of Human-Computer 
Interaction, 2nd ed.“ Aarhus, Denmark: The Interaction Design Foundation

Marc Hassenzahl states that there is a shift going on from an economy of 
products and services to one of experience. Experience or User Experience 
is about creating a meaningful experience through a device.

In this experience economy, also labeled as a post-materialistic eonomy 
a product is there to create and shape a personal user story. The designer 
becomes an “author“ creating experiences.

This requires an intimate understanding of certain experiences, feelings, 
etc.

Image: http://images6.fanpop.com/image/photos/34500000/Concert-Images-im-
agine-dragons-34544053-3264-1836.jpg





Hyysalo, Sampsa. (2015). The landscape of designing for, with and by 
users. https://mycourses.aalto.fi/mod/folder/view.php?id=41043 (login 
required).

There is a varietie of co-creative design that deserve some separate atten-
tion here: Meta design.

it entails a platform or toolkit that enables the user to design for them-
selves. In meta-design it is about designing an architecture and tools on 
which the user can design, difference is that the company aids the users in 
their design in a later stage.

Image: http://www.greenbiz.com/sites/default/files/styles/gbz_article_primary_breakpoints_kala-
picture_screen-md_1x/public/images/articles/featured/toolkit-cropped.jpg?itok=D8xWZHiq





Kastelle, Tim. (2012). Two great Innovation Misquotes, viewed on 28th 
of september 2015. http://timkastelle.org/blog/2012/01/two-great-inno-
vation-misquotes/

‘If I had asked people what they wanted, they would have asked for faster 
horses.‘

A quote often attributed to Henry Ford, which evokes a lot of discussion 
since it has never been confirmed if he actually said that, it first appeared 
in a paper in 2003. It has been used by many to defend their point of view 
to ignore customers.

Kastelle however, argues that it’s not what this quote is saying at all. Rather 
it says that people have limited vision if you ask them open-ended ques-
tions and a designer should be able to distill from their remarks what they 
are really saying and subsequently design the future.

Image: http://media.tumblr.com/feb0d5c1816661f486c967baf-
c5ad231/tumblr_inline_mqzzl9PsIW1qz4rgp.jpg





Von Hippel (2005). Democratizing Innovation. MIT Press (Chapter 1, 
page 4)

Von Hippel pleads for the involvement of ‘lead users‘ in the development 
of new products. He claims they are ahead of the majority of users in their 
populations with respect to an important market trend. They innovate 
solutions for themselves, that would also appeal to others in their respec-
tive communities.

Actual studies have shown that many of the innovations reported by lead 
users are judged to be commercially attractive and/or have actually been 
commercialized by manufacturers.

Von Hippel argues that firms’ innovation processes should be modified to 
systematically search for and further develop innovations created by lead 
users.

Image: http://scikoninnovation.com/wp-content/uploads/2013/11/dreams-
time_m_4554546websize.jpg





Brand, R. & Rochi S. (2011). Rethinking value in a changing landscape

In this Philips Design Research paper, Brand and Rochi argue that the way 
people value things are changing. They identify 4 paradigms: Industrial 
economy, Experience economy, Knowledge economy and the Transforma-
tion economy. The last two of which, are still unfolding and developing.

In the unfolding paradigms, people or users, value more and more the abil-
ity to participate, be creative and fulfill own potential. Beyond that, there is 
a desire to adress collective issues and make a meaningful contribution to 
society.

This forces companies to not just think about the product or the experi-
ence, but also what it enables the user, or participant maybe, to do.

Image: http://www.ddux.org/artikelen/topic_images/imgSD1.png/
image_preview





Sanders, E. & Stappers P.J. (2008). Co-creation and the new landscapes 
of design.

Sanders argues that co-design is increasingly taking center stage in design 
processes around the world. This means a shift from seeing the user as an 
object of study to translate into a tangible design, to seeing the users as the 
expert of their experience.

The emerging design practices will change what we design, how we design 
and who designs.

Sanders continues to argue that “users“ have different levels of creativity 
and designers should be able to choose the right way of involving the users 
in the design process. 

Image: http://0101.nccdn.net/1_5/168/27f/0c2/JasonSungazing.sorcherfilms.
JPG





Hyysalo, Sampsa. (2015). The landscape of designing for, with and by 
users. https://mycourses.aalto.fi/mod/folder/view.php?id=41043 (login 
required).

Two approach clusters focus on designing together with the users of their 
products: Collaborative Design and Co-Creative Design

In collaborative design users are seen as the best experts in determining 
what is needed in the product or service and how it should work. Design-
ers are there as technical experts, design and facilitators for the collabora-
tion. The collaboration happens in synchronous arrangements where users 
and designers come together.

In co-creative design user and producer exchange through asynchronous 
and typically long-term arrangements and complement each others design 
outputs.

Image: http://indoor-playgrounds.biz/wp-content/up-
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Hyysalo, Sampsa. (2015). The landscape of designing for, with and by 
users. https://mycourses.aalto.fi/mod/folder/view.php?id=41043 (login 
required).

There are two approach clusters where producers gain inspiration from 
users through a shared cultural background: User Inspiration Design and 
Developer Immersion in Use.

In User Inspiration Design, developers are receptive to the user domain 
knowledge through a shared cultural context. Additional inspirations may 
be gathered by studying user contexts.

Developer Immersion in Use means that the organisation employs design-
ers who are also competent user practicioners in the specific user practice.

Developers that hold a dual competency as Producer and User can draw on 
their own background for inspiration.

Image: http://cegroni.com/data/uploads/23/341308-inspire.jpg





Hyysalo, Sampsa. (2015). The landscape of designing for, with and by 
users. https://mycourses.aalto.fi/mod/folder/view.php?id=41043 (login 
required).

There are two approach clusters that focus on investigating the users and 
their contexts with expert skills as grounding for design: Human Centered 
Design (HCD) and User Experience Design (UXD). Both require expertise 
and further work when translated to product or service characteristics.

The focus of HCD is giving the needs, wants and limitations of end users of 
a product, service or process extensive attention at each stage of the design 
process.

UXD entails a hollistic perspective on how a person feels about a product, 
service or system. it emphasizes experiential, affective, meaningful and 
valuable aspects of human-computer interaction and product ownership

Image: https://www.policeready.com/wp-content/uploads/2012/08/
Background_Check.jpg


	Essay Lester Moorman
	Abstract
	Author Keywords
	Lester Moorman
	What do I mean when I say human centered…?
	User inspiration vs. User innovation
	Inspiration
	Investigation
	Cooperation
	Community

	Design interpreter vs. Design facilitator
	Design facilitator
	Design Interpreter

	Knoweth thy audience
	Future roles of user and designer

	References

	Positioning statement
	Positioning statement

	Bibliography Matrix
	Balance
	Community
	Design Mediators
	Bib-Card Don Norman- Design Man
	Bib-Card Jack Whalen- Ethnography
	Bib-Card Graham Button- Ethnomethodology
	Experience economy
	Facilitation Platform
	Bib-Card Henry Ford
	Lead Users
	Paradigms
	Sanders
	User Collaboration
	User Inspiration
	HCD & UX - user investigation

