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Designing With,
Not For

“We are drowning in information while
starving for wisdom. The world hence-
forth will be run by synthesizers, peo-
ple able to put together the right infor-
mation at the right time, think critically
about it, and make important choices
wisely.”

This is a quote from E.O. Wilson, a
famed biologist who has been called
the “father of biodiversity”. He champi-
oned the idea that nature is not simply
a cutthroat, survival of the fittest, glad-
lator-style arena, but instead a funda-
mentally collaborative endeavor — one
characterized by cooperation and team-
work.

The same is true of design and inno-
vation. And these “synthesizers” Wil-
son speaks of can only affect change
if their solutions are based on a “with,
not for” mentality. This means we must
break down traditional ivory towers,
white-male-dominated industries and
build up a system in which a diverse ar-
ray of voices and ideas can put together
the right information and create solu-
tions that work for all, not just for some.

Replacing this trickle-down, center-out
design mindset will be no easy task, but
it can be done. It will involve working
with communities to gain insights into
how certain designs and technologies
can be most useful. This will mean cul-
tivating two-way educational environ-
ments where user feedback informs
innovation and people are given the op-
portunity to meaningfully integrate new
designs into their lives. It will involve
a more even distribution of power. It
will involve more neural diversity in the
design phase — more brainpower from
different people with different cultur-
al backgrounds and lived experiences.
And it also will involve designing from
the edges, and including the voices of
the marginalized to realize solutions
that directly address issues of accessi-
bility and inclusion.

If we can achieve these goals, industries
across the board will be able to move
from simply creating products and ser-
vices to nurturing a communal sense of
ownership. And no industry will be more
influential in driving this shift than Tech.
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Technology has the power to unite and
the power to fracture. We have wit-
nessed the immense leaps forward in
fields like medicine and computing, but
we have also witnessed various forms
of techno-elitism and the echo-cham-
bered dissonance of social media run
amok. Technological inequality often
mirrors social inequality. Tech deserts
are a global problem, where low-in-
come communities often lack the tools
to participate in the new digital age.

This is a problem which has been exac-
erbated by the pandemic; as workplac-
es and education have shifted online,
many of these communities are exclud-
ed. Not only are these people put at risk
physically by being forced to go to jobs
where they could be exposed to a poten-
tially deadly virus, they are also unable
to contribute their ideas and insights to
a conversation that is increasingly mov-
Ing into the digital space.

Working to fix this reality starts within
tech companies themselves. It is an in-
dustry that for so long has been an all-
boys club, and this needs to change. And
it goes beyond simply hiring diversity
trainers to run mandatory training pro-
grams, a practice that has been deemed

largely ineffective.

Hiring a diverse group of people within
a company has proven benefits. A study
conducted by the Harvard Business Re-
view found that employees in diverse
workplaces were 45% more likely to
report higher increases in their compa-
ny’s market shares over the last year
and 70% more likely to report that their
company had captured a new market.
The study also found that “when at least
one member of ateam has traits in com-
mon with the end user, the entire team
better understands that user”. This cuts
to the core of the “with, not for” con-
cept, and all tech companies would be
wise to incorporate it into their business
models.

There is another quote by E.O. Wilson
that goes like this: “The real problem
of humanity is the following: we have
paleolithic emotions; medieval insti-
tutions; and god-like technology.” De-
signers and innovators across indus-
tries can work to solve this problem
by helping create a culture of inclusion
and diversity that can push institutions
from medieval to progressive and fos-
ter emotionally rich and nuanced work
environments. By doing so, maybe we
strongly believe that there is a future
where social and technological progress
blossom in beautiful, mutually benefi-
cial harmony.
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What’s Wrong
With Tech

LEED Certification is one
of the most famous sus-
tainability standards in
the building industry.
Even though the aim is
great, having high fees for
the certification exclude
many projects and firms
from having this privi-
leged badge.

Tesla

Tesla makes the sustain-
able efficiency possible
for the mobility industry.
But having fairly high
prices makes the whole
benefit of this technolo-
gy only available for a
limited group of people.

Sensor soap dispens-
ers are great innova-
tions for many reasons.
With their refillable
nature they help us di-
minish the use of plas-
tic. Since they also don't
require  touch, they
make public toilets way
more hygienic for us.
But as in seen in the ex-
ample here even this
beneficial technology
can be quite exclusive.

|qeurelsns

Cure Bionics

Cure Bionics, develops
3D-printed, light-weight-
ed, multi-grip and cus-
tomizable bionic pros-
thetics for people with
imb differences at an
affordable cost.

- /—\
Exclusive U

The Spikes

Spikes to keep homeless
people from taking shel-
ter in UK. It Is not hard to
see the motivation
behind the design. Even
though it might create
some sort of quick 'solu-
tion' to the ‘problem,
human behavior requires
deeper dive in order to
understand the real
'problems' behind the
surface.

Blackberry

Blackberry was famous with its
trademark cellphone keyboard
and sold more than 50 million of
the devices in 2011. Yet, Blackber-
ry refused to keep up with the new
trends and consumer demands,
and while not adopting the touch-
screen technology they easily
became forgotten.

The Face
Trainer

Face Trainer Is a failed product,
produced with the aim to tone the
muscles on the face. Assuming
that it is not being tested with real
users, it ended up having this
strange look. Also, not really sure if
It answers a real need.

Quick Wins

WearWorks

WAYBAND, is a wrist-wearable
haptic navigation device for the blind
and visually impaired. In 2017, it
was tested to help the first person
who is blind to run the NYC mara-
thon without sighted assistance.

