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Abstract
This thesis is a report of research work that contributes to the understanding 
of so-called convivial tools. It does this by describing how small enterprises 
use Participatory Activity Mapping as an approach to changing, as well as 
caring about, people and the things that hold their work situations together. 
Working on this thesis I observed that small enterprises and their employees 
function in complex and heterogeneous work environments without having 
the tools or routines to make presentations of how the different aspects of 
their work situation are held together. In this thesis such tools are described 
as convivial tools, that is tools that can be used by people to create things, 
express their own tastes and caring for others. Over 15 different Participatory 
Activity Mapping events were conducted during the period of research. The 
following research questions were put: What are the potentialities of using 
Participatory Activity Mapping as a convivial tool? How does Participatory 
Activity Mapping aid the processes of designing product propositions? and 
How does Participatory Activity Mapping assist small enterprises in creating 
conviviality. A methodological and theoretical triangulation was used, together 
with a practice-based and design-led generative design approach, to advance 
the inquiry into the potentialities of using Participatory Activity Mapping as a 
convivial tool. The investigation revealed that knowledge is not created from a 
single vision: on the contrary it is partial and pluralistic. Participatory Activity 
Mapping supports a situated approach, where the mapmakers co-create their 
own versions of their own situation together with versions and positions 
from other people and things. In this sense Participatory Activity Mapping is 
about helping the mapmakers to co-create topological propositions and see 
relations within their own practice in order to craft new relational patterns. 
In addition, the study presents different mapping situations as examples 
and guidance for how the design field can be sensitive to mapping aspects 
that show strategies for othering, making absent actors present and tellable 
otherness. The conclusion of this thesis is that future design researchers and 
future design practitioners should consider shifting their focus from creating 
product propositions to creating convivial tools that support people in their 
efforts to enrich their environment with the fruits of their own vision. This 
could help design practitioners to involve the space in-between and change 
current design tools, such as service blueprints, into something that is much 
more heterogeneous, decentralized, messy and involving.

Keywords:
Convivial tool, design tools, service design, participatory design, space in-
between, heterogeneous, participatory activity mapping, absent, othering
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Sammanfattning
Att förstå, förmedla, och förändra en småföretagares arbetssituation är både 
utmanande och komplext. Det blev tydligt när jag i det här avhandlingsarbetet 
insåg att småföretagare ofta agerar i en heterogen miljö utan de verktyg eller 
rutiner som behövs för att kunna synliggöra vad det är som håller ihop en 
småföretagares arbetsvardag samt vilka utmaningar och möjligheter som finns 
i deras heterogena arbetskontext. I denna avhandling redogörs dessa verktyg 
som konvivialaverktyg.

Det här avhandlingsarbetet syftar till att öka förståelsen av konvivialitet och 
hur konvivialaverktyg både kan skapas och användas. Arbetet genomfördes 
genom att studera hur småföretagare använde verktyget Participatory 
Activity Mapping som ett sätt att synliggöra och kommunicera de aktiviteter, 
möjligheter, utmaningar, produkter, och människor som håller ihop deras 
arbetsvardag. Flera Participatory Activity Mapping tillfällen genomfördes 
där följande frågeställningar ställdes: Vilka är möjligheterna med att använda 
Participatory Activity Mapping som ett konvivialtverktyg? Hur stöttar 
Participatory Activity Mapping utvecklingen av produktförslag? Hur stöttar 
Participatory Activity Mapping småföretagare i att skapa konvivialitet? 

För att både synliggöra och förstå möjligheterna med att använda Participatory 
Activity Mapping som ett konvivialtverktyg utfördes ett praktiskt designarbete 
och en metodologisk och teoretisk triangulering. Under arbetet skapades 
insikten om att Participatory Activity Mapping stöttar småföretagare att 
skapa en presentation av sin arbetskontext utifrån både sina egna och andras 
upplevelser och berättelser. Participatory Activity Mapping hjälper därmed 
småföretagare att dels synliggöra befintliga relationer samt att kunna skapa 
nya relationer som tar hänsyn till de andra aktörerna som hjälper till att hålla 
ihop arbetskontexten. I avhandlingsarbetet presenteras även olika exempel 
på hur Participatory Activity Mapping kan användas för att synliggöra och 
diskutera det som finns och det som inte finns på kartan. Slutsatsen är att 
framtida designforskare och framtida designpraktiker bör överväga att flytta 
sitt fokus från att skapa produktförslag till att skapa konvivialaverktyg som 
hjälper människor att själva berika sin arbetsmiljö. Det i sin tur kan vägleda 
produkt- och tjänstedesigners att omvandla befintliga designverktyg till 
konvivialaverktyg.
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Prologue

This dissertation places itself within the field of industrial design 
with influence from social sciences, cartography, topology and visual 
studies. Due to the work´s emphasis on the visuals it feels natural 
to begin this text with a picture and the well-known expression: A 
picture is worth a thousand words. The picture that I have chosen as a 
starting point is a mural painting by Lennart Landqvist from 1995. The 
painting is a large acrylic painting that is made directly on to a big wall 
inside the Economic library at the School of Business, Economics and 
Law in Gothenburg. During my time as a PhD student I have spent 
many hours at the Economic library, but since I always have been in 
such a hurry, I had never really noticed the large mural painting. But 
one day when I, for no reason, slowed down I suddenly discovered 
that the wall leading to the library was not white; it was filled with 
some kind of diffuse pink-gray shimmer. As I continued my walk to 
the library I suddenly saw how a red and a green square were coming 
towards me. While I was becoming increasingly fascinated by what I 
saw, I simultaneously heard a voice in my head that said; you’ve seen 
this before.

Because I stood so close to the wall, the entire mural painting was not 
visible for me. In order to be able to view the entire painting, I had to 
continue my walk up to the next floor. When I reached the top of the 
stairs, I could finally see how the wall in front of me was filled with 
things that strongly reminded me of the different mapping activities 
I have done during my PhD work. As a result of this stunning view 
a wealth of memories was brought to life. I suddenly remembered a 
specific moment when I and my research supervisor where driving 
through a cold Swedish winter landscape in Småland. I remembered 
how we were forced to use maps on our mobile phones to be able to 
find our way. Arriving at our designated destination, we left the car 
and walked up to a large industrial building. Inside the building a 
company that manufactures soups and canned mushrooms had their 
manufacturing facilities. At the entrance of the premises the proud 
company owner met us and gave us a guided tour through their work 
facilities. I remembered how we ended the tour and sat down for a 
meeting in their lunchroom. I started interviewing the company owner 
by spreading out two white sheets of papers in front of her. And then 
I asked her to use colored post-it notes to create a visual structure that 
would explain what a typical work year looked like for them. When 

Prologue
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Figure 1. Mural painting by Lennart Landqvist from 1995.

Designing tools for conviviality 
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the meeting was over, there was a beautiful map in front of us that 
contained systematically distributed post-it notes on the white paper 
sheets. 

At the same time as the memory from the industrial premises begins 
to fade away another memory starts to seep through. An employee of 
another company said “why is this space empty?” and points to a gap 
that has arisen between two post-it notes on his map. While he said 
this, he turned toward his colleague and thoughtfully asked “are we 
doing nothing in this empty space?” And with this question bouncing 
around inside my head, I left my memories to once again look out over 
the mural. And that’s when it hits me. Although the mural in front of 
me is very similar to the post-it note maps that I have seen during my 
PhD work, the great mural has one specific detail that distinguishes 
it from the post-it note maps, and that specific detail is the gap in-
between the squares. 

On most of the post-it note maps that I have helped to create, the 
gaps in-between the post-it notes have been left out as something 
white, empty and unmapped. But, on the big mural painting the space 
in-between the different colored squares is not empty or white. It is, 
in fact, filled with something that looks like an abstract visual noise 
or a hazy glow. Regardless of how you describe the space in-between 
the squares, the important thing is that the space in-between is not 
empty. There is something going on there. As I stand here in-between 
the large wall painting and my memories of post-it note maps an 
insight begins to emerge. Like a stargazer, I have focused too much 
on the visible phenomena and totally forgot the invisible space that 
surrounds the visible phenomena. But thanks to Lennart Landqvist’s 
act of highlighting the area that surrounds the squares, I was able 
to see something new in my own post-it note maps. With my newly 
acquired insight, I could begin to direct my research towards the 
space in-between, and the idea that it is not empty. Thanks to a lucky 
combination of my personal experience of how an employee points 
to the space in-between two post-it notes and the Lennart Landqvist 
painting, this dissertation is not only about the present post-it notes 
from the mapping events - it is also about the absent and making in-
betweens present.

Prologue



13

Figures 2, 3 & 4. The Photos show initial mapping events.

Designing tools for conviviality 
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Overview of the thesis

This thesis is mainly written as a contribution for people within 
the field of industrial design. And it is especially targeting 
industrial designers and design researchers who have an interest 
in co-developing products and service systems for SMEs and 
smaller organizations. However, the thesis is also a way to show 
how practice based design research can contribute to social 
sciences in their quests of knowing “mess”- i.e., that which is 
contradictory, complex and relational (Law, 2004). My hope is, 
therefore, that this text that you hold in your hands should be 
seen as a heterogeneous gathering of maps, stories, theories, 
and spatial reflections about how design researchers, design 
practitioners and social scientists can use Participatory Activity 
Mapping as a convivial and topological tool for co-creating 
heterogeneous mappings about relatedness and changes within 
SMEs and organizations. 

In chapter 1 I start by presenting my way into design and mapping 
tools. Then I go on to present the motives and inspiration behind 
my thesis work. I introduce a challenge and a starting point, then I 
present how others have worked with mapping and finally I introduce 
Participatory Activity Mapping and its related research aims. Then the 
three interconnected research areas are introduced together with my 
interconnected perspectives of; relational ontology, multiple realities, 
situated knowledges and anti-representationalism. I end this chapter 
by briefly introducing the contributions, the research questions, 
my aims and frames of this thesis together with the projects I have 
participated in and the publications that I have written.

In chapter 2 I set the stage for the fields that have played an important 
part for this thesis work. I start by presenting Industrial design, Design 
for services, Participatory design, SMEs, Context, Context games and 
Actor network theory. And then I present the fields of cartography 
and topology. In a way this chapter also describes my journey from 
industrial design to mapping and topological concepts such as network 
and clusters.

Overview of the thesis
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Chapter 3 presents how I created the mapping cards through a 
generative and iterative design process. It describes how each mapping 
event is a staged experiment where I used different methodological 
triangulation in order to both collect and analyze the data. It is here 
that I first introduce the anecdote as an artistic approach for presenting 
aspects from the mapping event together with my personal reflections.

Chapter 4 is a continuation of one of the data analysis triangulation 
methods. In this chapter I introduce the eight theoretical tools that I 
used to analyze the four different mapping anecdotes. The purpose for 
this is that by using eight different tools I create a weave of different 
perspectives on both the mapping tools and the mapping event. This 
weave of perspectives increases the possibility to cover the mapping 
event and also create new connections.

Chapter 5 presents the empirical material as a heterogeneous account 
of different mapping aspects. I introduce the mapping cards with brief 
instructions on how to use them and different anecdotes that present 
interesting challenges when parts are absent and opportunities are 
present. I also summarize my publications as time documents over the 
process, the contexts, the collaborations and the bigger picture of the 
mapping events. 

In chapter 6 I highlight some crucial aspects from the thesis work and 
reflect on their relationship with the mappings and my role as a design 
researcher. From this chapter I move on to the next chapter where I 
present my conclusions, contributions and future work.

Chapter 7 presents my conclusions and the topics that I believe to be 
my contribution to the fields of participatory design, service design, 
convivial tools, sociology and science studies, system oriented design, 
small enterprises, municipalities and also design students. I end this 
chapter by presenting what I think could be a future research area. 

Chapter 8 presents aftermath reflections and important definitions 
for the thesis work and chapter 9 ends with references/bibliography 
and publications.

Designing tools for conviviality 
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18 Introduction

Introduction

In this part I introduce my background, the motivation behind my 
choice of thesis subject, the research context, research questions, 
contributions and publications.

Personal and practical background to the study

Before I started studying and working with design, I studied 
Human Geography at Örebro University. It was during this time 
that an item of exploratory fieldwork made me curious about 
how products and their associated systems affect our experience 
of the geographical spatiality. During the field work our aim 
was to create knowledge about the different impacts a road has 
on families and their walking and driving patterns between 
home and school. My specific research focus was to see how the 
road impacted on how local children chose their route to the 
school. As a method of gaining access to how the children and 
their parents experienced the road, I sent out a simplified map 
of the community to all the children at the school. Attached to 
the map were a number of different mapping tasks for parents 
and children to do together. These tasks involved tracing out 
the children’s route to the school, and visually marking the 
places where the children and the parents felt secure or insecure. 
Following a period of waiting, I finally received some very 
exciting maps that clearly indicated where the parents saw a 
cause for concern and where the children felt insecure or scared. 

However, when I saw the maps on the table in front of me, an 
inner conflict arose. The conflict had nothing to do with the 
maps: instead the conflict was between me and the academic 
discourse that I studied. As an effect of seeing the maps, I started 
to think about how the products, i.e. roads, pedestrian crossings, 
lighting, pavements and public transport within the community, 
could be changed or arranged to make the children and the 
parents feel safer. I began slowly to realize that I was more 
interested in how to make actual changes to the surrounding 
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products than in just mapping them out. But this new-born 
interest had no place within the project or the discourse. After 
nearly a year of Human Geography studies, my desire to work 
more hands-on with product development became too strong. 
I dropped out of my Human Geography studies and began a 
Bachelor’s degree in Industrial Design at HDK – Academy of 
Design and Crafts in Gothenburg. During my three years on 
the Bachelor’s program and subsequent working years, the idea 
of using a map as a research tool was slowly fading away until it 
was no longer a part of my repertoire.

A few years later I started doing various projects for a Swedish 
elevator manufacturer. As a result of gaining a deeper insight 
into the company’s work environment, I began to understand 
that an elevator is not just a product that takes people up or 
down. An elevator is a product that must be sold, transported, 
installed, maintained and repaired. An elevator is, therefore, 
a very complex product which is surrounded by a variety of 
services and service providing businesses. This insight caused 
me to once again begin to study design. But this time I chose a 
Master’s program at the Oslo School of Architecture and Design 
(AHO) with a focus on service design. The two-year course 
at AHO was a very exciting time for me, and I got to meet a 
number of people who directly and indirectly inspired me to 
do a PhD, among them Simon Clatworthy. Simon was both a 
teacher and a PhD student in the department and because of 
that I had the opportunity both practically and theoretically to 
use different parts of his doctoral work in my own projects. The 
part of his work that came to influence me the most was his use 
of tangible tools as a way of both creating ideas and identifying 
the different touch points that exist within a customer journey. 
The main input for me in Simon’s work was the card-based 
tool he had developed, called AT-ONE (Clatworthy, 2013). 
This was a letter combination, designed to help organizations 
and companies to identify and develop service innovations; 
each letter was as a starting point either for identifying existing 
services or for creating service innovations. 
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What appealed to me about Simon’s work was primarily three 
things. Firstly, the cards were easy to use: as a designer I quickly 
understood how they worked and was almost immediately 
able to use them in my own practical work. Secondly, the cards 
reconnected with my previous fascination for using visual and 
tangible tools for mapping out invisible and intangible things. 
Thirdly, I became fascinated by the fact that the use of the AT-
ONE cards changed my role as a professional designer. When 
I used the cards I suddenly became a designer who invites 
companies and customers into participatory survey activities. 
That is to say that when I used the cards I took the role of 
facilitator or acted as a workshop leader. This situation reminded 
me in many ways of the mapping situation I had experienced 
during my earlier studies in Human Geography. Through the 
similarities between the Human Geography mapping and the 
service design cards I could see how both the map and the actual 
mapping process could be very useful within different service 
design projects. Simon Clatworthy’s PhD work entered as a 
credible and practically applicable design tool into my design 
studies and was thus something that strongly inspired me to 
apply for the PhD position that was advertised at the Linnaeus 
University in 2009. The unlikely combination of my early 
Human Geography studies and Simon’s AT-ONE tools paved 
the way for my own doctoral studies and my focus on visual 
mapping tools.

My time as a PhD student at Linnaeus University began in 
the Department of Design in the old glass industry facilities 
in Pukeberg in 2010, and was divided between research and 
teaching, with the research activities carried out within the 
larger research area of Design Approaches and Design Methods 
in Complex Contexts. The broader aim of this research area was 
to investigate how the development of services can be supported 
by design approaches and design methods and to create insights 
that could be valuable for design practice, design research and 
for the involved research collaborators. My practical research 
work was mainly situated within a research project called Digital 



21Designing tools for conviviality 

Service Market, but also had connections with other research 
areas at the university. The project examined how we, as design 
researchers, can develop methods and approaches capable of 
supporting professional designers in their everyday work, by 
testing and developing tools and methods together with other 
academic traditions and non-academic stakeholders. I also 
participated in three other projects within the larger Design 
Region Småland project, including both organizing and leading 
a number of different co-design events. Finally, together with my 
supervisor Bo Westerlund I carried out a short research project 
called “Method development for idea generation within service 
design practice”. The aim of the project was to practically explore 
how visual and tactile tools could help a service design firm to 
involve both their clients and their clients’ customers in their 
design process. 

The teaching part of my post in the Department of Design at 
the Linnaeus University was carried out at both Bachelor and 
Master level in industrial design. Through teaching and working 
closely with the students I had a number of opportunities to test 
the tools and methods we were developing and at the same time 
receive positive and negative feedback from the students. Most 
of the time, I organized the teaching activities in such a way that 
the processes of developing tools and methods became real cases 
with participation by both students and other stakeholders. 
The Department of Design became a meeting place where 
academia, the surrounding industry and the municipality could 
get together and discuss future challenges. Having had the 
great fortune to work with both Bo Westerlund and Elizabeth 
Sanders, I have learned what it means to participate and do 
research within these complex and messy projects and how to 
set up and manage different design research activities, involving 
both designers and non-designers. I have learned how important 
it is to have visual and tangible materials to help people express 
their thoughts and dreams about their future community. And I 
discovered that we as designers have a great deal to learn about 
large and open projects. 
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Motives and inspiration

I would now like to invite you (the reader) to imagine that you 
have been assigned the task of designing a new digital food 
service in collaboration with a heterogeneous group of local 
food producers, whom you have never met before. Then start to 
think about how you would tackle this assignment. My reason 
for beginning this section with this imagined assignment is that 
it opens up important questions that relate both to the starting 
points for this thesis and the challenges that I have encountered 
while working on it. 

In 2009 I faced the challenges described above, when I 
participated as a design researcher in the Digital Service Market 
project (Petrakou, Brandt, & Jokela, 2011). Briefly summarized, 
this project aimed at both researching about and co-creating 
a new digital service that would support the efforts of local 
food producers, local municipalities and local restaurants to 
distribute, sell and buy locally produced foods. Our approach 
to this assignment was to start by using a variety of different 
methods, such as field studies, interviews, group workshops and 
product prototyping. The reason for this was that we wanted 
to create relevant understanding of what it means to be a local 
food producer and how a digital service could help local food 
producers in their everyday work lives – and we wanted to do 
this as quickly as possible. This initial understanding of the 
working lives of food producers would then later be shared 
among the researchers, the participating food producers, the 
participating municipalities and a group of computer specialists, 
in order to co-create a functional prototype for the future digital 
food service platform.

With the first stages of the Digital Service Market project 
constructed around fast-paced inquiries about food producers´ 
work situations, much time was initially spent on visiting 
each of the participating food producers in their work place. 
During these visits the researchers mainly used interviews 
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and ethnography-inspired field studies techniques to co-create 
a holistic understanding of the food producers, their work 
situations, relevant collaborations, distribution channels and the 
different processes involved in the making of the food products. 
However, after a couple of visits I began to feel that there was 
a gap between our intentions and research approaches and the 
material we got back from the inquiries. From my personal 
point of view, which was biased by being a designer with an 
interest in co-designing and arranging concepts and objects 
on a map surface, the gap occurred because the tools and 
the methods that we used in the inquiry situations could not 
satisfactorily do the following:

• Provide sufficient support for the food producers when they 
were attempting to share a holistic presentation of the social, 
technical and natural relationships that hold their work 
situations together.

• Provide sufficient support for the researchers in their attempts 
to create a long-term and relational understanding of the food 
producers´ messy work situations. 

• Create both an outcome and a thinking tool that was sensitive 
enough to communicate abstract topics, such as tensions, 
conflicts, potentialities, agency, time and space.

• Embrace complexity without taming the “mess”, i.e. that 
which is contradictory, complex and relational (Law, 2004).

What I initially learned from participating in the inquiry 
situations, together with the food producers and the other 
researchers, was that the tools and methods that we used 
certainly made many important aspects of food production 
present for us. But, more importantly, they also made other 
equally important parts of the food producers´ work situations 
absent. The gap was further widened because the information 
that was made present was not capable of indicating how the 
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different inquiry answers were connected to each other over 
time and space. 

The more I contemplated our inquiry situations and the more 
I researched other research methods with a more holistic 
approach to inquiries, the more evident it became to me that a 
potential bridge across the gap could be the creation of a new 
inquiry tool, incorporating other tangible and visual elements. 
From my newly acquired insights about visual inquiries, 
together with a very rewarding conversation with Elizabeth 
Sanders and Bo Westerlund about co-designing and generative 
tools, I created a first prototype of a new visual inquiry tool. 
The initial intention was that this new inquiry tool should offer 
both the food producers and the researchers the possibility 
of visually, verbally and physically arranging, re-arranging, 
separating, connecting and relating the different parts of the 
food producers´ work situations. This would make it possible 
for both the researchers and the food producers to manage 
and communicate a much more complex picture of the food 
producers´ work situation than what our initial research 
approach had made possible.

This way of using visual tools as an approach that enables co-
learning and making sense of messy situations is something that 
has been strongly connected to participatory design for many 
decades. However, using visual materials in inquiry situations 
has also been important in other research fields, such as 
Organization Studies (Wilson, 2001), Soft Systems (Checkland, 
2000), Mess Mapping (Horn & Weber, 2007), Wicked Problems 
(Rittel & Webber, 1973), Rich Picture (Checkland, 1981), 
Pinboard (Law, 2002) and Compositional Interpretation and 
Discourse Analysis (Rose, 2012). But, since this thesis relates 
to the fields of design and participatory design I will only focus 
on the use of visual inquiry tools in these fields and not deal 
with how other research fields have used and developed visual 
inquiry tools in their research practice. 
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The visual inquiry tool that I co-created with Elizabeth Sanders 
and Bo Westerlund is a tool that both builds upon and is a 
continuation of Participatory and Industrial Design’s long 
history of using visualizations, objects, maps and other tactile 
materials as externalizations in order to co-create information 
about products, situations and contexts. In the following 
paragraphs I will therefore briefly introduce some of the tools 
and researchers that have inspired both my thesis and the 
creation of the Participatory Activity Mapping tool.

Design research has been approaching the challenges of 
visualizing, presenting and communicating an increasingly 
complex world at least since the 1960s and 1970s. This is, for 
instance, present in Ehn’s and Sjögren´s early work, where they 
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studies
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Figure 5. Tree structure of the tools and the researchers that have inspired both my thesis work and the creation of the 
Participatory Activity Mapping tool.

Designing tools for conviviality 
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created a number of different design games, such as the Layout 
Kit, and the Specification Game. The basic idea behind the 
Layout Kit was to arrange different cards on a sheet of paper 
to represent existing things, identify problems and create new 
alternatives (Ehn & Sjögren, 1991). 

Other early design games were the Card and the PICTIVE 
design games. Michael Muller presents the PICTIVE design 
game as a low-tech game that helps participants articulate 
how they want a system interface to look and work (Muller, 
1991, 1993). In the PICTIVE design game the participants use 
post-it notes, icons, other office materials and a design surface 
to co-create a synthesis of the different participants’ different 
views of how the targeted system could support the user’s job or 
tasks (Muller, 1991, 1993). Representation of “mess” or “wicked 
problems” is further developed by Robert E. Horn and Robert P. 
Weber in their work on Resolution Mapping and Mess Mapping 
(Horn & Weber, 2007). While Horn and Weber are active 
outside of the design research context, I have brought them into 
this account because they are closely connected to the concept 
of Wicked Problems, as described by Horst Rittel and Melvin 
Webber (1973). A Mess Mapping process is a set of structured 
group methods for collecting, sharing, organizing and evaluating 
information regarding a Wicked Problem. It contains various 
visual language units, each of which may describe an aspect of 
the problem, system, or relevant facts (Horn & Weber, 2007). 
The purpose is to create a map of interlinked problems as seen 
from different vantage points, in order to suggest interventions 
or to create alternative futures. 

Elizabeth B.N. Sanders is a design researcher who has been 
working on mapping in a way that connects to Ehn & Sjögren. 
Already in 1999 Elizabeth presented her ideas for MakeTools 
as a new design language for users and not just for design 
practitioners. Important parts of MakeTools are “emotional 
toolkits” and “cognitive toolkits”. With emotional toolkits, 
people can create collages or diaries illustrating or telling stories 
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associated with emotions, such as feelings, dreams, fears, and 
aspirations (Sanders, 1999). Using cognitive toolkits, people 
can make artifacts, such as maps, mappings, 3-D models of 
functionality, diagrams of relationships, flowcharts of processes 
and cognitive models, to communicate how they understand 
and misunderstand things, events and places. The cognitive 
toolkits can reveal the intuitive relationships between system 
components (Sanders, 1999). 

As a continuation of the emotional and cognitive toolkits 
Sanders, Sleeswijk Visser, Stappers and Van der Lugt explored 
and co-created the concept of “context mapping” (Sleeswijk 
Visser, Stappers, Van der Lugt, Sanders, 2005). Here they 
involved potential product users in order to map out the context 
of product use. The basic principle behind context mapping is 
the use of different methods and different materials, such as 
drawings, collages and models, to support potential product 
users in their reflection, description and communication of 
the context maps they have made (Sleeswijk Visser, F. 2009). 
The process of making maps enables people to be aware of 
their experiences and helps the researchers to elicit relevant 
contextual information (Sleeswijk Visser, Stappers, Van der Lugt, 
Sanders, 2005). Context mapping usually involves a sequence 
of different research steps, different research methods and 
different research tools, such as preparation and goal statements, 
sensitization and reflective exercises, sessions with generative 
assignments, analysis and grounded theory, and communication 
with personal display (Sleeswijk Visser, Stappers, Van der Lugt, 
Sanders. 2005).

Birger Sevaldson is a Scandinavian design researcher who is 
combining maps, complexity and system-oriented design in his 
“giga mapping” practice. Giga mapping is an approach to large 
scale mapping, where designers and other stakeholders use 
visual tools for grasping, sharing and communicating an image 
of a complex situation and its problematic fields (Sevaldson, 
2015). Through his work on giga mapping, Sevaldson has both 
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developed the tool and explored how it can work as a visual tool 
for co-inquiry, where experts, users and other stakeholders are 
brought together. Sevaldson´s work on giga mapping is strongly 
focused on a systemic and process-related way of presenting, 
communicating and analyzing complex situations. 

These aspects can also be found in service design and service 
design research. One of the best known examples of a systemic 
and process-related approach to service design is the service 
blueprint. In 1984 Lynn Shostack wrote that a blueprint can 
help a service developer to identify problems before they occur 
and also to see the potential for additional market opportunities 
(Shostack, 1984). Since Shostack´s pioneering article, blueprints 
have become one of the most popular tools in the service design 
community. “When taking the perspective of designing a PSS, 
a blueprint is a depiction that ties together, in a procedural 
manner, details and wholes of servuction. That is, it defines what 
is on-stage, how back-stage issues are performed, co-operation, 
touch points, technology support, the line of visibility, the line of 
interaction etc.” (Holmlid, 2005).

In sum, one can say that all the researchers mentioned here 
present insights indicating that by using visual and tangible 
things as research materials it would be possible for me to 
support the food producers in their attempts at presenting 
a more relational, detailed and complex view of their work 
practice. By using visual, tangible and moveable inquiry material 
it should be possible for the food producers to both separate 
and connect the different elements that hold together their 
work practice, while simultaneously being able to spatially and 
verbally describe the relationships between the parts. 

My aim of bridging the gaps that occurred in the Digital Service 
Market resulted in new activities in which I brought our new 
visual inquiry tool to the participating food producers and 
tested it. Through hands-on creating, testing and analyzing the 
visual inquiry tool I also began to map out the focus of my thesis 
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Figure 6. The first prototype of our new visual inquiry tool.
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and my research field. From this initial experience of working 
hands-on with mapping as an inquiry approach, it became clear 
to me that I must position my research process in the “research 
through design” tradition. This tradition would allow me to 
explore, both theoretically and practically, how mapping visual 
propositions of work situations can act as an approach to the co-
creation of an understanding of potential and relevant service 
opportunities.

This view of how to co-create a more visual and holistic inquiry 
was, as mentioned above, heavily inspired by the participatory 
design community. But as my thesis work progressed I also 
received inspiration from other design researchers. One of 
these was Klaus Krippendorff, who initially inspired me 
through his ideas about how design should be seen as a social 
process, relying on many different stakeholders with different 
and potentially conflicting interests (Krippendorff, 2006). This 
made me realize that a small company or a small organization 
could also be viewed and presented as a “thing” that belongs to 
and is shaped by many different networks of stakeholders and 
established through their relations to other “things”.

After the first test of the visual inquiry tool I went back to my 
office and analyzed both the tool and the outcome. By bringing 
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together previous research results, the current mapping session 
and future intentions for the research project, I realized that 
my situation was framed by a challenge and an opportunity of 
a heterogeneous character. The challenge was the fact that the 
food producers are not self-contained entities. On the contrary, 
each food producer, including each person, is always a nexus of 
relations between humans and “things”. And the opportunity 
presented by a heterogeneous challenge arose from the claims 
put forward by different design researchers using different visual 
inquiry tools. They insisted that in order to understand how a 
small food producing company or a small organization works 
and is held together, we (the researchers and the food producers) 
must be able to create a more holistic presentation, which both 
visually and tangibly brings together how the companies are 
situated within multiple contexts where other stakeholders, and 
thus many other contexts, influence each other. 

My proposed response to these challenges is a visual and 
tangible mapping approach combining different aspects from 
different tools and different researchers, which both supports 
the creation of different topological stories and is able to hint at 
stories made absent. It is this mapping approach that I present 
as Participatory Activity Mapping. In brief, Participatory Activity 
Mapping is a collaborative mapping event that I have explored, 
designed and tested together with companies and organizations 
within different research projects. During mapping events 
employees from local companies and/or organizations have 
created maps through the Participatory Activity Mapping cards, 
in order to make their different work situations visible.
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Figure 7. The latest prototype of the Participatory Activity Mapping tool.
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Tool, method and realities

In this section I describe why I see Participatory Activity Mapping 
as something that is simultaneously a tool and a method.

In this thesis Participatory Activity Mapping is viewed as a 
thing that is simultaneously a tool and a method. Participatory 
Activity Mapping is thus to be understood as something that 
is entangled and that cannot be understood in isolation. This 
means that Participatory Activity Mapping is an indivisible 
collection of tools whose strategical goal is to help small and 
medium sized enterprises (SMEs) to detect and make sense 
of their different work patterns both visually and verbally. 
Participatory Activity Mapping should also be seen as a method 
for producing the realities it tries to understand (Law, 2004). 
One might therefore say that Participatory Activity Mapping 
blurs the boundaries within the traditional research hierarchy of 
tools, techniques, methods and approaches, as will be seen from 
the following paragraphs, where I explain how I define tool and 
method.

A tool is usually described as a physical item that can be used 
to achieve a goal. However, in this thesis a tool is not only 
a physical item like drills, pots and brooms, it can also be a 
system producing intangible commodities such as “education”, 
“health”, “knowledge”, or “decisions” (Illich, 1975). The main 
characteristics of a tool as used in this thesis are that it is made 
by man and is intrinsic to social relationships. “An individual 
relates himself in action to his society through the use of tools 
that he actively masters, or by which he is passively acted upon” 
(Illich, 1975). Using the definition of “tool” from Ivan Illich, all 
the artifacts of the Participatory Activity Mapping process are 
tools. The mapping cards are tools, the map surface is a tool and 
even the mapping event can be seen as a tool, since it relates to 
Illich’s thoughts about intangible commodities which produce 
“education” or “knowledge”. But if Participatory Activity 
Mapping is a tool, how can it also be a method?
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From a participatory design perspective, method is defined as 
“a combination of tools, toolkits, techniques and/or games that 
are strategically put together to address defined goals within the 
research plan” (Sanders, Brandt & Binder, 2010). This suggests 
that different strategies produce different methods and thus 
different results. Or as John Law and John Urry describe it, 
“social investigators know perfectly well that different methods 
produce different and often inconsistent results” (Law & Urry, 
2005). This challenge might be approached by claiming that 
some methods are better than others or by saying that methods 
are tools, and different tools do different jobs (Law & Urry, 
2005). The second approach makes it possible to describe the 
Participatory Activity Mapping method as a tool.

However, John Law argues that methods do not just describe 
social realities but also help creating them. Moreover, “methods, 
their rules and even more – methods’ practices, not only 
describe but also help to produce the reality they understand” 
(Law, 2004). This means that methods are performative. 
Through the lens of performativity one might ask what realities 
Participatory Activity Mapping produces. For an answer to this 
question we must go back to Illich’s definition of a tool, in which 
he suggests that tools are rationally designed devices, in the 
sense of a thing designed and adapted for a purpose or function. 
The purpose of Participatory Activity Mapping was initially to 
help people, and in particular employees of SMEs, to create their 
own heterogeneous map of their work situation, its challenges 
and co-creators. 

It is challenging to define the realities enacted through 
Participatory Activity Mapping. But one possibility is that 
Participatory Activity Mapping, and its spatial approach, enacts 
a world from a relational perspective. This was evident when 
people from the participating SMEs told me that they had 
never before seen their company as a map of relationships, 
connections and networks. They wanted to keep the map so 
that they could re-use it as evidence for how their work is 
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constructed. However, it is also possible that a heterogeneous 
and spatial view produces an understanding of how different 
realities coexist and interfere with each other. The work toward 
mapping out a heterogeneous view of the work situations in 
different SMEs therefore creates an awareness among the owners 
and the employees of how much they rely on others . One might 
indeed say that Participatory Activity Mapping creates situations 
where owners and employees of participating SMEs use the 
maps as a means of caring for both themselves and others (Illich, 
1975). 

People need not only to obtain things, they need, above all, the 
freedom to make things among which they can live, to give shape 
to them according to their own tastes, and to put them to use in 
caring for and about others. (Illich, 1975, p. 20)
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Research questions and their development

The research questions explored in this thesis have been 
made present through different situations. Nevertheless, all 
the questions relate to and direct my research toward a better 
understanding of how the activity of mapping can function as 
a generative design research tool for co-creating heterogeneous 
maps and beyond. One important part of the initial research 
frame was to use design research as an approach to the 
creation of relevant contributions for design practitioners. 
And particularly prominent in this respect is the relationship 
between design practitioners and the context they design for. 

My first research questions presented themselves during one of 
the first meetings I had with a small food producing company. 
During this meeting, I became curious about the following:

• How could a design researcher visually assemble multiple and diverse 
narratives about questions such as: what is a small company, what is the 
context and the practice of a small company, what is it that holds a small 
company together – and do this in a way that is descriptive, explanatory 
and/or predictive? 

These questions then led to the development of the Participatory 
Activity Mapping events. After approximately 20 mapping 
events, with both companies and organizations, I started to ask 
new questions, such as: 

• How could the activity of making maps be used to make interferences, 
relationships, changes and experiences within small companies’ contexts 
visible?

