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SAMMANFATTNING 

Den snabba teknikutvecklingen driver dagens företag att ständigt söka efter morgondagens 
lösningar. Som ett resultat av detta söker företag ständigt efter nästa stora möjlighet och spekulerar 
i möjliga framtider. Inom flera branscher är det lätt att hitta koncept, workshops, hackathons och 
marknadsföringskampanjer som behandlar framtidens koncept. Med teman med titeln "Framtiden 
för ..." (vare sig det är medicin, mat, tillverkning, sport etc.) eller "... av framtiden" (vare sig det 
är bilar, interiörer, hem, transport, näring osv.), försöker företag ombilda produkter och tjänster 
för en spekulativ framtid. 
Designpraktik spelar en stor roll i denna utveckling. Men ett specifikt samtidigt globalt fenomen, 
åldrande population, lyfter upp viktiga begränsningar för användarcentrerad design. Dessa 
begränsningar resulterar i ohållbar praktik och negativa konnotationer i designlösningar som i sin 
tur leder till ålderism. Dessutom står användarcentrerade designprocesser inför utmaningen att 
skapa förslag som är begränsade av vad som kan vara missuppfattningar och fördomar baserade 
på personlig kunskap. Eftersom dessa förslag är påhittade utifrån nuvarande faktorer, behov och 
användare, är designen därför kantad av en temporär positionering. Kombinationen av dessa 
faktorer kan leda till framtidsidéer som kanske inte är tillräckliga eller korrekta varken för en 
osäker framtid eller de människor som kan delta i den. 
Man kan då fråga sig, när man identifierar nya möjligheter, eller när man utformar nya produkter, 
vilka egenskaper bör beaktas i produktutvecklingsprocessen som kommer att förbli stabila och 
kontinuerliga i framtiden? 
Detta examensarbete undersöker denna utmaning. Resultatet är ett teoretiskt utvecklat ramverk 
som hjälper designutövare att förstå det sammanhang som människor kan interagera med i 
framtiden. Baserat på en praktikorienterad designmetod föreslås en Destillationsprocess för 

transgenerationspraktiker och som resulterar i en enhet av transgenerationspraktiker, som syftar 
till att förstå sammanhanget där "framtidens användare" kommer att interagera med produkter och 
tjänster. Genom att studera äldre människors (60-80 år) praktik att äta på restaurang i Tokyo, 
undersöker det föreslagna ramverket hur långvariga kontextuella element kan hittas genom 
deltagande designmetoder. Resultatet från det föreslagna ramverket består av material för att 
stimulera kreativa processer och som kan stödja utvecklare att omformulera hur restauranger kan 
utformas. 
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ABSTRACT 

A fast-moving technological landscape is driving companies of today to constantly search for the 
solutions of tomorrow. As a result, companies are constantly searching for the next big thing and 
speculating on possible futures. Across multiple industries, it is easy to find concepts, workshops, 
hackathons, and marketing campaigns that address the concept of the future. With themes titled as 
"The future of ..."(be it medicine, food, manufacturing, sports, etc.) or "... of the future" (be it cars 
interiors, homes, transportation, nutrition, etc.), companies try to reimagine products and services 
for a speculative future.  

Design practice plays a large role in this movement. However, a specific contemporary global 
phenomenon, the Aging Populations, is surfacing important limitations to user-centred design. 
These limitations are resulting in unsustainable practices and negative connotations in design 
solutions that lead to Ageism. Furthermore, user-centred design processes are faced with the 
challenge of creating proposals that are limited by what could be misconceptions and prejudices 
based on personal knowledge. Since these proposals are conceived by present factors, needs and 
users, design is hence fringed by temporal positioning. The combination of these factors can lead 
to ideas of the future that may not be adequate or accurate for both an uncertain future, and the 
people that might participate in it. 

One may ask then, when identifying new opportunities, or when designing new products, what 
characteristics should be considered in the product development process that will remain stable 
and continuous in the future?  