COVID-19 vaccines, intended to
provide iImmunity against SARS-
CoV-2, created with collective effort
of many different stakeholders and
researchers with participation of
many volunteers.

Inclusive

Audiobooks are not just another
format for the books. They make the
reading experience accessible for
many.

Emojis

Representation of different
genders and different skin
colors in the emojis is a
great example of the inclu-
sion inthe digital culture.
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Case Study 1

Family Pockets: An Activity Toolkit

SOUR, HeyMama

When the COVID-19 pandemic hit every
part of the world in early 2020, we saw an
opportunity to identify accessible and flex-
Ible solutions that support families in this
new era of blended domestic, profession-
al, and educational spaces. We teamed up
with HeyMama to identify ways to support
working mothers and homeschooled kids in
meeting the increased demands of a blend-
ed professional, domestic, and educational
space.

Working mothers manage diverse,complex,
and fluctuating responsibilities while caring
for their children and themselves, in addi-
tion to fulfilling professional and domestic
work. In the present and post-pandemic
world, there is unimaginable pressure on
working mothers and children to transform
their routines and their homes to accom-
modate extreme constraints of space, time,
and other resources. We asked ourselves,
can we design a toolkit which can help fam-
ilies navigate the new reality together, and
empower family connections?

Meet Family Pockets, a kit of activities
that integrates everyday objects and
home surroundings to support families
in creating opportunities to bond, com-
municate and collaborate, and navigate
the new reality together.

Family Pockets is created through collab-
oration with moms and children, in the
timespan of one year, to come to princi-
ples which are enforced by desk research
and expert interviews:

Making things with our hands and con-
necting with nature can enhance our men-
tal health.

Retrospective conversations about the day
promote better communication and bond-
INg moments.

Collaborative planning can lead to a better
understanding of each other’s day.

Anticipating what might happen in the fu-
ture can help reduce stress. One way to do
this is by play acting future scenarios.

We aim for Family Pockets to adapt to the
needs of families and overtime immerse
Into family dynamics and behaviors. Fami-
ly Pockets will reach its goal when families
no longer need the pockets, and its core
values become common family practice.
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HOW WE DID IT?

We investigated the situation and found
ways for moms and kids to hack their envi-
ronments for greater productivity, collabo-
ration, and joy.

Desk research - Secondary sources give us
an understanding of what has been done in
the past, what questions have been asked
and answered, and what remains to be
learned.

Surveys - distributed to working mothers
across the U.S.
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Expert interviews - with child and family
psychologists.

Diary studies with Openbox - together we
designed a week-long diary study to take
place entirely on the WhatsApp messaging
platform. We asked participants to respond
to our prompts with a range of media - from
photographs, maps, and drawings to audio
and video recordings.

Generative design tools - in which we in-
cluded both mothers and their children in
the research process allowing for a more
inclusive co-creation and feedback on dif-
ferent prototypes
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The existing product landscape, which is
top-down, non-collaborative with children
which often result in not working or being
underutilized. There are no products that
demonstrate understanding of family day
to day to adapt to their daily lives. We con-
ducted diary studies with moms and their
families, for which the participants shared
a range of media—from audio and video
recordings, to photos of maps and draw-
iIngs—giving us a rich picture of their daily
experiences. We discussed daily routines,
co-ideated on design solutions and gath-
ered feedback on concept designs, which
shaped the current Family Pockets.

“Children handle change best If it is expect-
ed & occurs in the context of a familiar rou-
tine. A predictable routine allows children to
feel safe, and to develop a sense of mastery
in handling their lives.” - Journal of Develop-
mental and Behavioral Pediatrics

“ When children are unhappy, insecure or
unsure of their environment, energy goes
into dealing with that, and not into learning.”
- Dr. Claire McCarthy, Boston Children’s Hos-
pital, Reuters Health

“Studies link family routines to a 47% in-
crease in social-emotional health.” - Nation-
al Center for Education Statistics

FOOD FOR THOUGHT

Embracing kids as creators

- A major component of our research (and
design) approach was about empower-
ing children to be equal participants. Re-
search activities were designed to give
them agency in making decisions and the
tools to take initiative.

- Understanding who your stakeholders
are is one thing, including them in the re-
search and design processes is another.

Accommodating stakeholders

- The diary study’s week-long time-frame,
text-based interactions allowed partici-
pants to respond in the moment, and more
crucially, in the moments that worked best
for their schedules.

- Thinking about how research methods

can be designed to work for your partici-
pants, not against them.

08



The

Journal

Issue
04

2022/01

Case Study 2

An Inclusive Deodorant

Degree, Unilever

INNOVATION GRAND PRIX, CANNES LIONS FOR DEGREE INCLUSIVE

WINNER IN THE PACKAGING CATEGORY, FINALIST IN GENERAL EXCELLENCE, HONORABLE MENTION IN BEST DESIGN
NORTH AMERICA, FAST COMPANY’'S 2021 INNOVATION BY DESIGN AWARDS FOR DEGREE INCLUSIVE

WINNER 8X SILVER AND 1X BRONZE, LONDON INTERNATIONAL AWARDS FOR DEGREE INCLUSIVE

S
U
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One in four Americans has a disability, yet
many products and experiences are not de-
signed with this community in mind. Personal
care products, for example deodorants, are
Inaccessible and yet they need to be used
daily, if not multiple times a day. It is very im-
portant to rethink personal care products, like
deodorants, to be inclusive of a broader audi-
ence, not only because of the practical need,
but also because of how it boosts self confi-
dence and positive self-image.