During the analysis of these maps I also realized that the space 
in-between on the maps played an important part in how the 
companies and the organizations created and assembled their 
context narratives. This insight generated further questions: 

• How and why are the small companies and organizations using the space in-
between in their mappings? And what happens within the space in-between?
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My research questions

From these questions I created three new research questions that 
have guided me through the work on this thesis. These are:

1. What are the potentialities of using Participatory Activity 
Mapping as a convivial tool? 

2. How does Participatory Activity Mapping support the process 
of designing product propositions?

3. How does Participatory Activity Mapping assist SMEs in 
creating conviviality in their work environment?

Research area and perspectives

The research area that this thesis is located within is constructed 
around and together with the three dissimilar, but at the 
same time indistinguishable, research areas of Participatory 
Activity Mapping, Space In-between, and SMEs. These three 
areas have gradually developed out of each other, onto each 
other and separately from each other. This means that the 
thesis does not only address the epistemological question of 
how Participatory Activity Mapping can be used to create and 
articulate knowledge. It also asks an ontological question about 
the worlds that the mapmakers have mapped out. Or as Kristina 
Lindström and Åsa Ståhl describe it: “to know and to make 
the world in one move” (Lindström & Ståhl, 2015, chapter 5). 
My understanding of and my approach to researching these 
three areas are both framed around the four different but 
interconnected perspectives of relational ontology, multiple 
realities, situated knowledges  and anti-representationalism. 

Relational ontology suggests that things are constituted through 
their relations to other things. This briefly means that things are 
not self-contained entities. On the contrary, each thing, 
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Figure 8. Structure of the three dissimilar but at the same time indistinguishable research 
areas of; Participatory Activity Mapping, Space in-between, and the small enterprises. 
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including each person, is always a nexus of relations between 
humans and non-humans. The consequence of understanding 
the world as relational is that agency is seen as mutually 
constituted between human and non-human actors (Haraway, 
1994; Suchman, 2007; Barad, 2007) and that practices such 
as small companies and organizations exist in relation to the 
concrete and particular situations and cultures that give rise to 
them (Slife, 2004).

From the perspective of multiple realities, the world cannot 
be regarded as an isolated entity. Instead reality must be seen 
as something multiple and co-constructed by its relational 
networks. In short this means that each network and each 
component within a specific situation enacts its own reality. 
And what follows then is that these relationships simultaneously 
enact different realities. This is the reason why I do not frame 
reality as something single and detached. Instead I frame reality 
as something that is co-constructed, multiple and simultaneous. 
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Since most of the research cases included in this thesis have 
had a local character with situated knowledges, it makes 
sense for me to say that this thesis and Participatory Activity 
Mapping rest on situated knowledges as epistemology (Haraway, 
1991). My take on situated knowledges is a combination of 
feminist science studies, where the concept has been used to 
re-conceptualize objectivity in perspective and experience 
(Haraway, 1991) and development studies, where the concept 
has been used to reclaim the legitimacy of knowledge grounded 
in local practices (Harding, 1998). In this perspective knowledge 
is seen as something that is produced in a specific circumstance 
through a web of connections and shared conversations. This 
means that knowledge is not created from a single vision: on the 
contrary it is partial and pluralistic. As a way to engage in the 
epistemological tradition of situated knowledges and staying 
away from the all-seeing and all-knowing researcher role, I have 
used Participatory Activity Mapping as a situated method where 
the mapmakers make their own versions of their situation from 
their own positions.

I have actively been trying to stay away from a research view that 
positions itself as an objective and “from above” vision, which 
uses Participatory Activity Mapping as a way of criticizing the 
mapped practice. Instead, I see Participatory Activity Mapping 
as a visual and tangible (paper) world that links together 
partial views, embodied knowledge, shared conversations and a 
combined view of the past, the now and the future. In this sense 
Participatory Activity Mapping is about helping the mapmakers 
to see relations within their own practice in order to craft new 
relational patterns without creating a radical break with the past. 
It does not deny creativity and innovation but it understands its 
indebtedness to and entanglements with the past and the future 
(Juleskjaer & Schwennesen, 2012). 

As a final part of the framing I would like to establish my 
assumptions about the visual outcome of the Participatory 
Activity Mapping events. My understanding of a map rests on 
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an anti-representationalism that views maps as topological 
propositions rather than representations or reflections of the 
earth (Wood, Fels and Krygier, 2010). This means that the 
maps that the mapmakers created during the Participatory 
Activity Mapping events are not concerned with physical 
attributes within the Euclidean plane and the Cartesian grid. 
On the contrary, they are topological propositions that propose 
relational spaces without referring to metrics or calculations. 

Contributions and limitations

The main contribution of this study is to introduce Participatory 
Activity Mapping and the design-influenced notion of the space 
in-between as tools for understanding the work environments 
of small enterprises. This relates to design scholar Klaus 
Krippendorff´s observation that research about design is 
typically conducted from outside the design community, by 
other disciplines and non-designers. This, he argues, hardly 
helps the design community to understand itself. Instead 
he suggests a science for design that does not surrender its 
criteria to other disciplines (Krippendorff, 2006). Through the 
different mapping events I have provided different examples 
of how design researchers, design practitioners and social 
scientists can implement and develop both the mapping event 
and the space in-between. Most importantly I have shown that 
the design community has an existing language and existing 
concepts, such as shape, form and space in-between, that can 
be transformed and used in other parts of design work. The 
study also shows that the concept of space in-between connects 
very well to concepts used in social science, e.g. absent and 
present. A limitation of the study is that it is mostly focused on 
the mapping events and the maps. The study did not involve 
long-term research about the mapmakers’ everyday lives. I do 
not know how the mapmakers incorporated the maps into their 
work and what effects they had on their work routines. What I 
do know is that many of the mapmakers enjoyed the mapping 
event, because it gave them an opportunity to see their company 
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from a different perspective. Other mapmakers, such as the 
participating municipalities, have actually reused the mapping 
events as a format for contacting and establishing connections 
with local SMEs. 

Another area of concern is that I have not compared the 
different mapping events, for example by considering size, 
sector and participants. It might have been interesting to see 
if there were any differences between mapmakers with design 
skills and mapmakers without design skills. On the other hand, 
the idea of categorizing and separating people was something 
that I wanted to avoid in this thesis, which is why I simply use 
the term mapmakers. For the design community an important 
contribution is the fact that my mapping tools have been 
picked up and incorporated into a Swedish design consultancy 
firm’s way of creating and selling design services (https://
transformatordesign.se). Transformator Design have also 
managed to spread the tools to actors outside of the company. 
This means that today you can find some of the mapping cards 
in Arbetsförmedlingen, the Swedish Employment Agency. 
Here the cards are used to assist the visitors in developing their 
description of what they are capable of and what they want to 
work with in the future.

Figure 9.Mapping card created by Transformator Design. Photo taken by Sophie Andersson 

Introduction
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Research institute and research projects

In this chapter I describe the research institute I have belonged 
to and the research projects that I have participated in. It starts 
with an introduction to the Department of Design at the Linnaeus 
University and then goes on to introduce the four different research 
projects.

Linnaeus University

The academic setting for work on this thesis is mainly the 
Department of Design at the Linnaeus University. Today the 
Department of Design is an organization focusing on industrial 
design, service design, methods for involvement, the local 
society, sustainability and, more recently, infrastructuring and 
meta-design. The Department of Design is currently responsible 
for two design education programs, at Bachelor and Master 
level. Both programs are highly international and enable people 
from all over the world to participate in the discussion of what 
design is today and what design is going to be in the future. 

Research projects 
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The Digital Service Market project

Geographical context: Kalmar and the surrounding area.
Participants: Alexandra Petrakou and Patrick Brandt from 
the Department of Informatics at the Linnaeus University in 
Kalmar. Fredrik Sandberg from the Department of Design at the 
Linnaeus University in Växjö. 23 local food producers.

The Digital Service Market project was conducted between 2008 
and 2011. The overall aim of the project was to analyze, design, 
implement and evaluate models of sustainable digital services 
intended to support a local e-marketplace. My experience 
during this time was that the inquiry method that we used did 
not capture the participating food producers´ work ecology 
in a good way. With this in mind I started to prototype and 
develop more visual inquiry materials. These prototypes created 
the material that later formed the basis for the analysis and 
development of the Participatory Activity Mapping tool. 

Design Region Småland, Part one.

Geographical context: The area of Nybro and Lessebo 
municipalities.
Participants: Helen Karlsson from Lessebo Municipality. 
Jonny Andersson from Nybro Municipality. Fredrik Sandberg 
from the Department of Design at the Linnaeus University in 
Växjö. Approximately 20 small entrepreneurs from Emmaboda, 
Lessebo and Nybro and some 20 designers from all over Sweden.

Design Region Småland was a collaborative project between 
three neighboring municipalities, conducted between 2010 
and 2011. The aim of the project was to develop knowledge 
of how design can act as an innovation engine for the local 
manufacturing industry within the three municipalities. In 
many ways it was this project that transformed the Participatory 
Activity Mapping tool into a co-design event. This practically 
meant that we transformed the Participatory Activity Mapping 
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tool into a three-stage rocket project. In contrast to the 
mappings I did in the Digital Service Market project, where 
I performed smaller individual-based mappings, the Design 
Region Småland project involved large group mappings.

Design Region Småland, Part 2.

Geographical context: The municipalities of Värnamo and 
Sävsjö.
Participants: Rolf Elghag from the Sävsjö business sector. Peter 
Elmhäll from the Värnamo business sector. Fredrik Sandberg 
from the Department of Design at the Linnaeus University in 
Växjö. About 20 small business owners from Värnamo and 
Sävsjö and 20 designers from all over Sweden.

After the Design Region Småland project part 1, I became 
involved in what could be seen as the continuation of Design 
Region Småland. In the continuation project we also worked 
with small local business owners. But this time it was in 
a different geographical context and with a new group of 
manufacturing companies as our collaboration partners. My 
role in the project was as a design representative and as an event 
facilitator between late 2011 and late 2012. 

Method Development for Idea Generation Within 
Service Design Practice

Geographical Context: Stockholm
Participants: Sophie Andersson and Erik Widmark from 
Transformator Design AB. Bo Westerlund from Konstfack – 
University of Arts, Crafts and Design. Fredrik Sandberg from 
the Department of Design at the Linnaeus University in Växjö.
Funding: Vinnova – Sweden´s Innovation Agency.

The last big project that I participated in was called Method 
Development for Idea Generation Within Service Design 
Practice and was a collaboration between me, my supervisor Bo 
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Figure 11. Structure of the research projects and their relationships with my articles over 
time.

Introduction

Westerlund and the service design firm Transformator Design 
AB. The aim of the project was to explore in a practical way how 
visual and tactile tools could help Transformator Design involve 
both their clients and their clients’ customers in their design 
process. In this project the Participatory Activity Mapping tool 
was not the central part. Instead, we tested a variety of visual 
methods, but they were all in one way or another inspired by 
having the white field as a starting point. The project took place 
between 2012 and 2013.

Publications

In this section I present my articles and how they relate to and 
contribute to my research journey. 

Paper 1.

Visual Inquiry: A tool for presenting and sharing contextual 
knowledge
Author: Fredrik Sandberg
In Proceedings of Nordic Design Research Conference 2011, Helsinki

This paper describes an inquiry method in which participants 
create a visual presentation of their company’s relationship 
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to stakeholders, problems, strengths, changes, and dreams. 
This new way allows participants to understand and describe 
their knowledge as one picture, and it makes it easier for 
both participants and researchers to see the frames and rules 
inside the explored context. The outcome of the method is not 
only propositional but also presentational knowledge (Heron 
1996) about new opportunities for collaboration and product 
development. The visual inquiry outcome has not yet resulted in 
any new functional services. However, based on the experiences 
gained during this research project we propose that the method 
can be used to increase co-creation and context awareness in 
new service development projects.

The main objective of the paper is to show and reflect upon 
how mapping can be used as an inquiry method for making 
collaborative inquiries into local food producers’ work contexts 
in interdisciplinary research projects. The focus of the paper is 
on how food producers can visually share information about 
e.g. work connections, work collaborators, work tasks and their 
dreams for the future, with design practitioners or researchers 
who have no experience of producing food products. Secondly 
the paper asks how these experiences can translate into 
something that inspires both designers and food producers.

On the first issue, the paper shows that a visual and tangible 
inquiry approach helps food producers to arrange and rearrange 
visual thought structures that show both propositional and 
presentational knowledge about connections and collaborations 
within their work context. The map surface has the potentiality 
to act as a stage for the food producers and the researchers to 
assemble different stories, different experiences and different 
perspectives in one intertwined story without a hierarchical 
structure. This means that the map can be read from all 
directions.

In regard to the second issue, the paper shows that the map itself 
has the potential to inspire both the food producers and the 
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researchers. For the food producers it was especially inspiring to 
have control over the mapping. Being in control created a feeling 
of ownership of the map and its construction. The participating 
food producers also expressed that it was inspiring for them 
to see their work context as a structured map for the first time. 
For the design researchers the inspiration was tripartite. The 
first part derives from when the food producers talked about 
solutions to their problems and of their future dreams. This part 
of the mapping opened up for service proposals that could later 
be implemented in the bigger research project. The second part 
was how the map and the video recordings became something 
that the participating researchers could later gather around 
and use to create new connections with other maps. The map 
became a physical place where different ideas could meet and 
influence each other. The third part became clearer after the 
mapping event, since it was only after the mapping that we 
(the researchers) realized that the mapping had created a bond 
between the researchers and the food producers. This bond 
became evident in the second mapping event when the food 
producers invited themselves to a new mapping event at the 
Linnaeus University.

Paper 2.

Co-creating collaborative food service opportunities through 
work context maps.
Author: Fredrik Sandberg
In Proceedings of ServDes. 2012 3rd Nordic Conference on Service 
Design and Service Innovation, Helsinki.

In this paper we present a method, including mapping 
techniques, in which participating companies create knowledge 
about each other’s needs and dreams through the use of visual 
work maps. This new way of working allows the participants to 
change perspectives and act out future service scenarios. The 
outcome of the workshop is a service story and a service map 
that is open and flexible enough for designers to be inspired and 
continue working on the service opportunities. Another part of 
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the outcome was that the participants increased their knowledge 
about their own work context. Neither the participants nor 
the researchers have transformed the service concepts into 
functional services. However, based on the experiences gained 
during this workshop we propose that the method can be used 
to increase participants’ awareness of how to create co-value 
innovations inside a community and deploy empathy in local 
service development projects.

The main objective of the paper is to show and reflect upon 
how food producers can use and create maps to share ideas 
about new service concepts. The paper focuses on the following 
issues: how can food producers use visual maps to present 
and introduce their work situation to other food producers? 
How can maps be used by food producers to co-create new 
collaborative food service proposals? Can Participatory Activity 
Mapping deal with wicked problems and simultaneously act as a 
bridge between local SMEs and the departments of industry and 
commerce in the participating municipalities?

With a focus on the first issue, the paper shows that making 
maps together with local SMEs forces municipalities to 
approach wicked problems with a new set of routines. Through 
the mapping events we learned that visual mapping is an activity 
that makes it possible for municipalities to step out of their 
standardized service routines and step into a more involving 
and flexible service offering. However, we also learned that the 
discussion after the mapping sessions sometimes was even more 
interesting and rewarding than the actual mapping. It was only 
after the mapping activities were completed that the participants 
really started to critically discuss the topic of the mapping event 
and its related problems, such as competence migration, lack of 
distribution channels and distance to the market. The discussion 
after the mapping was often very lively, with old power 
hierarchies disappearing for a brief moment and both the SMEs 
and the representatives of the municipality able to participate in 
the discussion on equal terms.
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With a focus on the second issue, the paper also shows that these 
discussions would probably not have flourished in the same way 
if the participants had not used the maps and the prototypes 
as vehicles for exploring the subject. Both during the mapping 
and the subsequent discussions the dialogs about the topic 
bounced back and forth between the maps, the participants 
and the materials. So, in this situation you could say that the 
Participatory Activity Mapping actually bridged the gap between 
the SMEs, the municipalities and potential future collaborations.

Paper 3.

The struggles of co-creation: the highs and lows of involving 
stakeholders into the service design process.
Authors: Fredrik Sandberg, Bo Westerlund, Erik Widmark, Sophie 
Andersson
In Proceedings of Collaborative systems for Reindustrialization, 14th, 
14th IFIP WG 5.5 Working Conference on Virtual Enterprises, PRO-
VE 2013, Dresden.

This paper presents our experiences from a research project 
on how to co-develop new methods for idea generation within 
a service design practice. The paper describes how service 
designers used two visual inquiry methods together with 
customers and employees in different service situations. The 
results show that there is great potential in developing methods 
for co-design work based on design approaches. This project 
relies on a mindset where materials of different kinds, which can 
be organized and reorganized in different ways, are used. This 
supports a way of creating knowledge that facilitates production 
of other results than the purely verbal. We have also realized that 
it requires a great amount of work if it is to achieve a great result.

The paper is arranged around the two issues of how service 
designers will perceive visual inquiry methods and what 
usability and experience will result from using the method 
prototypes. With a focus on the first issue, the paper shows how 
the design firm, by using the visual methods, re-evaluated their 
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existing work process. By using the two visual methods the 
design firm realized how visualization tools enabled the involved 
participants to generate ideas much earlier in the design process 
than what had been the case in their other projects. Another 
noticeable change was that the visual methods gave the design 
firm a nuanced picture of the client’s situation. 

On the second issue, the paper shows how mapping supports a 
way of creating knowledge that facilitates production of other 
results than the purely verbal. However, it also shows that 
carrying out mapping activities without a researcher or a design 
practitioner present makes it difficult to read the maps. Using 
a standalone map without an accompanying map facilitator 
made it difficult to encourage a dialog with the employees. It was 
also difficult to understand the pieces of information that the 
employees had posted on the map.

Paper 4.

Dead or alive: How municipalities can use service design tools 
to create live services that are flexible, mindful and involving.
Author: Fredrik Sandberg
In Proceedings of ServDes. 2014 Fourth Service Design and 
Innovation Conference, Lancaster

Regional service innovation is an emerging and important 
topic within the European Union. According to the OECD it is 
becoming ever more crucial for each European municipality to 
support collaborations between regional stakeholders in order 
to be innovative and competitive. But collaborations between 
large municipalities with fixed service routines and small flexible 
SMEs are challenging. In this paper we argue that service design 
and service designers’ knowledge about different techniques 
can act as a new approach for municipalities to interact with 
SMEs in a creative way. The paper describes experiences 
from a workshop where service designers, SMEs and Swedish 
municipalities prototype a visual mapping activity. From this 
first pilot study we learned that visual mapping is an activity 
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that makes it possible for municipalities to step out of their 
standardized service routines and step into a more involving 
and flexible service offering. The focus of the paper concerns the 
following issues: How can Participatory Activity Mapping help 
municipalities to deal with local and wicked problems? And how 
can Participatory Activity Mapping act as a bridge between local 
SMEs and the departments for industry and commerce in the 
participating municipalities? A brief answer to these questions 
is that the activity of co-creating maps makes it possible for 
the municipality to become more flexible and more open to 
collaboration with the local SMEs.

On the first issue, the paper shows how the activity of making 
maps together with local SMEs makes it possible for the 
municipalities to approach local collaborations with a new 
mindset and a new set of work routines. Through different 
mapping events the paper shows how visual mapping is an 
activity that makes it possible for the representatives of the 
municipalities to step out of their standardized service routines 
and step into a more involving and flexible service routine. 

The paper presents this through a workshop example where 
representatives of the two municipalities left their offices 
in order to play an active part in the mapping of future 
garden products. By participating in the mapping event the 
representatives of the municipalities managed to co-create 
detailed stories about people’s needs and dreams for new garden 
products together with the local SMEs. 

These mappings initially worked as a process both for getting 
to know each other and for exploring the mapped topic. But at 
the end of the mapping workshop, the mappings also worked 
as a good foundation for the concluding discussions. Even 
though the representatives had already started to step out of 
their ordinary work roles and traditional work routines during 
the initial mapping activities, it was not until the concluding 
discussions that they fully embraced the idea of allowing all the 
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mapping participants to actually lead the discussion about the 
mapped topics from whatever position they wanted.
This means that during the concluding discussions the 
representatives of the municipalities abandoned their role 
of experts. Instead of acting as experts, who know all about 
regional development, they involved the SMEs as experts in 
order to reflect and critically discuss the mapped topic and 
its connections to competence migration, lack of distribution 
channels, distance to the market and support from the 
municipality. These discussions were very lively and both the 
SMEs and the representatives of the municipality constantly 
shifted roles and viewpoints. In this situation of role shifting, 
old power hierarchies disappeared for a brief moment. The 
SMEs acted like the municipality and the municipality acted like 
SMEs.
 
On the second issue, the paper also shows how the concluding 
discussions would have been less detailed and inclusive if 
the participants had not used the maps and the prototypes 
as vehicles for exploring the subject. Since the maps and the 
cardboard prototypes were also present during the concluding 
discussions, the participants felt secure in using them either as 
a point of departure or as references in the discussions. In this 
situation you could therefore say that the Participatory Activity 
Mapping physically bridged the gap between the SMEs and the 
municipalities. 
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Brief introduction to the concepts used

These are some of the most central concepts used in this thesis. To 
find a more detailed description of the concepts, read the Concepts 
used chapter on page 236. Some concepts are also defined in the 
chapters to make it easier to understand how the concept relates to 
the specific chapter.

Absence and presence
In this thesis work absence and presence are two interconnected concepts that explain how things are 
generated by agency from both present and absent actors.

Affordance
The concept of  affordance was coined by James Gibson (1977, 1979). In its original form it was 
related to the field of  ecological psychology and how the environment provides opportunities for 
action. I use the concept of  affordance as something that is not pre-given but rather as something 
emergent or in a process rather than one of  end-states (Cooper & Law, 1995).

Anecdotes and narratives
It is an artistic way of  communicating experiences that descriptive accounts cannot capture. It is 
a way to express experiences as materials for others to work with. It is a medium that invites the 
reader through metaphor, imagery and words to construct their own meaning (Whitcomb, 2016). 

Change
Change is in this work about how design practice can enable other people to speculate, reflect upon, 
imagine and realize changes that are of  a purpose chosen by the people themselves.

Complexity
In this thesis work the concept of  complexity refers to messy systems that are in a continuous state 
of  change, conflict and unplanned changes.

Context
Context is in this thesis work a concept that refers to all interrelated and interactional aspects that 
surround and influence an event or a situation.

Convivial tool
Ivan Illich describes convivial tools as something that foster conviviality to the extent to which they 
can be easily used, by anybody, as often or as seldom as desired, for the accomplishment of  a purpose 
chosen by the user.

Design
 “Design is an activity and a professional practice that relies on publicly acknowledged competencies, 
the use of  methods, but above all on an organized way of  languaging, a design discourse, that 
coordinates working in teams and with clients, justifies proposals for artifacts to their stakeholders, 
and distinguishes professional designers from those doing it largely for themselves” (Krippendorff, 
2006).

Generative design research
Generative design research empowers everyday people to generate and promote alternatives to their 
current situation.

Heterogeneity and Actor Network Theory
In this thesis work, heterogeneity is seen as a concept that relates to how things are composed or 
made by parts that are unrelated or different from each other.

Introduction
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Holistic
In design practice a holistic view means to take into consideration the relationships between the 
designed artifacts, those who are exposed to these artifacts and the social, cultural and business 
context in which the meetings takes place (Fallman, 2008).

Map and mapping
Mapping is seen as a project in the making and as a collective enabling enterprise (Corner, 1999).

Othering
Othering refers to the process or activity of  making information unintentionally absent.

Participatory design/with people
Participatory design is an approach to design that attempts to actively involve the people who are 
being served through design in the process to help ensure that the designed product/service meets their 
needs (Sanders, 2008).

Process
My understanding of  this is that a design process must be seen as an object that is simultaneously 
both a problem space and a solution space. It is not an object that can be divided into different stages 
divided by time and space.

Problem setting
Design practice is often described as a problem solving activity. However, in this thesis work the 
emphasis is more on design practice as a problem setting activity.

Proposition and proposal
In this thesis work I use the concept of  proposition instead of  the concept of  proposal. The reason 
for working with proposition instead of  proposal in this thesis work is mainly because proposal is 
a concept that relates to something that is thought out, like a finished plan or finished presentation, 
while proposition is more ongoing and a suggestion. 

Relational ontology
The concept of  relational ontology suggests that things are constituted through their relations to other 
things.

SMEs
Small-sized enterprises should have < 50 in staff  headcount and ≤ € 10 m in turnover. 
Micro-sized enterprises should have < 10 in staff  headcount and ≤ € 2 m in turnover (EU 
recommendation, 2003).

Stakeholder
Stakeholder is in this thesis work seen as a political actor that claims their stake in projects and 
practices.

Sustainability
Sustainability is in this thesis work a heterogeneous concept that is woven together by different 
perspectives from social, environmental and economic factors.

Things and products
In this thesis work I use the word thing rather than the word product. Mainly because I think that 
thing is a wider concept with more heterogeneous aspects than product.

Tools
In this thesis work I use the term “tool” very broadly, including: Anything rationally designed by 
man, be they artifacts such as hammers and saws or rules, codes, operators and institutions and 
systems of  production that create intangible commodities such as education and healthcare.

Topology
In this thesis work topology is a concept that is concerned with articulating, presenting and thinking 
about relationality spaces, how objects change and how they relate in this process to other changing 
objects. 

Designing tools for conviviality 
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Background

In this chapter I present a brief introduction to the context in 
which this thesis operates. In the following sections I will introduce 
and go through some of the key areas that build and frame my 
research.

Design fields related to this thesis

This thesis contributes to the areas of industrial design practice, 
participatory design research and design-led generative design 
research. Briefly, the thesis accounts for, analyses and critically 
reflects on how Participatory Activity Mapping can be used 
to co-create a heterogeneous understanding of the nature and 
requirements of small work practices. Participatory Activity 
Mapping is both a tool and an event that I have developed 
during this thesis work. A wide range of mapmakers have been 
involved in the mapping events that are presented and analysed 
in this thesis: local food producers, local manufacturing 
companies, local organisations and local municipalities. The 
topics of the different mapping events vary, but they were mostly 
related to services for collaboration (Wetter-Edman, 2014). The 
intention with the present thesis is to produce insights into how 
Participatory Activity Mapping can be used as a convivial tool 
for mapping peoples’ work practices. 

Industrial design

Historically, industrial design practice is intimately bound 
up with industrial production. It is in this setting that design 
has been so successful in increasing the production and 
consumption of goods by creating new types of needs and, in 
a way, manufacturing desire (Forty, 1986). Today we can see 
that the design of artefacts and cultural norms has created a 
logic of life that to a large extent is organised around economic 
growth and high consumption, something that we know is not 
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sustainable (Broms, 2014). This criticism, together with other 
societal changes over the last 20 years, has forced industrial 
design practice to change from being a practice that only focuses 
on products to a practice that also deals with sustainability 
and the increased complexity of services, interfaces, multiuser 
systems/networks, projects and discourses (Krippendorff, 2006). 
The work in this thesis is mainly concerned with industrial 
design in relation to a synthesis of services, networks and 
discourses. This mix suggests that industrial design is a practice 
that creates new ways of languaging, bringing forth new ways 
of conceptualising the world and introducing changes through 
services and networks in a way that its users can understand, 
practice, and speak about (Krippendorff, 2006). But it is also a 
practice that creates convivial tools that give people the greatest 
opportunity to enrich their environment with the fruits of his 
or her vision (Illich, 1975). This view of design relates to the 
topic of design for service; especially in terms of how design 
for service highlights the idea that industrial designers need 
to accept their fundamental inability to completely plan and 
regulate how services are experienced by stakeholders, while 
instead considering their capacity to potentially create the 
necessary conditions for certain forms of interactions and 
relationships to happen (Meroni & Sangiorgi, 2011).

Design for service

‘Design for service’ is an emerging discipline with a mind-set 
that focuses on competencies rooted in creative and artistic 
traditions (Wetter-Edman, 2014). Service design is still the 
overarching disciplinary term, but by using the term ‘design 
for service’ the focus is more on what design is doing and 
what design can do for services. As a continuation, design 
for service sees design as an exploratory enquiry that makes 
no fundamental distinction between goods and services. As 
an exploratory enquiry, design for service uses perspectives, 
tools and methods from human-centred design to observe 
and understand the socio-material configuration where value 
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is co-created (Kimbell, 2011). Design for service is therefore 
concerned with viewing people as relevant resources who are 
the experts of their own experiences (Sanders & Dandavate, 
1999; Sleeswijk Visser et al., 2005). As a way of involving users 
and stakeholders in the design process, service for design uses 
participatory design and/or co-design techniques.

Participatory design

Ever since the 70s, participatory design and the idea of 
workplace democracy have been a strong influence in 
Scandinavia as a whole and in design in particular. The 
movement started when computers and information 
technologies entered the workplace. The aims of the 
participatory design movement were and still are to provide 
people with better tools and to ensure that those who will use 
the tools have a voice in their design (Robertson & Simonsen, 
2013). This means that participatory Design often involves 
people who do not necessarily speak the same language as the 
involved design professionals. This is why it is so important for 
participatory design practitioners to use materials, processes 
and spaces where mutual learning can take place. This can, for 
instance, be seen in one of the earliest projects in participatory 
design; the UTOPIA project. It was during this project that 
researchers for the first time consulted newspaper graphic 
workers and asked them to use low-tech prototypes in order to 
co-imagine and co-express new ways of working with future 
graphic technology (Ehn & Kyng, 1984; Bodker et al., 1987; Ehn, 
1988). Ever since the UTOPIA project the use of workshops 
where designers and prospective users use mock-ups, scenarios, 
prototypes and design games has been central to participatory 
design processes.

SMEs

These participatory methods of generating user information 
are often suggested to be common practice in participatory 
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design. However, in recent articles and discussions it has also 
been stated that participatory design practitioners have a focus 
on large companies, while the majority of product developing 
companies i.e., the small-to-medium sized enterprises, have 
become the forgotten child (Buur & De Lille, 2010). It is this 
forgotten child that this thesis is interested in and the reason 
why I ask the question, How can Participatory Activity Mapping 
be used by small companies who do not have the resources 
in terms of time, funds and workforce to either participate or 
involve users in their practice. Even though the concept of the 
end-user is well established in participatory design terminology, 
it has, in recent years, been criticised for being a construction 
that makes all the other people in the development process 
absent. Klaus Krippendorff suggests that we should instead view 
a development process as a social process that relies on many 
different stakeholders with different and potentially conflicting 
interests (Krippendorff, 2006). This understanding suggests 
that a small company or a small organisation should be viewed 
as something that belongs to and is shaped by networks of 
stakeholders. In other words, in order to understand a small 
company or a small organisation we must understand that the 
context of a work practice is not a single context but a place 
where many stakeholders and thus many different contexts 
interfere with each other, producing ‘context games’, as Vicky 
Singleton puts it (Singleton, 2012).

Context

Context is a concept that is used in many different research 
fields. In brief, one can say that context is commonly used as an 
attempt to point out or describe what is surrounding a specific 
situation. Due to its many applications, context is a concept that 
is rather difficult to pin down and explain. Computer scientist 
Paul Dourish talks about context as something particular 
and interactional. He describes it as something that cannot 
be a stable, external description of the setting in which the 
activity arises (Dourish, 2004). This can be compared to how 
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researchers with a background in sociology present context 
in terms of how contexts are made and assembled in a series 
of different narratives. ‘To depict the world is to assemble 
contexts and to hold them together in a mode that may be 
descriptive, explanatory, or predictive’ (Law & Moser, 2011). 
Vicky Singleton, another researcher from the sociology field, 
continues by arguing that context is constructed within and 
through entities touching. It is the result of the interferences 
that occur when different contexts meet (Singleton, 2012). 
Other researchers, who are more focused on design, use the 
term ‘context’ to refer to ‘all factors that influence the experience 
of a product´s use’ (Sleeswijk Visser, van der Lugt, Stappers, 
& Sanders, 2005). To be able to design for positive future 
experiences the designer has to understand potential users as 
well as their physical and social contexts (Mattelmaki, Battarbee, 
2002). 

So the relationships between people, products and context are 
important driving forces in the design process today. More and 
more product-producing companies have come to realise that 
contextual information is a source of innovation. Many product-
producing companies have therefore realised that it could be a 
good thing to involve people in their development processes, 
and to ask them about their context and what it is they want. 
Many companies are therefore interested in qualitative research 
strategies where innovation is thought of as something that 
is relevant to people’s lives. These companies realise that they 
need to learn from people in order to develop innovative and 
relevant products (Kristensson et al., 2002). And this, in turn, 
has increased the design practitioner’s need for information 
about the context in which people live and interact with their 
products. 

Context Games

Since most of my research work has been done together with 
either small farmers or small manufacturing companies/
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organisations, I have decided to expand the notion of context as 
an ‘achievement’ by clustering it together with Vicky Singleton’s 
description of context as: ‘that which frames and directs local 
practices’ (Singleton, 2012, p. 414). This description relates 
to the phenomena that Singleton refers to as ‘context games’. 
With the concept of context games, Singleton introduces the 
idea that being a small farmer or being a small manufacturing 
company means that one has to play or negotiate in a context 
where different contexts are constantly interfering with each 
other. From this perspective, ‘context’ is the site of interference, 
i.e. the site where different practices meet. It is something that 
is generated in the interferences between the different contexts. 
This suggests that a local food producer in the form of a pig 
breeder should not be understood as a single context, but as a 
clashing of different contexts. It is a situation in which several 
contexts co-evolve and shape one another.

Actor-Network Theory

In actor-network theory social objects such as companies and 
organisations are often described as regions or networks (Mol 
& Law, 1994). In brief, this means that Actor-Network Theory 
uses spatial thinking to both present and analyse how things are 
held together. It is not about distance, but rather about relations. 
In actor-network theory a network is thus a metaphor for how 
space is held together and created between both social and non-
human actors. Space is constructed within networks. However, 
these imaginative forms of the social object have in recent times 
been criticised for not taking into consideration the other or the 
absent. 

This essentially means that when one chooses to make some 
parts of a network or a region present, one also makes other 
parts absent. In the social sciences, the act of making absent 
is often supported by tools and methods that tend to reduce 
the possibility of including the messy absent by making the 
researched object neat and clean (Law, 2006). A potential way to 
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make the region, the network and the methods neat and clean 
is suggested by Annemarie Mol and John Law (Law & Mol, 
1994). Their suggestions are that we need to start seeing the 
social object as something that simultaneously inhabits multiple 
topologies and not only the region and the network. And 
that we need to use methods that make it possible to present 
multiplicities, indefinitenesses, undecidabilities and at the same 
time hold them together (Law, 2002, 2006). 

Service blueprinting

Service blueprinting was described by Lynn Shostack in the 
early 1980s as a technique that shows the service delivery 
process from the customer’s perspective (Shostack, 1982, 
1984). In sum, service blueprints are mappings of both the 
service actions that are visible to the customer and the service 
actions that are invisible to the customer. In her initial service 
blueprint Shostack divided the service blueprint surface into 
two sections: onstage and backstage. The onstage section directs 
the attention towards the activities that the customer sees while 
the backstage section presents the activities that are unseen 
by the customer. Since their introduction, Shostack’s service 
blueprinting technique has been continuously developed by 
the fields of management, marketing and design (Segelström & 
Holmlid, 2011). An important addition to Shostack’s frontstage 
and backstage layers was the introduction of Physical Evidence, 
Customer Actions and Support Processes (Bitner, Ostrom, & 
Morgan, 2008). By combining Shostack’s ideas about frontstage 
and backstage with Bitner, Ostrom and Morgan’s ideas about 
Physical Evidence, Customer Actions and Support Processes, the 
service blueprint has now evolved into a visual presentation that 
uses five different layers to show as many aspects of a service 
process as possible. But the development of the service blueprint 
does not end here. 