This thesis explores this challenge. Resulting in a theoretically developed framework that helps 
design practitioners to understand the context that people may interact with in the future. Based 
on a Practice-Oriented Design approach, this thesis proposes a Transgenerational Practice 

Distillation Process that results in a Transgenerational Practice Unit, which aims at understanding 
the context in which the “Users of the Future” will interact with products and services. Then, by 
studying the practice of eating in a Quick Service Restaurant (QSR) in Tokyo with people with 
ages 60 to 80, the proposed framework explores how long-lasting contextual elements can be 
found through participatory design techniques. The output of the proposed framework consisted 
of stimulating material for creative processes that helped product innovation professionals in 
reimagining the way restaurants can be designed. 
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NOMENCLATURE 
This section introduces relevant abbreviations that are defined in this Master thesis. 

Abbreviations 

QSR Quick Service Restaurant 
POD Practice-Oriented Design 
RtD Research through Design 
TGPU Transgenerational Practice Unit 
TGPDP Transgenerational Practice Distillation Process 
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1 INTRODUCTION 
This section introduces the thesis by first explaining the sources of inspiration for this research 

project. Afterwards, the purpose of this research project and the overarching research question 

are presented. Then theory building on the challenges of user-centred design is introduced by 

following the relationships between Silver Innovation, Ageism, participatory design, and the 

temporal limitations of use and users in design. 

1.1 Inspiration 

This research project begins with two thought experiments that sparked inspiration for the 
topics in this thesis. One involves a social demographic challenge, while the other explores a 
circular economy stand point in product design.  
The first challenge, in the social demographic spectrum, is Japan’s aging population. Having 
reached the state of a “Super-aged society” (Cabinet Office, Government of Japan, 2014) this 
phenomenon is posing challenges to governments and institutions as nearly one-third of the 
population reaches over 65 years of age. With the emergence of this new market segment, there 
will be an increase of product development for the Silver Market (Kohlbacher & Herstatt, 2011). 
This opened an initial question: “What will happen when the intended people who use these 

products or services are no longer able to use them?” This could lead to a future scenario in 
which a high volume of new products and services will be developed, manufactured, and 
introduced into the market that may end up being disposed after a certain number of years. 
Much like the challenges of today’s consumption driven society, yet if this is an emerging 
market, could this be an opportunity to change this to prevent an irresponsible use and disposal 
of resources? This thought led to the first pillar of this project. “Could it be possible to design 

products for people of high age that can then also be reused or passed on to other generations?” 
The second is a challenge that lays within the circular economy (Ellen MacArthur Foundation, 
2013) stand point for product design spectrum, exploring the meaning of a product that can be 
reused for extended periods of time. Inspiration sparked from a simple product in a second-
hand store in Stockholm. At a glance, a stainless-steel vacuum flask from the 90’s (still in its 
original package) looked, functioned, and performed as good as those from today. While long 
lasting qualities can often be attributes of a specific-phase dominant design which has created 
a stable architecture that is adopted by a majority of manufacturers (Utterback & Abernathy, 
1975; Anderson & Tushman, 1990), this situation opened a second question: “What could the 

persistence of this product mean in terms of the competition that any other product will face in 

an unknown future?” If a product is expected to be able to be reused some decades into the 
future, this object (or service) would have to be able to compete with those at least 20 years 
ahead, in a similar way as this vacuum flask from the 90’s is still used while other products 
have emerged to compete with it until now. 
These two thought experiments marked the beginning of this project and developed into an 
effort to explore how products for an emerging demographic can be developed with a circular 
economy logic. In such a way that products are designed to last over several years and that 
could be used again by other generations of people. 

1.2 Purpose of the project and Research Question 

This research project was initiated with the purpose of understanding how products can be co-
created with people in a way that the design can endure over time. Offering a sustainable 
approach that avoids the creation of products that will be disposed after a shortly defined lapse 
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of time and extending the life cycle of products and services beyond temporally positioned 
needs or trends. This is by putting emphasis on a recent social phenomenon which is the Aging 

Populations. 
With the development of this research project, the thesis research question evolves to 
incorporate the challenges and limitations that design faces when facing complex social 
phenomena. 