How might a deodorant be accessible in ap-
prehension, acquisition and application to
many people with temporary or permanent
disabilities?

We teamed up with consumer goods compa-
ny Unilever and creative agency Wunderman
Thompson to rethink deodorant bottles to be
inclusive of needs of people with visual or up-
per extremity impairments.

The outcome became Degree Inclusive, a
roll-on deodorant bottle co-designed with a
diverse, international group of people living
with disabilities. The prototype integrates
key features to make the product handling
and application accessible:

- A hook cap to allow for flexibility in use.

- A wide gap in the bottom to allow (ap)
prehension and eliminate the need of grip,
and single or no-hand application of the
deodorant.

- A water drop form to allow for easier grip.
- Use of magnets to close the cap for easy
open/close and to provide auditory confir-
mation when closing.

- Embossed logo and braille label for tac-
tile perceptibility.

-Larger roll on ball size to allow for quicker
and easier application.
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HOW WE DID IT?

Desk research - Secondary sources give us an understanding of what has been done in
the past in terms of deodorant bottle designs, what questions have been asked and an-
swered, and understanding the big gap in the market.

Expert Interviews - with occupational therapists, mental health counselors, inclusive
designers

Generative Design - We have facilitated workshops with 8 participants living with various
disabilities, to explore needs/wants, ideate design solutions and gather feedback on pro-
totype Iiterations. The sessions were led by an occupational therapist to ensure deeper
understanding on the reasons for the challenges in order to make accurate design deci-
sions.
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Discussion

WHAT'S WRONG WITH pmias;!

What’s wrong with technology is a ques-
tion as old as civilization itself. Throughout
human history, the development of tech-
nology has helped us adapt, organize, and
mobilize. It has allowed us to control our en-
vironments, improve our health, protect us,
expand our understanding of the cosmos,
move us faster from A to B, and communi-
cate information more and more efficiently.

But as tech has grown increasingly complex
and intertwined with most aspects of our
modern lives, so have the ethical dilemmas
surrounding its applications.

In ancient Greece, Plato and Socrates wor-
ried that a new technology called writing
would ruin human memory and disrupt the
passage of knowledge from one generation
to the next. Fast forward 2,500 years and
you could substitute ‘writing’” with ‘smart
phones’ and not miss a beat.

But the Greek philosophers could proba-
bly not have anticipated the splitting of the
atom, geoengineering, or predictive algo-
rithms.

The truth is, technology can be marvelous
if it’s used responsibly, and disastrous if it’s
not. And since its exponential explosion af-
ter the Industrial Revolution, we have been
walking a thin line between these two out-
comes. If we are to emerge from a recent
past where we witnessed both the discov-
ery of penicillin and the Deep Water Horizon
oil spill, then the ethical design and applica-
tion of new technologies will be imperative.

These ethics boil down to inclusion, equity,
and accessibility, and permeate all aspects
of tech, from AI and data collection to hap-
tic wearables to robot medical staff to tech
culture itsellf.

No one wants to live in a technocracy, which
is why it’s vital that innovation deserts are
eliminated. Similar to food deserts — mar-
ginalized, poorer communities where fresh
and healthy produce is inaccessible —inno-
vation deserts are communities without ac-
cess to the technology and education nec-
essary for those living there to get involved
In the tech/start-up ecosystem and con-
tribute their voices and ideas to the conver-
sation. Organizations like Change Catalyst,
founded and led by Melinda Briana Epler,
are committed to strive for equity by work-
Ing with community leaders and govern-
ments to create inclusive and diverse tech/
startup ecosystems.

There are so many initiatives and technol-
ogies which highlight how designing with
inclusion in mind leads to real innovation .
From making websites more streamlined
and user-friendly for the elderly, to creating
wearable haptic devices with the blind com-
munity to allow vision impaired to run mar-
athons, to designing socially assistive ro-
bots that help people with health problems
like alzheimers and traumatic brain injuries,
as studied and executed by Prof. Maja Ma-
taric. Allare great examples of working from
the edge, for the marginalized, to make the
whole that much better.
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Another contemporary edge concept is hack-
ing. While the word “hacker” elicits images of
sinister, bad actors coding away to sew chaos
and exploit systems, individuals like Dr. Tim

Summers are working to flip this stereotype
and show how the hacker mindset may actu-
ally help us become more creative and pre-
pared to solve the vexing problems of today
and tomorrow.

Underpinningthese ethicsis our collective hu-
manity, with all our flaws and fears and inge-
nuity and emotion. Soit’salsoimportanttoun-
derstand that data collection and algorithms,
while they have been — and will — be so fun-
damental to our understanding of everything
from climate change to medical science, are
not free of human biases. No technology is
free of human bias. These things we are cre-
ating are only as good as the people creating
them, which is why we must be aware of how
we are creating and using them, and not to
lose the ability to choose, or to think critical-
ly, and not let the ‘suggested for you’ category
on Netflix or the navigation on Google maps
erode our ability to see the road ahead or di-
minish our capacity for insight and creativity.

So while “What's Wrong With Technology?” is
a question as old as civilization, it Is also one
that continues to evolve as humanity evolves.
And like all the other issues examined at
www/, it’s by bringing people together across
industries and breaking down silos that we
can make sure we're asking the right ques-
tions and cultivating a space where collabo-
ration catalyzes positive change and guides
us in the right direction.