Other developments include pictorial representations of the 
service blueprint as a way of introducing a more emotional 
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view of the customer’s experience and expectations (Spraragen 
& Chan, 2008). While Lee and Forlizzi (2009) focus more on 
how a service evolves over time, Shimomura (2009) and Morelli 
(2002) criticise the service blueprint for lacking different points 
of view and for its lack of information regarding the virtual and 
physical spaces in which services take place. Today the service 
blueprint has become one of the most important tools for 
service designers to present the intangible nature of services as a 
visible design object (Mager, 2008; Miettinen & Koivisto, 2009; 
Moritz, 2005).
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Surrounding fields related to this 
thesis

In this part I introduce the fields of cartography, participatory 
mapping and topology.

Cartography 

The discipline of cartography has been a great inspiration for 
me during this thesis work. It has given me both a language 
and a perspective to use while developing and analysing the 
Participatory Activity Mapping. In sum, one can say that the 
modern map was born during the 16th century (Wood, Fels, 
& Krygier, 2010). With this rather provocative statement, 
Wood, Fels and Krygier propose a clear timeframe for when 
the modern map was born. The reason behind this specific date 
of birth is essentially that there was a massive map explosion 
during this time period. In most established countries at this 
time only a small number of maps were produced before 1600. 
But this changed towards the end of the 16th century and at the 
beginning of the 17th. The large number of maps created during 
this time period is strongly tied to the surrounding society and 
the growing national state. One crucial idea that contributed 
significantly towards the increase in the production of maps was 
the idea of presenting the new national state as a fact of nature; 
as a real and enduring thing. It was with this idea that the 
marriage between the state and the modern map began, mainly 
because maps had the power to create the scientific arguments 
about existence that the state required. Maps can propose 
whether something exists or not: ‘We do nothing more than 
show what exists,’ say maps (Wood, Fels, & Krygier, 2010). 

Although the modern map was born during the 1600s it was 
not until World War II that some of the biggest changes in 
cartography took place (MacEachren, 2004). During this time 
period there was a shift towards a more functional map. The 
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artistic approach that had been used in earlier map making 
was discarded because it could lead to arbitrary and capricious 
decisions. From this point on cartography incorporated 
scientific ideas and the map was considered a scientific 
vehicle that was untainted by social factors. The profession of 
cartography has since been challenged both by new open-source 
technologies and internal and external critique (Harley, 1989).  
A result of these critiques is a new branch of map-making 
that does not claim to be objective and is often led by non-
cartographers: DIY cartography, counter mapping, community 
mapping and participatory mapping.

Participatory mapping

Today, participatory mapping is a well-documented and widely 
used method in Participatory Rural Appraisal (Chambers, 
1994). The process of developing participatory mapping began 
with individual and scattered insights from various development 
projects during the 1970s and 1980s. Some of the professional 
mapmakers working at this time realised that non-experts could 
actually create relevant maps on their own. Maps made by local 
communities even proved to be a faster and better way to create 
and share local knowledge than traditional large questionnaire 
surveys. Today participatory mapping is a multi-disciplinary 
field that operates globally with support from various 
governments and NGOs.

The map-making process in participatory mapping is very 
often led and facilitated by people from outside the local 
community. There are different types of maps and tools used in 
participatory mapping. The choice of what to use is determined 
by what you want to show and the available resources. The most 
popular maps are: social maps, resource maps and mobility 
maps. These maps can be created either by using low cost tools 
such as drawings in soil, or high cost tools such as GIS and 
internet mapping. Each decision has its pros and cons. Low cost 
maps can be easy to make but are difficult to communicate to 
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outsiders, while internet maps can have a high impact but can 
often prove too expensive to maintain. Finding a good balance 
between intended purpose, available resources and commitment 
is vital. A successful participatory mapping project is a project 
that is driven by a process that respects all the participants. The 
behaviour and attitudes of the facilitator may be even more 
important than the tools and processes.

How I incorporated cartography and participatory 
mapping in my thesis work

After both observing and actively taking part in a number of 
different mapping events I conducted my first literature study 
in order to further my understanding of maps and the process 
of making maps. The first part of the literature study centred 
around Dennis Wood, James Corner and Gunnar Olsson’s 
perspectives on cartography and maps. The second part was 
more about how people and materials can be involved in the 
mapping process, and centred around Robert Chambers’, 
Elizabeth Sanders’, and Mette Agger Erikssen’s thoughts on 
Participatory Mapping and convivial tools.

In his book Rethinking the Power of Maps Dennis Wood opposes 
the understanding of a map as a representation or a mirror of 
the world. Instead Wood suggests that a map is a proposition. 
That is, mapmakers achieve their proposition by putting selected 
things together onto a common plane (Wood, 2010). Wood, 
who is a former professor of design at North Carolina State 
University, continues his thoughts by saying that mapmakers 
are extraordinarily selective creators of a world – not the real 
world, but a world whose features they bring into being with a 
map. If Wood highlights the power of maps then James Corner 
introduces mapping as a productive and liberating instrument 
and world-enriching agent, especially in the design and 
planning arts. Corner is, among many other things, a founder 
and director of the company Field Operations. In his essay, ‘The 
Agency of Mapping: Speculation, Critique and Invention’, Corner 



67Designing tools for conviviality 

proposes that we should focus more on the activity of mapping 
than on the map as a finished artefact: i.e. maps are artefacts that 
set the stage for future work, while mapping is always a project 
in the making (Corner, 1999). Corner continues by saying that 
a map is like an operating table, a staging ground or a theatre of 
operations upon which the mapper collects, combines, connects, 
marks, masks, relates and discovers new worlds within past and 
present ones. It is a process of reformulating what already exists; 
and what already exists is more than just the physical attributes: 
it also includes the various hidden forces that underlie the 
workings of a given place. 

Gunnar Olsson is Professor Emeritus, Department of Social 
and Economic Geography, at Uppsala University (Sweden). 
One of Olsson’s key questions in his book Abysmal is: How do 
humans find their way in the invisible realm of thought and the 
hitherto unknown? A part of Olsson’s answer to this question 
is: in order to know where we are, we consult invisible maps 
of the invisible (Olsson, 1998). Consequently, in Olsson’s view, 
human thought is constructed and should be understood as an 
invisible map that consists of named points, lines and planes. 
It is therefore a good idea to use techniques for mapping the 
physical world as tools for approaching the invisible world of 
thought and relations. We should treat the invisible as if it was 
visible (Olsson, 2007).

From my engagement with Wood’s, Corner’s, and Olsson’s work 
I understand Participatory Activity Mapping as an event where 
companies and organisations, i.e., the mapmakers, use visual 
tools to create highly selective proposals of their work situations. 
Through Wood’s Corner’s and Olsson’s work, I can also see that 
these visual proposals should be viewed as something that is 
the result of an iterative process of moving between thought, 
action and inspiration. This means that the map is a result 
of an ongoing mapping process where the mapmaker’s inner 
maps act as the foundation and inspiration for the mapmaker’s 
physical maps. Mapmakers use their creativity and imagination 
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to translate their inner maps into physical and visual map 
structures. When these visual structures are created on the 
map surface they act as inspiration for the mapmakers to 
both challenge and reinterpret their inner map. This in turn 
inspires the mapmakers to organise and construct their inner 
maps of work thoughts in new ways. And as a consequence of 
reconstructing the inner map, the mapping process restarts 
again. As an extension of this, one can say that Participatory 
Activity Mapping is a tool that uses a topological approach to 
support employees to visually and verbally express and challenge 
their inner maps of thoughts and ideas about their work 
situation. 

In order to prepare and further my knowledge about collective 
mapping events I conducted a second literature study. This 
literature study focused on participatory mapping. Robert 
Chambers, who is a research fellow at the Institute of 
Development Studies, suggests that mapping in its most basic 
form has the potential to allow all who are present to see, point 
at, manipulate, crosscheck and correct presented information. 
Chambers continues his thoughts on mapping as a participatory 
inquiry by suggesting that there are great advantages to be 
found in letting groups of local people make their own map 
together. This is chiefly because when local people gather to 
co-create a map they are more likely to create detailed maps 
that are completely different from a map created by an outsider. 
This indicates that local mapmakers are better at: mapping 
out hidden social details, creating their own categories and 
criteria, generating their own agenda and indicating their own 
priorities in comparison to outsiders, i.e. researchers or design 
practitioners.

What Chambers highlights in his work is that anyone can 
make maps and be creative provided that they have tools and 
techniques that are both accessible and easy to understand. 
Applying these thoughts to the Participatory Activity Mapping 
events provided me with a framework for organising, 
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interpreting and reworking the events. Through engaging with 
Chambers I could see and reflect upon how my research role 
was changing from that of an investigator who used maps to 
research on people to that of a facilitator who used maps to 
research with people. 

In conclusion, the literature revealed that mapping is a multi-
faceted activity. It is both an individual way of organising 
thoughts and a collaborative way of allowing all who are present 
to create and correct the presented information. Further insights 
were that mapping is a very selective activity that uses the 
available mapping materials to create and discover new worlds 
within past and present ones. In the case of the Participatory 
Activity Mapping events I suggest that mapping is a way for both 
companies and organisations to challenge their preconceived 
inner work maps by comparing new worlds with old worlds. 
And as a convivial tool, Participatory Activity Mapping has the 
potential to be both a platform for the creative expression of 
individuals and an important means of achieving community 
goals.

Topology and social topologies

Topology is a concept used in many research areas. In particular, 
it is a fundamental concept in human geography, but it has 
also been influential in fields such as sociology, psychology, 
urban studies, performance studies and architecture (Martin & 
Secor, 2013). The word itself is constructed from the two Greek 
words topos (place) and logos (discourse). In the 19th century 
topology was a branch of mathematics that studied geometric 
properties that are not normally affected by changes in the size 
or shape of geometric figures (The American Heritage Science 
Dictionary, 2005). In topology a shape is said to hold its form 
while it is being squeezed, bent, or stretched out – but only so 
long as it is not also broken or torn. If it is broken or torn, then 
its form changes; and it is no longer homeomorphic (Law, 2002). 
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The anthropologist Edmund Leach describes topology as a 
geometry of elastic rubber sheeting, since the shape and size of 
things or the distance between them is less significant than what 
holds them together (Leach, 1961). So topologists invent and 
explore different possible circumstances in which objects may be 
distorted without being broken.

During the first half of the 20th century topology found its way 
into social and human studies. This inspired geographers to see 
topology as a way to establish a mathematical and  scientific 
language (Atkin, 1971; Yeats, 2001). However, topology has 
since transformed, and its more recent use within the social 
sciences has taken on a non-mathematical approach. This new 
approach is more about seeing topology not as an application 
of conducting mathematically inspired inquiries but as an 
approach that is concerned with articulating a post-Euclidean 
spatial theory and a way of thinking about relationality spaces 
and their movement beyond metrics and calculation. 

Through this approach topology creates new insights by 
mapping out how objects change and how they relate to other 
changing objects in this process. As Mezzadra and Neilsen 
(2012) state, a topological approach emphasises moving beyond 
the surface of the Euclidean plane and the Cartesian grid to 
introduce a new spatial thinking that identifies fields of relations 
rather than discontinuous points and lines. It is important to 
note that relations in this case do not only mean relationships 
between already existing objects but may also include relations 
to or with non-existent or possible temporal objects. In short, 
topology provides a mental hand-hold for working with 
situations where relationships are changed, distanced, collapsed 
or distorted (Shields, 2012). This new orientation can be said 
to be a post-mathematical topology where the specifics of the 
earlier mathematical topology are left behind. The core ideas 
of the non-mathematical version of topology were introduced 
in anthropologist Bruno Latour’s consideration of what holds 
networks together (Latour, 1987, 2005; Law, 1999). Ever since 
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then the idea of actor-network topology has been one of the 
most used and recognised topologies within geography and the 
social sciences.  In short, actor-network theory can be described 
as a ‘material-semiotic’ method. This means that actor-network 
practitioners map out relations that are simultaneously material 
(between things) and semiotic (between concepts). In actor-
network topologies spatial relations are performed by networks 
i.e., space is made. Law describes this as follows: space is not 
itself a container, but is contained (in networks). And network 
spaces differ from Euclidean spaces because in a network, 
elements retain their spatial integrity by virtue of their position 
in a set of links or relations (Law, 1999). However, as a further 
development of the concept of objects, Law and Singleton 
introduce three additional topologies: region, fluid and fire. 

‘Region’ corresponds to the understanding of objects as volumes 
in a geographical space that are clustered together by definable 
characteristics. It is a way of describing the social in terms of 
geographical non-transformable objects being differentiated 
as structures, systems, territories and countries. However, 
sometimes the boundaries allow leakage; when this occurs the 
social space behaves like a fluid. The ‘fluid’ object is the opposite 
of the region. This means that the fluid object should be seen 
as something that flows and gently changes shape, bit by bit. It 
is not an abrupt change, because if the change was abrupt, the 
object would disappear and become another object. In this way 
of thinking, an object may be imagined as a set of relations that 
changes. Oxymoronically, it is something that both changes and 
stays the same (Law & Singleton, 2005). Marianne de Laet and 
Annemarie Mol introduce the bush-pump as an example of a 
fluid object:

For what is the Zimbabwe bush-pump? A water-producing device, 
defined by the mechanics that make it work as a pump. Or a type of 
hydraulics that produces water in specific quantities and from particular 
sources? But then again, maybe it is a sanitation device (de Laet & Mol, 
2000).
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So the bush pump is a variable object that holds it shape in a 
fluid manner. It is not possible to draw a line around the fluid 
object since new bits may be joined to it.

The last category of objects is what Law and Singleton refer 
to as ‘fire’ objects. Fire objects are called such because ‘fires 
are energetic and transformative and depend on difference—
between (absent) fuel or cinders and (present) flame. Fire should 
in this context be understood as something completely different 
to the metaphor of fluidity. Fire objects are transformative, but 
not in gentle flows; their changes take the form of jumps and 
discontinuities; fire objects are energetic entities or processes 
that juxtapose, distinguish, make and transform absences and 
presences. 

According to Law and Singleton we cannot understand objects 
unless we also think of them as sets of present dynamics 
generated in, and generative of, realities that are necessarily 
absent. Law and Singleton see the fire object as constituted not 
only by and in its visible presence. Its constitution also requires 
a set of absences: ‘the present object implies realities that are 
necessarily absent, that cannot be brought to presence; that 
are othered’ (Law & Singleton, 2005, pp. 342-343). Fire objects 
should therefore be understood as objects where patterns 
of presences and absences not only depend on visible and 
present relations, but also on absent otherness. This raises the 
ontological question of how an object is made visible. Law and 
Singleton evoke the metaphor of the iceberg to describe objects: 
the visible tip represents the immutable attributes of an object, 
while much more goes on, invisibly, below the waterline. 

How I have incorporated topologies into my thesis 
work

With these concepts I was able to strengthen my own 
understanding of the involved companies and organisations. 
However, I was also able to use these concepts to create a new 
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combined way of describing and understanding the mapmakers. 
This prompted the idea of seeing the involved food producers 
especially as objects that combine both fluid and fire attributes. 
This can be seen in the fourth anecdote about the pig farmer. 
The pig farmer is an object that flows between breeding organic 
pigs – arranging pig safaris – selling meat and sausages in the 
farm shop and outsourcing machine repairs. These changes 
are significant but they are gentle and they do not disrupt and/
or destroy the object. Nonetheless, there are also bush-fire 
aspects within the pig farmer object. There are stakeholders 
and situations that are so to speak burning beyond the flowing 
aspects. These fires are worlds of their own with some links to 
the central objects. In the case of the pig farmer bush-fires take 
the form of the KRAV label organisation, the people who only 
eat healthy pigs raised in Sweden, the European Union, and the 
pigs themselves. These thoughts led me to propose that some 
companies and some organisations can be interpreted as objects 
that hold their shape through gentle changes and generative fires 
rather than through rigid and stable networks. 

John Law suggests that by making something present one is 
also making something absent. Law describes this phenomenon 
by discussing two different but still interconnected topics. The 
first topic is how researchers and interviewees usually use four 
different ways of making information absent. Law calls this 
othering and the four orders of othering are: invisible work, 
uninteresting, obvious and repressed. The second topic refers 
to the possibility of viewing the absent as something made 
absent by tellable otherness. Tellable otherness is a concept 
that connects the shape of an object to the objects, people, 
organisations, and countries we only briefly mention, but do 
not include and/or describe as important reasons for the way a 
shape looks. But nonetheless, the otherness is a crucial part of 
the object’s shape because it creates their present through their 
absent (Law, 2003).
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Testing and experimenting 
in the field

Developing and analyzing 
at the Linnaeus University

Literature studies

Figure 12. Structure of an ongoing process that moved between practice and theory through 

the steps of developing, testing and reflection with the help of prototypes and literature. 

Research Process and Methods

Research Processes and Methods

This part describes the ongoing design process I used to research 
and develop the tools and the events covered in this paper. It 
continues to present the discipline of design-led generative research 
(Sanders & Stappers, 2012) and how I used staged experiments 
and methodological triangulation to collect and analyse the study 
data.

The process of developing Participatory Activity 
Mapping

The overall purpose of this thesis work was to introduce and 
critically reflect on how Participatory Activity Mapping could be 
developed and used as a convivial tool by design practitioners, 
design researchers and SMEs. On the one hand, this involved a 
study of how employees from different SMEs used Participatory 
Activity Mapping tools to express themselves. And on the other 
hand, it involved a design-led approach where I, as a design 
researcher, used the maps, the recordings, the interviews and 
my personal experience from the different Participatory Activity 
Mapping events as a foundation and an approach to further 
develop the Participatory Activity Mapping tools into a tangible 
mapping tool that could be used by future design researchers 
and future design practitioners.
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My approach to developing the Participatory Activity Mapping 
followed an ongoing process that moved between practice and 
theory through the steps of developing, testing and reflection 
with the help of prototypes and literature. The testing part was 
carried out together with the mapmakers in their own work 
environment. The developing, analysing and reflection part was 
mostly carried out together with either students or supervisors 
at the Department of Design at Linnaeus University. The reading 
part was often closely related to the activities that took place 
during the testing part. This means that through the practical 
work the mapmakers created situations that inspired me to 
search the literature for theories, explanations and inspiration 
on how to develop the method. Initially I found a great deal of 
help in both Elizabeth Sanders’ work and Klaus Krippendorff ’s 
work. Then I moved away from the field of design research 
and entered cartography and the work of Denis Wood. From 
Denis Wood I moved on to the social sciences and the work of 
John Law. These researchers have been a recurrent inspiration 
during the development and comprehension of the Participatory 
Activity Mapping.

The purpose of this process was not only to perform design 
experiments as a way of developing the mapping tool; it was 
also about developing personal skills in using the Participatory 
Activity Mapping practically. The strategy behind this process 
was heavily inspired by Löwgren and Stolterman’s (1999) idea 
that by learning a new method, you extend your language and 
your repertoire of tools. The initial strategy of my research work 
was to continually use and experiment with the Participatory 
Activity Mapping method to steadily build up a language and 
a competence that would make it possible for me to go beyond 
the method and examine what new thoughts the method makes 
it possible to think. By skill I do not only mean ability: I also 
incorporate Otto von Busch’s notion of curiosity and attention:
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Skill is not only a matter of ability, but also one of curiosity and 
sharpened attention. Skill is in this sense something more than a 
linear path forward, it is also about taking an inquisitive look at 
the adjacent fields and a form of probing attention or awareness 
(von Busch, 2008).

The specific research questions that I developed as a guide for 
inquiring into this area were formulated in the introduction 
chapter. These are restated here.

What are the potentialities of using Participatory Activity 
Mapping as a convivial tool? How does Participatory Activity 
Mapping aid the processes of designing product propositions? 
How does Participatory Activity Mapping aid SMEs in creating 
conviviality in their work environment?

Based on my research questions I developed a research approach 
that allowed me to iteratively go between developing and 
researching. This chapter presents the approaches that I decided 
were the most suitable for addressing the formulated research 
questions within the discipline of design-led generative research. 
In order to clarify how this research was conducted, I will in this 
chapter give a general account of design-led generative research 
and its methods and then move on to my strategy of inquiry in 
particular.

Design-led generative research

This thesis work falls within the discipline of design-led 
generative research. This discipline is constructed around the 
idea of a design-led research practice that creates generative 
tools which give each person who uses them the greatest 
opportunity to enrich their environment with the fruits of his or 
her vision (Illich, 1975; Sanders & Stappers, 2012). This basically 
means that my research is aimed at supporting a design research 
practice that equips people with methods and tools to express 
their intended meanings. In the next section, I will introduce 
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design-led generative research as a combination and intersection 
of design research and generative design research. 

Generative design research

Generative design research is in many ways a continuation of 
Ivan Illich’s idea of tools for conviviality. Convivial tools was 
Illich’s proposal for a society where people are creative and have 
the possibility to enrich their own environment with their own 
visions instead of just spending their time shopping, buying 
and consuming other people’s ideas. Taking Illich’s vision as 
a starting point, generative design research is a research area 
that is partly design-led, works with a participatory mind-set, 
and is proactive. This means that generative design research 
does not aim to reinforce how things are now. On the contrary, 
it aims to generate, promote and inspire alternatives to the 
current situation. It does so by creating generative methods and 
tools that design practitioners, design researchers and other 
involved stakeholders can use to express their dreams or fears 
for the future. The term ‘generative tools’ refers to ‘the creation 
of a shared language that people can use to communicate and 
express an infinite number of ideas through a limited set of 
stimulus items’ (Sanders & Stappers, 2012).

Generative research uses tools and ideas that are borrowed from 
both psychology and design practice. It is often used in the early 
stages of research projects to generate insights about people’s 
needs and desires (Hanington, 2007). Due to its design practice 
origin generative research has a designerly way of approaching 
knowledge. It is in this designerly way that design manifests 
itself as a creative act in generative research, mainly by involving 
people and having them make different collages, maps and 
visual stories in order to recall memories, make connections, 
or imagine future experiences (Sanders & Stappers, 2012). The 
design inspired way of approaching knowledge in generative 
design research works like a spiral that is held together by the 
relationship between reflection-in-action and reflection-on-
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action. It is an ongoing conversation with the materials of the 
situation (reflection-in-action) and a form of meta-reflection 
where the researcher and the other participants articulate 
and become aware of their understanding of the situation 
(reflection-on-action) (Schön, 1983). Another aspect of the 
designerly approach in generative research is its reliance on 
making rough product prototypes. Products have always been 
an important source of information in design practice. Much 
of the involved knowledge processes in design practice can 
therefore be said to reside in the design development process. 
It is during this process that design practitioners either use 
precedent objects or new prototypes to generate inspiration and 
knowledge of what the future product could be (Cross, 1999).

In design practice a prototype is either something made in 
order to explore a final proposal for a product designed for 
mass production or a learning vehicle to learn about future 
situations of use (Floyd, 1984). In design research, prototypes 
and products are used in many different ways. John Zimmerman 
describes the use of artefacts in design research as the process of 
iteratively designing artefacts in order to creatively investigate 
what a potential future might be (Zimmerman, 2010). Alex 
Seago and Anthony Dunne on the other hand use artefacts and 
conceptual products to provoke reactions in order to create new 
knowledge and initiate new questions (Seago & Dunne, 1999). 
Through the construction of artefacts design researchers create 
tangible solutions that help to validate ideas and to guide further 
developments. It is this process of creating artefacts that is 
establishing itself in generative design research as an important 
approach to creating and sharing information. By creating we 
are forced to resolve ambiguities, leave the abstractions behind, 
and choose solutions.

Staged experiments

In this thesis work I have worked together with many different 
types of SMEs. None of them had previously heard about 
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Participatory Activity Mapping practice before my research 
work. For the construction of my research agenda, this meant 
that I could not use an inquiry method where I created the field 
data by observing examining an existing Participatory Activity 
Mapping setting. Instead I had to create the research setting by 
intervening and introducing the Participatory Activity Mapping 
event into the SMEs’ work practices. This is why I created the 
Participatory Activity Mapping event as a staged experiment 
that I could bring to the SMEs’ work practice as a framed 
situation for the methodological triangulation. This approach 
resembles both Action research and Kurt Lewin’s idea of doing 
change experiments in the field rather than in the laboratory 
(Baard, 2010), as well as interventionist research (Carkhuff, 
1983).

There are three reasons behind my referring to these 
Participatory Activity Mapping events as staged experiments or 
settings. The first reason is that the mapping events are staged. 
They would not have occurred if they had not been actively set 
up or arranged by me (Jahnke, 2013). The second reason is that 
I see them as experiments, but they are not experiments in the 
sense that I use them for testing a hypothesis. They are more 
about creating a situation or milieu that has the specific purpose 
of supporting learning and opening up new questions. In this 
sense, the staged experiments could also be compared to a 
setting. And the final reason that I link the Participatory Activity 
Mapping to the concept of setting is that the staged experiments 
could also be compared to a setting. Setting in this sense refers 
to a milieu that has the specific purpose of supporting a specific 
activity. In this case, the setting (the mapping event and its 
materials) is arranged in a way that means the physical context, 
as well as the communications and the actions of the persons 
conducting the setting, follows the underlying idea of how the 
learning will be created and what is expected of the participants 
(Westerlund, 2009).  In a practical sense, doing Participatory 
Activity Mapping events in this thesis work has meant that 
I have intervened in different organisations and companies 
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through staged experiments. In these settings the Participatory 
Activity Mapping tools, the structure of the mapping event 
and the employees all worked together in order to co-create 
knowledge both about the employees’ work context and their 
use of the mapping tools. However, as I mentioned above, 
during the staged experiments I did not attempt to confirm 
or refute a hypothesis. My work was more about conducting 
exploratory experiments. Exploratory experiments are the 
probing, playful activity by which we get a feel for things (Schön, 
1983). The mapping experiments were a way for me to see what 
would emerge in the absence of accompanying predictions or 
expectations, and a way of doing something to open up many 
possibilities rather than verify an already defined understanding. 
Of course, this approach changed over time. The more mapping 
events I did, the more accompanying predictions I had. 
However, in retrospect, I can say that every mapping event was 
unique. And in every mapping event I learnt something new. 
This is mainly because of the fact that every mapping event 
contained not only one experiment but many small experiments 
that changed from event to event. During each mapping event 
the employees did many smaller experiments within the larger 
experiment. 

Donald Schön describes this phenomenon as local experiments 
which contribute to the global experiment of reframing the 
problem (Schön, 1983). And since the local experiment changed 
each time, the outcome or the framing of the global experiment 
also changed every time. All these small experiments, together 
with the fact that I had to both lead and participate in the 
mapping events, forced me to realise that one method alone was 
not enough. In order to follow everything that was going on 
during the staged experiments I needed different methods that 
both enriched and completed each other. This is why I chose 
method triangulation as my methodological approach during 
the staged experiments. My triangulation focused on combining 
observations, interviews, and map-making. In the next section I 
will introduce methodological triangulation and how I used it.
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Methodological triangulation

The concept of triangulation in the social sciences is a metaphor 
that is borrowed from the field of geography. In geography 
triangulation is a technique to determining something´s 
location in the landscape by carrying out three converging 
measurements. In the social sciences triangulation is an 
approach that uses different research approaches in order to 
cross-check and/or establish balance between different types of 
research. The purpose is often to increase validity by including 
several viewpoints and/or confirm the robustness of research 
findings by appealing to independent sources of evidence 
(Campbell & Fiske, 1959). Today there are many different types 
of triangulation approaches. In 1970, Norman Denzin developed 
the concept of triangulation into a more systematic approach 
to social research (Denzin, 1989). In his systematisation 
he distinguishes between four types of triangulation: data 
triangulation (retrieving data from a number of different 
sources to form one body of data), investigator triangulation 
(using multiple observers instead of a single observer when 
gathering and interpreting data), theory triangulation (using 
more than one theoretical position when interpreting data) and 
methodological triangulation (using more than one research 
method or data collection technique). In this thesis work I 
have worked with methodological triangulation and especially 
between-method triangulation as my research approaches. 
Denzin suggests between-method triangulation as one of the 
soundest methodological triangulations, as it combines different 
methodological approaches with different strengths and 
weaknesses.
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Triangulation in design and generative design 
research

Ever since the 1970s and the participatory design movement, 
triangulation has been an important part of design and design 
research. This is made evident by the number of participatory 
design projects which have combined ethnographic methods, 
prototyping methods, and different workshop approaches 
(Simonsen & Robertson, 2013). Or as Klaus Krippendorff writes: 
no single method can provide everything that designers may 
want to know about their stakeholders (Krippendorff, 1990). In 
other more current design research projects triangulation has 
been used as a way of bringing different academic professions 
together and to get hold of relevant design ideas. This was, for 
instance, evident in the interLiving project, where researchers 
from different professions used triangulation as a way of 
making sure that as many aspects as possible were researched, 
since what does not show in one method will be revealed in 
another (Westerlund, Lindqvist, Mackay, & Sundblad, 2003). 
In the interLiving project there was also a strong emphasis on 
combining methods that allowed people to participate in and 
influence the design throughout the whole process. This idea 
of using methods that allow participation is something that 
is very present in design-led generative design research. This 
is why design-led generative research always incorporates at 
least one method that separates it from the more traditional 
ways of using triangulation. The separating approach is about 
making. Of course triangulation in design-led generative 
research also includes traditional methods such as observations 
and interviews. But the important thing here is that if we 
really want to know what people know, feel and dream we 
need to include methods that allow people to express tacit and 
latent knowledge. This is why generative design research also 
includes making methods, as when people make things they are 
confronted by multiple aspects of a problem and are forced to 
go from abstract ideas to a physical object. During this making 
process, important insights arise, which can be made explicit 
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in the presentations that generally follow the making (Sanders 
& Stappers, 2012). This is why modern design-led generative 
research focuses on what people do, what they say and what they 
make (Sanders & Stappers, 2012).

Data through Observations, Interviews and Making

Following the general directions of design-led generative 
research, the intention with this thesis is to produce insights 
into how the employees of the SMEs used their experiences 
and the available mapping materials to express and share their 
specific knowledge of their workplace contexts. As a result, a 
design-led generative research approach with a methodological 
triangulation using observations through video recordings and 
active participation, structured and unstructured interviews 
and mapmaking was considered the most relevant methodology 
for this thesis work. In sum, I chose these approaches since 
the results of a single technique may be difficult to interpret 
in isolation; the big picture becomes clear when interpreted 
in the context of an alternate perspective (Sanders, 1992). Or, 
as stated by Mackay and Fayard (1997), addressing individual 
problems with multiple methods should produce results that are 
significantly more robust and useful. 

Observations

In this thesis work I have used two different observation 
techniques: participant observation and video recordings 
(Denzin, 1989; Flick 2009). I chose to use both these methods 
because being present as an active observer/participant in 
the mapping events meant that I had limited observational 
perspective: I could only observe the activities that took place 
right in front of me. My way of dealing with this challenge was 
to include voice recorders and video cameras throughout the 
mapping event. By doing this I could return to the mapping 
event later and observe in more detail how speech, body 
language and map construction influenced each other. 
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Interviews

Unstructured interviews have been my main means of creating 
an understanding of the things that went on during the 
mapping events. These interviews were more like conversations 
around both the map and the topics that the map presents 
than interviews. The unstructured interview process usually 
followed a sequence where the employees from the SMEs first 
did something on the map, which I reacted to and asked related 
questions about, such as: Why did you do that?, How is this 
post-it note connected to this post-it note? and Why did you 
place the post-it note here? By doing this, the workplace stories 
simultaneously grew and became more detailed. As a way to end 
the mapping events I also included a more structured interview. 
During the structured interview I asked questions about what 
the participants thought about the mapping tools, what they 
thought about the experience, if they would like to change or 
add any new mapping cards and if there were any problematic 
situations during the mapping event that they would like to 
describe.    

Making

Although making as a research method is a new design-inspired 
approach within current methodological triangulation, it has 
been around for a while. If we go back to the participatory 
design movement in the 70s we can see how important the 
making low-tech prototypes in order to co-imagine and co-
express new ways of working with future graphic technology 
was in the UTOPIA project (Ehn & Kyng, 1984; Bodker et 
al., 1987; Ehn, 1988). Ever since the UTOPIA project the use 
of making workshops where designers and prospective users 
create mock-ups, scenarios, prototypes and design games have 
been central to both participatory design and later design-
led generative research. It is this co-making tradition that my 
research approach builds on. This is visible in my research 
project in how I, during each mapping event in the project, 



87Designing tools for conviviality 

handed out making tools in the form of different pre-designed 
mapping tools to the participating SMEs. 

Pre-designed content materials indicate that someone has brought 
them along to a co-design situation, with a specific plan or ideas 
about their detailed use or meaning in the co-design situation 
(Agger Eriksen, 2012).

The idea behind the act of handing out pre-designed mapping 
tools was that the employees should use the pre-designed 
mapping tools to express both their perception and experience 
of how their work context is structured. However, even though 
the notion of pre-designed cards implies that the cards are 
finished and closed, I always, even from the first mapping event, 
handed out pre-designed mapping cards that were open for 
alteration or redesign. This meant that the employees from the 
different SMEs always had the opportunity to either write or 
draw on the cards or even create their own cards. A recurring 
phenomenon during the mapping events was that the employees 
simply left the card surface and started to draw their own 
timelines and connection-lines directly onto the white map 
surface. The Participatory Activity Mapping tool in itself is a 
trigger material for the participants to express their intended 
meanings, and the participants always had the opportunity to 
re-make my mapping cards (the making material). This way of 
directing the mapping participants by providing pre-designed 
mapping cards together with the opportunity to re-make 
the cards has been the single greatest source of inspiration 
and information in this research project. By seeing how the 
employees made both their maps and their mapping cards I was 
able, in combination with the observations and the interviews, 
to create an understanding of how important both the present 
and the absent mapping cards are. And I realised how important 
it is for the mapmakers to be able to make both their own 
maps and their own mapping materials. This gives them a 
feeling of ownership and a sense of being in control of both the 
information and the materials.
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The concept of triangulation is an approach that I re-use in the 
theoretical tools chapter, where it is used as a way of making 
sure that as many aspects as possible are researched, since 
what does not show in one method will be revealed in another. 
This was my reason for using seven different theoretical tools 
that normally do not have much in common. However, when 
you use them as different lenses on the same object they work 
together and create a research situation that allows for the pin 
board opportunity that John Law describes as a scenario in 
which different tools exist together on the same surface and can 
emerge without the necessity of a single order. ‘They are more 
than one and less than many’ (Law, 2002).

Conducting data analysis through Multimodal 
Transcription and Anecdotes

Multimodal transcription

The transcript is a qualitative method commonly used in 
linguistics, sociolinguistics, pragmatics, linguistic anthropology, 
conversation analysis, and discourse analysis. Put simply, a 
transcription is a reduced version of the observed, where some 
parts are judged to be of more interest than others. For a long 
time, sound recordings or static texts have been the obvious 
original material from which to create textual transcripts. But 
recently video recordings have gained a stronger position in 
the field. The most noticeable change resulting from this shift 
towards video footage is that the static area of analysis can 
be replaced with socially situated activities. Because of this, 
the purpose of the analysis changes from being about how a 
text relates to its genre, to being about how participants make 
sense of naturally occurring interactions. In an analysis of how 
participants make sense of an interaction, information about the 
setting, the manipulation of objects, body language, etc. needs 
to be integrated into the transcription. As today’s interactive 
situations have become increasingly complex, multimodality 



89Designing tools for conviviality 

has become something that needs to be taken into consideration 
during transcription.  However, it is not easy to take into 
account and include multiple modes in the transcription. For 
example, how do you document and communicate the bodily 
movements that occur when the participants are not talking? 
One way to solve this has been to create visual matrixes that use 
a sequential organisation in order to communicate multimodal 
phenomena. Another way to solve this challenge is to place 
still images from the video films into the matrices in order to 
describe other modes such as gaze, movement and gestures. A 
much more intuitive and inclusive way of doing this has been 
developed by Sigrid Norris.

Sigrid Norris is a researcher from Mary Washington College, 
Virginia, USA, who has worked with these challenges for many 
years. During her different research projects she has developed 
a good understanding of multimodality and how to incorporate 
it in visual transcripts. The way Norris uses and creates 
multimodal transcripts is to give visual language an even more 
prominent role. In her efforts to assemble and analyse social 
interaction Norris uses stills from the original film material in 
which she includes visual cues such as arrows, speech bubbles 
and text that demonstrate the interplay between proxemics 
(the use of space), gesture, gaze, head movements and language 
(Norris, 2004).