Research Question: 

How can product design adopt a new approach to create relevant proposals for both the users 

of today and the users of the future? 

1.3 The challenge brought by the Aging Populations 

phenomenon  

 
This thesis uses the term high-age for people over 65 years of age. Although it may seem an 
obvious explanation, the selection of use for this term is important for several reasons which 
surface throughout this section.  
This section introduces theory building on the challenges that this complex phenomenon is 
posing on traditional user-centred design. Silver Innovation is presented as a response to this 
contemporary complex global phenomenon, and literature is presented to showcase how 
Participatory Design is shedding light on the issues that branch out from traditional user-
centred design practice. 
Globally, the number of people aged over 60 is expected to triple by 2050, and specially in 
developed countries the ratio of population of age 60 or over are projected to reach 1/3 by the 
same date (Kohlbacher & Herstatt, 2011). With the emergence of this new market segment, 
there will be an increase of product development in the form of Silver Innovation (ibid.) The 
silver age was identified to start at age 55 (Wellner & Herstatt, 2014), and this growing market 
segment is often referred to the Silver Market (Kohlbacher & Herstatt, 2011). With the rise of 
this market segment, initial approaches were launched from user-centric perspectives, as stated 
early on by Kohlbacher & Herstatt  (2011): “We need to know what the needs of aging/aged 
people are compared to other age groups, and we need to look for practical solutions to their 
needs.” Since then, much focus has been placed on these needs, and as a result challenges 
related to user-centric approaches have also surfaced. 
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From an innovation lens, entrepreneurs consider opportunities more attractive if they 
complement their existing knowledge resources (Kohlbacher, et al., 2015). From a product 
development perspective, engineers that work on products that are targeted towards people of 
high-age are typically much younger than the product stakeholders and cannot necessarily 
relate to their specific needs and requirements (Wellner & Herstatt, 2014). Design practice is 
not exempt from this flaw. From a design perspective, designer’s backgrounds and professional 
identities have an effect of what things end up being (Shove, et al., 2007, p. 9; Molotch, 2003). 
Designers sometimes struggle to create appropriate technologies for the diverse population of 
people that are older than themselves, and this is reflected on the emphasis that is often placed 
on functional characteristics that “differentiate” people of high age from people of young age, 
rather than regarding them as complex individuals with their own sets of social and emotional 
needs and desires (Lindsay, et al., 2012). 
As a whole, people over the age of 65, make up a group that is considerably more diverse than 
members of the general population (Gregor & Newell, 2001). Kohlbacher et al. (2015) clarify 
that it is important to realize that the silver market is not one large, homogeneous market but 
rather as a conglomerate of many diverse [sub-] markets. Considering this market segment as 
one homogenous group would ignore the diversity of people over the age of 65 with respect to 
health, living arrangements, income, and age (Lindsay, et al., 2012). Age diversity is an 
important factor to consider since people are expected to live longer, where 100 years of age 
will become more common, there will be less physical and cognitive impairments, and there 
will be more generational diversity (Gratton & Scott, 2016). 
The term “Elderly” is a subjective concept that varies in meanings, as well as physical and 
cognitive abilities (Cozza, et al., 2016). While different ways of viewing aging exist, such as a 
transgenerational perspective acknowledges that everyone takes part of the aging process (Pirkl, 
1994; Story, 1998; Carr, et al., 2013), much design work is still focusing on needs for the 
“Elderly” that mostly begin with generalizations. This is grouping this diverse group of people 
into one large category, which can lead to flawed generalizations. In design, ageism can be 
defined as a hegemonic, designer-centred lens on people of high-age (Tonolli, et al., 2015). 
Furthermore, at a societal level, these negative stereotypes and connotations imply disability 
and inferiority build up to ageism (Nelson, 2005). Interestingly however, the actual social 
model of disability explains that a person’s impaired health or cognitive function is in fact only 
transformed into a disability through barriers that are created by the society around them 
(Lindsay, et al., 2012). It is not age that creates disability; Lindsay et al. (2012) suggest that 
under this social model, disability only exists as a consequence of failure in design.  
While some technologies will become more difficult to use with the eyesight, hearing, memory 
and physical impairments that are a natural part of the ageing process, these are not the most 
fundamental problems to solve (Lindsay, et al., 2012). Still today, products and services (for 
example in the field of Internet-of-Things) are typically framed on the ‘need’ to overcome the 
decline of physiological health, cognition and social relations (Ambe, et al., 2019). Yet, by 
focusing on notions of decline in physical and cognitive capacities, designers will tend to 
reproduce negative stereotypes on people of high-age (Cozza, et al., 2016; Tonolli, et al., 2015; 
Vines, et al., 2015). People are sensitive to social stigmatization, particularly to the stigma 
deriving from negative stereotypes, and unfortunately, social context immerses the term “elder 