Professpr of Computer S'anMcia caid Pediatrics q
Interim Vice President of Resi 3 USC, & wnding Director

During wwwy/Tech, an online diagnostic
panel discussion and Q&A, we brought dif-
ferent perspectives from people across the
iIndustry together, to understand the under-
lying reasons of the challenges we face in
the industry and discuss potential solutions,
and to cultivate a space where collabora-
tion catalyzes positive change and guides
us in the right direction.

Panellists

Melinda Briana Epler | Founder & CEO of
Change Catalyst

Dr. Tim Summers | CEO of Summers &
Company / Founder of WikiBreach / Exec-
utive Director of Third Horizon Initiatives
within the University Technology Office at
Arizona State University

Prof. Maja Mataric | Distinguished Profes-
sor of Computer Science, Neuroscience,
and Pediatrics Interim Vice President of
Research at USC, and Founding Director
of the USC Robotics and Autonomous
Systems Center

Check the video recording here.
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What’s Wrong
With Tech?
Panelists’ Biographies

Dr. Tim Summers | CEO of Summers & Company / Founder of WikiBreach / Ex-
ecutive Director of Third Horizon Initiatives within the University Technology
Office at Arizona State University

A hacker, professor, author, frequent media commentator, TED speaker, and consulted expert,
Dr. Timothy C. Summers is internationally recognized as one of the world’s leading experts on
cyber security, how hackers think, blockchain, and normal chaos. Timothy is a trusted adviser
and consultant to Fortune 500 companies, academic institutions, and governments worldwide.
A coder since 10 years old and a hacker since 12, he specializes in using the hacker’s mindset
and the normal chaos paradigm to design and implement solutions that are survivable, sustain-
able, and profitable.

Dr. Summers is the CEO of Summers & Company, a cyber advisory firm specializing in strate-
gies and training involving cyber security, and blockchain using scholarship and practice tech-
niques to evaluate management decisions to ensure that organizations can deal with a variety
of uncertainty. He is the Executive Director of Third Horizon Initiatives within the University Tech-
nology Office at Arizona State University. In this role, Timothy serves the enterprise by leading
advanced development efforts that invent and launch innovative technologies focused on pro-
ducing exponential returns.

His leadership, insights and the resources afforded by his firm have translated into real value for
clients, both commercial and government, from helping organizations prepare for cyber crises
that could have cost hundreds of millions in losses to advising foreign governments on the com-
munication techniques of terrorist groups. He is frequently requested to provide expert com-
mentary by media outlets and academic institutions, both domestic and international, on top-
Ics of risk, cyber crises, and blockchain. Dr. Summers has been a featured expert for CNN, Fox
Business, CNBC, CCTV, NPR, Harvard University, the Antwerp Management School, and many
others. Timothy is also a recipient of the 40 Under 40 Award for recognition as one of the top
young leaders in his field.

He carries a Scientize Baccalaureus in Computer Science from Elizabeth City State University,
Scientize Magister in Information Security Policy and Management from Carnegie Mellon Uni-
versity, and a Doctor of Philosophy in Organizational Management from Case Western Reserve

University.
13

Melinda Briana Epler | Founder & CEO of Change Catalyst

Melinda Briana Epler has 25 years of experience elevating brands and developing busi-
ness innovation strategies for startups, Fortune 500 companies, and global NGOs.

As CEO of Change Catalyst, Melinda works with her clients and partners to solve diver-
sity and inclusion together. Using her background in storytelling, behavior science and
large-scale culture change, she is a strategic advisor for companies, innovation hubs
and governments around the world. She also co-leads a series of global solutions-fo-
cused conferences called Tech Inclusion, where she has partnered with over 450 tech
companies and community organizations and hosted over 50 solutions-focused diver-
sity and inclusion events. Previously, Melinda was a Marketing and Culture Executive
and award-winning documentary filmmaker.

Melinda is a TED speaker — she speaks, mentors and writes about diversity and inclu-
sion, inclusive innovation, entrepreneurship and investing. She is the host of the popu-
lar “Leading With Empathy & Allyship” podcast, and has spoken on hundreds of stages
around the world, including SXSW, Grace Hopper, Wisdom 2.0, the World Bank, Obama
White House, Clinton Foundation, Black Enterprise, Google, Indeed, Capital One and
McKinsey.

Prof. Maja Mataric | Distinguished Professor of Computer Science, Neurosci-
ence, and Pediatrics Interim Vice President of Research at USC, and Founding
Director of the USC Robotics and Autonomous Systems Center

Maja Mataric is the Chan Soon-Shiong Distinguished Professor in the Computer Science De-
partment, Neuroscience Program, and the Department of Pediatrics and Interim Vice Presi-
dent for Research at the University of Southern California, founding director of the USC Robot-
ics and Autonomous Systems Center (RASC), co-director of the USC Robotics Research Lab,
and the lead of the Viterbi K-12 STEM Center. She received her PhD in Computer Science and
Artificial Intelligence from MIT in 1994, MS in Computer Science from MIT in 1990, and BSin
Computer Science from the University of Kansas in 1987.

Prof. Matari¢ has published extensively, is the author of a popular introductory robotics text-
book, “The Robotics Primer” (MIT Press 2007), is on the editorial board of the ACM Trans-
actions on Human-Robot Interaction, and has served as an associate editor of three major
journals. She has served on a number of advisory boards, including the National Science
Foundation Computing and Information Sciences and Engineering (CISE) Division Advisory
Committee, the Computing Community Consortium (CCC) Council, and the Willow Garage
and Evolution Robotics Scientific Advisory Boards.