Another important aspect to consider with transcripts is that 
they are never created in isolation and are never objective. As 
Ochs (1979) argues, transcription is theory: the mode of data 
presentation not only reflects subjectively established research 
aims, but also inevitably directs research findings. This means 
that transcripts are always created in some kind of industrial 
practice or academic practice. Thus transcripts are always 
undergoing a conscious sorting of what should be included or 
not. There is therefore a challenging balance to strike between 
the accurate notations of events, including clear descriptions 
for the research reader, and creating a transcription format 
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that reflects the purpose of the research. Within Multimodal 
Interaction Analysis the task of the transcription is to translate 
all modes of interaction into a visual and printable format 
(Norris, 2004). In short, multimodal transcripts are not only 
‘multimodal’ in that they represent multimodal interaction, 
they are also multimodal in that multiple modes operate in the 
transcript; usually a combination of writing, typography, image, 
and/or layout. This is no simple task to do, but there are many 
benefits that a researcher can gain by creating a multimodal 
transcription. First of all, multimodal transcriptions force us 
as researchers to take into account both the details and the 
whole of an interaction situation. And secondly, by creating a 
multimodal transcription, you also create visual evidence that 
can be used to support your findings. Transcriptions can be 
made in many different ways and there are many computer 
programs available to use. The thing one must always keep in 
mind is the fact that the transcribed document itself is also a 
design work. The visual document should always be designed 
on the basis of what is to be analysed and how it should be 
analysed. Norris recommends initially keeping all modes 
separate and then afterwards merging all these separate parts 
into a single visual document. This might mean that one follows 
a structure similar to this:

• Define questions to address 
• Design the transcript 
• Create a template 
• Define transcription conventions 
• Fill in the template 
• Language: Write down who says what and when. 
• Distance: Visualise the distance that the participants keep between 

themselves and other participants or objects. 
• Posture: Take snapshots of postural shifts 
• Gesture: Show the onset and the retraction of gestures. 

My approach to using multimodal transcripts has been 
influenced by Norris. However, my own use is much simpler, 
employing fewer modes and analysis factors. As I described 
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at the beginning of this chapter, my design of the transcript 
followed the already existing maps. So my design has the 
map at the top, and under each map I created a timeline. By 
following the timer on the recorded material, I was able to 
see exactly when the activity cards were placed out on the 
cardboard surface. This meant that I, for instance could see 
that the first activity card was placed three minutes into the 
mapping event. But I was also able to see who placed the card 
and what facial expression he or she had. Since the recorded 
material also included audio clues I was also able to hear the 
discussion that led up to the placing of the card. I carried out 
this method by looking at each Participatory Activity Mapping 
card and following it through the timeline. On the timeline I 
then watched the recorded material and noted down what the 
participants had written on the card, what they said, who they 
said it to, which person they looked at, what facial expression 
they had, what body posture they had, and how they interacted 
with both the map and the other mapmakers. This resulted in 
a great deal of information on each map. The next step was to 
focus on the in-between spaces that I identified during the visual 
analysis. My experience of the visual and transcribed material 
was that it needed something to hold it together. This is why I 
transformed the materials into anecdotes. This allowed me to 
simultaneously analyse, reflect and present the material, and I 
discovered many new angles by creating the anecdotes. 

Anecdotes 

In this part I will briefly introduce the concept of anecdotes and 
how I have worked with anecdotes during my research. For a more 
detailed presentation of my use of anecdotes read the introduction 
to the Conclusion, contribution and future research chapter.

In our everyday lives, the anecdote is often described and 
used as a short story about an actual incident taking place in 
someone’s personal life. In research discourses such as the 
medical research discourse, the anecdote is often the researched 
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object in itself. This means that researchers study the content of 
the anecdote in order to learn about how diseases are manifested 
across different individuals. However, in this thesis work I 
have used a more artistic way of transforming the mapmaker’s 
anecdotes through my own experiences into visual anecdotes. 
These anecdotes are about specific moments that occurred 
during the mapping events. The reason for choosing these 
specific moments is that they highlight the potentialities in using 
Participatory Activity Mapping. Within these anecdotes, I try 
to highlight incidents, but I also include my own reflections, 
memories, pictures, maps, findings and theoretical lenses.  

As a way of protecting the people and the companies involved 
in the study, I have anonymised all the names used in the 
anecdotes. In this thesis I use four different anecdotes: each tells 
us something different about the Participatory Activity Mapping 
tool. The included anecdotes all build upon real people and their 
stories. Most of them were constructed and created using a mix 
of different anecdotes that were told during a specific situation. 
The anecdotes should not be seen as correct representations, but 
more as a gathering that can be used together with the maps and 
the video recordings. 

The first anecdote tells a story about two employees from 
a university who were designing a large conference. In the 
anecdote we understand that the arrangement of the mapping 
cards together with the space in-between creates an empty space 
only because they chose to make it so.

The second anecdote tells the story of two local food producers 
who used the mapping cards and the space in-between as an 
arena for creating and exploring new food related services. 
In the anecdote they reused an older anecdote about people 
gathering fruit in people’s gardens.

The third anecdote tells a story about a company that realised 
there is a space in-between them and their clients. In the 
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anecdote they tell us that the space in-between opens up the 
potential for unplanned and unwanted activities.

In the fourth and last anecdote we encounter a story about local 
food producers who are being forced to slaughter their pigs far 
away from their own farm. In the anecdote the food producers 
tells us that the space in-between the mapping cards is a result of 
outside forces that fill the space in-between with emotions and 
regulations.
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Research Processes and Methods

This part describes the ongoing design process I used to research 
and develop the tools and the events. It continues to present the 
discipline of design-led generative research (Sanders & Stappers, 
2012) and how I used staged experiments and methodological 
triangulation to collect and analyze the data.

The process for developing the Participatory Activity 
Mapping

The overall purpose of this thesis work was to introduce and 
critically reflect on how Participatory Activity Mapping could 
be developed and used as a convivial tool between design 
practitioners, design researchers and SMEs. On the one hand, 
this included a research on how employees from different 
SMEs used the Participatory Activity Mapping tools to express 
themselves. And on the other hand, it involved a design-led 
approach where I, as a design researcher, used the maps, the 
recordings, the interviews and my personal experience from the 
different Participatory Activity Mapping events as a foundation 
and an approach to further develop the Participatory Activity 
Mapping tools into a tangible mapping tool that could be used 
by future design researchers and future design practitioners.

Theoretical lenses
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Postings
A�ordance
Dominant discourse
Conviviality
Heterogeneity
Absent and Present
Chains of translations

Figure 13. The different theoretical lenses that I use to triangulate the meaning and the 
opportunities that the Participatory Activity Mapping tool affords. 

Theoretical lenses

Theoretical lenses

In this chapter I present the different theoretical lenses that I 
use to triangulate the meaning and the opportunities that the 
Participatory Activity Mapping tool affords. This is something 
that I presented in more depth in the research approach chapter. 
Triangulation is in this chapter used as a way of making sure 
that as many aspects as possible are researched, since that which 
is not shown by one theoretical tool will hopefully be revealed by 
another. In the following sections I will introduce and go through: 
Postings, Affordance, Dominant Discourse, Conviviality and 
Convivial Tools, Heterogeneity, Absent & Present, and Chains of 
Translations.

Postings – Posting propositions

Propositions and postings are two concepts developed and used 
by Denis Wood, John Fels and John Krygier. In their illustrative 
chapter ‘Ce n’est pas le monde’ (This is not the world) in the 
book Rethinking Maps (2011), Wood and Krygier suggest that 
the textual and visual argue for the fact that a map is neither an 
image, portrait nor representation. They consider that a map is 
far too abstract to be an image or a portrait. 
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Through this argument, they choose to both criticise and 
abandon the traditional positivistic view of maps. They see 
maps not as a reflection of the Earth, but as something that 
produces the world by creating suggestions which are placed 
inside the graphical space on the map. In their eyes, the map 
is a vehicle that creates and conveys authority over a territory. 
This authority is asserted through the spatial suggestions made 
by the map. And it is through postings that the map asserts 
that the suggestion is valid. With these assertions, Wood, Fels 
and Krygier build upon the assumption of the map as a social 
construction which is:
 
Ideologically loaded to convey particular messages (Rob Kitchin).

Wood and Fels instead suggest that maps are arguments and 
thereby more a way of talking than of seeing. And cartography 
should therefore be seen as a science that does not work with 
illustrations, but rather with arguments. This is a mind-set in 
which the map itself is not an image of the world, but more a 
carpenter’s bench upon which ideas and thoughts about the 
world and society can be chiselled out and discussed. 

The core of this argument is the idea that the map consists of 
fundamental propositions that take the form of ‘This is there’. 

This is there

A proposition is a statement in which the subject matter is 
confirmed or unconfirmed by means of its predicate. Put simply, 
this means that a predicate is one or more verbs describing 
what is happening or what somebody is or is doing. And a 
subject describes who or what is doing something. When these 
propositions are then placed on a map, they become what Wood 
calls fundamental postings. It is through these postings that the 
map obtains its opportunity to establish relationships between 
things. To simplify, we can say that the only thing a map does 
is to assert that ‘this is there’. And here ‘this’ means either a 
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phenomenon or a concept and ‘there’ means a place. So when 
we place a posting on a map, it is always related to other things. 
And finally these postings and their connections will create the 
territory of the argument. 

In practical terms, a posting must be a symbol before it can 
be placed onto the map. When the symbol is complete, it 
can be placed among all the other symbols. The majority of 
maps generally consist of several postings; sometimes several 
thousand postings. But they are not placed randomly; instead 
they follow a hierarchical logic; one which follows the logic 
of the ecosystem. This gives the map its ability to produce 
ontological propositions such as the existence of a district just 
here. This is there. One important aspect that Wood highlights is 
that the person creating a map must take responsibility for how 
it will affect the world we live in. This is a critical concept raised 
by the question ‘What is a map?’ Unlike the other concepts 
that are based on a management perspective, postings have a 
cartographical perspective. 

Affordance

The concept of affordance was coined by James Gibson (1977, 
1979). In its original form it was related to the field of ecological 
psychology and how the environment provides opportunities 
for action. It was a description of the action possibilities 
which a given environment presents to an animal. However, 
Gibson also saw that the concept was applicable to the artificial 
environment humans build for themselves (1979). In Gibson’s 
idea of affordance it is proposed that affordances are latent in the 
environment, and are objectively measurable and independent 
of the individual’s ability to recognise them.
I use the concept of affordance as something that is not pre-
given but is rather something emergent or in a process rather 
than an end-state (Cooper & Law, 1995). It is situated and 
an ongoing accomplishment (Dohn, 2006). I would also 
like to emphasise that affordances do not only exist between 
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individuals and objects. They are also a co-presence of other 
humans and non-humans; forming a cascade of affordances 
(Michael, 2000). We should talk about how and when specific 
action possibilities emerge out of the ever-changing relations 
between people, between objects, and between people and 
objects (Bloomfield, Latham, Vurdubakis, 2010). 

Dominant discourses

A dominant discourse controls the languages and the actions of 
a society. Dominant discourses are often said to be held together 
by the spoken, written, and behavioural expectations that we 
share in a cultural assemblage. They are a way of making claims 
about how things should or ought to be. Dominant discourses 
also other less dominant discourses, since a dominant discourse 
rarely embraces the perspective of the other. It distances other 
discourses by drawing boundaries that clearly distinguish 
between what belongs and what does not.

Discourse is not limited to text and language matter. In this 
thesis work discourse is understood from the perspective 
of Klaus Krippendorff and it should therefore be viewed as 
something that is not merely spoken and written. ‘It is a social 
system that is characterised by; A discourse surfaces in a body 
of textual matter, in the artefacts it constructs and leaves behind’ 
(Krippendorff, 2006). A discourse institutes its recurrent 
practices: this means that the things that a discourse generates 
are coherent, follow agreed upon guidelines and move in the 
right direction. A discourse draws its own boundaries: this 
means that the members of a discourse distinguish between 
what belongs and what does not. A discourse justifies its identity 
to outsiders: the members directly or indirectly force their 
power on others. By doing this they force the other members of 
the society to adopt their behaviours and ideologies. 
The problem is that the dominant discourse establishes its 
own way of thinking, and thus becomes a dominant common 
sense practice (Fairclough, 2001). The dominant discourse uses 
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its power to project its practices as universal, as natural and 
as common-sense (Hall, 1983). Thus the dominant discourse 
becomes so powerful that it cannot be challenged by ordinary 
people and will not accept any new ideas. An example of a 
clash between a dominant discourse and the lay public can 
be found in how municipalities and banks communicate with 
local SMEs and their employees. Most employees have a very 
busy and stressful everyday life where they strongly rely on 
common sense. They are too busy to approach their work in 
a scientifically sound way. And they have no time to either 
read and/or challenge the common sense laws and regulations 
prevailing in and from the municipalities. As an owner of a 
small enterprise, one has to follow one’s own common sense in 
order to survive and make a profit. 

Conviviality and convivial tools

Conviviality and convivial tools are two concepts that have lately 
received increased recognition in today’s co-design communities 
(Sanders & Stappers, 2012) (www.transformatordesign.se) 
(www.expeditionmondial.se). However, these two concepts are 
not new. Already in the 70s, conviviality and convivial tools 
were brought forward by Ivan Illich as important approaches for 
criticising our modern society. Illich’s approach is a continuation 
of the work of other critics of technology such as Rousseau 
(1754), Thoreau (1854), and  Buckminster Fuller (1963). Illich’s 
contribution to the idea of conviviality resulted in two books: 
Deschooling Society (1971) and Tools for Conviviality (1973). 

Conviviality is a word that in its original English form relates 
to social events, liveliness and situations where people can talk 
to each other in a friendly way. But in Illich’s reconstruction 
of the term, the term is connected to tools rather than to 
people. In Illich’s view it is our industrial tools that act as the 
greatest obstacles to people being creative, communicative 
and taking care of each other. Or as Illich writes: ‘it is the fruit 
of an apprehension that things or tools could destroy rather 
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than enhance eutrapelia (or graceful playfulness) in personal 
relations’ (Illich, 1975; Rahner, 1972). 
‘Convivial tools are those which give each person who uses them 
the greatest opportunity to enrich the environment with the fruits 
of his or her vision. Industrial tools deny this possibility to those 
who use them and they allow their designers to determine the 
meaning and expectations of others. Most tools today cannot be 
used in a convivial fashion’ (Illich, 1975).

One of Illich’s core ideas was that tools are intrinsic to our 
social relationships, and that it is therefore important that we 
understand and create tools that ‘support our communication 
and our freedom to make things among which we can live, 
give shape and use in caring for others’. This is what Illich 
describes as convivial tools (Illich, 1973). According to Illich it is 
important that the individual masters his tools rather than being 
mastered by his tools. And it is in the tension between human 
freedom and the tools that enslave the human that the challenge 
lies. Our modern societies have a tendency to create industrial 
tools that deny us the opportunity to make, chose and/or use 
our capacity to solve problems in other ways than what is 
suggested by the industrial tool. 

In this setting a tool is not only thought of as hardware tools 
such as drills and cars. It is also a concept that includes 
institutions, factories, productive systems and education. Good 
examples of convivial tools are the internet and today’s devices 
for birth control. Industrial tools and manipulatory tools can be 
exemplified by the automobile and the highway system. Illich 
describes a convivial tool as something that fosters conviviality 
to the extent to which it can be easily used by anybody, as often 
or as seldom as desired, for the accomplishment of a purpose 
chosen by the user, i.e. convivial tools are accessible, flexible 
and non-coercive. ‘We are not mere consumers, we should have 
tools and knowledge about tools that gives us the freedom to be 
creative and make things on our own according to our own taste 
and dreams together with other people’ (Illich, 1973).
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As a continuation of Illich’s thoughts on convivial tools, 
Elizabeth Sanders and Pieter Jan Stappers introduced convivial 
tools into the field of design research. By doing this they are 
simultaneously both criticising design for being a big part of 
the modern problem with industrial tools and at the same time 
introducing convivial tools as a possible way forward. In their 
book Convivial Toolbox, Sanders and Stappers position design 
as a practice that in the past has viewed people as shoppers, 
buyers and consumers. But as a way forward, Sanders and 
Stappers propose that design can learn from Illich and change its 
current practice into a practice where people use convivial tools 
to ‘be and feel creative, make a contribution, give shape to the 
things among which they can live and put these things to use in 
caring for and about others’ (Illich, 1975). 

Heterogeneity

Heterogeneity is a broad term that is used in many different 
research fields, such as chemistry, medicine, statistics and 
sociology. One way to make the word more unambiguous is 
to link the first part of the word in heterogeneity (‘hetero’) to 
other related and more commonly used words such as ‘other’, 
‘different’ and ‘diverse’. Through this assembly of words one can 
start to see heterogeneity as something that relates to how things 
are composed or made up of parts that are unrelated or different 
from each other. The opposite of a heterogeneous material is a 
homogeneous material. A homogeneous material is uniform in 
its composition and character.

In this thesis work the concept of heterogeneity is understood 
and inspired by the perspectives of both science and technology 
studies and actor-network theory (Callon, 1986; Latour & 
Woolgar, 1986; Latour, 1986, 1987, 1990; Law, 1986).  In 
actor-network theory the concept of heterogeneity is used as 
a metaphor to suggest that society and all aspects of social life 
are effects generated in heterogeneous networks made by both 
humans and non-humans. So the object of analysis in actor-
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network theory is relationships. These networks are composed 
of heterogeneous assemblages of people, organisations, nature, 
politics, texts, social orders and cultures. It is not only humans; 
it is all these other materials too (Law, 1992). And it is through 
the interaction between the parts of the heterogeneous network 
that the involved humans and non-humans transform one 
another and generate effects. 

Methodologically, actor-network theory approaches these 
networks as something that is in the making, as opposed to 
being ready-made. In order to understand the bits and pieces 
of the heterogeneous object one has to go to the places where 
the interaction comes into being and ask questions such as: how 
are the bits and pieces created? How are they juxtaposed? What 
are the strategies being performed throughout the networks? 
How do they interact?  (Law, 1992). It is also interesting to 
follow Donna Haraway’s idea that heterogeneous relations enact 
realities, and therefore different relationships enact different 
realities. So heterogeneity is also a way to see how different 
realities are coordinated and negotiated in a heterogeneous 
network (Haraway, 1991a; Haraway, 1991b). 

Absent & present through othering and tellable 
otherness

In brief, when we make maps, othering occurs when we make 
some information present while at the same time we make 
other information absent. This process or activity of making 
information absent is what othering and otherness relates 
to. According to John Law there are four ways in which how 
othering works: invisible work, uninteresting, obvious, and 
repressed.

Invisible work is in this setting the work that lies behind an 
object or a presentation. It is the work that makes a project 
possible without being visible.  Uninteresting refers to the idea 
that people make uninteresting information absent because it 
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is not worth telling. Obvious is information that everyone is 
taken to know and therefore is not talked about. Repressed is 
a style that Law describes as; that which is absent because it is 
enacted by presence as irrelevant, impossible, or repressed (Law, 
2004). Or in other words everything that does not fit the ideas 
and beliefs of the authority and therefore is pressed into absence 
(Law, 2003).

Tellable otherness

Tellable otherness refers to agents that we talk about, but do 
not include as visible parts in the map. Nonetheless, they are 
still a vital part of the map through their influence on how the 
mapmakers use the space of the map surface. This phenomenon 
of absent forces relates to John Laws’ ideas about absence, 
presence and fire objects. 

‘We cannot understand objects unless we also think of them as sets 
of present dynamics generated in, and generative of, realities that 
are necessarily absent. Such objects are transformative, but the 
transformations are not the gentle flows discussed above in fluid 
objects [. . .] they take the form of jumps and discontinuities’ (Law 
& Singleton, 2005, p. 343). 

This means that if we view the small and medium-sized 
enterprises as objects, then the object is constituted not only by 
and in its visible presence. Its constitution also requires a set of 
absences: ‘the present object implies realities that are necessarily 
absent, that cannot be brought to presence; that are othered’ 
(Law & Singleton, 2005, pp. 342-343). In this understanding 
the small and medium-sized enterprises in this thesis work are 
a pattern of presences and absences constituted through and 
depending not only on their visible and present relations, but 
also on a generative and absent otherness. 
Law describes this in Aircraft Stories by explaining the design of 
a specific aircraft wing. In this work he presents how the normal 
procedure of making an aircraft wing is to make present the 
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factors that are normally taken in to consideration i.e.; wing size, 
the lift of the wing at various angles and airspeed. But since this 
specific aircraft wing belonged to a British war plane, the shape 
of the wing was formed by a number of absent presences. One of 
the most influential absences was the Russians. This is because 
the warplane was intended to be used in a European war against 
the Russians. The assumption was that the Russians would try 
to destroy conventional runways right at the beginning of any 
hostilities; so the aircraft would have to take off from short 
airstrips. The Russians, then, were both present in the design 
of the wing and at the same time necessarily absent (there is no 
room for the Soviet air force on a sheet of paper) (Law, 2002).

Chain of translations

Translation is an English word that derives from the Latin word 
translatio which refers to the activity of bringing something 
across. In today’s western society, translation is usually used as a 
word that describes the activity of bringing across either words 
or text from one language into another. However, in this thesis 
the idea of translation relates more to actor-network theory and 
its questions of how and why translations occur between things 
in a network. Things in this setting refer to both humans and 
non-humans. 

The idea of translation in actor network theory originates from 
Michel Callon (1986) and Bruno Latour (1986, 1987). Their 
understanding of the world is one that consists of actors that 
stand in relation to each other and interact via networks. In sum, 
this means that humans and non-humans play equivalent roles 
in the network. There is no reality on the one hand and a re-
presentation of that reality on the other. Rather, there are chains 
of translations of varying lengths and varying kinds. Chains 
which link things to text, texts to things, and things to people 
and so on (Callon & Law, 1995). From Latour’s view a chain 
of translations can be seen as a ‘continuous transformation’ 
(Latour, 1986) where each translation is unique and different 
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from the other translations that occur in the network. Callon 
describes translation as follows: to translate is to displace, but to 
translate is also to express in one’s own language what others say 
and want. And translation is the mechanism by which the social 
and the natural worlds progressively take form (Callon, 1986). 

In Latour’s view on networks there is a strong connection 
between translation and power. People can choose between 
accepting power or translating the order from the person 
that holds power and changing it ‘into something completely 
different as they seek to achieve their own goals’ (Latour, 1986, 
p. 268). It is a process of negotiating and pursuing change in 
order to further one’s own interests. The political dimension 
suggests that translation is about convincing other actors to 
embrace a certain point of view (Bergstöm & Diedrich, 2011). 
However, translation can also have a geometric meaning and a 
semiotic meaning (Wæraas & Agger Nielsen, 2016).

The geometric meaning relates translation to the mobilisation 
and movement of humans and non-humans from one place to 
another place (Latour, 1987). A thing moved from one place 
to another cannot emerge unchanged (Czarniawska & Sevón, 
2005a; Czarniawska & Sevón, 2005b). The questions being asked 
in this perspective on translations are: how do objects travel and 
how do humans and non-humans either facilitate or hinder the 
translation of the object?

The semiotic approach relates to how meanings are created and 
changed through the movement of objects. It could be that when 
an object enters a new context the old meaning of the object 
is changed into a new meaning. But it could also be that the 
object changes the meaning of the other actors in the context. 
An interesting aspect of the semiotic meaning in translation 
is the one that Bartel and Garud (2009) present as ‘innovation 
narratives’. In this case the narrative is the object that enters a 
new context and influences the people in the context to translate 
and change meaning about both themselves and their present 
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and future context. By translating the narrative both the person 
and the narrative are transformed (Garud & Karnoe, 2001). 
By introducing an innovation narrative to either a company or 
an organisation new insights are gained and such insights can 
bring new meaning to the situation and, in turn, inform new 
approaches or solutions (Czarniawska & Gagliardi, 2003; Weick 
1995). The translation of the narrative opens up opportunities 
for the individual to use their own frame of reference and ask 
‘what does this mean for me?’; by doing this they are active 
participants in constructing an interpretation. Thus, different 
people can create different interpretations of the same narrative 
(Bartel & Garud, 2009). Regardless of how one translates 
‘translation’, it is a complex process which constantly mixes 
together a variety of social and natural entities in a ‘continuous 
transformation’ (Latour, 1986). 
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Making Participatory Activity 
Mapping present

In this chapter I will give a heterogeneous and juxtapositional 
account of Participatory Activity Mapping. The reason for creating 
a heterogeneous and juxtapositional account is that I want to 
shift focus from creating one grand narrative that concludes, 
compiles and brings all the different mapping events with all their 
differences into a general account. Instead I will in this chapter 
focus on multiplicity and to create an account that is fractional 
and moves from one narrative to another, from one pictorial 
component to another, in order to secure other knowing effects 
(Law, 2002). This account will therefore move from both holistic 
accounts to detailed accounts through different narratives. This is 
done by the creation of 7 separated but at the same time connected 
parts. 

In the first part I present a map account that visually propose a 
structure for how; the development of the Participatory Activity 
Mapping tools, the four publications, the four research projects 
and the four anecdotes relate to each other. The first purpose 
of this account is to give the reader a visual overview of the 
research project and its human and non-human participants and 
where they can be found in the thesis. The second purpose of 
this account is to create an opportunity for the readers to create 
their own connections between the different parts on the map 
and thereby co-creating new ideas.

In the second part I will account for the nine different mapping 
cards that are used in the Participatory Activity Mapping 
event. The purpose of this account is to give the reader an 
understanding of both the visual and the practical aspects of the 
cards. This account gives the readers an opportunity to cut out 
the cards and try how they work.
In the third part I give a detailed account for how the 
Participatory Activity Mapping tools can be used in a mapping 
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event together with SMEs. This account should be viewed as 
a mix between a generalization and a fictional account, since 
it is constructed by aspects from one specific event but it also 
contains aspects from many different mapping events.

In the fourth part I will give a brief account of the visual, the 
space in-between, the interactive and the collaborative aspects 
that is present in the four different articles I have written. For a 
more detailed account either read the included papers or read 
the publication chapter.

In the fifth part I use four anecdotes to give a detailed account 
of the use of the space in-between the Participatory Activity 
Mapping cards. The anecdotes are selected out of the larger 
amount of mapping events on their relevance to the concept 
of the space in-between. These anecdotes are inspired by a 
more artistic way of making accounts of information. They 
present situations from different mapping events that have 
been conducted in different context, with different people and 
with different agendas. The purpose of this account is to give 
the readers an understanding of how and why a map from the 
Participatory Activity Mapping event looks the way it does. 
By reading and viewing the maps the readers can get a better 
understanding of how the mapmakers think and why they 
choose to put cards on the map surface or not.

In the sixth part I revisit the anecdotes through the theoretical 
lenses. The theoretical lenses are concepts that I have found 
during different occasions during my research journey. They 
have helped me to both understand my work and to develop 
my work. The purpose of this account is both to show the 
opportunities of Participatory Activity Mapping and to create 
a heterogeneous understanding of the activity of making 
Participatory Activity maps.

In the seventh part I present some of the risks with the 
Participatory Activity Mapping. I use norms, authority, 
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simplification/simplicity and decentralizing as lenses for 
highlighting how the Participatory Activity Mapping can be 
a tool that hinders people to share information and creates 
hierarchies that is difficult to break free from.

Annotated mapping portfolio

In this first part I map out the development of the Participatory 
Activity Mapping. Bill Gaver and John Bowers suggest that 
annotated portfolios are a way to communicate design research 
that is familiar to designers (Gaver & Bowers, 2012). This means 
that design communities traditionally communicate through 
the artifacts themselves, examples, portfolios and exhibitions. 
Briefly, the notion of annotated portfolios entails selecting a 
collection of designs, re-presenting them in an appropriate 
medium, and combining the design re-presentations with brief 
textual annotations (Löwgren, 2013). Through the photos on the 
map you can see how the materials have been used and how it 
has been developed during my research journey. You can also 
see the different research projects that I have participated in 
and how they relate to the articles that I have created. You can 
also see how the anecdotes connect to my research journey. This 
account is a good place to revisit in order to both see and create 
connections between the different parts in my thesis.

.
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The annotated mapping portfolio continues on the next page.
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The digital service market project

Paper 1(pp. 265-269).
Visual Inquiry: A tool for 
presenting and sharing 
contextual knowledge

Paper 2 (pp. 270-278).
Co-creating collaborative food 
service opportunities through 
work context maps.

Anecdote 1: 
The conference 
mapping
(p. 134).

Anecdote 2: 
The new 
collaborative food 
service mapping
(p. 144 ).

What is interesting with the maps is that 
they can also be built on or layered. Layering 
in this setting means; the superimposition 
of various independent layers one upon 
the other to produce a heterogeneous and 
thickened surface. When these separate 
layers are overlaid together, a complex 
fabric, without centre, hierarchy or single 
organizing principle appears (Corner, 1999). 

Visual mapping is an activity that makes 
it possible for municipalities to step out of 
their standardized service routines and step 
into a more involving and flexible service 
offering. 

Figure 14.Structure of different mappings that visually propose how; the development of the 
Participatory Activity Mapping tools, the four publications, the four research projects and 
the four anecdotes relate to each other.

Making Participatory Activity Mapping present

Understand and describe knowledge as one picture

See frames and rules inside the context being explored

Not only propositional but also presentational knowledge

A visual insight

Increase awareness of creating co-value innovations

Readability

Repress

Power relationships
Common understanding

Partially connected narrations.

Mapping activities served as door openers

Design             Region Småland, Part one and Part two
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Design             Region Småland, Part one and Part two
Method development for 
idea generation within 
service design practice

Paper 3 (pp. 279-286).
The struggles of co-creation: 
the highs and lows of involving 
stakeholders into the service 
design process.

Paper 4 (pp. 287-292).
Dead or alive: How 
municipalities can use service 
design tools to create live 
services that are flexible, 
mindful and involving

Anecdote 3: 
The Company AB 
mapping
(p. 152).

Anecdote 4:
The Pig farmer 
mapping
(p. 162).

Mapping supports a way of creating 
knowledge that facilitates production of 
other results than the purely verbal.

The activity of making maps managed to 
unite people from different work contexts. 
This aspect is important for understanding 
the benefits of using Participatory Activity 
Mapping in creating relationships between 
municipalities and other local actors. 

Figure 14.Structure of different mappings that visually propose how; the development of the 
Participatory Activity Mapping tools, the four publications, the four research projects and 
the four anecdotes relate to each other.
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Creative and co-creative space

A service strategy that is open and flexible for both collaboration and inspiration

Manipulation, structuring and restructuring of information

Customers, employees and other stakeholders create knowledge together

Tangible exploration

Takes over the space in-between

Uses the space in-between as a way to visually explain

The space in-between is full of invisible forces, processes and rules



116

I have in this first part presented a map of my research project. 
The map contains pictures and prototypes from the different 
research projects I have done during my thesis work. It 
also contains a proposition of how the different articles and 
anecdotes relates to projects, time and the development of the 
cards and the mapping activity. You can also use the map to find 
where the articles and anecdotes are placed in the thesis. In the 
next part I will present in more detail the look of each card and 
the purpose of each card. In the next part you can also cut out 
your own version of the Participatory Activity Mapping cards.

The Participatory Activity Mapping tools

In this second part I describe the Participatory Activity Mapping tools. 
It starts with an introduction to the mapping cards and then goes on to 
introduce a use situation where the cards are used.

The tools

Participatory Activity Mapping is a co-operative design event used 
within a co-design event in order to co-create heterogeneous maps 
about context, connections, space in-betweens and future product 
opportunities. The Participatory Activity Mapping tools are used in 
events where pre-designed mapping cards and everyday material 
such as sheets of A2 papers and colored pencils are available to 
help the participating mapmakers to talk about and build their own 
presentation of both their work situations and the surrounding 
context.

The Participatory Activity Mapping tools consist of nine different 
mapping cards. Each card represents a specific theme that 
the mapmakers can use to present their work activities, their 
collaborations and the things that hold their enterprise together. 
The cards are; The activity card, The actor card, The problem card, 
The strength card, The ideas for change card, The space in-between 
card, The emotions cards, The surrounding stakeholder card, The 
communication card.

Making Participatory Activity Mapping present
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With the activity card the 
participating mapmakers should 
map out all the activities happening 
within a specific time-frame, for 
example a work day, a work year, a 
meeting or manufacturing process. 

With the actor card the participating 
mapmakers should map out and 
connect the actors that are tied 
to the activity cards. To help the 
mapmakers explain the nature of 
the connection they can also use the 
communication cards. 

The problems cards relates to 
problematic events. Through the 
problem cards the mapmakers 
should map out where on the activity 
and actor map they can spot out 
problematic events. 

Designing tools for conviviality 
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The strength cards are the opposite 
of problems. With the strength cards 
the mapmakers should map out 
where they see strengths in their 
work context. 

The idea for change card is a card 
that the mapmakers can use when 
they see things and situations on 
the map that they would like to 
change. 

This  card is about the unmapped, 
the absence and the interstices. 
This card is the space in-
between card. With this card the 
mapmakers should analyze and 
describe the spaces that occurs 
between the other cards, why 
is there a space? What’s in this 
space? To help the mapmakers 
explain the nature of the space 
in-between they can use both 
the space in-between cards and 
the emotional cards to fill in the 
blanks.

Making Participatory Activity Mapping present
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The communication card is a card 
that the mapmakers can use to 
present what type of communication 
devices they use during the activities 
that include other actors and other 
surrounding stakeholders.

The surrounding stakeholder card is 
a card that the mapmaker can use to 
highlight people, organizations and 
companies that have an impact on 
their enterprise but is located outside 
of their closest surroundings.

With the emotion cards the 
participating mapmakers should 
map out how they feel in specific 
situations. Are they happy, sad or 
bored during the activities they are 
mapping out.

Designing tools for conviviality 
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I have in this second part presented the nine different mapping 
cards that are used in the Participatory Activity Mapping event. 
The purpose of the third part was to give the reader an under-
standing of both the visual and the practical aspects of the cards. 
In the next part I will present an example of how the different 
cards can be used. So if you in this part either cut out or create 
your own cards then you can use the next part to both read and 
practice how to create your own Participatory Activity Mapping 
event.

Feel free to cut out and use

Making Participatory Activity Mapping present
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The Participatory Activity Mapping - A use study

In this third part I will briefly explain how the mapping tools 
can be used, how the mapping conductor can act, and how the 
mapping event can be structured, I have chosen to present a mixed 
example of a Participatory Activity Mapping event from 2011 
and other aspects from other mapping events. The purpose of this 
is not to say that this way is the only way to use the tools. On the 
contrary, this example is just to illustrate the tools, the event and 
their potentialities within a context.

During 2011 I was involved in a regional development project 
both as a design researcher and as a workshop conductor. It 
was a regional product and service development project that 
involved three neighbouring municipalities, the Linnaeus 
University, eight local manufacturing companies and eight local 
industrial designers. The specific mapping event was initiated 
as an attempt to, together with small local manufacturing 
enterprises, create suggestions for new products based on their 
resources and work situations.

This specific Participatory Activity Mapping event took place 
in a small meeting room within the factory facility of one of 
the participating manufacturing enterprises. The participating 
enterprise had never worked with this kind of mapping tool 
before. The mapping activities lasted for approximately two 
hours and the final goal was to map out their different work 
situations and to identify resources and processes that could be 
relevant for the bigger project.

