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Introduction to the concept of Co -
creation
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Alntroduction to co -creation
ACo-creation toolkit context

APresentation of the toolkit and the tools for co -
creation



Cocreation in the Living Lab ¢ CATALIS
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Living Labs operate agermediaries among citizens, research
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CATALISI ACTING-Living Labs

Living Lab methodology to enable institutional transformation of HEIls

SR Living Labs are open innovation ecosystems in real-life environments based on a
Network of systematic user co-creation approach that integrates research and innovation
ving activities in communities , placing citizens at the centre of innovation .

Living Labs operate as intermediaries

SORCIEEION among citizens, research g
organisations, companies and HHI
government agencies or levels for -
joint-value co -creation, rapid ACADEMIA GOVERNMENT
prototyping or to scale up innovation Quadruple

and businesses. S Helix
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They are open innovation ecosystems
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CATALISI ACTING-Living Labs for HEI transformation

Reinforcing and strenghtening the role of
universities in local innovation ecosystems

Supporting the transitionto knowledge -
and digitally -driven HElsthat mainstream
Open Science practices and include R&l

outputs in teaching

Engaging citizens in solving societal
challenges and contributing to green and
digital transformation of Europe
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Taking a holistic view on
society , involving stakeholders

from the quadruple helix model
(government, academia, private
sector and citizens)/

Active User
Involvement

Multi
Stakeholder
Participation

Orchestration

European
Network of
Living Labs

In a Living Lab values are bottom -up co -
created not only for but also by all relevant
Co-creation stakeholders, ensuring a higher adoption
of end users

Real Life
Setting

Multi Method
Approach
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Muti - stakeholder participation

Stakeholders are individuals or organizations who are:
A Involved/interested in a particular Living Lab/project
A Affected by the Living Lab/project in some way
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Muti - stakeholder participation

Firms, companies,
entrepreneurs, SMEs,

- e e o,

2
3 Central, regional
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o) organizations seeking organizations
= government entl,tles GRETEEing In ss market
including commercial
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ICT & technology sectors,
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| “Society

Both non-profit formal
organizations like NGOs,
Schools, colleges, charities, foundations,
universities, research associations, trades unions \ ~\
insitutes and innovation & social entrepreneurs
labs of all types, whether when not profit-seeking : \
in the public, private or & more informal & loosely
organized communities, \
citizens, interests groups & \
N\

movements

civil sectors
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Co-Creation

AA collaborative and participatory  approach to
Innovation that involves users, stakeholders, and
researchers in the design, development, and testing of
new products, services, or solutions.

AThe process may involve arange of methods and tools:

b L=

Participatory Surveys Interviews focus groups user testing
workshops
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The importance of Co -Creation In LLs

A Co-creation is defined as a multi-level
process for boosting the participation of

end users in the process of innovation. Active User
AA well -conducted co-creation process can |
go beyond the generation of new solutions, participation Setting.

and it can lead to reconfigure the system in
which it take place.

Orchestration Multi Method
Approach

Ak tiraploytant to put in place a co-creation
process using the right methodology
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Co-creation

AVoorbeg et al. (2015) identified a series of influential factors that affect
the level and quality of the co-creation process. These factors should
be considered, some of them should be encouraged while others
should be avoided:

To be encouraged

A Compatibility of public organizations with citizen participation AA riskaverse, conservative administrative culture.
A Open attitude towards citizen participation. A Aversion by citizens

A Presence of clear incentives for-ceation.

A Citizen characteristics.

A Citizen awareness/feeling of ownership/being part of something
A Presence of social capital




Co-design

A Co-design is a process that places the involvement of citizens at the very heart of the
design of a development process that answers a specific need. This enables a wide
range of people to make a creative contribution In the formulation and solution of a
problem, going beyond consultation by building and deepening equal collaboration
between citizens affected by, or attempting to resolve, a particular challenge (Bradwell,

P. & Marr, S, 2008). A key principle of co-design is that users, as 'experts' of their own
experience, become co-designers.

A The Service Design Tools site based on the work of Roberta Tassi (2009) provides a
good selection of co-design tools

Co-designis:

Working with the
community as
active participants
inthe design
process, tocreate
shared value


https://servicedesigntools.org/tools

Co-Creation Toolkit Context
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Implementation and demonstration of co-

created , innovative, replicable and locally -

attuned nature -based solutions to enhance
the climate and water resilience of cities

Ul\f:l_}ab

URBAN NATURE LABS



¢, CATALISI

Our partners and cities
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OURCHALLENGES

il

Biodiversity loss Heat stress

/fm')

Pollution

Climate driven health issues

Habitat loss Water scarcity




The Opportunity
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Green spaces Rivercourse daylighting
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Stormwater retention ponds
Green walls & roofs

Permeable pavements Vegetated floodway

Reforestation Alluvial meadows

Wetlands

Biofilters
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Implementation and demonstration of co-

created , innovative, replicable and locally -

attuned nature -based solutions to enhance
the climate and water resilience of cities

Ul\f:l_}ab

URBAN NATURE LABS






Co-creation ? Where do we start?






Target audience and
Co-creation toolkit

A UNaLab cities, who will continue
employing co -creation methods in
their context to run activities with
the quadruple helix

A Any public or private actors,

' i , = m
Institution or organisation N | i ‘H'““(

Interested in running co -creative
workshops and seeking to find the
most appropriate tool based on
their needs and skills
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How was the toolkit created

(1) Research and overview of publicly available
toolkits to define common elements and good
examples which would be applied and bad examples
which would be avoided

(2) Ideation, collection of tools, structure propositions
and multiple testing workshops with project partners
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(3) Translation of the testing activities into a digital web -
based site

(4) User evaluation and refinement of the toolkit

NEED FINDING IDEATION STRATEGY EXPERIMENTATION FEEDBACK
Tools to discover user Tools to unleash creativity, Tools to design action Tools to test and validate Tools to evaluate the
needs, goals, and values discover valuable insights, plans to achieve long- the developed solution user's reactions to the
to get the right selution and generate innovative terrm aims solution

solutions
Browse by Category Format Time frame Group size
EXPERIMENTATION FEEDBACK Game et <1h 1-2h upto 6 upto1s

IDEATION MNEED FINDING Method Template More “ 15+ “
STRATECY ALL Workshop “
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LEGO SERIOUS PLAY

Lego Serious Play is a hands-on, minds-on serious game where participants are posed with
challenges, to which the answers are built using Lego bricks: building 3D models of your
thoughts. The workshop is built on a tried and tested process of building, sharing and
reflecting, creating an equal playing, thinking, sharing and learning ground for all
participants. Through this process of building and sharing Lego models and their stories,
insights, ideas and meaningful discussions are conducted at the tables, addressing serious

challenges.
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