Prof. MatariC’s Interaction Lab’s research into socially assistive robotics is aimed at endowing
robots with the ability to help people help themselves, through individual non-contact as-
sistance in convalescence, rehabilitation, training, and education. Her research is developing
algorithms, models, and methods for personalized robot-assisted therapies for children with
autism spectrum disorders, infants at risk for movement delays, stroke and traumatic brain
injury survivors, individuals with Alzheimer’s Disease and other forms of dementia, as well as
healthy elderly and other user populations. Her research team has developed some of the
first and longest deployments of such systems in real world settings: hospitals, therapy cen-
ters, schools, and homes.

Prof. Mataric is also the co-founder of Embodied, Inc., which launched Moxie (in May 2020),
an in-home socially assistive robot for supporting child development.
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Case Study 3

Training Access for
the Underemployed

New Jersey Innovate

“In August 2021, according to the La-
bor Department, 10.12 million Amer-
icans were unemployed or underem-
ployed while 10.93 million jobs in the
United States were unfilled.”

SOURCE: BUREAU OF LABOR STATISTICS, THE EMPLOYMENT SIT-
UATION, SEPTEMBER, 2021.

The New Jersey Data for The American
Dream Initiative

The goals of the Data for the American
Dream project are providing new access to
meaningful employment; building prosper-
ity and long-term emotional wellbeing; and
strengthening individuals, their families and
communities—and ultimately New Jersey it-
self.

Innovate New Jersey (INJ) and the New
Jersey Department of Labor (NJ DOL) in-
vited ShedLight and SOUR to help them un-
derstand the challenges of jobseekers and
uncover ways to make the digital search for
job training successful.

How might we create anactionable frame-
work for effective communication for the
developed Training Explorer tool by the
New Jersey Department of Labor?

Many factors impact the ability to search for
training, successfully complete a program,
and maintain employment, including the
availability of childcare and transportation;
health and mental health; and the absence
of bigger, more interruptive events in a per-
son’s life. Potential training and job seekers
often turn to Community Based Organiza-
tions (CBOs) to help them manage related
issues and get connected to training and
support.

In light of the insights generated through
our research and co-creation sessions,
we have prepared recommendations and
guidelines around upcoming work neces-
sary to prepare and plan for:

1. Outreach to primary audience to promote
Training Explorer

2. Training Explorer to be inclusive of pri-
mary audience, as well as future user seg-
ments and CBOs

3. Cultivating relationships with CBOs in
order to enable future collaborations to
expand the Training Explorer to their audi-
ence.

A set of worksheets were provided as atool-
kit to support upcoming activities related to
CBQS, to help build empathy towards po-
tential partners, set expectations and iden-
tify priorities for future collaborations.
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HOW WE DID IT?

Desk research - our typical baseline to
begin research. Secondary sources give us
an understanding of what has been done
in the past, what questions have been
asked and answered and what remains to
be learned.

Expert interviews - with CBOs to under-
stand the pivotal role that CBOs play in
supporting job seekers. This helped us to
better understand their constituents, ser-
vices and partnerships.

User interviews - with people who had
experienced unemployment in the past
few years, to gain insight into their em-
ployment journeys in the context of their
lives. This provided deep insight into target
users, and allowed us to segment the uni-
verse of potential training seekers based
on their goals, needs, and ability to use the
Training Explorer.
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Participatory design - we hold co-creation
sessions with a short list of highly verbal,
representative end-users and CBOs to gen-
erate actionable insights and frameworks
that might guide efforts to optimize the tool
itself and develop the broadest possible
user base, at present and over time.
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https://www.d4ad.org/
https://innovation.nj.gov/
https://www.nj.gov/labor/
https://www.nj.gov/labor/
https://www.shedlight.org/
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“The goal is not simply to ‘work hard, play hard.’
The goal is to make our work and our play indis-
tinguishable.” Simon Sinek

Thedictionary definitionofan office “aroom, set
of rooms, or building used as a place for com-
mercial, professional, or bureaucratic work”
lays out the purpose of the space without any
insight into what commercial or professional
work was, and what it is now. While what we
mean by “work” is ever changing, what we ex-
pect from a “work space” is even more scruti-
nized with the on-going pandemic.

Throughout this global health crisis, many
found comfort in the flexibility, efficiency and
ease in working from home or remote, until
also realizing at what cost it might come. Hav-
ing “home-work™ became the new constant,
it became harder to be active during the day,
social relationships with our teammates start-
ed to diminish and throughout the efficiency of
the Zoom meetings, we lost spontaneous in-
teractions.

Living with the pandemic for over two years
now, what we cametodiscoveris that we want-
ed both: we wanted the workspace presence
in our lives but also cherished the flexibility to
work from wherever we want. So the question
became: how might we create a workspace
that answers the present needs of users when
they don’t want to work from home?

the new office of Tooplay, Turkey’s largest
Video Advertising Network based in Istan-
bul, Is inspired by the personal experiences
lived by the team throughout the pandem-
ic: the need for personal refuge and privacy,
longing for social interaction and actual face
time, the need to exercise, the increased
mindfulness to care for mental health, in-
crease in productivity through personaliza-
tion of environmentand missingthe outdoor
street life. The design integrates flexible en-
vironments that can be personalized based
on user needs, areas of refuge for medita-
tion and relaxation, spacious points of In-
teraction to increase encounter, and playful
interventions to unwind.