Participants

In this specific mapping event there were three employees 
participating. I recommend to always involve a minimum of 
at least two people in the mapping events. I also try to involve 
employees with different work experiences. The reason for 
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involving at least two people is that when two people with 
different insights create a map together they can map out a 
bigger part of their work. They can also switch roles or take 
the roles of a stakeholder that is important for their work. 
Another reason for involving at least two people is that they 
then can support each other by bridging each other’s memory 
gaps and thereby co-create more detailed work stories. Since I 
have been working with SMEs it has never been necessary for 
me to analyse the enterprise beforehand in order to create a 
mapping event with the right mix of people. Due to the SMEs’ 
small number of employees and their interests in learning and 
meeting new people, the normal case is almost always that the 
whole enterprise wants to participate in the mapping event.

Introduction, framing and deciding on perspectives

In this specific mapping event I first introduced myself and my 
role in the mapping event. Then I asked the three employees to 
sit down around one of the tables. Then I continued by placing 
the empty map surface on the table and kindly asked the three 
employees to help me to frame the work map they were where 
going to work with. During the framing activity, I always ask the 
participants to give me suggestions on what the best framing 
strategies are for mapping out their work situation. In this 
specific mapping event, the suggestion was to have a long frame 
so that they could map out a full production year.

In other mapping events it has been suggested to create a frame 
in three different parts. The reason for this is so that one can 
map out different stages. These stages can for instance be; before, 
during and after. In other mapping events it has been more 
convenient to frame the map as something that presents a day or 
a week. When the framing is done it often becomes clearer for 
the participants what it is that they are going to map out. 
The second step in the framing activity is to decide on 
the perspective/perspectives. This means to decide which 
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perspective the mapping is going to be made from. In this 
specific mapping event the three employees decided to have 
three different perspectives. The reason behind their choice was 
that each of them was responsible for different work situations. 
One of them was responsible for office and pre-manufacturing 
activities. And the other two were responsible for manufacturing 
and selling and transportation. The next step for the three 
employees was then to decide on how they should divide the 
map surface between them. 

The activities of framing and deciding on different perspectives 
can sometimes be difficult for the involved participants 
to understand. It can therefore be a good idea to give the 
participants different suggestions on how they can create frames 
and how they can work with them from different perspectives. 

Introducing and handing out the Participatory Activity 
Mapping cards

When the framing and the setting of the perspectives are 
finished I usually introduce all the mapping cards to the 
participants. However, depending on the mapping situation 
it can sometimes be more efficient and reassuring to only 
introduce one or two cards. And when the mapping moves 
forward or when the participants realise that they need a new 
card I interfere with the mapping process and introduce other 
cards. In this specific mapping event I initially introduced four 
cards; the activity card, the actor card, the communication card 
and the emotion card. 

After the card introduction I give each of the participating 
employees a group of ten activity cards, ten actor cards, ten 
communication cards and ten emotion cards. Then I ask them 
to map out the first work activity they do. When they have 
written down the activity on the card and placed it out on the 
map surface, I ask them if there are any other actors involved 
in this activity. If yes I ask them to write them down on the 
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actor card and place them next to the relevant activity card. If 
no I ask them to map out the next work activity they do. If they 
have placed an actor card next to an activity card I ask them 
what type of communication is taking place between them and 
the other actor. I also ask them what kind of device they use 
to support the communication and how they felt emotionally 
during the communication. In this specific mapping event, the 
first activity card was about managing incoming orders that 
they had received. The involved actor in this specific activity 
was a large municipality and the communication between the 
enterprise and the municipality was carried out via emails and 
phone calls. So in this specific event the communication cards 
that they placed out where one email card and one phone call 
card. They also described that they always feelt happy and 
excited when they have new orders to work with. So they picked 
one emotion card with a happy face and placed it next to the 
communication cards.

Be sensitive

Usually when the participating enterprises have mapped out 
approximately three to five activity cards with accompanying 
actor, communication and emotion cards I usually intervene the 
mapping process and asks the participants how things are going. 
The main reason for this intervention is first and foremost for 
me to create an understanding of the mapping situation in order 
to know how and when the next steps of the mapping event 
should be introduced and implemented. 

By carefully listening to the participants stories while 
simultaneously watching their map compositions I can create 
an understanding of where they are in their mapping process. 
By doing this I know if the participants should continue with 
their current mapping or if I should introduce some of the other 
mapping cards. 

In this specific mapping event the participating employees had 
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created a single line of cards without any space in-between the 
cards. In this situation I decided to intervene and introduce the 
space in-between card to them. When I presented the space 
in-between card I also asked the participants about their line 
of cards and if there was nothing happening in-between their 
activity cards. 

In other mapping events I have introduced other cards. For 
instance, if I have overheard the participants talking about 
problem or challenges I usually use this clue to introduce 
the problem card. In other mapping events I have heard the 
participants talking about solutions to problems, and then 
I have decided to introduce the ideas for change card. The 
important thing here is to be sensitive to the conversation. It is 
always a good thing to use the activity card, the actor card, the 
communication card and the emotion card in the beginning. But 
as a mapping conductor it is important that one listens to the 
participants in order to be able to make the decision to either 
introduce the other mapping cards or to let them continue the 
mapping with the cards they already have.

Some of the cards are cards that I usually introduce at the end 
of each mapping event. The strength card and the surrounding 
stakeholder cards are such cards. The reason for introducing 
these cards at the end is that it is often easier to have the finished 
map in front of you when one is searching for areas or specific 
situations of strengths or things that you are good at. The 
surrounding stakeholder card can also be introduced at the end 
or when the opportunity arrives. The important thing is to be 
sensitive and introduce the card when the participants need it. 
In this specific mapping event I introduced both the problem 
card and the surrounding stakeholder card directly after I 
had introduced the space in-between card. The reason for 
this was that the employee’s conversation revealed that the 
space in-between card was a response to a problem that the 
European Union (a surrounding stakeholder) created for them. 
It is therefore important to both be sensitive to and support 
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the participants in their thinking in terms of networks and 
connectedness. 

Presentation and reflection or presentation and creating a 
proposition map

When the mapping event is almost completed there are two 
different paths of continuation to choose between. In the 
first path the participants ends the mapping event with a 
presentation and a reflection over the map and the mapping 
process. The second path follows the same structure as the first 
path, but the mapping event continues by a last step where 
the participants create a new map that presents a proposition 
of an improved work situation. During the second path, the 
participants use the same mapping cards as before. But they now 
use them to create a new map that presents a work situation that 
solves the problems and challenges they mapped out in the first 
map. 

In this specific mapping event the time constrains only allowed 
the employees to briefly present and reflect over the first map in 
order to pick out one of the problematic situations to map out a 
new solution to. When they had presented their first map they 
decided that a relevant problem for them to continue working 
with was the regulations about procurement contracts. That’s 
why they created a new map where they created a new service 
that made procurement contracts easier for them.

I have in this third part presented a short account of the 
Participatory Activity Mapping event. The purpose of this 
account was to create a more general and a step by step 
introduction to how to use the cards in the Participatory 
Activity Mapping event.

In the following part I will briefly account for the visual, the 
space in-between, the interactive and the collaborative aspects 
that is present in the four different articles that I have written.
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Excerpts from the papers that relate to 
Participatory Activity Mapping and the space in-
between

In the previous part I presented a detailed use study that 
introduced how one can use the different mapping cards during a 
Participatory Activity Mapping event. In this fourth part I will 
briefly account for the visual, the space in-between, the interactive 
and the collaborative aspects that is present in the four different 
articles I have written. For a more detailed account either read the 
included papers or read the publication chapter. The purpose of 
this part is to create a quick and general summarization of aspects 
that relates to the specific aspects of in-between, both visual and 
physical.

The aspects that I want to highlight from the “Visual 
Inquiry: A tool for presenting and sharing contextual 
knowledge” article are:

• When the employees started to map out the actors, they chose 
not to write down the actors’ real names, as they thought that was 
sensitive information. Thus they assembled most of the actors 
under descriptive names such as customers or companies.

• During the first stage of the inquiry session the participants’ 
memories played a major role. They shared their memories with 
each other so that they could fill in the gaps on the paper. 

• During the tests of the visual inquiry method, some participants 
added other tasks to complement the initial ones. For example, 
they drew extra figures, talked about other related themes, and 
decided not to follow the suggested map. But what is important 
in this process is creating one’s own picture. Doing so gives the 
food producers an emotional attachment that makes them want to 
continue the collaboration. So even though that the method has 
rules, it is not a bad thing to break them.
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The aspects that I want to highlight from the “Co-creating 
collaborative food service opportunities through work 
context maps” are:

• When the first map was placed on the easel it immediately raised 
a question among the other food producers: this map doesn’t look 
ike my map, why? This question then became the starting point for 
all the presentations and it resulted in phrases like: my map looks 
like this, because our company works with two product-lines.

• From our workshop experience we have learned that visual tools 
such as maps can greatly support and organize the process of 
creating and sharing work knowledge.

• The ability to move around and create new game pieces supported 
the group dialog and it brought the service stories forward.

The aspects that I want to highlight from the “The 
struggles of co-creation: the highs and lows of involving 
stakeholders into the service design process” are:

• When the customer service staff in the ABC project performed 
tasks they wrote down what they did and how they felt on post it 
notes and then placed them on the board where they thought they 
belonged.

• The boards became a place where both TD and the employees 
could interact. The boards could be seen as boundary objects

• The boards created a curiosity among the staff and this led to new 
dialogues between the different departments.

• It was also difficult to understand the pieces of information that 
the employees posted on the board. Although there were many 
new and exciting ideas it was in the end difficult to trace them to 
the person and context.

• The icons change TD’s normal work process where visualization 
and idea generation usually comes more towards the end of the 
design process. But because of facial icons TD started to create 
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and use ideas and visual solutions at the beginning of the ABC 
project.

The aspects that I want to highlight from the “Dead or 
alive: How municipalities can use service design tools 
to create live services that are flexible, mindful and 
involving” are:

• The discussion after the mapping session was more interesting and 
rewarding than the actual mapping. Because, it was only after the 
mapping that the participants really started to critically discuss the 
topic of regional innovation politics and its related problems of; 
competence migration, lack of distribution channels and distance 
to the market. 

• I do not believe that the discussion would have flourished in the 
same way if they had not used the maps and the prototypes as 
vehicles to delve into the subject.

• During the discussions the issues bounced back and forth between 
the participants and the materials. So, in this situation you could 
say that the material and the tools actually bridged the gap 
between the SMEs and the municipalities.

• They always create a space that is outside the walls of the 
municipality. They think it is crucial to gather and meet the SMEs 
on neutral ground and not to get stuck in old places with old 
routines.

A summarization of the different aspects
Sometimes an empty space in-between the mapping cards occurs due 
to the mapmakers lack of memory. It is therefore important to involve 
at least two mapmakers in the mapping event. They can then help 
each other to fill in the empty gaps. It is also important to allow the 
mapmakers to fill the present space in-betweens with what they want. 
Sometimes it is easier to use the empty map surface to draw things on. 
These drawings can then show how connections are created between 
the other mapping cards on the map surface. Other times it is more 
relevant to be able to move things around on the empty map surface. 
By moving around things in the space in-between it is easier for the 
mapmakers to have a dialog, to be creative and to feel ownership. 
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But sometimes it is a physical gap between SMEs and organizations 
that needs to be taken into consideration. And this is a gap that the 
Participatory Activity Mapping event can fill. One of the risks with 
making maps is the gap that occurs when the mapmakers or the 
researcher is not present. It is always difficult to interpret a map when 
one was not present during the creation. That’s why the co-creation 
aspect is so important. In the next part I will continue presenting  
the Participatory Activity Mapping and focus even more on specific 
situations such as the space in-between or empty spaces. So the next 
part can help you to create a better understanding of how you can 
zoom in on specific details and relate it to how it was created and why 
it was created. 
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The Participatory Activity Mapping anecdotes

In this fifth part I will present an account of the importance of the space 
in-between. I use four different mapping anecdotes to present why the 
space in-between seems to be of importance, how the involved SMEs use 
the space in-between and how design practitioners and researchers can 
use the space in-between as an approach for researching about othering, 
tellable others and generative actions.

Figure 15. Maps from the four different mapping anecdotes.
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Figure 16. Map from the Anecdote 1: The conference mapping
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Figure 16. Map from the Anecdote 1: The conference mapping
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Anecdote 1: The conference mapping

Background
With this anecdote, I want to highlight how the choice of not mapping 
influences the appearance of the map. This is done by describing 
two specific situations that appeared during this mapping event. The 
situations show how the involved mapmakers deliberately created 
empty in-between spaces as a way of othering certain aspects of their 
mapped object. The mapping event was arranged by me and it was 
performed together with two employees from the XX-University. The 
mapping event took about two hours to complete and it took place in a 
small study room at the XX-University.

The purpose of the mapping event was, together with the two 
employees Karin and Lisa, to map out a conference that they had 
been responsible for. The conference that they mapped out was a 
geographically dispersed conference that had lasted for four days in the 
immediate area of the XX- University. The conference gathered people 
from other universities in different lectures, workshops and gatherings.

Arrangement
Just as in previous mapping events, I was the person who prepared 
and led the different mapping activities. As mapping materials we 
used three white cardboard sheets as a map surface for mapping out 
what happened before, during and after the conference. The thing that 
was new with this specific mapping event was that I introduced a new 
space in-between card to the mapmakers. It was a card that Karin and 

Affordance (pp. 98--99).
Heterogeneity (pp. 102-103).
Absent & present - (pp.103-
105).
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Lisa could use to point out and make the things that was happening in 
the space in-between the other mapping cards present. 

The mapping event started with an introduction of the different 
mapping activities. After the introduction Karin and Lisa had a short 
period of time to reflect on the topic and how to map it out. Thereafter, 
I used two leading questions to kick start their mappings: Where do 
you want to start your mapping?  And what was the first activity you 
did before the conference?

The creation of the first space in-between
Right after I had asked the two questions both Karin and Lisa turns 
towards me and starts to explain that; the first activity was not really 
their first activity, but it was still the first activity they did before the 
conference.

To clarify what they meant by this Karin looks straight at me and 
explains that:

• “We inherited this conference from another actor, and in my 
opinion, the first activity we did, was the kick-off activity we 
organized immediately after that we took over the organization 
work of the conference”

Thereafter Karin turns towards Lisa. Lisa meets Karin’s gaze and 
answer that Karin’s statement is correct.
Karin continues.

• “ Yes, when we inherited this conference, there had been a lot of 
activities going on before our kick-off activity. But those activities 
will not be a part of this mapping”

The exploration of the first space in-between

Lisa breaks into Karin’s description and adds that;

• “Fredrik, you must understand that there were a number of 
processes that happened before our kick-off, but we were not 
responsible for those processes, not in the same way that we were 
responsible for the processes and activities that happened after the 
kick-off activity”
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Lisa continues her description by adding;

• “This conference was a two-tier project.  It was a project where 
processes and owners changed during the project’s first stages”

Lisa;

• “ The processes prior to the kick-off activities was something that 
we were not responsible for, one can say that we inherited the 
project and restarted the conference project by initiating the kick-off 
activity”

Karin looks at Lisa and then she turns towards me and ads;

• “ And that’s why we are not including the things that happened 
before the kick off activity in our map”

Karin;

• “We base our map on our own activities”

The thing that happened during the first part of the mapping event was 
that Karin and Lisa chose to make the things they were not responsible 
for absent and repressed. Their map territory begins with the kick-off 
activities. Without going into too much on what happened before the 
kick-off, they hinted that different forces had had a big impact on the 
conference structure. But, since, they didn’t feel ownership over those 
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early processes; they didn’t want to put them into their map. 
The creation of the second space in-between
The next aspect of Karin and Lisa’s mapping event that I present, 
happened between the first activity note and the second activity note. 
After that they had placed out the kick-off activity note, I asked them 
what the next activity note was.

Karin thinks for a while then she turns towards me and say;

• “I think that the next activity is the first monthly meeting we had”

Lisa puts her finger on the map and looks at me while she says;

• “Yes, somewhere around here, the first monthly meeting must have 
taken place”

Then Lisa picks up an activity card and writes down monthly meeting. 
When Karin and Lisa place out the activity card, I ask them if there 
isn’t anything between the two activity notes.
Karin answers;

• “In reality, there are a lot of things going on in between the kick-off 
card and the monthly meeting card. But, in this map structure, I 
would say that the monthly meeting is the next major activity”
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The exploration of the second space in-between
With this response, I hand over the space in-between card. And ask 
Karin and Lisa if they could try to write down the things that happen 
between the kickoff card and the monthly meeting card. 

Lisa picks up a space in-between card and says;

• “ Okay, should we try to write down everything that happened? But 
I can’t remember exactly what we were doing”

Lisa turns toward Karin and moves her hand over the area while she 
says;

• “First, I think you called me and asked if I wanted to be involved in 
this project”

Lisa continues;

• “Then I believe that we contacted the other staff. And started 
sketching out a plan and wrote down a timetable and organized 
things like that. And then we send out an invitation to the monthly 
meeting”

While Lisa described the activities, Karin wrote down Lisas words on 
the space in-between card. Then Lisa placed out the space in-between 
card in the area between the kick-off card and the monthly meeting 
card. Then the mapping proceeded more or less as normal. 
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That is, Karin and Lisa continue to build on the map using the other 
Participatory Activity Mapping cards i.e. activities, actors, space in-
between, problems, strengths and ideas. 

When the mapping event neared its end I asked Karin and Lisa what 
they had thought about the in-between areas and the space in-between 
card.

Karin answered; 

• “ The space in-between card was an opportunity for us to handle this 
multitude of small things. Small things that were happening both 
planned and unplanned”

Karin continues;

• “ The space in-between cards became for us the opposite of the 
activity cards. That is to say that we used the activity cards to find 
and map out the milestones”

Lisa picks up the milestone thread and continues to elaborate on this 
by saying;

• “One of these milestones was the monthly meeting, I believe that the 
monthly meeting was the single most important and heaviest activity 
card, the monthly meeting pushed the project forward and it brought 
all the employees together”

• “ A conference is a big project. And there was a lot of things going 
on. So in order to manage this mapping event we had to stick to 
the overarching things/the important things. And thus we chose to 
remove unimportant things”

The thing that happened in this situation was that Karin and Lisa first 
mapped out the kick-off event and then the monthly meeting as the 
two first activity cards. But when I asked them if nothing happened 
between these two activity cards, it turned out that there were many 
things happening here. They had just made a choice to not include 
them. And even when they were actually using the space in-between 
cards, it turned out that they still had removed things from the space 
in-between. They thought it was too complex to describe how all the 

Designing tools for conviviality 



142

small things was connected, and that’s why they didn’t include all of 
them.

Reflection
From this mapping event it is evident that a space in-between may 
occur due to the mapmaker’s choice of not mapping out certain 
activities. Karin and Lisa select what it is that should be written down 
and placed on the map surface. In this case the mapmakers chose to 
remove or repress a wide range of activities that occurred both before 
they took over the project and in between their own activities. The 
reason why they chose not to identify and map out the activities that 
occurred prior to the conference is something that I interpret as a 
combination of; making a territory statement and being efficient. But 
the choice of repressing certain aspects of the conference was also a 
way for Karin and Lisa to create readability.

In their way of thinking about readability, they calculated the amount 
of information I needed to be able to read the map. But they also 
thought of how the map later on could be used by themselves in other 
activities. Therefore, they chose to repress some power relationships 
that were too complex or sensitive to map out. 

Making Participatory Activity Mapping present



143

 A space in-between 
may occur due to the 
mapmaker’s choice 
of  not mapping out 
certain activities. 

This I interpret as 
a combination of; 
making a territory 
statement, being 
efficient and create 
readability.
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Figure 17. Map from the Anecdote 2: The new collaborative food service mapping
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Figure 17. Map from the Anecdote 2: The new collaborative food service mapping
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Anecdote 2: The new collaborative food service 
mapping

Background
This anecdote describes a situation where two local food producers 
use the Participatory Activity Mapping tools to map out both existing 
and new collaborative food services. The mapping event was arranged 
by me and it was performed together with two local small-scale food 
producers, one design researcher and one design student. The mapping 
event took about two hours to complete and it unfolded at the 
Linnaeus University in Pukeberg during the autumn of 2011.

Arrangements
The mapping event was divided into two connected parts. During 
the first part the invited food producers used their pre-made maps to 
introduce their businesses to each other. While in the second part; the 
food producers worked together to map out a service proposal where 
they presented new food services for the local food community. 
The specific situation highlighted in this anecdote happened during 
the second part of the event. This situation was the initial discussion 
between Ann, who is a jam producer, and Britta, who is a marmalade 
producer, about how to co-create a service proposal that could serve all 
the scattered food producers in the immediate area. 

Conviviality and convivial 
tools - (pp. 100-102).
Chain of translations - 
(pp. 105-107).
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The framing
Ann was the one who took the first initiative in this discussion and she 
also planted the first seed for a new food service by saying: 

• “The uneven supply of local fruits and berries is always a problem 
for me. Therefore, it would be a good idea to have a service that 
evens out the uneven supply and continuously provides us with local 
berries and fruits.”

• ” I mean, today there is so much leftover fruits in people’s gardens. 
That it would be so easy for someone to just collect them, store them 
and distribute them to us.”

Through these sentences Ann both identified and framed the starting 
point for their new service concept. However, Britta didn’t really 
understand what Ann was talking about. So she turned her head 
towards Ann and gently said:

• “But, how do you think now? How can this idea make it easier for 
all of us who is using fruits and/or berries in our food products?”

Ann looks at Britta and continues her story by telling a new story 
about a colleague to her. The story is about a group of individuals who 
has created a new business around picking berries and fruits in private 
people’s gardens. And at the end of her story Ann is pointing out over 
the map surface and says:

• “We who are using fruits and berries in our food products would 
almost always like to have locally grown ingredients. But this is a 
two-fold problem. First, we never have time to pick fruit ourselves. 
And secondly, if there is a bad fruit year, we are at the mercy of 
buying non-local fruits. Therefore, I think it would be good if 
someone could continuously collect and store local berries and fruits 
for us. 

Britta turns towards Ann and answers:

• “Yes that´s a great idea, then we would not have to buy fruits from 
other countries when the weather is bad.”
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The mapping
Here I interrupt Ann and Britta’s discussion. And I introduce the 
mapping materials that they can use to build their proposals. The 
mapping materials consist of pens, participatory activity mapping 
notes in different shapes and varieties of wooden figures. 

Ann and Britta look through the mapping material, but immediately 
return to the earlier discussion. And Britta continues the discussion by 
saying:

• “The problem is that most small businesses which are using fruits 
and berries in their products are not in the same village, they are 
scattered throughout the region. And in order for our service to work 
for all producers, it must be placed in the middle.”

While Britta ends her sentence Ann begins placing out some of the 
mapping materials on the map surface. She starts by placing out some 
of the larger wooden figures on the left side of the cardboard and 
explains that they are the local food producers. And then she puts out 
some of the smaller wooden figures on the right side of the cardboard 
and explains that they are the involved berry pickers. 

By doing this Ann has created a two separated clusters and a space in-
between between the figures.

Making Participatory Activity Mapping present



149

Britta who has observed when Ann placed out the mapping materials 
now sets her finger on the space in-between and says:

• ” Now we just have to fill this void with our new service proposal.”

• “But the question is; how should we do this? Because I actually think 
that our service could be more than just a place for storing berries 
and fruits.”

• “The dream for me would be to just have to call someone and you 
immediately get what you need delivered to your door. No matter if 
it is fruits, glass jars or bags of sugar.”

Ann adds that:

• “Yes, this thing in the middle could be a central function with a 
large freezer and a storage facility for everything we need for our 
enterprises.”

Ann takes up a block of Participatory Activity Mapping notes in the 
shape of a heart and begins to write down what they have discussed. 
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Ann says:

• “We need two hearts: one for storage and one for the freezer.”

Britta adds:

• “And one extra heart for the collaboration with local berry pickers.”

• “But it would be great if this place also allowed us to interact and do 
things together.”

• “We could make joint purchases. If we buy sugar together we could 
get a better price than if we did purchases on our own.”

Ann looks up from the map surface and says:

• “Yes, to purchase things together would be great; I know for sure that 
I could save money by co-buying and we would definitely be able to 
drive down the prices.”

Ann picks up another heart and writes down joint purchasing. She 
puts these hearts between the wooden figures. And to clarify that 
what they have created is a process that goes in two directions she also 
places two green arrows on the map surface.

About 20 minutes into part two I break the workshop and ask the 
groups to present their proposals for each other. Ann and Britta clarify 
their proposal by verbally summarizing what they have done and 
found out. 

Reflection
This anecdote highlights three interesting aspects. The first aspect 
is the one that occurs when the map surface is being populated by 
wooden figures. In the beginning of their discussion, the map surface 
was empty. But when I introduced the Participatory Activity Mapping 
materials to Ann and Britta the empty map surface was slowly filled 
with two groups of wooden figures. And with these two groups came a 
sense of a void filled with potentialities.

The second aspect that I want to highlight from this anecdote is the 
space that surrounded both the heart and the arrows. This space could 
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be interpreted as a lack of connections or interactions between the 
hearts and the arrows. But at the same time, I believe that this space 
should not be seen as a failure or the absence of service elements. I 
believe that we should view this space as a necessary space for the 
unspoken. Both Ann and Britta used the space in-between as a space 
for allowing a common understanding of the unspoken functions. 
They hinted what it could be, but they neither told nor wrote it down. 
And one could say that their scattered service proposal with no visible 
connections holds together due to their unspoken spaces. 

In many ways, the map surface and the different mapping materials 
in this anecdote can be compared with the classic Japanese rock 
garden. One of the ideas with the Japanese rock garden is that the large 
stones that are placed in the rock garden would be a tool for focusing 
thoughts with. When you let your eyes wander in the gaps that occur 
between the stones your brain fills the space with content. In the same 
way as Ann and Britta filled the space in-between on the map surface.

The third aspect regards the different stories that Ann and Britta used 
to construct their service proposal. Although it looks like one coherent 
service story, it is more a set of partially connected narrations. What 
they describe is that their service world is not one world; it is many 
different worlds. And they use different stories about people’s gardens, 
left over fruits, bad weather, local food companies, people who gather 
fruits and berries, suppliers to create and align these worlds. 

In the beginning 
the map surface 
was empty. But the 
Participatory Activity 
Mapping materials 
created a sense of  
a void filled with 
potentialities.
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Figure 18. Map from the Anecdote 3:  The Company AB mapping

Making Participatory Activity Mapping present

Anecdote 3:  
The Company 
AB mapping



153

Figure 18. Map from the Anecdote 3:  The Company AB mapping
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Anecdote 3:  The Company AB mapping

Background
This particular mapping event took place at Company AB. Company 
AB is a smaller company that develops service proposals for a variety 
of different companies and organizations in Sweden. The purpose 
of the mapping event was to map out one of company AB’s existing 
service offerings and co-create new proposals of how this service 
offering could work better in a near future. 
The mapping event took place in one of the meeting rooms at 
Company AB. The mapping event lasted for approximately 2 hours. 
The mapping event was arranged by me and it was performed together 
with 6 people from different departments and positions within 
Company AB. The mapping strategy that we used for this event was a 
bit different from the approach that we had used in previous mapping 
events. The biggest change that we did was to divide the mapmakers 
in to two teams. Team 1 had to map out the service offering from 
Company AB’s perspective, while team 2 had to map out the service 
from the clients’ perspective. This meant that the mapmakers in this 
mapping event created two different maps. That is why this anecdote 
involves stories from both team 1 and team 2.

1 2 3 4
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5

Postings and Posting 
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Arrangement
Each team had three team members. The members in team 1 are in this 
anecdote named person 1, person 2 and person 3. And the members 
in team 2 are named person 4, person 5 and person 6. Each team had 
one large table at their disposal. The tables were placed in such a way 
that the two teams easily could communicate with each other. On each 
table were three large cardboard sheets. They were labeled; before, 
during and after. Around each table I had mounted video cameras and 
audio recording devices. As a complement to the mounted cameras, I 
used different still cameras. The mapping event was divided into three 
parts. During the first part the teams mapped out the service. During 
the second part the teams presented their map findings to each other 
and then during the third part they co-created proposals of new and 
improved service offerings.

The creation of the first space in-between
After having introduced the mapping task, it took no more than five 
minutes before team 2 realized that they had an empty space in-
between their second activity card and their third activity card. This 
observation resulted in a situation where person No. 6 from team 2 
puts his finger on the space in-between and asks;

• “ But what happens here? Why is it empty here”
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Person No. 5 in team 2 was the person who was the most familiar with 
how they normally create this service offering. He therefore took on 
the role of trying to explain the space in-between the two activity cards 
to the rest of the team. However, in order to be able to explain the 
space in-between to the other group members in team 2, he had to step 
out of his role as the client and begin to describe the space in-between 
from the Company AB’s perspective.

The exploration of the first space in-between
Person No. 5 turned his head towards person No. 6 and began to tell 
him that:

• “ This space in-between occurs because I am not sure what happens 
here. We have no insight into what is happening here, but most likely 
there is no activities going on at all”

In this moment, team 1 interrupts the discussion of team 2. It turned 
out that also team 1 had realized that there was a big empty space 
in-between the activities they do before they introduce the service 
offering into the clients’ agenda and the actual service offering 
introduction. 

Person No. 1 from team 1 looks at person No. 5 in team 2 and asks 
him;

• “You have a little more understanding of what is happening before 
we introduce a new project, can you explain to the rest of us what it 
is that we are doing before the introduction takes place”

Person No. 5 from team 2 begins to describe his experience of what is 
happening;

• “ The first thing that I usually do is to send out an invitation to the 
clients that are going to participate in our project introduction; it is a 
digital invitation that is sent out to the person at the clients firm who 
is responsible for managing their projects. In the invitation letter it 
says that the client and their employees are invited to participate in 
our project introduction. It also includes a task that they should do 
before they meet us at the actual introduction”

In addition to this, person 5 explains; that it is always up to the clients’ 
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project manager to forward the invitation and the task to the clients’ 
employees before participating in our project introduction.
When person No. 5 explains this situation, person No. 1 from team 1 
wrinkles his forehead and asks;

• “ Okay, when we have sent out the invitation and the task to our 
client. What is the client saying and doing then”

To this question person No. 5 in team 2 responds;

• “ Not so much, they usually do not even email me and ask for more 
information”

After this answer person No .1 from team 1 turns to his team members 
and states;

• “Then it is not so surprising that there is space in-between when the 
invitation is sent out and when the client shows up to our project 
introduction on our map. We are obviously not doing anything in 
this space”

The exploration of the effects of the first space in-between
The space in-between the invitation activity card and the showing up 
to the introduction card results in a long discussion about what the 
meeting means for Company AB and what it means for their clients. 
Person No. 1 in team 1 adds that:
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• “ We from Company AB sees the service offering as the start of a 
project, while the client sees it as a way to gather and unite their 
internal self-image, and that’s why it is so important for the client 
to include as many of their employees as possible to the project 
introduction meeting”

• “ But, I also believe that the number of employees at the project 
introduction has an underlying political cause”

• “Suddenly, there is an order from the project manager or the boss; 
that the employees must participate in a service offering from us that 
they know nothing about. The employees have just been ordered to 
appear”

• “These processes are invisible to us”

• “ And today, we do not have the tool to handle our clients’ internal 
political and organizational processes”

Person No. 2 in team 1 continues the discussion on the underlying 
causes and ads;

• “In some of the project instruction activities that I have participated 
in, it has been clear that the clients has had an underlying political 
agenda for which of the employees that should be involved in our 
project introduction”

• “ It’s obvious they do not always send the right employee to the 
introduction meeting”

• “Some employees that have important knowledge about the 
potentialities of the project may not be the ones that the client sends 
to project introduction, because they have been ordered to do other 
things”

Reflection
The space in-between that was identified in this mapping event was the 
space that person No. 6 in team 2 pointed out. This space in-between 
is very interesting partly because it was the first space in-between that 
Company AB discovered during their mapping event, but also because 
it opened up a new perspective and understanding for how Company 

Making Participatory Activity Mapping present



159

AB should view and use their maps. In my role as map event facilitator, 
I didn’t ask the mapmakers from Company AB to either point out or 
create a space in-between. On the contrary, the space in-between was 
highlighted by person No. 6 by his own initiative. If it was consciously 
or unconsciously is hard to say. And why person No. 5 created the first 
whitespace area is also something that is hard to explain. But, since 
person No. 5 was the mapmaker who knows most about the project 
introduction activity, it was also person No. 5 who did most of the 
mapping. Which meant that the two other team members could focus 
on listening and observe how person No. 5 mapped out the different 
activity cards. And then when person No. 6 in team 2 saw a gap in the 
mapping pattern, the space in-between became a lack of information 
which later triggered person No. 6 to ask a question.

The first thing that stands out from the space in-between area is that 
it is an indication of inactivity. That is, after Company AB sends out 
their service offering invitation to their client, they have no further 
contact with the client until the client shows up at the service offering 
introduction meeting. Company AB thus provides their client with a 
time frame that they can interpret in a way that suits the client the best. 
This becomes clear in the later discussion, when Company AB discuss 
the numbers and types of the employees that attend the service offering 
introduction meeting. Company AB doesn’t do anything between the 
invitation and the project introduction, but it is obvious that the client 
makes a whole lot of things from that they receive the invitation until 
they participate in the service offering introduction meeting. But all 
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these things are invisible to Company AB because their interaction 
activities are inactive. In this case the client takes over the space 
in-between and fills it with their-own structures and processes. The 
question then becomes, why Company AB doesn’t do anything to 
either fill or remove this space in-between. One reason could be that 
the Company AB’s internal processes don’t allow a questioning and a 
big picture understanding of how the processes of the service offering 
are functioning. 

It is an indication of  
inactivity. 

The space in-between 
became a lack of  
information which 
later triggered 
person No. 6 to ask a 
question.

Making Participatory Activity Mapping present



161

The client makes a 
whole lot of  things 
from that they receive 
the invitation until 
they participate in 
the service offering 
introduction meeting.

These things are 
invisible to Company 
AB because their 
interaction activities 
are inactive. In this 
case the client takes 
over the space. 

The Company AB’s 
internal processes 
don’t allow a 
questioning and a big 
picture understanding 
of  how the processes 
are functioning. .
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Figure 19. Map from the Anecdote 4: The Pig farmer mapping
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Figure 19. Map from the Anecdote 4: The Pig farmer mapping
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Anecdote 4: The Pig farmer mapping

Background
This space in-between anecdote focuses on how a small-scale 
KRAV-certified pig farmer used an empty space in-between as a key 
component in order to map out their complex work ecology. What I 
specifically want to highlight in this anecdote, is how the pig farmers 
used the space in-between in the mapping event to make us (the 
researchers) aware of the visible and invisible forces that affect their 
practice. The actual mapping event that the anecdote is based on took 
place in the kitchen of a young couple who breed Swedish KRAV 
labeled pigs. The pig farmers’ names are Lars and Agnes and they have 
just inherited the farm from Lars parents. When Lars parents owned 
the farm it was mainly used as a dairy farm. But today’s tough situation 
for all Swedish dairy farmers has meant that it is no longer financially 
sustainable to work with cows. That’s why Lars and Agnes decided to 
change the farm’s activities into sustainable pig farming. Today the 
farm is based on breeding healthy pigs and selling the meat in both 
their own shop and to nearby restaurants. The aim with the mapping 
event was to co-create a better understanding of what it means to be a 
pig farmer and what kind of expectations the young couple have on the 
future.

Affordance 
(pp. 98-99).
Dominant discourse  
(pp. 99-100.
Absent & present  - tellable 
otherness - Obvious 
(pp. 103-105).
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Arrangements
After a brief tour in the farm shop, we took off our shoes and sat down 
in Lars’ and Agnes’ kitchen. On the kitchen table we arranged a mix of 
coffee, pastries and mapping materials that we used to map out how 
their pig farm practice works. The mapping event consisted of Lars and 
Agnes from the farm and me, Patrik and Alexandra from the Linnaeus 
University. The mapping event took about 1.5 hours and it was 
documented through video, photos, notes, and the finished map. My 
role in the mapping event was to provide material and introduce the 
different mapping tasks. The other two researchers documented and 
actively participated in the mapping by asking direct questions to the 
couple. After some coffee I introduced the mapping task to Lars and 
Agnes. I told them that we wanted them to describe their work to us by 
telling, writing and placing the work activities they do on a year on the 
white cardboard sheet we had placed in front of them. But already here 
we all realized that it wasn’t a simple task to make a map of their work 
context.

