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~ e ~N I have chosen three design practices I have experienced to reflect on the participatory nature of my
Q00 4 N\ Q00 design research, using the concepts of participatory action research (Pain et al., 2007)and ontological
ONON® design(Willis, A.-M. ,2006) for reflection. I reviewed the persistence, medium and corresponding impact

Urban Village Migrant Children of dry participation in three design projects, reflected on the leverage points that affect the change of
context and relationship in participatory design research, and how I will carry out participatory
research in the future.
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S Ociety The position of design research balances the power relations of designers u "
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@@gi@ R@S@@E@h @@gi@ R@g@@ﬁ@h : DES'i.gn ResearCh PAR relies on filed knowledge, aiming at returning the rights in design research to the researchers, leveling the rights between researchers and

researchers, so as to decide the method and direction of research, I used the 4 principles of participatory design to reflect on one of my past projects:

For With our aim is to promote the construction of links among a diverse community in Macau
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0nt010 gical DeS'i.gn Design research is like an invisible hand, reshaping signals and relationships in the context to produce social
impact., I try to influence the lifestyle of the objects I influence through such an analysis and synthesis process
<Ladder of Citizen Participation>
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¢ Individual S The ontological perspective made me realize that the design we do shapes the concept of the people we affect, and that we have a responsibility to
Power of Individua Level of Participation --p design better human beings and relationship under the perspective of DESIGN JUSTICE AND VALUE SENSITIVITY

Technology in Participation? How to promote particiption in design research process?

How can we shape the technological probes into our lives to inspire active public debate and participation g N\ g \ /f 3
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I just want to answer the question the prof ask me after I present my poster—What tools I want to use in my participatory design research—I think is probes to collect the signals by “themselves”(the object I research), in the future, I also want to research that how to use the tech probes in the future participation.

aaronz010404
all the people, things and environment in the context can be the signals and the leverage point of action


aaronz010404
Design research connects action with theory and different groups, defines new paradigms, does not care too much about the role of designers, sees themselves as actors and linkers, promotes social change through action, creates knowledge through action, feeds back action, and lets people with different values see each other

aaronz010404
What if we shape a design suggestion platform for AI decision making that helps residents engage in dialogue discussions and initiatives in their own context, and strengthens open dialogue based on things and different roles

aaronz010404
It may be said that the designer creates a more pleasant rehabilitation experience, but the doctor's solution seems to be more efficient and fun. In this situation, the two can interact, the identity of the designer becomes blurred? Can the doctor also use the accumulation of experience through the learning of basic design methods, through the accumulation of experience to transform the patient's hospital into a better treatment experience?