To create an outdoor-like indoor space, a
streetscape with local street-art infused
brick walls is the prominent feature, incor-
porating tracks on open paths to encourage
daily walks. The design has greenery built
In throughout the space and maintains no
or transparent partitioning to ensure natu-
ral sunlight enters all areas. The office furni-
ture is produced with certified or reclaimed
wood to ensure sustainable sourcing, while
also incorporating iconic playful pieces like
Swing Table by Duffy London.
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http://tooplay.com
https://duffylondon.com/collections/furniture/tables/swing-table/

The
Journal

Issue
04

2022/01

HOW WE DID IT?

Desk research - Historical research to-
gether with an extensive analysis of con-
temporary office design and recommen-
dations to create inclusive and responsive
spaces to meet individuals needs and
wants.

Expert Interviews - Conversations with
environmental psychologists, inclusive
designers, and mental health counselors.

Ethnographic Methods - Tooplay work
environment observations, stakeholder
interviews and a survey with all employ-
ees have been conducted, to understand
the needs to achieve productivity, col-
laboration and relaxation, and wants to
create a welcoming and attractive work
space.

FOOD FOR THOUGHT

The workplace will increasingly be called
upon to provide what working from home
can’t, whilealso havingto meet great stan-
dards to preserve and improve well-be-
ing. What type of spatial innovations can
we create through technology to ensure
high air and environment quality in exist-
ing office buildings?
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and the Work Space

Performed in January, 2021
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WHAT'S WRONG WITH paatlin.nyl

With, Not For

S.2 EP.62

Mohamed Dhaouafi /
CEO & Founder / Cure
Bionics

How 3D printing can enable
accessible and personal-
ized bionic arms.

4

“Ifthe designisapoororbad
design, or a standard design
that everyone is having for
the same problem, doesn’t
reflect the user’s personali-
ty. We said, we're gonna use
3d printing to offera product
that is customizable, but at
the same time lightweight.
They can have something
amazing or solid but If it’s
heavyweight, they’re going
to end up removing it or us-
ing it like one hour a day or
two hours a day.”

S.2 EP.61

David Dylan Thomas
/ Author / Design For
Cognitive Bias

Cognitive bias and its
impact on design.

“Challenging biases - it be-
comes a practice, it is a jour-
ney that you decide to go
on, to actively challenge and
pick which things you’re go-
ing to challenge because
you're not gonna be able to
challenge everything. Say,
here are three things that
I've been taking for granted.
I'm going to actively chal-
lenge those things now. And
I mean, it’s not hard.”
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S.2 EP.59

Saiph Savage / Co-Director
of the Civic Innovation Lab
at the UNAM / Affiliate As-
sistant professor at the UW

The invisible labor be-
hind AI.

“I'm sharing my tools with
the invisible workers in our
Al industry, so that they
themselves can push for
change.Ithinkthatbyallow-
iIng more people to be able
to communicate their mes-
sages, it’'s a way in which
you can create pressure into
large tech companies, be-
cause they care about their
branding. And so through
these tools workers can
say: hey, you know what, we
have this tool that’s helping
us to audit your platform.
And we're seeing that your
platform is making us invest
a lot of time and work for
which you are not paying us.
Let’s change this.”

S.2 EP.56

Andy Wright / Creator of
Never Not Creative / Co-
chair Mentally-Healthy
Change Group

How do we enable
sustainable creativity?

“Internships getting paid is
very, very important. For ev-
ery reason, diversity comes
Into that conversation. If
you're not creating opportu-
nities for people to get paid,
then you’re only allowing
certain people to be able to
access the industry.”

S.2 EP.51
Jaime Derringer /
Founder / Design Milk

The importance of
people-first design.

“We know these global pan-
demics from history, that
we’'ll get throughit. But I think
what Is important in the de-
sign and architecture indus-
try is to look at those trends,
and to understand what peo-
ple truly need long term.”

S.2 EP.46

Antionette Carroll / Found-
er, President and CEO /
Creative Reaction Lab

How equality and equity
are different, and why it
matters.

“When we use equities in
community design, forus, it’s
not a process, it is a mindset,
a shift. It i1s really thinking
about when we are building
out a product or a project,
who’s at the table as deci-
sion makers around us?”
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SOUR Talks

Invited Events and Podcasts

NOVEMBER 15, 2021
SOUR Talks on NYC x DESIGN

New York City’s official celebration of design, the NYCxDESIGN Festival, returned to the
city from November 11-18, 2021. Celebrating New York City as the destination for world
classic design, the festival highlights the talent and diversity of the city’s designers, mak-
ers, and manufacturers, along with cutting-edge design businesses and districts, and
leading cultural and academic institutions.

In this panel discussion in the new series Wallabout Design, initiated by the Brooklyn Navy
Yard, three leading voices in architecture and design — Mitchell Joachim of Terreform ONE,
Tony Daniels of Cycle Architecture & Planning and Pinar Guvenc of SOUR — discussed De-
sign Against Extinction, and recent projects and ways that their practices embody “sus-
tainability in action.” Focus was placed on discussing the importance of infusing sustain-
able values in decision-making from initial concepts to the implementation of projects.

Check the video registration here.

OCTOBER 20, 2021
SOUR Talks on Design Lab

Does living in a well-designed city make you healthier? How can surfing increase your creativ-
ity? Have you ever wondered why hospitals are so ugly?

Bon Ku is a physician and an avid fan of design, food, surfboarding and medicine. In each
episode of the podcast series Design Lab with Bon Ku, Bon and his guests tell stories about
how the worlds of design, art, science and health intersect. Listen and learn new insights,
hacks and design principles that you can apply to your own life.