Lars looked at the empty cardboard and asked me:

• “ Okay, if I understand this correctly, you want us to do a timeline 
on the cardboard where we map out our work activities”

• “But, what is it that you want us to map out? Is it just the farm shop 
or is it all of the other things we do as well”

• “We perform a lot of different work; the farm shop is only a small 
part. And we also do other work outside of the farm, we plow snow, 
we do repair work, and we plant crops for other farmers. And then 
we have the pigs”

After a short discussion about what the other researchers were 
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interested in and what Lars and Agnes thought was important. We 
came to the conclusion that all their work is connected in one way or 
another. Therefore, it would be interesting to create a map where as 
many different work activities as possible were included. After having 
agreed on the map’s content Agnes took command. She decided that 
Lars was in charge of the writing and placing out the activity cards 
while she was in charge of the oral story telling. After the division of 
labor, Lars and Agnes structured a map in two separate parts.

The creation of the space in-between
One of the parts consisted of activity cards where Lars had written 
down work tasks that were related to farm work, farm shop work and 
service work outside off the farm. The other part consisted of activity 
cards where Lars had written down work tasks that were related to pig 
care, slaughter and cutting. The first section was a continuous central 
time axis in the middle of the cardboard sheet while the other part, was 
placed below the first part and along the bottom edge of the cardboard 
sheet. To visually clarify the division of the map Lars used a space in-
between the two parts. The space in-between spanned both between 
the first part and the second part, but it also stretched between and 
into the different activity cards on the second part.
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The exploration of the space in-between
In order to present what the space in-between means for Lars and 
Agnes I have selected a number of transcribed cutouts where Lars and 
Agnes touch upon the cause of the space in-between and its impact 
on their work practice. These discussions revolve mostly around the 
second part of the map.

Agnes begins the discussion about the pigs by saying that:

• “Every eight weeks, we slaughter our pigs”

Patrik becomes interested in this and turn towards Agnes and ask her;

• “Do you slaughter the pigs here on the farm”

Agnes looks at Patrik and Alexandra and while she responds she put 
her head in her hands;

• “No, so far we have slaughtered our pigs in a place that is located in 
the south part of Sweden”

• “This is a very long and difficult trip for us”

• “However, we actually started talking about building our own 
slaughter and cutting place here on the farm”

• “And this is because there are no local cutting places here anymore, 
which is very boring and problematic”

Both Patrik and Alexandra shake their heads and ask;

• “How strange, why is that”

Agnes says;

• “Yes, it’s weird, but it is related to the fact that people haven’t 
been interested in organic meat before, and therefore there are no 
premises that are approved for KRAV labeled cutting”

• “But it is also connected to the fact that the smaller slaughterhouses 
are eliminated by foreign competition”
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• “Finding a place for cutting is really hard and it has become an 
obstacle for us”

• “But in the future, we hope to get the pig carcasses back here. So that 
we can chop and package them here at our home”

Lars continues on Agnes’ story and says that:

• “Every eight week, we have to take time off from the farm, find 
someone that can work in the shop and someone who can look after 
our children. All these things must run smoothly if we are to travel 
down and slaughter our pigs”

• “And since we are a small business, we must adapt our time and 
activities after the slaughterhouse times. And when they have time 
we wedge ourselves in their premises in a way that suits them”

• “Sometimes when we get down there, they have forgotten about us 
and then they have no time for us”

• “The biggest problems we have during the year is directly related to 
the slaughter and the cutting of our pigs”

• “In the end, this situation may put us in a new situation where 
we breed KRAV labeled pigs, but we cannot sell the meat and the 
products because the cutting premises are not KRAV certified”
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Agnes;

• “Yes, had there been a local butcher or a slaughterhouse that could 
take care of our cutting, then it would have been wonderful. We 
have no time to deal with it ourselves anymore”

• “But we’ll see what happens. We have started to talk to the 
municipal food advisor for help with the farm and how we can build 
our own cutting room”

Reflection
It is obvious that Lars and Agnes have an awful lot of work to do. And 
much of the work can be done on the farms premises. It seems that 
they have no problems regarding the activities of breeding and selling 
pork on the farm. But it becomes clear that slaughtering, cutting and 
transportation is a big problems for Lars and Agnes. A great part of 
their problems are associated with their commitment to breeding 
KRAV-labeled pigs. This becomes particularly clear when Lars maps 
out the activities of slaughtering and cutting well below the other farm 
activities. 

Lars uses the space in-between as a way to visually explain that the pig 
slaughtering is a recurring routine and that there are forces, forcing 
them to travel with their pigs. These forces can partly be attributed to 
the rules of the KRAV organization, but they can also be attributed 
to the large economic players that put pressure on the smaller players 
in the industry. Through this we can understand that even though it 
looks like the space in-between is empty, Lars and Agnes can assure 
us that they are not empty. The space in-between is full of invisible 
forces, processes and rules that both pushes their practice away and 
simultaneously pulls it together. One thing that emerges from their 
stories is that they are trying to create a change; they are trying to fill 
the space in-between by creating new and closer slaughter facilities.
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Lars uses the space 
in-between to visually 
explain that the pig 
slaughtering is a 
recurring routine and 
that there are forces, 
forcing them to travel 
with their pigs. 

The space in-between 
is full of  invisible 
forces, processes and 
rules that both pushes 
their practice away 
and simultaneously 
pulls it together. 
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I have in this fifth part presented four different Partici-
patory Activity Mapping anecdotes. Each anecdote has 
presented a different view on how the mapmakers created 
and used the mapping cards and the mapping surface to 
make certain things present and other things absent. In the 
following part I revisit the anecdotes through the different 
theoretical lenses. This means that you as the reader can go 
back to the anecdotes and analyze the anecdotes from the 
perspectives of: Postings, Affordance, Dominant discourse, 
Conviviality, Heterogeneity, Absent - Present and Chains 
of translations.
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Revisiting the anecdotes through the 
theoretical tools

In this sixth part I will revisit the anecdotes through the 
perspectives of the theoretical tools. The theoretical tools are; 
Postings, Affordance, Dominant discourse, Conviviality, 
Heterogeneity, Absent - Present and Chains of translations.

Postings and Posting propositions - Anecdote 3: The 
Company AB mapping

In this mapping event the two groups are continuously creating 
and arranging new postings on the map surface. They put a 
lot of energy in arguing how, where and why their mapping 
cards should be placed. And throughout the entire mapping 
event both groups create very strong arguments that push their 
mappings and discussions into certain directions. This is very 
interesting since each argument has authority over the next 
argument. So the question is what is it that the map is doing to 
the mapmakers? Of course the mapmakers can rearrange the 
mapping cards on the map surface. But they are nonetheless 
forced to refer to the other surrounding cards. And in the end 
the mapmakers have created an argument about their work 
context that is very difficult to break free from. An attempt to 
break free from authoritative argument was the introduction of 
stepping out of their normal work routines and making the map 
from the perspective of their client. This worked to a certain 
degree. 

The best thing would have been to invite their clients and 
allow them to make their own map. But this was not possible 
in this mapping event. The one thing that is not included in 
this anecdote is how the event ends. In the end of the event 
the mapmakers co-create a new map where they present a new 
proposal on how they can change and improve the meeting 
format they had previously mapped out. This new proposition 

Anecdote 3
(p. 152).
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is also very strongly tied to their earlier arguments because, 
from their mappings, they interpret what could be enhanced 
in the future. And ultimately this final proposition will then be 
implemented into their work practice. So although this mapping 
event was a very short workshop, it still shows how maps and 
their arguments can have power over a company’s work space.

Affordance - Anecdote 1: The Conference mapping - 
Anecdote 4: The pig farmer mapping

A good starting point is the notion that certain tools give rise 
to certain forms of thinking (Law, 2004). This, in turn, sparks 
the questions of what does Participatory Activity Mapping 
afford mapmakers to do and how does it affect the map-maker’s 
and the map-reader’s ways of thinking? As a way to further 
this discussion I have chosen to place it within two different 
perspectives and two different levels of detail. In the first 
example I place the discussion within the perspective of the 
map-maker and on a detailed level. And in the second example 
I place the discussion within the perspective of the map-reader 
and on a more holistic or general level.
An interesting aspect of what it is that Participatory Activity 
mapping affords can be found in how the introduction of 
the surrounding stakeholder card made previously invisible 
stakeholders visible. This means that within the earlier mapping 
events, the participating mapmakers had only used their verbal 
stories and visual arrangements as a way to indicate that there 
were important stakeholders from somewhere who were 
responsible for particular settings on the map. But it was not 
until the introduction of the physical surrounding stakeholder 
card that these stakeholder stories were given a relational aspect 
that visually and spatially positioned them in relation to the 
other mapping materials. This was particularly evident in the 
conference mapping event. In this mapping event, it became 
clear that the surrounding stakeholder card offered new action 
possibilities that were not present through the older mapping 
cards.

Anecdote 3
(p. 152).

Anecdote 4
(p. 162).
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The differences between the mapping cards and their action 
possibilities can be exemplified by how the mapping cards that 
I handed out in the beginning of the conference mapping event 
gave the mapmakers a very narrow frame to think and map 
between. This resulted in a map that only highlighted the most 
central activities of the conference and/or the most central 
interactions that took place during the conference. However, this 
frame changed when I introduced the surrounding stakeholder 
cards. By observing how the mapmakers used the surrounding 
stakeholder cards, I could both see and hear how the mapmakers 
used the surrounding stakeholder card as an entry point for 
thinking about the mapped topic in a much broader way. And as 
a result of this, the mapmakers started to map out other aspects 
of the surrounding community on to their map. It wasn’t so 
much that they tear down their existing map frame; it was more 
a way for them to expand and continue their mapping outside of 
their early map frame. 

This is why I propose that there are clear differences in how the 
mapmakers viewed, thought and approached their mapping 
before and after the introduction of the surrounding stakeholder 
card. It is therefore important to be aware of the fact that each 
mapping card gives certain ways of thinking and certain action 
possibilities for the mapmaker. My experience of this is that 
the activity card tends to be used by the involved mapmakers 
as an approach for creating sequential compositions i.e., first 
I did this, and then I did this, and after that I did this, and 
so on. Whereas the surrounding stakeholder cards are used 
by the mapmakers in a more non-sequential way, i.e. that 
the surrounding stakeholder cards tend to orbit around both 
the areas and the specific cards it belongs to. So although the 
mapping cards look similar, it seems that their words and task 
descriptions create very different usage. One explanation to this 
can be found in what Donald Norman describes as; the user may 
also bring past experiences when evaluating a new affordance 
(Norman, 1988).  From this perspective I propose that some 
mapping cards such as the activity card can be said to have 
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strong connections to people’s earlier experiences of visually 
arranging their activities in sequential order within products 
such as schedules and almanacs. While the surrounding 
stakeholder cards relate to the mapmaker’s experience of being 
influenced or affected by either a company or organization that 
is situated beyond one’s own area of control. It is, therefore, 
important to understand that there is a strong relationship 
between the mapmakers’ experience of stakeholders and how 
they arranged their mapping material on the map surface. This 
is exemplified in the anecdote about the pig farmer. In this 
anecdote the pig farmers put the activity cards that describe 
their pig slaughtering on the bottom of the map. They did this 
because one big stakeholder that they did not put on the map 
has rules and regulations that force the pig farmers to slaughter 
their pigs outside of their farm. This means that the pig farmers 
arrange their mapping materials after an important but on the 
map invisible stakeholder.
    
Conviviality and convivial tools - Anecdote 2: The new 
collaborative food service mapping

In this part I use conviviality as a lens for analyzing and 
reflecting upon the co-design anecdote. The setting in the 
anecdote is as follows. A group of small local food producers 
participated in a workshop where they both mapped out their 
current work situations and co-created a future service proposal 
that has the potentiality of helping and supporting themselves 
as well as other local food producers. If we start by looking 
at the everyday life of being a small local food producer from 
the perspective of conviviality, then a complex context where 
industrial tools and convivial tools are intertwined emerges.

Being a small enterprise in today’s Sweden puts you in a 
challenging position where you have to follow the regulations 
and the laws from distant actors such as the European Union, 
The Swedish government and the local municipality while 
simultaneously work in local situations, with local actors and 

Anecdote 2
(p. 144).
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everyday problems. It is a constant slalom between being 
hindered by tax regulations, sanitary regulations, income 
reports, distribution channels and simultaneously finding 
information, collaborations, machines and ingredients that can 
help you to move between the hinders and change your work 
situation.

From my experiences of meeting and talking to a variety of 
different food entrepreneurs, I can say that small enterprises 
and their employees work in complex and heterogeneous 
work environments without having the tools or the routines to 
visually present how the different bits and pieces of their work 
situations are held together. But, even if they lack knowledge 
about visual tools for presenting work situations, they do not 
lack the knowledge or the tools to create communities and 
collaborations. Examples of these situations can be found in 
contexts where food producers either create their own study 
groups or join research projects as a way to improve their 
business lives without spending too much money. These 
examples are often provided and created in collaboration with 
other big actors such as the Linnaeus University or The Swedish 
federation for study promotion. However, they also create and 
use convivial tools that are not promoted by the government 
such as; blogs, internet communities and food markets where 
they help and promote each other for free. 

The small food producers are already accustomed with using 
digital convivial tools such for sharing information and selling 
products. They are a community that knows and appreciates 
the value of having tools that allows them to make things 
among which they can live, give shape and use in caring for 
others (Illich, 1975).What they don’t have is the literature, the 
experiences, the routines or a common sense of how to be 
able to co-create visual maps over their work situations and 
its connections to both the local community and surrounding 
stakeholders. The mapping event that is presented in the 
co-design workshop anecdote was an attempt to introduce 
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some convivial tools to the food producers. And it was the 
first time that these food producers gathered and co-worked 
with generative materials. The food producers participated 
voluntarily in the workshop and the main reason for their 
participation was to meet other food producers and to learn 
more about how they can improve their business community. 

There are two convivial aspects that I want to highlight in this 
part. The first concerns the mapping cards and the second 
concerns the convivial story making. However, one can also 
say that both of these two aspects concerns conviviality and 
materials. 

The mapping cards that I had prepared for this specific mapping 
event had three different purposes. They should enable the 
food producers to create a visual presentation of their current 
work situation; they should also make it possible for the food 
producers to see where and when they could change and 
improve their business. And finally they should make it possible 
for the involved food producers to create a new collaborative 
food service proposition. These purposes then influenced the 
way that I pre-designed the cards with a purpose of supporting 
the creation of stories about change and conviviality.

This is where the convivial story making enters the picture. 
What I mean by the term convivial story making could be 
exemplified by the food producer’s story about the future 
center for picked fruits. Here I think that the physical mapping 
material helped to co-create a story that later becomes the 
convivial tool for creating an understanding for how to change 
and how to take care of other food producers. The different 
mapping cards were important for creating a discussion, 
proposing relationships and pushing the story forward. But 
when the mapping was finished it was the story about the 
center for picked fruits that lived on. It was the story that 
the food producers brought home. It was the story about the 
center for picked fruits which in itself was a convivial tool that 
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explained the topic of conviviality to the food producers and 
how they can think about a convivial future. All the different 
mapping materials played an important role as convivial tools 
for supporting and developing a story about a convivial tool that 
could help the local food producers in their everyday work life.

Heterogeneity - Anecdote 1: The Conference mapping

In this part I use heterogeneity as a lens for interpreting and 
reflecting upon the mapping session that is presented in the 
conference anecdote. A conference is usually described as 
some sort of meeting where a group of people meet to ”confer” 
about a topic. However, through the lens of heterogeneity a 
conference is something that is constructed by different bits 
and pieces or from parts that are unrelated or different from 
each other. A conference is in this setting something that is 
made up by both human and non-human parts. These parts 
could for instance be; research projects, researchers, webpages, 
texts, technologies, slide shows, organizers, visitors and so on. 
My take on heterogeneity in this thesis is that all these different 
parts are equally important contributors to the experience and 
construction of the conference. 

However, there is also a certain degree of homogeneity in a 
conference. This can especially be seen in how the management 
group/the mapmakers in the conference anecdote are composed. 
The management group that led and constructed the conference 
that is presented in the anecdote is a very homogeneous 
group when it comes to gender, age, ideas and beliefs. This 
homogeneity is important to keep in mind when reading and 
viewing this mapping anecdote. 

Having a homogeneous management group to lead and 
design a heterogeneous conference has some advantages and 
disadvantages. In this case, I have summarized the advantages 
in two parts; communication and glue. Since the human 
composition in the management group was very uniform it was 

Anecdote 1
(p. 134).
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easy for them to communicate with each other. They belonged 
to the same community and they used the same language. This 
made it very easy for them to have an effective communication 
that helped them to avoid miscommunication. 

This uniformity was also an advantage when the management 
group constructed the conference. The reason behind this is 
that most of the decisions regarding the construction of the 
conference came from one epicenter, namely the management 
group. This meant that the management group solely could 
decide upon what parts to use and what parts not to use 
in the construction of the conference. And the parts that 
the management group selected stayed in the conference 
construction much due to the meetings, the phone calls and the 
emails that the management group used to glue the different 
conference parts together. This is not entirely true as there were 
many other actors involved in the decision making process. But 
the important thing is that without the energy and the driving 
force from the (one) management group, this conference would 
never have stayed together. Without their glue all the different 
parts would have disappeared from the conference construction.

This energy and motivation to connect and glue the different 
parts into a well-functioning entity was also evident in how the 
management group mapped out the conference in the anecdote. 
In the conference anecdote the different mapping materials 
played an important role in how the conference was physically 
mapped out on the map surface. But the most important tool for 
connecting the scattered mapping cards on the map surface was 
actually the mapmakers own stories. It was their eagerness to 
create verbal stories that connected the different mapping cards 
that made it possible to understand how the bits and pieces was 
related and connected.

By reading this part, it becomes more and more evident that 
a conference is a complex thing made up by humans and 
non-humans in various homogeneous and heterogeneous 
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interconnected parts. One of the strengths with the mapping 
materials is that it supports a heterogeneous way of thinking. 
Through the mapping it is possible to either view the conference 
in its entirety or to zoom down on individual parts. When one 
is zooming down on individual parts it is possible to see and 
discuss how separate actors connect.

Combined with the recorded video material from the mapping 
session it is also possible to see and hear how each little story 
connects to each other and finally creates a large map full with 
small heterogeneous stories. The negative aspects of using the 
mapping materials to create and attach heterogeneous stories 
to a map surface are; lack of space and our reading culture. 
By this I mean that the map surface has its space limits and 
the map makers tend to create maps with a structure that 
goes from left to right. These two aspects make it difficult for 
the mapmakers to create a map with more details and new 
innovative compositions that break with the traditional way 
of reading and composing. It also means that the map is a 
heterogeneous composition that lacks some bits and pieces. 
During the conference mapping the management group had 
to make decisions on what to put on the map and what not to 
put on the map. So a heterogeneous map is a thing that never 
contains all the bits and pieces. This is impossible to achieve. 
But it’s nonetheless a good way to create, share and transport a 
presentation of a heterogeneous thing that can be reused and 
built upon in later stages in a research project.

Absent & present through othering and tellable otherness 
- Anecdote 4: The pig farmer mapping - Anecdote 1: The 
Conference  mapping - Anecdote 3: The Company AB 
mapping

In this part I use absent, present and tellable others as a lenses 
for interpreting and reflecting upon the mapping sessions 
that are presented in the pig farmer anecdote, the conference 
organizers anecdote and the company AB anecdote. The 

Anecdote 4
(p. 162).

Anecdote 3
(p. 152).

Anecdote 1

(p. 134). 
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reflections are done by putting Law´s different ways of othering 
next to the different anecdotes and thereby connecting them 
to places on the maps that correlate to the different ways of 
othering.

Invisible work - Anecdote 3: the Company AB map

A good example of how this way of making information absent 
can be found in the fourth anecdote about Company AB. The 
space I am referring to is the one that triggered one of the 
mapmakers from Company AB to say; why is it empty here? 
Are we doing nothing here? Already from this sentence I find 
it useful to look at this space from the perspective of invisible 
work. By looking at this specific space from the perspective of 
invisible work I learnt that the topic of invisible work comes 
in many layers. I also learnt that the actual process that the 
Company AB uses to make work invisible follows into the 
mapping process. So by observing the mapping process I could 
see some hints of how the mapmakers act within the Company 
AB. And a good sign for identifying a space on the map as 
invisible work is to look for lack of clarity, lack of information 
about involved stakeholders and lack of understanding of each 
other’s work activities. In this case it means that the employees 
of Company AB create and carry out a lot of work tasks that are 
invisible to both the other employees and their clients. This also 
applies to the other way around, i.e., the client’s work is invisible 
for the Company AB.

Uninteresting - Anecdote 1: The Conference map

One example of this can be found in the first anecdote about 
the conference mapping. In this mapping event the mapmakers 
created a space in-between two activity cards. And when I asked 
them what the space in-between was and if nothing happens 
in this space they answered; a lot of uninteresting small things 
happen here, but we did not include this because we thought 
it wasn’t of interest. When I handed over the space in-between 

Anecdote 3
(p. 152).
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card and asked them to write the things down, they wrote an 
entire list of uninteresting activities they did between the two 
activity cards.

A clue for me to ask this question was that the mapmakers 
only put down activity cards that presented milestones. The 
mapmakers understood the milestones as interesting and the 
other activities between the milestones as uninteresting. So a 
good sign for identifying a space as an approach for making 
uninteresting information absent is to look for milestones 
and the lack of smaller stories that is only interesting for the 
mapmakers themselves.

Obvious - Anecdote 4: The Pig farmer map

A possible example of this can be found in the fourth anecdote 
about the pig farmer. In this mapping event the mapmakers 
created a big empty space when they were mapping out the 
activities related to the pigs. When they were asked to explain 
this space they took a pen and wrote down all the activities 
that they thought were obvious. Since the mapmakers were so 
accustomed to work with pigs they thought that everybody 
understood the activities involved in pig breeding. 

A good sign for identifying a space as an approach for making 
obvious information absent is to search for routinized work 
activities that are not explained.  During this mapping 
event I saw hints of absent information surrounding the pig 
breeding activities. And when the mapmakers wrote down 
the information such as; cattle food, water, insemination and 
moving to better pasture land, it was clear that the space in-
between was an approach for the mapmakers to make absent 
into more obvious.

Anecdote 4
(p. 162).
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Repressed - Anecdote 1: The Conference map 

An example of repressed information can once again be found 
in the first anecdote about the conference. In this mapping event 
the mapmakers decided to consciously repress information 
about the earlier owner of the conference into absence. The 
information about the previous conference owners did not fit 
the mapmakers’ idea about the map they wanted to do. As a 
result, the mapmakers initially did not include any information 
about the previous owners in the mapping. 

A hint of this repressed information was that their map began 
quite abruptly. And as a response to this I asked the mapmakers 
if they didn’t do anything before the first activity card. Due to 
my question the mapmakers first revealed that they had made 
information absent then they described how and why they had 
made that information repressed. By questioning the presented 
information on the map, it was possible for me to initiate 
questions about absent information. 

Tellable otherness - Anecdote 4: The Pig farmer map

My experiences from organizing and participating in different 
mapping events have taught me that there exist unmapped 
stakeholders. These stakeholders lie on the outside of the 
map, but still have a big influence on how the mapmakers use 
the space in-between on their maps. An example of tellable 
otherness can be found in the fourth anecdote about the pig 
farmers. In this mapping event it is obvious that there are a 
couple of big organizations that is not a part of the map that 
influences how the mapmakers create their map. Since these 
organizations are not a part of the map, it is only through 
the mapmakers’ stories and space in-betweens that we can 
understand how these organizations use their agency to force 
the mapmakers to work in certain ways. 

Anecdote 1
(p. 134).

Anecdote 4
(p. 162).
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Chain of translations - Anecdote 2: The new collaborative 
food service mapping    

In this part I review the food workshop presented in the 
new collaborative food service mapping anecdote from the 
perspective of chain of translation. In order to be able to show a 
bigger picture of the continuous transformation in this chain I 
will also include translations taking place both before and after 
the mapping event. 

The specific mapping event presented in this anecdote was 
created and facilitated by two design researchers from the 
department of design at the Linnaeus University. The event was 
only one small part within a larger transdisciplinary research 
project. The other parts of the project had their origins in 
computer and information sciences at the Linnaeus University, 
the surrounding municipalities and approximately 20 local food 
producers. The overall agenda for the project was to create and 
establish a digital food market for the local food producers and 
the local food buyers in the area. 

Already in the transdisciplinary construction of this research 
project lays an important translation. This translation can be 
made present by highlighting the different research approaches 
that are used in the project. In the initial stages of the project a 
lot of effort was put into the use of field studies and pre-written 
questionnaires. The pre-written questionnaires were mainly 
created and used by the other researchers in the project. The 
design researchers felt that the pre-written questionnaires 
weren’t an approach that made it possible for them to 
achieve their goals or reach their own interests. So the design 
researchers made a decision to translate the text, the words and 
the established questionnaire into something that was more 
connected to design and the design researchers´ interests. That 
something was then gradually translated into the mapping event 
presented here.

Anecdote 2
(p. 144.).
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The idea of having a collaborative mapping event as an approach 
for generating insights and new service propositions also meant 
that the design researchers invited the food producers and 
thereby moved them out of their comfortable work context 
into a workshop event at the department of design. By inviting 
the different food producers to the department of design the 
design researchers transformed the invited food producers 
into co-creative food experts that shared their work knowledge 
by translating their work experiences into maps, stories and 
service propositions. By transforming the food producers into 
co-creators the design researchers also translated the initial 
research aim into something that was much more open for other 
service suggestions than just a digital platform. 

During the mapping event there was a vast amount of different 
translations going on. But in order to keep this section 
manageable I will only present a couple of the translations 
that were present during the event. In the first stage of the 
mapping event the food producers introduced themselves 
by visually and verbally presenting their pre-made activity 
maps to the other participants. In this presentation each food 
producer translated their own physical map into verbal stories 
that selectively presented where, how, when and with whom 
they work. By doing this presentation each food producer had 
to create a story that was constructed around a negotiation 
between telling a story that they wanted to tell, telling a story 
that the researchers wanted to hear and telling a story that the 
other food producers wanted to hear. So the stories that the 
food producers told during the first stages of the event was 
a mix of different translations. They were translations from 
their personal experience of being a food producer; they were 
translations from writing down experiences and putting them 
down on a map surface and then there where translations from 
the physical map to verbally presenting the map to an audience 
of researchers and other food producers.

As I already have mentioned above, one of the more interesting 
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translations in this mapping event was the translation of the 
initial research focus from `digital platform` to `not only 
digital`.This translation is to be found in how the design 
researchers translated the other researcher’s aim of creating a 
digital platform into a more open aim where the outcome didn’t 
have to be only a digital platform. This translation was more in 
line with our own research interest about co-creating relevant 
service propositions. This translation from a fixed outcome to 
an open outcome was then stepwise translated into a mapping 
event with different tasks. One of the tasks was specifically tied 
to the more open outcome translation. In this task the food 
producers were asked to create a service concept that would be 
relevant for the surrounding food producing community.

The thing that happened during this task was that Ann, who 
was one of the participating food producers, took a story that 
she had heard from one of her colleagues and brought it in to 
the task as an innovation narrative (Garud & Karnoe, 2001). 
This story created a new meaning for the food producers and 
it also created new insights about fruits as a resource. People’s 
private garden fruits were suddenly translated into a business 
opportunity. And this story was then iteratively brought back 
and forth between the food producers’ present work situations 
and their future work situations. And in each iteration there was 
a new translation taking place between the two food producers. 
In the later stages of the mapping event there was a continuous 
oscillation between bringing across work related experiences 
from their work place and writing these experiences on post-it 
notes while simultaneously arranging and re-arranging the post-
it notes on the map surface. And each time the food producers 
arranged and/or re-arranged the post-it notes or the other 
mapping materials, the food producers had to re-negotiate the 
translation and how it connected to the other translations on the 
map surface. 
And by doing this negotiation they created a service proposition 
that was the outcome of a mixed translation from both their 
work situations. And within this service proposition they have 
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also incorporated their translations of what other local actors 
and food producer’s needs and wants of a future food service. 
The participating food producers thereby translated and brought 
absent food producers into their map and their proposition.

When the mapping event was finished the event was translated 
and communicated through different media. Some of the 
participating food producers told about the mapping event 
on their Facebook pages and in their twitter flows. These 
translations were short text messages about their meeting 
with design, design students and other food producers. It was 
not a presentation of the mapping event and its outcome. The 
mapping event and its outcomes were later translated by the 
design researchers into both articles and service propositions. 
The mapping experiences from the mapping event were also 
translated into new mapping cards and new mapping routines.

I have in this part revisited the four anecdotes through 
the lenses of Postings, Affordance, Dominant discourse, 
Conviviality, Heterogeneity, Absent - Present and Chains 
of translations. I have presented how each lens can both be 
seen as an analytical tool for creating an understanding of 
the Participatory Activity mapping and as an introduction 
to the opportunities that the Participatory Activity 
Mapping can create. In this part it is possible to widen the 
scope of Participatory Activity Mapping and open it up for 
new interpretations and research areas. In the next part I 
will present some of the risks with using the Participatory 
Activity Mapping. The purpose of next part is to show the 
aspects of the Participatory Activity Mapping that one 
needs to be aware of.
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Risks with Participatory Activity Mapping

In almost all of the other chapters and parts in this thesis I 
have highlighted and reflected about the benefits of using the 
Participatory Activity Mapping. As an attempt to outweigh all the 
positive aspects I will, in this seventh part, introduce some of the 
risks of using the Participatory Activity Mapping. I have narrowed 
down the risks into four different topics; Norms, Authority, 
Simplification and Decentralizing. I will in the next parts go 
through the four different risks.

Norms

One of the major risks of using Participatory Activity Mapping 
is that it can transport established and unquestioned norms 
that already exist in the mapmakers’ work situations onto 
the map surface. And it is, thus, a risk that the Participatory 
Activity Mapping both retains and reinforces existing norms 
by placing them on the map surface without applying a norm 
critical perspective. An example of this can be found in the 
pig farmer anecdote. Already in the beginning of this specific 
mapping event the pig farmers chose to divide the mapping 
activities between them. The man wrote and created the map 
structure, whilst the woman talked and verbally described their 
work situations. So what are the risks in this? In order to create 
a manageable part in this section, I have focused on norms and 
how difficult it is to break free from established roles and how 
norms also create hierarchies in the mapping. 

To add a back story to this topic it is important to mention that 
the male pig farmer had inherited the farm from his parents 
and he, therefore, used to do all the hard work on the farm. He 
had practical knowledge about all the processes and intervals 
of being a farmer. And it is very likely that all these inherited 
perspectives and expectations that had molded him through the 
years also guided him in his creation of their map. This situation 

Anecdote 4
(p. 162).
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could have been very different if the woman had created the 
structure on the map instead of the male pig farmer. It is very 
thinkable that she would have created a different focus on the 
map and highlighted other work activities as more important 
than the male pig farmer did. 

Authority

The risk with creating maps is that both the mapping and the 
map can create the power which one mapmaker or a group 
of mapmakers holds over other people. My experience from 
participating in the Participatory Activity Mapping is that there 
are two forms of authority that are important to highlight. The 
first form is authority amongst the participating mapmakers. 
The second form is how the map in itself can hold authority over 
people and projects. In the first form of authority it is obvious 
that my own role as a mapping conductor gives me the power 
to give orders to the involved mapmakers. But it can also be 
that the involved mapmakers have different roles within the 
company. If one is the owner and the other is an employee it 
is very likely that the owner of the company has some sort of 
authority over the participating employee. This is problematic 
because it creates a situation where the company owner’s 
mapmaking is more present than the mapmaking from the 
employees. This creates a very one sided map.

The second form of authority is not as obvious as the first form. 
The second form of authority that the map transmits can be 
described as two different situations. In the first situation the 
finished map from the Participatory Activity Mapping event is 
handed down from the involved mapmakers to another group. 
The risk here is that the map becomes a document that the 
other group must follow or work from without the possibility 
to either change or criticize the map. The risk is therefore that 
the structure on the map contains flaws or negative norms 
that the second group then reinforces and uses as a basis for 
the continued work. The second situation is a situation where 
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the mapmakers create a map that totally changes how the 
mapmakers see and understand their own work situation. This 
situation can be a positive thing since it has the potentiality to 
open for change and innovation. But it can also be that the tools 
and the visual structure, by its way of simplifying things on the 
map surface, propose something as more relevant or new than 
it really is. And when the map has changed the mapmakers’ 
perception of their own work situation it can be difficult for 
them to later break free from the new map. The risk is that when 
the mapmakers can’t break free from the simplified map that 
they don’t see complexity of the situation and they make bad 
decisions.

Simplification/Simplicity

It might seem a bit strange to write about the risks of simplicity 
when the Participatory Activity Mapping in many ways is 
about making simplified stories about work situations and 
their worlds. That is why it is extra important to highlight some 
of the risks of making simplicity. Simplicity is in this setting 
related to making smoothness by hiding or removing the parts 
of the mapped story that are contradicting or don’t really fit 
into the grander story. The risks of simplicity can be described 
in many different ways but in this part I have chosen to relate 
it to John Law´s words “telling stories about the world also 
helps to perform that world” (Law, 2002, p. 6). And this is why 
I want to highlight the risks of making simplified maps. If the 
map making process removes the messy relationships between 
people, objects and nature in the mapped story there is a risk 
that this simplified story helps to perform a simplified world. By 
a simplified world I mean a world where the voices of only a few 
are heard and tolerated.
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Decentralizing

When one is making a map that contains multiple stories 
about different people, different objects and different contexts 
it is impossible to find one position or one story that is more 
important than all the other. This is the form of decentralizing 
I refer to in this part. The problem and the risk occur when 
people with a mindset of centralizing enter a map surface made 
of multiplicity and a heterogeneous mindset. The risk here 
is that a person accustomed to work with one problem, one 
solution and one product doesn’t know how to handle multiple 
and heterogeneous situations. The risk is that the decentralized 
map is overwhelming for both designers and SMEs. So instead 
of supporting people, the Participatory Activity Mapping 
becomes an impervious burden.

I have in this seventh part presented how the Participatory 
Activity Mapping can create situations where people can’t share 
information or break free from established hierarchies. I used 
norms, authority, simplification/simplicity and decentralizing as 
lenses for highlighting how the Participatory Activity Mapping 
can be a tool that both hinders people to share information 
and creates hierarchies that is difficult to break free from. In 
the next chapter I will move on to presenting the conclusions I 
have made and how my work can contribute to both design and 
other research fields. Both the conclusions and the contributions 
builds upon my insights and experiences from going back and 
forth between the making of the Participatory Activity Mapping, 
conducting different mapping events, creating the anecdotes 
and revisiting the anecdotes through the theoretical lenses. So 
the conclusions and the contributions are therefore in the form 
of many different bits and pieces rather than in the form of one 
grand narrative with one grand answer. 
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Conclusions, Contributions and Future 
Research

In this chapter I present the main conclusions from my thesis 
work. The Participatory Activity Mapping has been the main focus 
and the overarching research topic throughout. However, within 
this topic the research has been further divided into three areas: 
firstly, the mapping; secondly, the design practitioner/researcher; 
and thirdly, the mapmakers/the SMEs. As a way of linking the 
previous chapter with this chapter I will begin with a short 
recapitulation and a theoretical discussion of anecdotes. After the 
theoretical discussion of anecdotes I will remind you of my original 
research questions before I present the more general conclusions 
I have made, and after that move on to presenting more detailed 
contributions.

