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The purpose of this Master thesis is to develop a practical Participatory Design method for use in a business to
business context. The goal is motivate user to take part in the development of ideas for new digital solutions. The
ultimate goal is to spot ideas that have the potential to lead to Disruptive Innovation (Christensen, 2004).
Based on the assumption that experienced users are the real domain experts (Hippel, 1994) and that all users
potentially have the qualifications to be inventive (Juelsbo et. al. 2015) there is a strong belief, that users are able to
develop ideas that have a stronger relation to their context and market potential. Producers often develop ideas
without any user participation, which fundamentally leads to projects based on assumptions rather than facts.
In the past design tradition known as the Design-Led and User-Centered design, users actually played a rather passive
role in the design process. In this tradition users were not seen as sources for inspiration and ideation. In response to
this expert philosophy, the Participatory Design methodology was developed. In this methodology the perspective
has changed and users are seen as great sources for inspiration, and have an active role in the conceptual
development of new solutions (Liem & Sanders, 2011).
It is the Participatory Design mindset that is the driver behind the developed method in this thesis. The structure in
the method is inspired by the User Innovation Management method (Kanstrup & Bertelsen, 2011) and consists of
seven interrelated activities. The starting point for the method is a planning sessions followed by ethnographical
studies, analysis and reflection. Lastly, users are involved in a co-creation session named Future Workshop
(Greenbaum & Kyng, 1991) where ideas are developed by the users.
References:
Clayton M. Christensen, Scott D. Anthony, Erik A. Roth (2004), Seeing what´s next – Using the theories of innovation
to predict industry change. Havard Business School press Boston Massachusetts
André Liem & Elisabeth B. N. Sanders (2011) The Impact of Human-Centered Design Workshops in Strategic Design
Projects - M. Kurosu (Ed.): Human Centered Design, HCII 2011, LNCS 6776, pp. 110–119, 2011.© Springer-Verlag
Berlin Heidelberg 2011
Anne Marie Kanstrup & Pernille Bertelsen (2011) User Innovation Management a Handbook, Aalborg University
Press 2011 ISBN: 978-87-7307-960-7
Eric Von Hippel (1994) Sticky information and locus of problem solving Implications for innovation. MIT Sloan School
of Management Working Paper. Published in Management Science40, no.4, April 1994: pp 429-439
Joan Greenbaum & Morten Kyng (1991) Design at work – Cooperative design of computer systems. Lawrence
Erlbaum Associates Inc. Publishers, New Jersey ISBN: 0-8058-0611-3
Tue Juelsbo, Stephanie Bäckström & Lene Tanggaard (2015) Sådan kan I arbejde målrettet med jeres opfindsomhed,
kreativitet og innovation, Erhvervsspykologi vol 14. nr.4 2015, Dansk Psykologisk forlag

