
Setting up to 
co-design

Co-design program session 2



Check-in



Program Overview

By utilising deep reflection and 
practical application we can work to 
immediately apply our skills into real 
world projects. 

Each 2.5 hour sessions, we will learn 
essential co-design skills and tools 
and between the weeks, we will apply 
our learnings to our real world  
projects. 
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Participant Outcomes

Our aim is to help you develop capability to 
confidently facilitate design processes with people 
with lived experience so you can deliver initiatives 
that reflect real needs. 

We will get to this point by learning how to:

1. Suspend judgement and assumption by not 
jumping to solutions too quickly

2. Facilitate diverse groups and hold multiple 
perspectives 

3. Choose and apply the right co-design tools
4. Communicate the value of the co-design process 

and influence decision makers 
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Agenda

● Co-designing in context

● Introducing a framework for assessing problems

● Problem Definition 1.0

● The ‘Design’ in Co-design

● Practice Principles



Co-designing in Context
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Credit Mark Strom:

Context Relationships Ideas

Human-centred design 
means staff too.



Mid-Level Authorising 
Environment for Co-Design
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First-level employees  
practicing co-design 

Hi-level leaders 
advocating for or 

directing co-design 
practice change 

Mid-Level managers supported to 
facilitate co-design practice 
change



Share 
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In order to lead user-centred practice in organisations 
managers need to:
 
“create the conditions for innovation; encouraging their people
to empathise with users, generate new solutions and test and 
adapt them over time.It calls for a blend of humility and 
curiosity, patience and perseverance.”

– Brenton Caffin, Director of Innovation Skills, Nesta



Energiser: Lego

Activity Instructions:

● Sort the bricks into colours, as quickly as possible
● Create one heap for all special pieces. 
● Decide in your team which pieces you want to treat 

as special
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Energiser: Lego

Activity Instructions:

Build a structure, as quickly as possible, according to the 
following rules:

● At least 20 bricks high
● Regular colour pattern
● Every new block that you add to the structure can’t be bigger 

than the one below it
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Energiser: Lego

Activity Instructions:

Decide in 30 seconds to build either an animal or a vehicle. 
After that work according to the following rules:

● Create a regular colour pattern.
● Each colour of bricks must only be touched by one person in 

your team.
● You are not allowed to talk.
● Every minute, you need to switch tables, taking your 

unfinished work with you (but not the material)
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Energiser: Lego

Activity Instructions:

Decide in 30 seconds to build either a building or a plant. After 
that work according to the following rules:

● Create a regular colour pattern.
● Each colour of bricks must only be touched by one person in 

your team.
● You are not allowed to talk.
● Every minute, you need to switch tables, taking your 

unfinished work with you (but not the material)
● At random times, I will touch a team member’s shoulder and 

indicate another table
● Immediately join that different team
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Reflect



15

The Cynefin 
Framework



16

The Cynefin 
Framework:
Simple
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The Cynefin 
Framework:
Complicated
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The Cynefin 
Framework:
Complex
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The Cynefin 
Framework:
Chaotic
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The Cynefin 
Framework

Disorder



Defining our
problem



Tool: Defining our problem

Activity Instructions:

In your teams, spend some time sharing what you know about your 
problem

Use the template to guide a discussion 

When you feel ready, capture your problem as a statement of 25 
words or less. Try the formula what’s not working+for whom+impact

Sketch your problem 
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Break
5 mins



In your groups, debrief for 5 minutes on the problem 
definition task you just completed: 

1. What did you notice? 
2. What surprised you? 
3. Did the exercise challenge you in any way? 
4. What, if anything, was missing for you?
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Reflect



The process of Co-Design

Co-design is a process of genuine collaboration aimed 
at creating lasting solutions to complex problems 
with, rather than for, end-users and stakeholders.  

CO = Collaboration - deliberate and 
meaningful participation of a diverse 
range of people and perspectives

DESIGN = Application of 
design-thinking - a disciplined 
process of discovery, creation and 
design
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Co-Design Models

There are a number of different 
process frameworks for co-design

Here are four of the best
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So what is the common process of co-design?

Three key stages:

● Diving deep into the problem to understand it in context
● Generating ideas that solve the problem
● Exploring and testing potential solutions in context
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The process 
of Co-Design



Mindsets and behaviours for understanding problems in 
context:

● Beginner’s/Growth Mindset
● We don’t have all the answers
● End-users hold the knowledge and wisdom 
● Ability to ‘Sit in the Problem’
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Discover



Key Mindset:
Beginner’s Mindset

A willingness to learn, grow and change your view as a 
result of new information or acquired wisdom...

The lens of personal experience can 
influence what we focus on… a 
beginner’s mindset is critical when 
entering a familiar environment without 
carrying assumptions.