In the previous chapter I made the Participatory Activity 
Mapping present by introducing the mapping cards, explaining 
the structure of Participatory Activity Mapping through a use 
story, explaining the surrounding contexts through summaries 
of my articles, creating four anecdotes and analyzing them 
through seven theoretical lenses. The chapter ends with a part 
presenting some of the risks with using Participatory Activity 
Mapping. The purpose of the chapter on Making Participatory 
Activity Mapping Present is to present a heterogeneous account 
that both guides and contextualizes my questions, my answers 
and my conclusions. I will now present a brief theoretical 
discussion about anecdotes and the theoretical lenses.

Theoretical discussion of anecdotes 

Anecdotes are very important and recurring parts in both 
our private lives and in our participation in the larger society. 
However, it is nonetheless a complex concept to describe, 
mainly because it can be interpreted, used and described in so 
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many different ways. In our everyday life, the anecdote is often 
described and used as a short story about an actual incident 
taking place in someone’s personal life. In research discourses 
such as the medical research discourse, the anecdote is often the 
researched object in itself. This means that researchers study the 
content of the anecdote in order to learn about how diseases are 
manifested in different individuals.

However, according to Michael (2012) the anecdote could also 
be valued for its way of incorporating the performativity of 
research, i.e., the way that research is not a mere reflection of 
something out there, but is instrumental in, and a feature of, the 
making of “out-theres”. This means that an anecdote has traces 
of the researcher, the research and the researched in its texts. 
It is a way of combining the real and the constructed, while 
acting upon the event being captured. This way of looking at the 
anecdote moves us away from using the anecdote as a simple 
representation to something that brings together disconnected 
things. It is not a question of anecdotes about something: it 
is about anecdotalization, a gathering of or a dialog between 
past and present through and with bodies, memories, stories, 
objects and texts (Michael, 2012). The focus of anecdote and 
anecdotalization is therefore on the work that anecdotes do in 
the context where they are told and how they are made relevant, 
rather than how well they represent what they are telling about 
(Lindström & Ståhl, 2014). A more recent use of the anecdote 
can be found in Andrew Whitcomb´s doctoral work. Whitcomb 
uses an artistic approach together with creative writing as a 
medium for expressing his experiences through metaphor, 
imagery and the formatting of the text. 

He uses the anecdote as a way to both invite the reader and 
give the reader the potential to add their own feelings and 
unique perception to the anecdote. In reading the anecdotes the 
reader constructs their own meanings, thereby opening up new 
avenues for reflection (Whitcomb, 2016). In Whitcomb´s use of 
anecdotes he seeks to evoke a sense of designing together, using 
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words and gaps in order to both express his own experience and 
leaving space for the reader to construct and reflect about their 
own meaning.

My way of working with anecdotes in this thesis has been 
inspired by both Whitcomb´s and Michael´s work. This can be 
seen in how I regard the mapping event as a specific situation, 
where the mapmakers use different kinds of anecdotes in 
order to express and explain their work. In these situations it 
is important for me to see the work the anecdotes do in their 
context and not to focus too much on how well they represent 
what they are supposed to represent. These anecdotes could be 
stories from the mapmakers’ own lives or from other people’s 
incidents. But most of the time these anecdotes were used to 
support the other stories that the mapmakers were telling. In 
this situation the map is a spatial way for the mapmakers to 
organize their own or others’ anecdotes according to relevance, 
time and relationships. In the mapping event the anecdotes can 
therefore be seen as being either private or borrowed. 

In this thesis I have also used a more artistic way of 
transforming the mapmakers’ anecdotes into visual anecdotes 
through my own experiences. These anecdotes are about specific 
moments that occurred during the mapping events. The reason 
for choosing these specific moments is that they highlight the 
potentialities of using the Participatory Activity Mapping. 
Within these anecdotes, I try to highlight incidents but I am 
also including my own reflections, memories, pictures, maps, 
findings and theoretical lenses. 

As a way of clarifying the potentialities for use of Participatory 
Activity Mapping and of creating ways for me to answer my 
research questions I used seven theoretical lenses to both view 
and review the anecdotes. The theoretical lenses are: postings, 
affordance, dominant discourse, conviviality, heterogeneity, 
absent/present and chains of translations. Using these different 
lenses on the anecdotes has two purposes. The first is to be able 
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to pinpoint different opportunities for Participatory Activity 
Mapping and the second is to connect Participatory Activity 
Mapping to the action possibilities that the lenses afford. It is 
through this combination of anecdotes and theoretical lenses 
that I have created the answers to the research questions 
originally posed above: What are the potentialities of using 
Participatory Activity Mapping as a convivial tool? How does 
Participatory Activity Mapping support the process of designing 
product propositions? How does Participatory Activity Mapping 
assist SMEs in creating conviviality in their work environment?

Each lens has the theoretical foundation that enables it to stand 
by itself and to be used without the other lenses. But my main 
argument for using all these lenses is that they all contribute 
different bits and pieces to the bigger picture of understanding 
Participatory Activity Mapping and convivial tools. Even when 
the theoretical lenses did not reference the same situation or 
the same anecdote my experience is that together they offer a 
heterogeneous view of the bigger picture and that the different 
analysis opportunities create new understandings that open up 
Participatory Activity Mapping to different answers and different 
research opportunities. In order to highlight other aspects 
than just potentialities and opportunities I will in this part also 
include norms, authority, simplification and decentralizing 
as relevant approaches for highlighting and creating an 
understanding of the risks associated with Participatory Activity 
Mapping. I will first present the more general conclusions I have 
made, and after that move on to presenting summaries of more 
detailed contributions.
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1.

2.

3.

4.

General conclusions

In this section I highlight seven general conclusions. First I present 
them as texts then I place them on the map together with the 
papers, anecdotes, and research projects.

Design practitioners need new design tools that 
can support them in their work with complex and 
heterogeneous design projects.

The studies in this thesis demonstrate that a potential 
way of creating new design tools is to combine 
traditional design concepts, such as the form-related 
concept of space in-between, with social science 
concepts, such as absent and present (Law, 2006).

Participatory Activity Mapping supports design 
practitioners by its ability to present a heterogeneous 
and decentralized view of the involved actors (both 
human and non-human) and the stakeholders that 
hold a company or an organization together. 

It is also a promising approach for both designers and 
researchers to reveal and sensitize the parts that are 
made absent on the map.
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5.

6.

7.

To demonstrate Participatory Activity Mapping’s 
relevance for researchers it is necessary to show that 
Participatory Activity Mapping´s characteristics of 
multiplicity and decentralization can help both design 
researchers and other researchers to move away from 
creating and relying on only one grand narrative 
about the studied object and instead include multiple 
narratives that do not necessarily relate to each other.

Participatory Activity Mapping helps SMEs to present 
their work from a long-term perspective, where they 
can connect and distribute different work stories over 
both time and space.

For SMEs Participatory Activity Mapping is a visual 
and tangible way of creating a discussion territory 
about their work, in which they can move between 
co-creating propositions of possible work worlds and 
creating potential change opportunities both for both 
themselves and for other involved actors. This, in turn, 
helps the SMEs to be more detailed and sensitive to 
how they present how their work situations are held 
together by different actors. 
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Visual Inquiry: A tool for 
presenting and sharing contextual 
knowledge
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Co-creating collaborative food 
service opportunities through work 
context maps.

Anecdote 1: 
The conference 
mapping

Anecdote 2: 
The new collabo-
rative food service 
mapping

6.

Figure 20. Structure of different mappings that visually propose how; the development of the 
Participatory Activity Mapping tools, the four publications, the four research projects, the four 
anecdotes and the conclusions relate to each other.
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            Design Region               Småland, Part one and Part two Method development for idea generation 
within service design practice
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The struggles of co-creation: 
the highs and lows of involving 
stakeholders into the service design 
process.

Paper 4
Dead or alive: How municipalities 
can use service design tools to 
create live services that are flexible, 
mindful and involving

Anecdote 3: 
The Company 
AB mapping

Anecdote 4:
The Pig 
farmer 
mapping

Figure 20.Structure of different mappings that visually propose how; the development of the 
Participatory Activity Mapping tools, the four publications, the four research projects, the four 
anecdotes and the conclusions relate to each other.
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Answering the questions

In this part I will present answers to my research questions by 
connecting them to their location on the map, their connection to 
the papers and their connection to the anecdotes. I will also end 
each question with a short summarization.

Research question 1.

What are the potentialities of using Participatory Activity 
Mapping as a convivial tool are?

Connecting the answers to the map, the anecdotes and 
the papers

Map:
 

Anecdotes: 
• Anecdote 1: The conference mapping (p.134). 
• Anecdote 4: The Pig farmer mapping (p. 162).
Papers: 
• Paper 1Visual Inquiry: A tool for presenting and sharing 

contextual knowledge 
• Paper 2 Co-creating collaborative food service opportunities 

through work context maps.

Summary
Participatory Activity Mapping offers potentialities for co-
creation of propositions of how things are held together. It 
offers potentialities for people to be creative and enrich their 
environment, while also being aware of how and when to care 
for others. It does so by letting people use, move, create and 
destroy the Participatory Activity Mapping tool in any way they 
want.

Conclusions, Contributions and Future Research

5. 7.
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Research question 2.

How does the Participatory Activity Mapping supports the 
processes of designing product propositions?

Connecting the answers to the map, the anecdotes and 
the papers

Map: 

Anecdotes: 
• Anecdote 2: The new collaborative food service mapping 
(p. 144).
• Anecdote 3: The Company AB mapping (p. 152).
Papers: 
• Paper 2 Co-creating collaborative food service opportunities 

through work context maps.
• Paper 4 Dead or alive: How municipalities can use service 

design tools to create live services that are flexible, mindful 
and involving

• Paper 3 The struggles of co-creation: the highs and lows of 
involving stakeholders into the service design process.

Summary
Participatory Activity Mapping supports the process of 
designing product propositions by co-creation of a map 
proposition that is fluid and decentralized. This means that the 
map is heterogeneous and contains different stories, different 
contexts, different things, different actors, and also traces of 
absent things all at the same time. This makes it possible for the 
creation of the product proposition to involve more people or to 
increase their empathy toward all the different bits and pieces on 
the map. And this will in the end create more relevant product 
propositions.

Designing tools for conviviality 
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Research question 3.

How does the Participatory Activity Mapping aid SMEs in 
creating conviviality in their work environment?

Connecting the answers to the map, the anecdotes and 
the papers

Map: 

Anecdotes: 
• Anecdote 1: The conference mapping (p. 134). 
• Anecdote 4: The Pig farmer mapping (p. 162).
Papers: 
• Paper 2 Co-creating collaborative food service opportunities 

through work context maps.
• Paper 1Visual Inquiry: A tool for presenting and sharing 

contextual knowledge 

Summary
Participatory Activity Mapping aids SMEs by creating a 
visual map that both highlights situations that need to be 
improved or changed and makes clear on whom and what these 
improvements and changes will have an impact. It helps SMEs 
understand their work environment, express what they want to 
make, who they need to be co-creative with and what tools exist 
in their work environment that prevent them enriching their 
environment and caring for others.

Conclusions, Contributions and Future Research

6. 7.
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Anecdote 1: 
The conference mapping 
(p. 134).

Anecdote 3: 
The Company AB mapping
(p. 152).

Anecdote 4:
The Pig farmer mapping
(p. 162).
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Contribution and future research

This thesis provides contributions in different research areas 
aimed at increasing our understanding of how mapping tools can 
assist people to create and present a bigger picture of their work 
situations. The thesis is thus a continuation of and a contribution 
to the fields of participatory design, service design, convivial tools, 
and system-oriented design. However, it is also a contribution to 
small enterprises, municipalities, sustainability, cartography and 
design students. The categories of participatory design, service 
design, convivial tools, system-oriented design, small enterprises, 
municipalities, sustainability, cartography and design students will 
therefore have their own detailed presentation of how and why the 
present work contributes to that specific category.

Participatory design

My contribution to participatory design is that my work 
highlights how people and tools tend to present messy situations 
as neat and clean. This means that both researchers and 
interviewees exclude things that do not fit the image of what it 
is that they want to present. When involving people and tools in 
a participatory design process it is therefore important to take 
into account that the stories that the people and the tools make 
present are intended to perform a world. And when one is trying 
to perform a neat and clean world in a messy and untamed 
world there will be tensions and things forced upon the related 
actors.

Service design

My contribution to service design includes the following: 
Service designers might view a service as something 
decentralized without one sequential focus. And service 
designers might include more of the messiness of the service 
situations and its surrounding contexts, when they construct 
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Anecdote 4:
The Pig farmer mapping
(p. 162).

Anecdote 3: 
The Company AB mapping
(p. 152).
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service blueprints or customer journeys. In sum, one might say 
that the more information and the less hierarchy and sequential 
structures they bring to the analysis, the creation of the service 
proposition and the service presentation itself, the more relevant 
their service proposition will be to all the involved actors.

Service blueprint

There is an assumption in service design and in the use of 
service blueprints that a service experience can be modeled as 
actions in partially ordered sequences and that relationships 
between actors can be presented in clear-cut layers (Wreiner, 
Mårtensson, Arnell, Gonzalez, Holmlid & Segelström, 2009). 
My contribution to service blueprints is a mapping approach 
that offers a different topological view. In Participatory Activity 
Mapping it is possible to present a service as something that 
is chronological and layered, but it is also possible to present 
a service as something that is decentralized, heterogeneous, 
absent and changing. For service designers used to working 
with service blueprints this is an important possibility, because 
it offers an approach to understanding current services as 
well as presenting future service propositions as something 
multiple and heterogeneous. The two main reasons why this is 
important can be found in John Law’s ideas of how an object 
can be thought of: either as one thing, or as something that is 
simultaneously regions, networks, fluids and fire (Law & Mol, 
2001). It also relates to the idea of design for service (Kimbell, 
2011; Meroni & Sangiorgi, 2011; Wetter-Edman, 2014). What 
these two aspects have in common is the idea that the object, 
or what is being designed, is not rigid or an end result. It is 
something that is changing through relations, interactions, 
consumption and engagement over time (Manzini, 2011; Garud 
et al, 2008). Or as Law & Mol (2001) describe it: This text is 
local. As we write it, it is in this personal computer. It is just here 
and nowhere else. But if you are reading it then it has moved to 
another location. If the words you are reading are more or less the 
same then it has been transported through a network. But then 
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again, maybe, at the same time, it has become fluid. Some words 
have changed. It has been edited. While the circumstances in 
which it is read in which you are reading it also mean that it has 
been, however subtly, reconfigured in that reading. It is four things, 
located in four spaces: region, network, fluid, and fire (Law & Mol, 
2001). 

It is therefore evident that service designers are entering a 
work space where it is necessary to have tools that help service 
designers to imagine and interfere successfully in the workings 
of the current disorder (Law, 2002). The object, or what is being 
designed, is distributed and sustained in narratives of both 
coherence and incoherence, and service designers need to be 
able simultaneously to present all these aspects of the changing 
object. This way of thinking about services opens up new 
ways to describe and present how services are held together. 
Participatory Activity Mapping is a relevant starting point both 
for exploring and for presenting how a service is complex in the 
way it is hold together.

In sum, my contributions to service blueprints consist in the 
space in-betweens and in the opportunity to visually present a 
service as something messier than clean sequences and layers. 
This is evident in all of the maps, but especially in the pig farmer 
map. In the pig farmer map one can see clustered post-it notes, 
networks, hints of the absent and actors engaged in changing the 
service.

Convivial tools

My contribution to convivial tools is, first and foremost, a 
practical example of how SMEs and their employees can use 
a mapping tool to stimulate awareness of the different bits 
and pieces that hold their work situation or their life situation 
together. This is important because convivial tools are about 
supporting our communication and our freedom “to make 
things among which we can live, give shape and use in caring for 
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others” (Illich, 1975). And if we cannot understand where the 
others are and how they are connected to our own life and our 
own context it is very difficult to create conviviality. This is why 
I suggest that Participatory Activity Mapping is important for 
conviviality: it maps out both the humans and the non-humans 
that we should take care of and involve when we make things. 
Another contribution is the discussion about how to design a 
convivial tool and what kind of process for creating products 
it creates. For designers working with convivial tools this is 
important, since it proposes a new design process and a new 
design object. 

Design students

During my time as both a PhD student and a teacher at the 
Linnaeus University I have involved design students in my 
work with the Participatory Activity Mapping tools. In some 
classes the students worked with my tools and used them as 
inquiry materials for their own case work. In other classes the 
students developed their own mapping cards in response to the 
specific context they were interested in. What I have seen during 
these situations is that making mapping tools changed their 
understanding of what it is that a designer does. It also changed 
their understanding of how they can implement new products 
in new contexts. In the last student project that I participated 
in, one of the students created a new product proposition for 
a local flax center. But during the project the student realized 
that people in the flax center would have had some problems 
with the implementation of the proposition. The student 
therefore also created a pedagogic mapping tool. By using the 
mapping tool the people in the flax center could see how they 
could implement the proposition and by what stages they could 
implement the different parts of the student’s proposition. In 
a way one might say that it was the mapping tool that was the 
really important method. It was through the mapping tool that 
the people at the flax center could learn about their own place 
and start to plan the next stages for their flax center. I will, 
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therefore, argue that my contribution to the design students at 
the Linnaeus University is a new understanding of how they can 
work with complex situations and how they can help people to 
see how they can be creative by themselves.

Sustainability

Sustainability is very present in this study but has to some 
extent remained in the background, but this part will focus on 
Participatory Activity Mapping and sustainability. The way I see 
and have used the concept of sustainability in this thesis is from 
a heterogeneous perspective. In this perspective sustainability is 
woven together in different ways from social, environmental and 
economic factors. This view suggests that sustainability is a very 
complex, multidimensional challenge that needs to be addressed 
by the alignment of many divergent interests. 

Through my participation in the Participatory Activity Mapping 
events I have learned that Participatory Activity Mapping 
both supports divergent thinking and makes the connections 
between the social, the environmental and the economic aspects 
visually present. Participatory Activity Mapping is therefore 
a promising approach for both understanding and presenting 
how work situations can be developed with a sustainable 
approach in mind. This is mainly because Participatory Activity 
Mapping uses different mapping tools to help participating 
mapmakers to map out both humans and non-humans. By 
doing this the mapmaker has the potentiality to bypass a 
nature/society dualism. A second reason is that Participatory 
Activity Mapping affords the opportunity to map out the people 
who are directly involved in the work situation and also the 
people who are indirectly involved in the work situation. And 
this I argue is an aspect that is important for sustainability, 
because by becoming aware of other people, one becomes, as 
has already been mentioned, more empathic toward them. 
All these aspects are present in the pig farmer anecdote where 
the participating mapmakers manage to speak about and also 

Anecdote 4
(p. 162).
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visually explain how their social and everyday lives are at the 
same time divided and intertwined with their farm life and with 
breeding healthy pigs, at the same time as they are exposed to 
regulations from the European Union and competition from 
both small and big competitors. But it is important to keep 
in mind that Participatory Activity Mapping can also create 
unsustainable situations. This is something that I write about in 
the Risks Associated with Participatory Activity Mapping part. 
Here I use the concepts of norms, authority, simplification and 
decentralization to highlight the unsustainable risks associated 
with Participatory Activity Mapping. 

• The concept of norms highlights one of the major risks associated 
with using Participatory Activity Mapping, namely that it is able 
to transfer established and unquestioned norms that already exist 
in the mapmakers’ work situations onto the map surface. Therefore 
Participatory Activity Mapping runs the risk of both retaining and 
reinforcing existing norms by placing them on the map surface 
without applying a norm-critical perspective. 

• The concept of authority highlights the risk that both the mapping 
exercise and the resulting map can create power over other people 
held by one mapmaker or a group of mapmakers. 

• Simplification or simplicity helps highlight the risk that, if the map 
making process removes the messy relationships between people, 
objects and nature in the mapped story, this simplified story helps to 
perform a simplified world. 

• The concept of decentralization highlights the risk that the 
decentralized map becomes overwhelming for both designers and 
SMEs. Instead of supporting people, the Participatory Activity 
Mapping then becomes an inaccessible burden. 

A more detailed account of the risks associated with 
Participatory Activity Mapping is to be found in the Making 
Participatory Activity Mapping Present chapter, in the part 
dealing with Risks Associated with Participatory Activity 
Mapping.
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This is there

Even though “this is there” is a cartographic proposition about 
concepts and spatiality, I am convinced that it is a concept and 
an approach that can be useful in the design fields. From my 
personal experiences of using “this is there” I would say that 
it could be more intelligible and useful for design if it were 
connected to the concept of “ecology of artifacts” (Krippendorff, 
2006, 194). 

To create the linkage between “this is there” and “ecology of 
artifacts” I will in this part initially consider “this is there” in 
relation to the maps created in Participatory Activity Mapping. 
From this perspective the Participatory Activity Mapping map is 
an attempt by the mapmakers to claim that their work situation 
exists. They claim this existence by spatially placing out the 
mapping cards on the map surface. Card by card they bring their 
work situation into being. Each card presents a concept that 
they claim is located in a specific location on the map surface. 
Card by card the mapmakers create a conceptual cloud or a 
conceptual ecosystem that contains a jumble of all the concepts 
that are conventionally associated with their work situation. 

An example of this is the pig farmer mapping. If we look at 
their mapping we can see how the first word in the phrase “this 
is there” stands for each individual concept/card that they use, 
while the third word stands for the location and how/where the 
pig farmers have positioned the card on the map surface. This 
means that the pig farmer map is a visual way of presenting 
the concept of pig farmer by placing out and relating all the 
heterogeneous concepts that build up the pig farmer concept. 
By posting the concept of healthy pigs on the map surface the 
pig farmers argue that it is placed there because of how it relates 
to and create linkages with the other concepts on the map, such 
as the farm, the shop and the slaughter. And when all these 
concepts are mapped out on the map surface they co-create the 
pig farmers idea of what it means to be a pig farmer. And it is 
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this co-creation or co-habitation of the different concepts within 
the broader pig farmer concept that now leads us into discussing 
the ecology of artifacts. 

Ecology is a concept that is generally used to theorize about how 
organisms interact with others of their own and other species. 
The connection between ecology and “this is there” can here be 
simplified as how ecology explains specific landscape concepts 
by positioning how the different organism concepts relate to 
each other both spatially and systematically within the specific 
landscape concept.

In the ecology of artifacts these species are artifacts made by 
humans and the question is how they interact, what they do to 
each other and what guides these interactions (Krippendorff, 
2006). These questions are becoming more and more important 
in design, since our modern world is becoming more and more 
systematized and more and more connected through different 
internet technologies. It is not enough to study and create 
only one system for one user anymore: one must take into 
consideration all the things that surround the use of a thing.

In the ecology of artifacts, the meanings of an artifact consist 
of its possible interactions with other artifacts, with its own 
kind but more importantly with artifacts of other species 
(Krippendorff, 2006). This is important for design practitioners 
since the products they propose will in the end enter ecologies 
where there already exist products that interact with one 
another. And designers who can handle the ecological meanings 
of their proposals have a better chance of keeping their designs 
alive (Krippendorff, 2006). This is a relevant entrance point 
for “this is there” and the mapping derived from Participatory 
Activity Mapping, which is a verbal and visual argumentation 
that the mapmakers carry out on the map surface in order to 
create a visual territory for their combined arguments about 
what artifacts/things and concepts their work ecology contains. 
By both seeing the mapping and listening to the mapmakers’ 
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arguments, a design practitioner can therefore learn much 
about how the different concepts/artifacts and involved 
actors/stakeholders interact with each other and thus create a 
proposition that has the potentiality to survive in the ecology.

Small enterprises

Even though I have worked with a variety of different SMEs 
I still find it difficult to say what my contributions to the 
participating SMEs are. But what I have seen during the 
mapping events is that the mapping gives them an opportunity 
to both see and think about their work from a new perspective. 
And it also gives them the opportunity to listen to their 
coworkers. Some of the participating SMEs realize that they 
cannot create the map by themselves, i.e. they need to include 
the other coworkers. Others have learned how their work is 
held together by so many different people, animals and digital 
artifacts. Viewing all the different actors on a map surface 
has contributed to their understanding of relationships and 
connectedness. At this stage I will therefore argue that my 
contribution to the participating SMEs mainly consists in new 
perspectives on their work situations from their participation in 
the Participatory Activity Mapping event.

Municipalities

The municipality has been a major actor in almost all the 
research projects that I have participated in. And in almost all 
the mapping events, where representatives from a municipality 
participated, the biggest contribution given to them has been 
an opportunity for them to leave their offices and co-create 
something together with either me or the SMEs. It creates new 
routines for them to work with, and by making things together 
with local SMEs they learn about existing resources and can 
also co-create new opportunities. In some of the participating 
municipalities this way of working has resulted in new services 
to support their local SMEs.
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Future research

What I want to continue working with and turn into future 
research projects are subjects such as how to combine digital 
and non-digital presentation tools in order to co-create 
knowledge about the increasingly complex world we live in, 
and how design tools impact design practice. In this thesis I 
have mainly researched physical map making, using moveable 
mapping cards made out of paper. But through my collaboration 
with Transformator Design I have also seen examples of 
entirely digital mapping tools such as their Custellence (https://
custellence.com). My experience of Custellence is that it is a 
very interesting and promising mapping tool that could act as a 
potential platform for further mapping research. 

Other areas that would be of interest for further research are 
intersectionality (Crenshaw, 1989) and de-centering (Law, 
2002). I believe that these two areas will create a new direction 
for Participatory Activity Mapping, because of the importance 
of being aware of oppressions and homogeneous categories. 
Having a sense of self-value and a stable self-definition not 
obtained from outside influences helps to overcome these 
oppressive societal methods of domination (Collins, 1986). 

I am also interested in further exploring something that I have 
experienced as a senior service designer in my current work 
position. This is how the design tools that we use in our design 
practice have a big impact on both how we as designers work 
and how we as designers see the world we design for. This goes 
back to Illich and his thoughts on industrial tools and also to 
Law´s thoughts on complexity and the messy reality that we 
try to tame with our research tools. It is crucial for the design 
research community to focus on the relationship between design 
tools and how design practitioners view the world.



215Designing tools for conviviality 



216

Aftermath 
reflections on 
the Participatory 
Activity Mapping 
journey



217



218 Aftermath reflections on the Participatory Activity Mapping journey

Aftermath reflections on the 
Participatory Activity Mapping 
journey

A research frame

An important starting point for the initial research frame in 
this thesis work was to learn more about how design research 
can be used as an approach for creating relevant design tools for 
design practitioners. The focus of this research frame was on 
design tools that help design practitioners to create a relevant 
understanding of the situation they design for. Inherent in this 
research frame was the idea that better research tools create a 
better understanding of the specific situation and thus help the 
design practitioner to create a better product proposition. 

However, through my participation in the Digital Service 
Market project I learned two important things. First, different 
research tools and different research methods enact different 
realities (Law, 2004), and most research tools and research 
methods tend to repress the possibility of including the messy 
absent by making the researched object neat and clean (Law, 
2006).  The second thing I learned is that in order to understand 
a specific work situation it can be useful to include the 
interfering contexts that surround the particular work situation 
(Singleton, 2012).

Altogether one can say that the starting point for this thesis 
work was a practical experience of how a research tool in the 
form of a pre-written questionnaire turned the object of the 
study and my understanding of the studied object into an 
over-simplified presentation that made aspects of relatedness, 
interferences and spatiality absent. 

My experience was and still is that a pre-written questionnaire 
is a very static tool that does not support or efficiently show how 
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the relationships between a work situation and its surrounding 
context are created and situated. But in a very inspirational 
meeting with Elizabeth Sanders and Bo Westerlund I learned 
that if one transforms the pre-written questionnaire into a visual 
and moveable mapping material, there is an opportunity to both 
invite people to act as mapmakers and to visually and physically 
co-create the relationships between the specific work situation 
and the surrounding context on the map surface itself.

My experiences gained from the Digital Service Market project 
have been very important for both my personal development 
and the structure of this thesis work. The project inspired me 
to continuously create a better understanding of the work 
situations of local SMEs and how one can use mapping tools 
as a means of doing this. By the end of the Digital Service 
Market project I had created a very interesting research topic 
that I wanted to continue to work with. The way I continued to 
research this topic was by entering and participating in other 
research projects where the focus was on SMEs, design practice 
and convivial tools. During this research journey I participated 
in four different research projects where I had the opportunity 
to explore the relationships between mapping work activities 
and creating product propositions. Through these four research 
projects, the mapmakers, the mapping materials and the other 
researchers helped me to create an understanding of SMEs’ work 
situations as something that needs to be spatially presented as 
something multiple and heterogeneous. 

Mapping material makes multiplicity and 
heterogeneous bits and pieces present

The different mapping materials play a crucial part in the 
creation and arrangement of the different stories and their 
heterogeneous bits and pieces. Through the different mapping 
cards it is possible to give the stories different visual markers 
such as emotions, communication devices, collaboration 
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Anecdote 3

(p. 152).

partners and many more. By using these cards it is possible 
for mapmakers to both visually and verbally present how both 
humans and non-humans are connected or disconnected 
through time and space in the different stories on the map 
surface. I therefore propose that there is an important 
connection between the different mapping cards and the 
creation and use of multiple stories. This connection between 
the mapmaker and the stories goes in two directions. The cards 
can both support the visual presentation of already verbalised 
stories or the cards can inspire the mapmakers to think about 
including and creating more than one story.

But sometimes it is an absent and non-present story that 
influences the other present stories. This is very evident in the 
Company AB anecdote. This is why I suggest that it is important 
to search for the absent stories. A help in this search can be the 
space in-between cards or the surrounding stakeholder cards. 
While in other mapping situations it is important to have a 
dialogue with the participants in order for all participants to 
pay attention to things that are neither verbally nor visually 
presented (Westerlund, 2009, p. 122). 

Moving with maps – Reflections on the research 
process and my different roles in this thesis work

In this part I will reflect on how I have moved between different 
maps, different mapping situations, different mapping materials, 
different mapmakers and how all this moving between creating 
and analysing maps and mapmakers has affected me and my 
research. The title for this chapter is actually taken from some 
feedback given to me at the beginning of my thesis work by Pelle 
Ehn. The context for the feedback was a Swedish design PhD 
seminar where I talked about my maps and my research project. 
As a response to my presentation Pelle asked me: What happens 
if you see yourself as a cartographer who travels or moves with 
maps?  Can this be a contribution to design? Can it be a support 
for how design researchers co-work with local SMEs? Pelle’s 
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questions are a good example of how my roles in this thesis 
work have been constructed and re-constructed together with 
different people in different situations.

Being a PhD student

An important role in this thesis work has been my role as a 
PhD student and a member of the Swedish Faculty for Design 
Research and Research Education. This research community 
has helped me in shaping my role as a design researcher. In this 
research community the idea of design and design research has 
been very inclusive and accepting. It was a place that gathered 
many different design researchers and one that continuously 
supported me in entering research fields that are not typically 
related to design and design research. Through research 
seminars and group discussions I have been encouraged to 
iteratively position and re-position my aim, my approach, my 
outcome and my field of interest. So Pelle’s questions, together 
with many other questions, encouraged me to rethink my role, 
my approach and my research field. And I therefore think 
it is important to say that being a PhD student and a design 
researcher in this thesis work is not something that has been 
fixed or stable. On the contrary, my role has shifted many times. 
But I think that shifting my roles has been a good thing. It has 
given me the chance to take a step back and reflect on how and 
why I have done things.

A topological landscape

In addition to this, Pelle’s questions also resonated well with 
my previous education in human geography and my previous 
interest in using maps as an approach to creating knowledge 
about human life. However, when I look back on both my 
previous work and my thesis work, I can see both similarities 
and differences between my human geography maps and the 
maps in this thesis work. The differences between the two 
views are related to how I previously worked with maps from 
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the perspective of topography while in this thesis work I have 
worked with maps from the perspective of topology and as tools 
for co-creating propositions for work contexts. The similarities 
between the topographical approach and the topological 
approach can be found in how I, in the topographical approach, 
also created handmade maps which I shared through personal 
interaction.

The pre-understanding I brought to this thesis work can 
therefore be said to be based on my earlier experience of 
practically using and understanding topographical mapping. 
But to understand how design practice can use mapping as a 
topological tool rather than a topographical tool for co-creating 
knowledge about work contexts together with local SMEs, I 
needed to increase both my understanding of how SMEs use 
and create topological maps and of how different theoretical 
perspectives write and think about mapping as a conceptual 
and spatial dialogue. The topological approach can, in sum, be 
said to provide a mental hand-hold for working with situations 
where relationships are changed, distanced, collapsed or 
distorted (Shields, 2012).

Creating a research instrument

Moving with maps in this thesis work has been an iterative 
process of moving between creating a research instrument, 
creating different research settings, co-creating maps and 
analysing maps and the mapmaking process. It has sometimes 
been a rather confusing and complex approach to do research 
through and with. But interestingly, in the middle of all this 
uncertainty and complexity, I have always had the maps, the 
map stories and my experience of seeing the maps being made 
as a point of departure. It is through the mapping events that 
I have been able to practically and theoretically explore how 
the mapping materials and the mapmakers created different 
map stories together. Without the mapmaking it would have 
been very difficult for me to create an understanding of how 
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Anecdote 3
(p. 152).

Anecdote 4
(p. 162).

topological mappings can be used as a support for design 
practitioners. So by seeing how and when things were created on 
the map surface I have been able to present new insights to those 
who are interested in doing contextual research.

An example of this is how the creation of the space in-between 
in the Company AB anecdote both inspired me to design a new 
mapping card and to search for theoretical tools that could help 
me understand the space in-between. It was through the making 
of the space in-between and the surrounding discussions that 
I could understand the concept of the space in-between in a 
detailed, practical and relevant way.

However, relying so much on the mapping event as the research 
object for this thesis work has had both positive and negative 
aspects. It has been difficult to predict, prepare and create 
the mapping event as the only research frame for exploring 
topological mapping and its potentialities. 

Although all the mapping events in this thesis work have 
followed the same mapping method, the outcomes and the 
insights have been very unpredictable and random. This means 
that I sometimes learned a lot about the SMEs’ work contexts 
but not so much about the mapping and its potentialities. And 
sometimes I learned a new thing from the mapping but not 
so much about the SMEs’ work contexts. Even though I held 
around 20 mapping events during this thesis work it was only 
in 3 or 4 of these events that something new and unexpected 
happened and opened up my research for something new. 
The reasons behind the new and unexpected are difficult to 
pin down. But my experience from all these mapping events 
is that new things happen when the involved mapmakers felt 
comfortable and secure enough to both discuss and re-purpose 
the meaning of the mapping materials. This was present in 
the pig farmer anecdote when the pig farmers felt comfortable 
enough to discuss, plan and execute their own map structure 
and their own way of drawing and writing on the map surface.
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Another reason for seeing and not seeing new and unexpected 
things can be connected to authoritarian concepts. An example 
of this is how the idea of the space in-between both influenced 
and directed my future understanding and interpretations of the 
mappings throughout the thesis work. The concept of the space 
in-between thus aided me to see other aspects and helped me 
to find and use new concepts that either related to or touched 
upon the idea of an empty space in-between. Examples of these 
new concepts are: invisible surrounding stakeholders, absent, 
present, othering, heterogeneous and multiplicity. 

The mapping event

Using the mapping event as a setting for creating an 
understanding of the relationship between the mapping 
materials and the mapmakers was challenging. A major part of 
the challenge was in all the different roles I had to play. During 
each mapping event I had to take on the role of facilitator while 
also playing the role of a researcher who was simultaneously 
documenting the event and reflecting both in it and on it. 
This meant that I had to arrange the mapping event, hand out 
mapping cards, interpret the mapping situation and hand out 
other mapping cards, while also asking related questions and 
making sure that the cameras worked. I learned that in order to 
conduct a successful mapping event, no matter how prepared 
or organised you are it is still the act of paying attention 
that plays the most important role. Bo Westerlund describes 
paying attention as a more active way of reflecting-in-action, 
constituted by giving advice and guidance to participants 
(Westerlund, 2009). In the mapping events, paying attention 
meant that I had to be both physically and mentally present 
in the mapmaking in order to both understand the mapping 
structure and know when to interrupt for questions and new 
mapping cards. My presence in the different research situations 
was, therefore, inescapable. However, I strongly believe that 
the validity of the mapping event would be questionable 
if it were not grounded in my own experience and studied 
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through a full range of human sensibilities (Heron, 1996) and 
interactions. As a complement to my bodily presence and as 
an attempt to minimise the risk of missing important clues, I 
learned that recordings of the mapping events were important. 
This knowledge led me to create a research process in which 
methodological triangulation played an important part (Flick, 
2009). The methodological triangulation supported me by 
making sure that different perspectives were made present and 
that there was a connection between the mapmakers’ verbal 
presentations and the mapmakers’ visual presentations.

