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Participation is of high relevance to the CHI Design
community. Participatory work has been performed
with very different intentions: to democratize the
design process; to better inform the design of new
systems; to engage the public in the construction of
their own futures; or simply to appease funding
commitments. Whilst this increased attention has lead
to a large amount of methodological innovation, very
little effort has been spent reflecting on why various
participatory approaches should, or should not be, used
and how we can assess their impacts on the design
process and products. This invited SIG will bring
together invited experts who have explored
participation to different degrees within their past work
to provoke group and plenary audience discussion. The
aim of this SIG is to provide an opportunity for
discussion and reflection on how and why participative
methods are used in HCI research and practice.
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Introduction
The CHI community has been interested in the role of
user participation for three decades, although this has
grown exponentially in recent years. Scandinavian
participatory design was a politically motivated
movement that emphasized the voice of the worker in a
period where computers were being introduced into
workplaces [5]. Within past CHI work, user and
stakeholder participation in the design process is
viewed as beneficial to designing better systems for
target groups [4]. More recently, increased awareness
of experience-centric approaches [19] and crossdisciplinary work between computing, the arts and the
humanities [13] question the relationship between user
participation and design innovation, and the concepts of
a ‘user’ in HCI research.
The need for user and public participation in HCI
research is often further emphasized by funding
councils. For example, in the UK public engagement
and social impact are a key criterion on which funding
proposals are rated. Over the past two years Research
Councils UK have funded 23 HCI related projects that
focus on participation with users throughout [15],
whilst a recent project was also funded primarily with
the experience of project participants as its focus [11].
As interest in participation has grown, so has the
methods and approaches used by researchers and
practitioners. Traditional methods such as scenarios
[7], storyboards [4][5] and context mapping [18] have
been supplemented by the use of film [12], public and
improvised performance [10][14] and design games
[1], among others. Furthermore, engaging oftenexcluded user groups in the research process requires

methodological innovation [8][17], or questioning the
role of the researcher and participant [9].

The need for reflection and discussion
The growth in awareness and application of
participatory methods surrounding HCI poses a
challenge to the CHI community. Although the methods
and tools researchers are aware of are growing we still
lack a clear understanding of when using specific
methods is appropriate and why. As cuts to funding
place pressure on HCI researchers, the role and quality
of participation might become questioned. New
methods might be created without fully understanding
what has gone before, or methods drawn from other
disciplines are used without acknowledging their
epistemological and ethical roots.
There is a sense that we need to stop for a moment
and reflect on the efficacy and ethics of the methods
used in participatory research. A number of
participatory design researchers are working on
evaluating the long-term value of participatory work
[2]. There are also ongoing efforts to organize the
varieties of methods available [16], whilst others have
others have argued for a return to the original values of
PD [1]. Whilst this is encouraging it is clear however
that a discussion of participatory methods used in HCI
would benefit from, and be beneficial to, the broader
CHI community.

Topics to discuss
The main goal of this SIG is to explore the current state
of the art in the methods, tools and techniques used in
participative HCI research and why these are used in
the first instance. This exploration will be provoked by
brief position presentations from four invited experts,
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each representing one of the following key areas of
participation within the CHI community: 1)
Participatory Design in the Scandinavian tradition; 2)
Participation and collaborative design as it is practiced
traditionally in North America; 3) Participation in
diverse communities such as HCI4D; 4) Participation as
it is influenced by the arts and humanities. We expect
these position statements to encourage further
discussion around topics such as:
• The integration and cross-pollination of participatory
methods across diverse disciplines and fields.
Review examples of projects that have compared
and contrasted methods used within participatory HCI
work and how such knowledge can be made applicable
beyond individual projects.

participatory methods used in HCI, design and the arts
and humanities.
Identifying how the evaluation of diverse
participatory methods may support ‘best practice’ in the
Design and User Experience communities.


Using information gathered from this SIG to inform
content for the Perspectives on Participation workshop
at DIS 2012: http://di.ncl.ac.uk/participation/dis2012.
A website documenting the outcomes of the SIG and
the subsequent direction of the research will be
available at: http://di.ncl.ac.uk/participation.




Discuss what it is the CHI design community
requires in order to understand the implications of
certain participatory methods and processes prior to
commencing a project.


Finally, whilst the prevailing theme is for increasing
participation, are their contexts where participation is
inappropriate?


SIG outcomes
Through brief provocative presentations by the experts
and facilitated discussions, we hope to provoke new
ideas about reflection on and evaluation of participatory
methods. We will be focusing our outcomes on:
Building a list of participatory methods and
approaches used by researchers and practitioners
within the CHI community.


Initiating a network of researchers and
practitioners interested in reflecting on and evaluating


SIG Audience
As an invited SIG for the Design community, one of the
goals is to identify and bring together researchers and
practitioners who are interested in participatory design
methods but come from different backgrounds and
work in different contexts. Therefore we hope to bring
together a cross-disciplinary audience of participants
from the Design, User Experience and Digital Arts
communities.

SIG Activities and Organization
The SIG will maximize audience participation through a
mixture of facilitated group and plenary discussion.
These discussions will be encouraged by the four short
presentations from the invited experts, representing
four key areas related to participation within the CHI
design community.
Introduction to the SIG background and
motivation. (5 minutes)


Each invited expert will be provided with 5-10
minutes present to the audience a position on the role
of participation in design. (30 minutes)
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The audience will be split into four smaller groups
to maximize participation and discussion between
audience participants, organizers and experts. These
discussions will focus around the issues introduced by
the position statements. The organizers will capture
these discussions using visual material. (30 minutes)


Facilitated concluding discussion with audience on
the reports back from the groups. (15 minutes)
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