In the 45th episode, he talks with SOUR about why inclusive design is better design, diagnos-
tic ideation, and the broadening definition of health. You can listen to the podcast on all major
streaming platforms.

You can listen to the episode here.

29

FESTIVAL .-

OCTOBER 6, 2021
SOUR Talks on The MRS Unlimited Festival

How can disability inclusive insight drive significant innovation and create better solutions -
needed by some, appreciated by many? This question led to a discussion on inclusivity and
universal design during the panel Inclusive Insight-led Innovation organized by the “Unlim-
ited” community during The MRS Unlimited Festival. The community “Unlimited” has two
goals.

1- Removing barriers that are limiting people with disabilities choosing to work (or stay and
progress) in research roles

2- Ensuring that research practices and outcomes don’t exclude or even better, specifically
include perspectives of those who have lived experiences of disability (setting the research
strategy, selecting agency / building in-house skills, ensuring representation and balance
across different needs groups in screeners, inclusive design of research tools and methods
as well as practices)

Panelist: Paul Campbell — Centaur Robotics

Panelist: Anna Cuinu - Nat\West

Panelist: Pinar Guvenc - SOUR

Panelist: Simon Pulman Jones - NHS Test and Trace App
Moderator: Christine Hemphill - Open Inclusion

Check the video registration here.

SEPTEMBER 6, 2021
SOUR Talks on Community Centered Design 101 by 3x3

SOUR joined_3x3 on September 15 for the first community gathering to connect and
celebrate all of us designing for inclusion, and for a lively gathering around the chal-
lenges, myths, and joys of practicing community-centered design. 3x3 is an inclusive
innovation studio designing for systemic change from New York to New Delhi. They
apply community-centered design to seed transformative systems change, and ap-
ply their backgrounds in urban planning, international development, and the social
sclences to bring rigor and creativity to every project. The outcomes are Communi-
ty-Centered Design Toolkits, which includes inclusive methods for teams to practice
inclusive design and achieve equitable outcomes.

Takeaways

The aim of this gathering is to offer an onboarding or refresher to the core values and
applications of community-centered design, and provide space for participants to en-
gage in discussion and network:

- Understand the lineage and evolution of community-centered design in practice;

- Gain exposure to the core mindsets and values driving community-centered design;
- Engage in conversation with fellow practitioners to share challenges, resources, and
Inspiration;

- Learn about other training opportunities and resources to continue to evolve your
practice.

Check the video registration here.
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https://festival.nycxdesign.org/event/wallabout-design-series-designing-together-against-extinction-panel/?mc_cid=d780e8bad4&mc_eid=afa87eecb7
https://terreform.org/
https://www.c-ap.net/
http://sour.studio
https://www.youtube.com/watch?v=q2Azxm6YooE&t=6s
https://podcasts.apple.com/us/podcast/design-lab-with-bon-ku/id1529983261
https://podcasts.apple.com/us/podcast/designing-for-inclusivity-pinar-guvenc/id1529983261?i=1000538648256
https://www.mrs.org.uk/event/networking-events/mrs-unlimited-festival
https://centaurrobotics.com/
https://www.natwestgroup.com/our-purpose/society/technology-transformation-and-innovation.html
http://sour.studio
https://www.nhs.uk/nhs-app/
https://openinclusion.com/
https://www.youtube.com/watch?v=q2Azxm6YooE&t=6s
https://3x3.co/
https://www.sour.studio/news/sour-talks-on-community-centered-design-101-by-3x3
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WHAT’S NEXT?

“What is right is often forgotten by what
(s convenient”. Bodie Thoene

Oneclick, fasttrack, on-demand, instant
messaging, rush delivery and so on. We
are in the era of “now”, we want it now,
we getitinafew (if not now). The imme-
diate reaction to our action has been a
growing addiction with the digital dom-
inance in this pandemic world, and has
been associated more and more with
“convenience”. Convenience, by defini-
tion, is not fixed. What we mean by con-
venience continues to evolve with our
changing needs, activities and plans. 15
years ago, a connection to any internet
or a neighborhood gym were perfect ex-
amples of what’s “very convenient”, yet
now these are less than favorable in our
convenience spectrum.

While there is nothing wrong with cre-
ating solutions that meet the needs of
a larger population, there are two ques-
tions that don’t get answered sufficient-
ly enough in today’s world:

#1 What do we really
need?

#2 At what cost do we
meet our needs?

31

In his book “Thinking, Fast and Slow”, Daniel Kahneman explains two systems in
how we think: System 1 operates intuitively and automatically — we use it to think
fast, like when we ride a bike or recall our child’s name in conversation. Meanwhile,
System 2 uses problem-solving and concentration — we use it to think slowly, like
when we calculate a math problem or do a crossword puzzle. In today’s fast-pace
- quick purchase - instant response world, we are pushed to operate in System 1
more than ever, making rash decisions that we might regret (if we have the time
to think of regret). The increasing digital stimuli and distractions around us keep
building our mental fatigue, making our minds too tired to operate in System 2 and
letting System 1 to continue to take over. Within all this System 1 thinking, how
many “nice-to-have”s do we define as “needs”? Do we need to go on UberEats and
order a double cheeseburger at 1 AM in the morning? Do we need to renew our
computer because there is a 24 hour Cyber Sale which will expire at midnight? Do
we really need all the gadgets that shorten the time of any activity that takes longer
than 15 seconds? (An apple slicer is quite a luxury for everyone with full mobility in
both hands.)