Analysing

My approach to analysis in this thesis work builds on an 
ongoing process where analysis situations recurred throughout 
all the different research stages. The main reason behind using 
an ongoing process of analysis in this thesis work was that I 
also used an iterative design-led generative research process. 
Through the ongoing design-led generative research process 
I repetitively created tangible Participatory Activity Mapping 
prototypes that I analysed in order to validate the current 
tools and to guide further developments. It was an ongoing 
conversation with the mapping materials of the situation 
(reflection-in-action) and a form of meta-reflection where 
I became aware of my understanding of both the mapping 
material and the mapping situation (reflection-on-action) 
(Schön, 1983). This meant that after each mapping event that I 
participated in I used data triangulation to analyse the different 
mapping tools, the maps, the recordings and the interviews. 
Through the data triangulation I analysed the different mapping 
materials by searching for patterns, activities and discussions 
that hinted whether the mapmakers had any problems with the 
current mapping tools or if they had any expressed wishes or 
needs for new tools.  Using an ongoing process for analysing 
the material that was created during the different Participatory 
Activity Mapping events had both its strengths and weaknesses. 
In sum, one can say that the strengths of the ongoing analysis 
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process were that it pushed both me and the development of 
the Participatory Activity Mapping tools forward. During the 
process I became more and more aware of how the mapmakers 
reacted to the mapping assignments, as well as how the 
mapmakers’ interactions with the mapping tools changed when 
I made changes to the tools. This helped me to try out new 
mapping methods and new shapes, colours and themes with the 
mapping tools. Another strength was that the process made a lot 
of different visual information present. The amount of material 
and the composition of the material made it easy to make visual 
comparisons between the materials. 

During my collaborations with different design companies I 
learned a quick way to analyse all the visual materials. The quick 
analysis method involved pinning up all the materials from all 
the different mapping events onto a wall and analysing the visual 
similarities and the visual differences between the different 
mapping materials. This rather quick analysis process made 
it possible for me to compare the previously made mapping 
materials with the specific mapping materials that I was doing 
a more detailed analysis of, while also watching and listening to 
the recorded material from the specific mapping event. 

By going back and forth between the map and the 
documentation of the mapping event I was able to correlate 
the visual structures of both the single map and the other maps 
with the recorded material. This way of analysing the mapping 
material was also used together with a couple of food producers 
during a mapping event (Sandberg, 2011). The benefit of using 
this type of analysis as part of a co-design workshop is that it 
highlights the whole visual composition of the maps rather 
than focusing on specific details. Starting with the whole visual 
composition made it easy to ask basic and not too intrusive 
questions such as: why are there so many blue mapping tools on 
this side of the map? My experience from this is that both the 
involved researchers and the participating SMEs found it easy 
and interesting to use the visual compositions of the maps as an 
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entry point into their own work situations. 

A weak aspect of the ongoing analysis process is that each of the 
performed mapping events was different from the other. This 
means that each analysis is very specific, detailed and situated. 
It could therefore be difficult to see how the different analysis 
situations are relevant to each other. So even if the tools and the 
mapping methods always stood at the centre of the events, the 
tools and the people changed from event to event. This makes it 
difficult to see progress and to follow up on whether the changes 
I made were appreciated.

My method of going beyond the practicalities of each mapping 
card, the specific details of the mapping cards and the 
situatedness of each mapping event was to do a more general 
analysis at the end of this thesis work. During the analysis I used 
thematic topics with a wider perspective as tools for analysis 
instead of the previous ones that almost entirely focused on the 
practicalities of each tool. The thematic topics I used during the 
final analysis were aspects that I gathered during my research 
journey between the different fields of Design, Cartography, 
Topology and Actor-Network-Theory. Using the thematic topics 
of Postings, Affordance, Dominant Discourses, Conviviality, 
Heterogeneity, Absent & Present and Chains of Translations I 
conducted a final analysis that focused on analysing the bigger 
mapping situation. Although the thematic topics belonged to 
different research fields and different research perspectives I 
did not find that they interfered with each other or that they 
contradicted each other. The reason for why the combination of 
different thematic topics worked in this thesis work could partly 
be that the Participatory Activity Mapping was the glue that 
managed to hold them together and partly that the Participatory 
Activity Mapping was the force that managed to separate 
them from each other. This situation can be compared to the 
food producers’ map-making. In the pig farmer mapping, for 
instance, the participating food producers created a map that is 
both an analysis and a presentation of their work situation. 
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The way the pig farmers did this was to always position and 
create different relationships between the concepts, places, 
perspectives and actors they used on the map surface. In the 
final analysis I did the same thing as the pig farmers but I also 
allowed for things to not relate or connect to each other. This is 
more like the pin board approach that John Law describes (Law, 
2002, p. 188). My pin board is an account of different aspects of 
the Participatory Activity Mapping where the analysis from the 
different theoretical tools are both glued together and separated 
by the Participatory Activity Mapping. In this final analysis I 
therefore present four different Participatory Activity Mapping 
anecdotes and then position seven different thematic topics. 
Then I move back and forth between the thematic topics and 
the anecdotes. By doing the final analysis in this way I present 
Participatory Activity Mapping as a thing that is multiple and 
held together by many different parts.

A weakness in this approach to the final analysis is that 
most people (myself included) are accustomed to creating, 
reading and analysing single stories about single objects. In 
the final analysis I use many different methods to analyse the 
Participatory Activity Mapping events. Many times I asked 
myself the questions: can I do it like this? Can I use different 
thematic topics that do not come from the same research field? 
Can I create different analysis outcomes that tell not one story 
but many different stories? And the answer I have at the moment 
is yes. Our complex society needs new ways of analysing and 
presenting.

Making mapping cards

When I was developing the different mapping cards in this 
thesis work I partly used my personal experiences from being 
involved in the mapping events and I partly used the answers 
from the map analysis as starting points for both changing and 
creating new mapping cards. It was a practical process where I 
tested different mapping materials, different card sizes, different 
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colours and different mapping themes in relation to previous 
experience and future opportunities in a hands-on way. During 
the tests all the different mapping events acted both as a material 
to evoke inspiration (Gaver, Dunne, & Pacenti, 1999) and as an 
act of making, i.e. a creative act which involves the construction 
and transformation of meaning (Sanders & Stappers, 2013). So 
by making mapping cards I was transforming abstract ideas 
from the different mapping events into tangible cards which I 
could then play out future scenarios with. In these scenarios I 
imagined future mapping events where new mapmakers used 
my new cards.

I also invited other people to test and evaluate the cards. These 
people were often students from the Linnaeus University, 
representatives from the surrounding municipalities, SMEs, and 
also other design practitioners (Sandberg, 2011, 2013, 2014). 
The testing situations were not only for testing and generating 
new mapping ideas; they were also a way for me to teach the 
involved people how they could use the mapping cards in their 
own work practice. One outcome of teaching others about the 
mapping cards and the mapping routines was that they brought 
the cards back to their own practice. And when they went back 
to their own practice they usually continued to develop and 
spread both the cards and the idea of the mapping event. The 
important thing here is that when the cards left my hands I had 
no control of them anymore. They lived their own life. But now 
and then I receive information about their progress. This way 
of creating knowledge about the cards was not something that 
I had initially considered. But since my research agenda in this 
thesis work was always about sharing and co-creating knowledge 
I was positively surprised when others used my cards.

Through the process of making mapping cards I also realised 
that a major part of my thesis work was about creating a 
research instrument. The cards and the map surfaces were 
in many ways the telescope that I created to look at the stars 
(the work context) with. And from the process of creating 
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the different bits and pieces of the research instrument I also 
learned that the different mapping cards could render different 
world propositions. Initially I only used five mapping cards: the 
activity card, the actors card, the problem card, the strength card 
and the dream card. These cards supported the mapmakers in 
rendering many different world propositions. But they lacked 
the ability to map out some of the more important aspects of 
what it is that holds the mapmakers’ work context together. 
Some of these aspects were only made present when I created 
and introduced the emotion card, the communication card, 
the space in-between card and the surrounding stakeholder 
card. The potential to render more details increased with these 
cards. But also the potential to render things outside of the work 
context increased together with the potential of hinting what the 
empty spaces on the map were. So could the mapmaker render 
any type of map with all these mapping cards? No, they could 
not. The main reason for this is that the use of the mapping 
cards is connected to a mapping event with space and time 
restrictions. Most of the mapping events where the different 
mapping cards were used were approximately two hours long. So 
the time constriction combined with the involved mapmakers’ 
own agenda had a huge impact on the rendered map outcome.

From the process of creating the mapping cards I became 
aware of how important it is to reflect on the power of the cards 
during the development process. It was especially critical to 
ask questions such as: what realities are enacted through the 
mapping cards and what realities was I making absent in the 
making of the mapping cards? This basically meant that I was 
not only an observer who observed how the cards where used; 
I was also the card maker who had power over which worlds 
could be created through the mapping cards and the mapping 
events. What I mean by this can be exemplified through the 
Company AB anecdote. The actual outcome of this event was an 
idea for change. This idea was later implemented into Company 
AB’s work routines. The idea for the change was created through 
the use of my mapping cards. So the mapping material that I 

Anecdote 3
(p. 152).
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handed out was the instrument through which they analysed 
their current work situation and created ideas for a new work 
situation. And from the mapmaking and the map analysis 
Company AB then took the idea and enacted it as a new part 
of their work. The question here is whether other mapping 
cards would have allowed the mapmakers to create other ideas 
and other realities. My answer to this question is both yes and 
no. Of course, there are other cards out there that would have 
opened up new mapping opportunities and thereby allowed 
the mapmakers to create other ideas and other realities. But at 
the same time the Participatory Activity Mapping was always 
an open event that the involved mapmakers could influence 
and have an impact upon. During the events the involved 
mapmakers could always create new cards or draw or write 
whatever they wanted on either the map surface or on the 
existing cards. So if the mapmakers had ideas that they wanted 
to map out, they could realise these ideas either by using my 
cards or by creating new cards for themselves.

The important thing is that I never consciously strove for the 
creation of certain map worlds that would later be implemented 
by the participating mapmakers. But it is nonetheless an 
important issue to be aware of, since the way a map, by insisting 
on the existence of something, can help make it real (Wood, 
2010). A good example of this is how European forces of 
colonisation drew straight lines on a paper map and thereby 
divided Africa into countries controlled by the Europeans. So 
in an extreme scenario there is a chance that the mapping cards 
that I have created can be the line that insists on the existence of 
something and then helps either the mapmakers or the design 
practitioners to make it real. It could also be that the existing 
cards control how the mapmakers are able to create certain 
map propositions but not other map propositions. The risk is 
then that the involved design researcher or the involved design 
practitioner sees this proposition as an expression of something 
that the mapmakers really want or need.
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A possible way around the problems that I mention above could 
be to use the Participatory Activity Mapping tool as a convivial 
tool. By doing this, a couple of new opportunities and directions 
are introduced. One opportunity or direction is that the design 
practitioner hands over both the map and the decision making 
to the mapmaker. This would change the role of the design 
practitioner from the maker of future product proposals into the 
maker of convivial tools. And it would allow for the mapmaker 
(in this thesis the SMEs) to create, take and use the mapping 
materials in a way that is relevant for them. What this suggests 
is both a new role for the design practitioner and a new design 
process. Examples of this can be found throughout this thesis 
work. During this entire thesis work I did not create or suggest 
a single product proposition to the participating SMEs. Instead 
I created mapping tools that supported the involved SMEs in 
creating their own map propositions that highlighted how they 
could be creative, make a contribution, ‘give shape to the things 
among which they live and put these things to use in caring 
for and about others’ (Illich, 1973, 1975). Most of the time, my 
design process stopped after the mapping event; although I 
have sometimes invited the mapmakers to co-create new map 
propositions together after the first mapping. But the new design 
process that I propose here is more related to meta design or 
design-before-design.

Work context

Through the development of the Participatory Activity Mapping 
I gradually created a conceptual understanding of work context 
as something that is a combination of different aspects. In this 
gradual conceptualisation I initially viewed work context as 
something that relates to innovation and research strategies, 
where innovation is thought of as something that is relevant to 
people’s lives (Sanders, 2005), and aims to develop innovative 
and relevant products (Kristensson et al., 2002). Initially I also 
viewed work context as something particular and interactional, 
and as something that cannot be a stable, external description of 
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the setting in which the activity arises (Dourish, 2004). 

Later on in the project I started to understand work contexts 
as something that is made and assembled through a series of 
different narratives. To depict the world is to assemble contexts 
and to hold them together in a mode that may be descriptive, 
explanatory, or predictive (Law & Moser, 2011). Vicky 
Singleton continues this understanding by arguing that context 
is constructed within and through entities touching. It is the 
interferences when different contexts meet (Singleton, 2012). 
But it is also about making things absent and seeing SMEs, 
for example, as something that is held together by different 
topologies. So in my view, work context is a heterogeneous term 
that we cannot choose to be separated from; furthermore, work 
contexts are always multiple, never singular. 

Both the gradual conceptualisation and the heterogeneous view 
of context have been big challenges for me and my research 
aim. The heterogeneous challenge lay somewhere between 
the idea of contexts as something multiple and seeing design 
practice as a practice where one can never design something 
universal; as one is always designing for a specific client in a 
specific use context (Nelson & Stolterman, 2003; Stolterman, 
2008).The contradiction between more than one and one 
specific influenced me to view design practice as a very selective 
practice that makes certain situations present while they make 
others absent. But many of the tools that design practitioners 
use are created to achieve order and logic within a complex 
design situation. Through Ivan Illich’s (1975) and Elizabeth 
Sanders’ work I have learned to steer away from this practice. 
This is why I propose that Participatory Activity Mapping has 
the potential to support both design practitioners and other 
actors in understanding context as heterogeneous and multiple. 
Through my collaboration with Transformator Design I saw 
that it is possible to create convivial tools that both companies 
and private persons can use to present and change their own 
life situations. This shows that it is possible to step away from 
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designing a specific product proposal and instead design a tool 
that creates a more heterogeneous view that does not simplify 
things but embraces complexity.

Sensitising othering by including multiple stories

During this thesis work I have experienced how important it is 
to create and include different and heterogeneous stories when 
one is exploring and presenting work contexts. Using multiple 
stories in design work is important for many different reasons. 
One major reason is that by using only one story to present a 
work context, one is making all the other stories absent. And 
the danger of making only one story present is that it will most 
likely lead to the creation of a product that is irrelevant to all the 
people who do not belong to the dominant story. Another part 
of the danger is that it is very likely that this way of approaching 
contexts both misses and creates conflicts or disagreements 
among the othered in the work context. 

Examples of these two problems can be found in the Digital 
Service Market project (Sandberg, 2011; Sandberg, 2012). In this 
project we made the mistake of creating and listening to only 
one version of what locally produced food means. This basically 
meant that the research team, without knowing it, made all the 
other versions of what locally produced food means absent. 
This resulted in a situation where the othered food producers 
did not want to either participate in the creation of the web 
service or in using the web service. So by removing voices and 
stories that were opposite, contradictory and/or raised differing 
opinions, we created an understanding and a presentation of a 
work context that was too clean. This goes back to John Law’s 
idea about methodological cleanliness. Research needs to allow 
for the messy and the heterogeneous. It needs to be messy and 
heterogeneous, because that is the way it, research, actually is. 
Even more importantly, it needs to be messy because so is the 
world research observes and analyses (Law, 2003). 
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Anecdote 4
(p. 162).

However, including multiple stories is not only relevant for 
product development. It could also be used as a support for 
people researching in or presenting their own work contexts. 
From the various mapping events presented in this thesis 
work it is possible to see how people benefit from mapping 
out multiple stories. By using and combining different stories 
regarding the same work context the mapmakers wove together 
and simultaneously made different perspectives and different 
relationships in the work contexts present. The mapmakers 
managed to explain rather complex or abstract constructs by 
involving different stories from other people with different 
agendas and different voices.

What I mean by this is that by combining multiple stories on a 
map surface it is possible to create a multiplicity (Mol, 2002). 
If we use the pig farmer anecdote as an example, then one 
can see how the pig farmer creates a map with many different 
stories from many different people. Pig farming can therefore 
be presented as not one work context, but as something that 
is many and created by many different practices. Annemarie 
Mol describes this as realities that are done in practices (Mol, 
2002). And the work context of the pig farmer therefore needs 
to be understood as something that is enacted by practices. 
Not one practice, but many. Examples of these practices could 
for instance be: the municipality, the butcher, the European 
Union and the farmer’s competitors. What the map offers in 
this situation is the chance for the pig farmer to make these 
actors present and put their stories next to each other on the 
map surface. By putting all these different stories together the 
pig farmers create and share a mapping story that contains and 
highlights a multiplicity of different aspects of what it means to 
be a pig farmer.
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Concepts used
Absence and presence
In this thesis work absence and presence are two interconnected 
concepts that explain how things are generated by agency from both 
present and absent actors. But they are also two concepts that relate 
to methods and how documentation and representation of things make 
certain aspects present while making other aspects absent.  However 
much we want to be comprehensive, to know something fully, to 
document or to represent it, we will fail. (Law, 2006). This suggests 
that technologies and relationships extend into other places and other 
times. A thing in this setting is held together because it mobilizes actants 
that are both absent and present. In this work this means that the 
people who are mapping out their work situations make some things 
present while they are simultaneously making other things absent. It is 
not possible for them to make everything presence. So what they are 
creating are patterns of presences and absences (Law and Singleton 
2005).Therefore, absence and presence go hand in hand. It cannot be 
otherwise. The space in-betweens and the empty map surfaces are in 
this thesis important tools for manifesting and discussing why and what 
absences they are making present.

Affordance
The concept of affordance was coined by James Gibson (1977, 1979). 
In its original form it was related to the field of ecological psychology 
and how the environment provides opportunities for action. It was 
a description for the action possibilities which a given environment 
presents to an animal. In this thesis work I see and use the concept 
of affordance as something wider than how it traditionally has been 
used in design. I use the concept of affordance as something that is 
not pre-given but rather as something emergent or in a process rather 
than one of end-states (Cooper & Law, 1995). It is situated and an 
ongoing accomplishment (Dohn, 2006). I would also like to emphasize 
that affordances are not only between individuals and objects. An 
affordance is also a co-presence of other humans and non-humans, it is 
a cascade of affordances (Michael, 2000).

Anecdotes and narratives
An anecdote is a short story. But it is not a fictional story. It is more 
of an actual incident taking place in someone’s personal life. In this 
thesis work the anecdote is also a methodological tool for creating 
artistic accounts of selected mapping events. According to Michael 
(2012) the anecdote should be valued for its way of incorporating the 
performativity of research, i.e., the way that research is not a mere 
reflection of something out there, but is instrumental in, and a feature of, 
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of the researcher, the research and the researched in its texts. It is also 
an artistic way of communicating experiences that descriptive accounts 
cannot capture. It is a way to express experiences as materials for others 
to work with. It is a medium that invites the reader through metaphor, 
imagery and words to construct their own meaning (Whitcomb, 2016). 
The concept of anecdote in this thesis work relates to my approach 
of creating mapping accounts. And is more related to how one can 
view the structure of the mappings. If the mapmaker’s entire mapping 
is the bigger story. Then the different mapping cards are the narrated 
events that build up the story. So the narrative is the order in which 
the mapmaker presents the story. And since the mapping cards can 
be moved around, the narrative events can also be moved around in 
different constellations. The map making is here the activity of arranging 
and selecting the narrated events that are relevant for the mapmaker to 
able to tell his or her SMEs story.   

Change
Change is in many ways the core essence of design practices. 
Traditionally this change has often been associated with either a market 
or an economical drive. By initiating change from either a market or 
an economical perspective the design practitioner or their client is often 
hoping for rewards in the form of increased revenue. A change strategy 
that is revenue driven tends to create the image of humans as having 
to adapt to technological progress instead of viewing humans as able 
to influence the direction of technological development (Krippendorff, 
2006). In the situation described above change is often understood 
as something that improves the world in the designers’ or their client’s 
terms. These aspects of change are important but in this thesis work I 
am more interested in exploring and viewing change as something that 
enables and support humans to create the change themselves.

In this view, change is not created and implemented by outsiders. On 
the contrary, change is in this work about how design practice can 
enable other people to speculate, reflect upon, imagine and realize 
changes that are of a purpose chosen by the people themselves.

Complexity
In this thesis work the concept of complexity refers to messy systems that 
are in a continuous state of change, conflict and unplanned changes. 
The concept of complexity should not be equated with complicated. 
Complicated systems are solvable, predictable and constructed by many 
parts. Complexity is here used to characterize a behavior of a system 
that: contains uncountable interactions, involves too many unknowns, is 
non-solvable, has emergent behavior and whose components interact 
with non-linear interconnections in multiple layers and in multiple ways. 
All these aspects of complexity make it difficult to recognize, manage, 
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predict and understand cause-and-effect relationships.

Context
Context is in this thesis work a concept that refers to all interrelated and 
interactional aspects that surround and influence an event or a situation. 
Contexts are actively produced and relevant to particular settings and 
particular actions. Consequently, context can, therefore, arise from 
many different activities and contain many different aspects. Context 
is in this situation seen as something constructed and described both 
by individual experiences and as intersubjective constructs designed 
and ongoingly updated in interaction by participants as members of 
groups and communities. One can therefore say that an event or a 
situation is surrounded by many different contexts that interfere with 
each other. And each of these contextual interferences is constructed by 
how different people determine and interpret the framework for each 
contextual aspect (Dourish, 2004), (Krippendorff, 2006), (Tessmer, 
1997), (Visser, 2005).

Convivial tool
Conviviality is a word that in its original English form relates to social 
events, liveliness and situations where people can talk to each other 
in a friendly way. Convivial tool is a reconstruction of the term. And, 
as stated in the term, it is now more connected to tools rather than to 
people. Ivan Illich describes convivial tools as something that foster 
conviviality to the extent to which they can be easily used, by anybody, 
as often or as seldom as desired, for the accomplishment of a purpose 
chosen by the user. Convivial technologies are accessible, flexible and 
non-coercive (Illich, 1973). People who use convivial tools are being 
able to: “be and feel creative, make a contribution, give shape to the 
things among which they can live and put these things to use in caring 
for and about others” (Sanders & Stappers, 2012).

Design
In this thesis work design is seen as a heterogeneous and multiple 
concept. In order to create an initial starting point for framing my view 
on design I use Klaus Krippendorff´s  words; “Design is an activity 
and a professional practice that relies on publicly acknowledged 
competencies, the use of methods, but above all on an organized way 
of languaging, a design discourse, that coordinates working in teams 
and with clients, justifies proposals for artifacts to their stakeholders, 
and distinguishes professional designers from those doing it largely for 
themselves” (Krippendorff, 2006). Inside this initial framework there are 
also other equally important aspects of design that are important for my 
conceptualization of design. In this text section I will only highlight three 
of these aspects. The first aspect is from a design for service perspective. 
From this perspective I want to add an aspect about the difficulty to plan 
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the outcome of the design process. A service is relational, interactional 
and created in the moment of consumption, and thus neither a designer 
nor a design process can control and define what the outcome will be 
(Wetter-Edman, 2014), (Meroni & Sangiorgi, 2011). 

The second aspect is from a tool perspective and connects design to 
Ivan Illich’s ideas about Tools for Conviviality. In this setting tools are 
the man-made consequences of design. From this perspective, design 
is seen as an activity where the consequences are convivial tools that 
support people. “People need not only to obtain things, they need 
above all the freedom to make things among which they can live, to 
give shape to them according to their own tastes, and to put them to use 
in caring for and about others” (Illich, 1975). The third and final aspect 
connects design to infrastructuring and introduces design as an ongoing 
thing rather than temporally limited projects. Infrastructuring is an aspect 
that opens up the concept of design as something that is distributed 
across contexts and competences and is often blurring the borders 
between citizens, private companies, the public domain and academia 
(Björgvinsson et al., 2010). In this setting design is seen as something 
that need to be established as long-term relationships in which 
continuous co-creation can be realized, and in which those involved 
pay attention to, and work with, the way technology connects to wider 
systems of socio-material relationships in the form of the collective 
interweaving of people, objects, and processes (Björgvinsson et al., 
2012).This view also suggest that design is an activity that is intertwined 
in design for use before use, design in use and design-after-design 
(metadesign). Hence, design is an activity that is about infrastructuring 
and connecting both humans and non-humans over time and space 
(Binder, De Michelis, Ehn, Jacucci, Linde and Wagner, 2011).

Generative design research
Generative design research empowers everyday people to generate 
and promote alternatives to their current situation. The generative tools 
approach is a way to explore ideas, dreams and insights of the people 
who will be served through design (Sanders, 2012).

Heterogeneity and Actor Network Theory
In this thesis work, heterogeneity is seen as a concept that relates 
to how things are composed or made by parts that are unrelated or 
different from each other. The opposite of a heterogeneous material 
is a homogeneous material. A homogeneous material is uniform in its 
composition and character. In this text heterogeneity connects to and 
is inspired by actor-network theory. And, by doing so, it is used as 
a metaphor to suggest that society and all aspects of social life are 
effects generated in heterogeneous networks made by both humans 
and non-humans. It is not only humans; it is all these other materials 
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too (Law, 1992). And it is through the interaction between the parts of 
the heterogeneous network that the involved humans and non-humans 
transform one another and generate effects. 

Holistic
Holistic is in this thesis work a concept that is mainly used in relation 
to the three different but nonetheless related topics of; design practice 
as holistic, the mapping as something holistic and my own developing 
process as holistic. In general one can say that holistic is a concept 
that refers to viewing and understanding things as an interconnected 
whole rather than breaking down the thing in to its fragmented and 
individual elements. In design practice a holistic view means to take 
into consideration the relationships between the designed artifacts, 
those who are exposed to these artifacts and the social, cultural and 
business context in which the meetings takes place (Fallman, 2008). In 
its relationship to the mapping events, the concept of holistic refers to 
the activity of putting down the various and fragmented elements that 
construct the larger system on a map surface from multiple perspectives. 
In my own process the concept of holistic ties together a practice that 
looks at services and the mapping tool from both a holistic and detailed 
point of view (Kimbell, 2009).

Map and mapping
In this thesis work I want to steer away from the noun map and focus 
more on the activity of mapping. The reason behind this is mainly 
because I want to focus on the activity rather than on the finished object. 
However, it is still important to highlight that I don’t see a map as an 
objective representation of the world. A map in this thesis work should 
more be viewed in the light of being a proposition that either affirms or 
denies the existence of different relationships. It is about mapping out a 
world, not the world. Mapping is in this thesis work an ongoing activity 
and not something that connotes a finished document that proposes 
relationships on a map surface and sets the stage for future work. 
Mapping is seen as a project in the making and as a collective enabling 
enterprise (Corner, 1999). Mapping is thus a co-creative activity that is 
an ongoing process that is about collaboration, exploration, discovery 
and enablement. And by mapping we describe and construct the spaces 
we live in, a project that reveals and realizes hidden potentials (Abrams 
& Hall).

Mapping tools
In this thesis work mapping tools are the material components that are 
used in the Participatory Activity Mapping activities (Sanders, Brandt & 
Binder, 2010). 
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Mapping toolkit 
A mapping toolkit is in this thesis a concept that refers to a collection 
of different mapping tools that are used in combination to serve the 
purpose of creating and sharing propositions of work and its contexts 
(Sanders, Brandt & Binder, 2010).

Othering
Othering refers to the process or activity of making information absent. 
In this thesis work it is used as a concept for describing why, when we 
make maps, we make some information present while at the same time 
we make other information absent. According to John Law there are four 
ways of how othering works. They are: invisible work, uninteresting, 
obvious and repressed (Law, 2003, 2004).

Participatory design/with people
Participatory design is an approach to design that attempts to actively 
involve the people who are being served through design in the process 
to help ensure that the designed product/service meets their needs ( 
Robertson & Simonsen, 2013).

Process
A common view of the design process is that it starts with a problem 
and ends with a solution. And between these two positions the design 
practitioner takes certain steps in order to achieve a particular end and 
a particular solution. However, in this thesis work the design process or 
the design actions that the design practitioner takes is much less divided 
and much more entangled, fluid and in constant interference with each 
other. This view connects to Bo Westerlund’s thoughts on design space- 
i.e., “design space is the territory of all possible solutions” (Westerlund, 
2009). It also connects to the problem-space dimension and solution-
space dimension described by Kees Dorst and Nigel Cross, “design 
seems more to be a matter of developing and refining together both the 
formulation of a problem and ideas for a solution, with constant iteration 
of analysis, synthesis and evaluation processes between the two notional 
design ‘spaces’—problem space and solution space”(Dorst, 2001). 

A very interesting aspect that Dorst and Cross highlight is the idea 
of co-evolving. In this framing of problem space and solution space 
‘co-evolving’ suggest that “the problem space and the solution space 
co-evolve together, with interchange of information between the two 
spaces”(Dorst, 2001). To further the ideas from Westerlund, Dorst and 
Cross I would also like to connect the design process to John Law’s ideas 
about the multiple and the fluid object. Law’s idea about the multiple is 
based upon his idea about refusing to buy into object singularity and 
instead imagine objects and the worlds in which they subsist - to be 
fractionally coherent (Law, 2002). A fluid object on the other hand, is 
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described, by Law in two ways. The first is as an object that flows and 
gently changes shape, bit by bit. The other is how object flows across 
entities. My understanding of this is that a design process must be seen 
as an object that is simultaneously both a problem space and a solution 
space. It is not an object that can be divided into different stages 
divided by time and space. On the contrary, in needs to be understood 
as a fluid liquid that connects many different aspects such as users, 
stakeholders, problems, solutions, contexts, current situations and future 
situations and in all this the designer is using an action-based method of 
advancing knowledge.

Problem setting
Design practice is often described as a problem solving activity. 
However, in this thesis work the emphasis is more on design practice 
as a problem setting activity. If problem solving is about handling given 
problems, then problem setting is more about the process of constructing 
constraints to wicked problems with no definitive formulation and no 
criteria where to end a design process (Rittel, 1973). In this situation 
problem setting shifts the designers’ role from executing problem settings 
that are given by others to influence the process in which, interactively, 
we name the things to which we will attend and frame the context in 
which we will attend to them’ (Cross, 2004). By doing this we select 
what we will treat as the “things” of the situation, we set the boundaries 
of our attention to it, and we impose upon it a coherence which allows 
us to say what is wrong and in what directions the situation needs to be 
changed (Schön, 1983). The settings of these constraints are crucial for 
the success of the design process. “One of the most important skills a 
designer must acquire is the ability to critically evaluate their own self-
imposed constraints ...” (Lawson, 1997).

Proposition and proposal
In this thesis work I use the concept of proposition instead of the 
concept of proposal. Proposal is a concept that is well used and 
well documented in both design practice and design research. Klaus 
Krippendorff,for instance, suggests that creating proposals is what 
design practitioners do (Krippendorff, 2006). The reason behind this 
is mainly because design practitioners seldom create the products 
themselves, they most often hand over proposals to other stakeholders 
who produce the product. And the reason for working with proposition 
instead of proposal in this thesis work is mainly because proposal is 
a concept that relates to something that is thought out, like a finished 
plan or finished presentation, while proposition is more ongoing and a 
suggestion. You can’t hand over a proposition to a manufacturer and 
expect him or her to be able to produce a product from that. That’s 
why I use propositions when I talk about the outcomes from the different 
mapping sessions. They are ongoing suggestions and not finished and 
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well thought out proposals.

Relational ontology
The concept of relational ontology suggests that things are constituted 
through their relations to other things. This briefly means that things 
are not self-contained entities. On the contrary, each thing, including 
each person, is always a nexus of relations between humans and non-
humans. The consequences of understanding the world as relational 
are that agency is seen as mutually constituted between human and 
nonhuman actors (Haraway, 1994; Suchman, 2007; Barad, 2007).

SMEs
Small and medium-sized enterprises (SMEs) are defined by the European 
Commission through two main factors. The main factors determining 
whether an enterprise is an SME are: Staff headcount and either 
turnover or balance sheet total. Small-sized enterprises should have < 
50 in staff headcount and ≤ € 10 m in turnover. Micro-sized enterprises 
should have < 10 in staff headcount and ≤ € 2 m in turnover (EU 
recommendation, 2003).

Stakeholder
Stakeholder is in this thesis work seen as a political actor that claims 
their stake in projects and practices. Stakeholder is a heterogeneous 
concept that is not only referring to individuals; it is also including 
groups, institutions and communities. In every project there are many 
different stakeholders involved and each of them has different interests 
and different agendas. Stakeholders should therefore be seen as 
actors that either choose to support or oppose the project or to what is 
being proposed to them. They do this by mobilizing the resources they 
command or by influencing and aligning to other stakeholders’ stakes 
(Krippendorff, 2006).

Sustainability
Sustainability is in this thesis work a heterogeneous concept that is 
woven together by different perspectives from social, environmental 
and economic factors. This view suggests that sustainability is a very 
complex, multidimensional challenge that needs to be able to align 
many divergent interests (Birkeland, 2002). And design as a thing 
has the potentialities of being the activity that aligns all these interests. 
Design, is imagining and creating something that has never existed 
before. It’s about the coalescence of interests and ideas, not compromise 
or ‘balancing’ powerful financial interests against disparate individual 
interests. Hence, Positive Development is grounded in the establishment 
of a new, ethics based, democratically-controlled and design-led 
planning sphere (Birkeland, 2002).
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Things and products
In this thesis work I use the word thing rather than the word product. 
Mainly because I think that thing is a wider concept with more 
heterogeneous aspects than product. In its earliest use, thing referred to 
things as socio- material assemblies of both humans and non-humans. 
This aspect of a thing was especially evident in the pre-Christian Viking 
society and the Germanic society where a thing was assemblies and 
places where disputes were resolved and political decisions were made. 
So rather than focusing on the stand alone product, thing is a concept 
that brings together social aspects, material aspects, humans and 
non-humans as active participants in a design thing. This shift in focus 
moves from design things that aim at useful products and services, to 
design things that support good environments for future design things 
(Björgvinsson, Ehn and Hillgren, 2012).

Tools
In this thesis work I use the term “tool” very broadly, including: Anything 
rationally designed by man, be they artifacts such as hammers and saws 
or rules, codes, operators and institutions and systems of production 
that create intangible commodities such as education and healthcare. 
Ivan Ilich defined tools as “I use the term “tool” broadly enough to 
include not only simple hardware such as drills, pots, syringes, brooms, 
building elements, or motors, and not just large machines like cars 
or power stations; I also include among tools productive institutions 
such as factories that produce tangible commodities like corn flakes 
or electric current, and productive systems for intangible commodities 
such as those which produce “education,” “health,” “knowledge,” or 
“decisions.”(Illich, 1975).

Topology
The word topology is constructed by the two Greek words topos (place) 
and logos (discourse). In this thesis work topology is a concept that is 
concerned with articulating, presenting and thinking about relationality 
spaces, how objects change and how they relate in this process to 
other changing objects. Topology is thus not an application for doing 
mathematically inspired inquiries. Instead it provides a way of thinking 
about situations where relationships are changed, distanced, collapsed, 
distorted and beyond metrics and calculation. It is important to note that 
relations in this case do not only mean relationships between already 
existing objects but may also include relations to or with non-existent or 
possible temporal objects. 
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