(IDEO, Design Toolkit) 
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Key Behaviour:
Avoid Jumping to Solutions

Hold off on solutions, ‘sit in the problem’, and seek out 
multiples perspectives. Take as long as needed, even if it is 
uncomfortable to do so. We want to deeply understand the 
problem area before converging on a solution.  

Go slow to go fast… Going slow in 
discovery means earlier, more enduring, 
and more relevant solutions

(Dawn O’Neil, AM) 
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Key Behaviour:
Cultivate Empathy

Listen deeply to better understand the needs of our end 
users and stakeholders. Aim to hold your own views lightly 
enough to hear the experiences of others.

In the end, design is all about empathy. 
This is what leads to creativity, 
inspiration,  and breakthrough solutions 
to problems

(Leon Segal) 
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Discover

Tools for understanding problems 
in context:

● Empathy Interviewing 
● Empathy Mapping
● Group Interviewing
● Participant Observation | 

‘Walk in Their Shoes’ 
● Community Driven Discovery
● Extracting Insights | Affinity 

Clustering
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Mindsets and behaviours for generating ideas:

● Trust the process
● Suspend judgement
● Be playful
● Let go of getting it right
● Be curious
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Design: Ideate



Key Behaviour:
Suspend Judgement

Suspending judgement and practicing acceptance makes 
space for creativity and collaboration.  If we aren't worrying 
about getting ‘it’ right or making ‘it’ perfect we can hear and 
build on the ideas of others, to collaborate better, and 
generate ownership. 

There is no such thing as a bad idea, 
just more or less useful ideas

(Christian Duell, Whitelight) 
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Key Mindset:
Trust the Process

By learning to sit in ambiguity so we can commit to making 
mistakes and challenging assumptions. We can let go of the 
need to control, trust the process and give ourselves 
permission to be playful and divergent.  

The creation of something new is not 
accomplished by the intellect, but by the 
play instinct. The creative mind plays 
with the object it loves

(Carl Jung) 
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Design: Ideate

Tools for generating ideas:

● Brainstorming
● Bodystorming
● How Might We…?
● 6 Thinking Hats
● Fast Idea Generator
● Character Personas
● Idea Mashup
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Mindsets and behaviours for testing solutions:

● Build to think 
● Fail to learn
● Good Enough is Good Enough
● Let go of perfection
● Be reflective
● Keep Calm and Pivot!
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Design: Prototype



Key Mindset:
Build to Think

Embodying this mindset keeps the design process moving. 
It helps us to let go of perfectionism, put ‘something’ out 
into the world and then use it to keep learning, keep 
iterating, keep asking, and keep testing to making sure the 
end-product hits the mark.

Prototyping is the conversation you have 
with your ideas…

(Tom Wujec) 
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Key Behaviour:
Failing to Learn

Getting comfortable with pivoting is vital in co-design. 
Committing to pivot or change course where and when 
necessary creates space for experimentation, reflection 
and iteration along the design journey.

Embrace failure. Missteps and 
roadblocks are inevitable but are 
ultimately an opportunity to learn, pivot, 
and go after your goals with new 
perspective.

(Jenny Fleiss) 
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Design: Prototype

Tools for testing ideas:

● Prototyping
● Wireframes
● Bodystorming
● Story Boarding
● Mock Service Touchpoints
● Role Play
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● Co-Design practitioners
● Practice mindsets and behaviours
● Practice tools 
● Reflect
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Building our Co-Design
Literacy



Practice Principles

In your groups, explore the cards provided and select 
your top 5 practice principles

Team guides take a photograph and record your 
principles somewhere to draw on throughout your 
work together.
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Next session

Continue to lay the foundations for co-design 

● Begin the discovery phase of co-design
● Explore the practice of empathy in co-design 
● Practice a tool for accessing important insights 

from stakeholders and end-users
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Homework

Between now and our next session, it’s time for you to apply your learning 
to your real world project: 

1. Do an individual reflective exercise:

● Describe a time when you designed a solution to a complex problem
● How did you do it?
● What worked well?
● What could have worked better? 
● What was the impact of your solution? 
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Homework

Between now and our next session, it’s time for you to apply your learning 
to your real world project: 

2. Watch the TACSI Family by Family video to see a successful co-design 
solution in action

3. Cultivate a critical friend for the duration of the program
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Homework

Schedule to meet with your team 15 minutes before the next 
session to conduct the following reflection. 

4. Do this reflective exercise with your team:

● How are you progressing?
● What are we noticing? 
● How are we feeling? 
● What is emerging? 
● What questions are we walking into the next session with? 
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Check out

1. Check out in your teams
2. Share how your team is feeling
3. What is your team leaving the room with 

47