So while we should approach our own “needs” with a grain of salt and ideally switch
to System 2 for further evaluation, we should also spend that time thinking about
the stakes of meeting those needs. In our busy, exhausting and fast-pace lives, we
don’t spend much time thinking about the cost of our consumption aside from the
monetary cost to us. As all demand triggers supply needs, it activates multiple, in-
terconnected supply chains that are yet to be deemed fully sustainable and ethical.
Only a handful of brands across all industries today have carbon negative, fair-trade
and circular supply-chains. Only a few product categories enable consumers to re-
duce or eliminate waste, if educated. Which means almost all of our consumption
triggers carbon emissions, we are 4 times more likely to generate waste than repur-
posing/upcycling/recycling what we use and we probably have no idea about the
treatment of the people who worked on producing what we consume, based on a
decision made in seconds.

Even though the climate crisis is not running the headlines everyday due to the cur-
rent global health crisis, it is ever-present and getting worse by the minute of our
existence. No single party will solve this problem for us, it calls for global individual
and collective attention with a mass-scrutiny on how we live. Relying on govern-
ment or corporate initiatives has led us to slow-to-implement, non-collaborative
action. We need to do our part, which may feel overwhelming when considering
all the things we need to do. So perhaps we can start with thinking about things we
don’t need to do/have, or things we don’t have to expect as convenience. And to do
this thinking - genuine-System 2 thinking - all we need to do is slow down. Pause.
Disconnect. For a couple of minutes, let’s start there, but let’s start now.
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Stats & Sources

https://www.dosomething.org/us/facts/11-facts-about-recycling

Diversity in the workplace 2000-2020

Oxford Economics Global Diversity Report

Civic Tech

https:/www.weforum.org/agenda/2019/01/company-diversity-fatigue-no-excuse/

https://www.cnbc.com/2020/06/12/six-years-into-diversity-reports-big-tech-has-made-little-progress.html

https://insights.grcglobalgroup.com/the-history-and-growth-of-the-diversity-equity-and-inclusion-profession/

https://advisorsmith.com/data/most-diverse-industries-in-the-u-s/

https://uxplanet.org/design-should-be-for-people-not-for-designers-751ff987e9c2

https://www.civicquarterly.com/article/designing-with-not-for#:~:text=At%20its % 20core %6 2C%20%E2%80% 9CDesign%20with,a%20
shared%20sense%200f%20ownership.

https://www.inclusionintech.com/introduction/

https://www.cio.com/article/193856/how-top-tech-companies-are-addressing-diversity-and-inclusion.html

https://www.forbes.com/sites/forbesinsights/2020/01/15/diversity-confirmed-to-boost-innovation-and-financial-results/?sh=bb534c7c4aéa

More Stats

https://www.cio.com/article/201905/women-in-tech-statistics-the-hard-truths-of-an-uphill-battle.html

https://diversity-inclusion-speakers.com/news/tips-and-tricks/benefits-diversity-inclusion-workplace-statistics/

https://www.quantumworkplace.com/future-of-work/diversity-and-inclusion-statistics

https://builtin.com/diversity-inclusion/diversity-in-the-workplace-statistics

https://www.ethnicity-facts-figures.service.gov.uk/work-pay-and-benefits/employment/employment-by-sector/latest

https://whattobecome.com/blog/diversity-in-the-workplace-statistics/

Diverse companies

https:/www.refinitiv.com/en/sustainable-finance/diversity-and-inclusion-top-100

https://www.thestreet.com/personal-finance/most-diverse-inclusive-companies-in-the-world

https://startupbeat.com/10-tech-companies-championing-diversity-equity-and-inclusion-in-the-workplace/34325/

Instagram/whatissour
Twittter/thisissour
LinkedIn/whatissour

R Copyright © 2022 sour.studio


https://www.dosomething.org/us/facts/11-facts-about-recycling
https://www.vsource.io/blog/evolution-of-diversity-in-the-workplace
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https://medium.com/organizer-sandbox/building-technology-with-not-for-communities-an-engagement-guide-for-civic-tech-b8880982e65a#id_token=eyJhbGciOiJSUzI1NiIsImtpZCI6ImQwMWMxYWJlMjQ5MjY5ZjcyZWY3Y2EyNjEzYTg2YzlmMDVlNTk1NjciLCJ0eXAiOiJKV1QifQ..D3TdOcxtnFD3sooN0kSAdzOUR9_7HbjvKMGwh3huYt5IvvzsVSxvT1WTxlnAETETALmehihUGj14HuzQUXk6CKyCv72MakXgsS-yJTZAOmmPM7NR0KkHIYu_fwaCQEqPOGkjaJXp8fgU-qiCFHKqZovZH31JsJqIV1sQEbiqVpnsLI1-LEdlxBAk_tZPckldeuyE4LNQs3qkudjBGbqdkdOB4-d1P5ezQbkqd-1kFyODZUP1WRkBePSYFMqXMERfP0j_-H2EXm53YUKO1bvAMvf1I6JwGshO_Y3YRX786XbADApdJi1ZFiHHEQ6tgb7omxJRd7X8Uon0UsamGtpACA
https://www.weforum.org/agenda/2019/01/company-diversity-fatigue-no-excuse/
https://www.cnbc.com/2020/06/12/six-years-into-diversity-reports-big-tech-has-made-little-progress.html
https://insights.grcglobalgroup.com/the-history-and-growth-of-the-diversity-equity-and-inclusion-profession/
https://advisorsmith.com/data/most-diverse-industries-in-the-u-s/
https://uxplanet.org/design-should-be-for-people-not-for-designers-751ff987e9c2
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