status” with stereotypes and negative connotations (Cozza, et al., 2016). This has negative 
consequences for product development, for example, it is causing innovation adoption barriers 
of people of high-age (Neven, 2010). 
Participatory design cases have exposed issues that stem off from focus on stereotypical needs. 
Dankl (2016) proposes how design approaches that draw on problem solving via a new material 
culture are not enough to intervene in the ageing challenge. Participatory approaches in their 
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reflexive nature, benefit from multi-dimensional angles that could allow the ageing construct 
to be redesigned beyond the classic functional need-based approach of design (Dankl, 2016).  
Neven (2010) showed a case in which designers were working on an “elderly care robot” for 
people of high-age. The designers expected that the target segment would have certain needs, 
however the proposals were not received positively by test users. This article showed how this 
design project reproduced negative ageist stereotypes on people of high-age by focusing on the 
perceived needs related the decline in physical and cognitive capacities.  
Schmidt-Ruhland & Knigge (2011) revealed that the high-age user group does not like 
products developed “for elderly” or “for seniors”, and rather prefer “solutions for everyone”. 
These findings surfaced through participatory design techniques that considered actual wishes 
and needs of the target age group. Schmidt-Ruhland & Knigge claimed that in order to take 
advantage of the challenges posed by demographic change, participatory approaches will be 
needed in the future (2011). 
Similarly, yet some years ahead in time, and in case for wearable devices focused on welfare, 
Cozza, Tonolli, & D'Andrea (2016) found out through a participatory design approach, how 
the interaction of the participants with the prototype devices showed the importance of going 
beyond the “welfare needs” and also combining functionality, usability, and aesthetic in the 
design for people of high-age.  
Furthermore, Lindsay, Jackson, Schofield, & Olivier (2012) documented how experience 
working with people over the age of 65 presents challenges that must be addressed in unique 
ways. Participatory design session structures acknowledge that the older adults are presenting 
their own life experiences, and that lets the participants know that there is no “correct answer” 
(ibid.). Participatory design sees the possibility that all people have the capacity of being 
creative and sees them as “experts of their own experiences” (Sleeswijk Visser, et al., 2005; 
Sanders & Stappers, 2008).  
These cases can be summarized to be problematic because of the intense focus on specific 
needs. This is well in line with the hints that Redström (2006) exposed on the issues on focusing 
too much on user-need optimization. Since designer’s backgrounds and professional identities 
have an effect on the resulting designs (Shove, et al., 2007, p. 9; Molotch, 2003), distributing 
the balance of power in the design process by seeing users as co-creators opens up a window 
for exploring richer and more real contexts. Industrial design needs to evolve its 
methodological foundations in to the post-industrial challenges and conditions of today, and 
tomorrow (Lindh Karlsson & Redström, 2015). This leads to the conclusion that addressing 
the complex situation of today’s world will require frameworks that also accommodate 
complex qualitative data. As Dankl (2016) proposes, design approaches that draw on problem 
solving via a new material culture are not enough to intervene the ageing challenge. 

1.4 Limitations on “The User” 

Independent from the aging populations challenge, user-centred design faces further limitations 
regarding temporality. Conducting research efforts “with” people that are experiencing real 
problems in their everyday lives and not “for,” “about,” or “focused on” them (Hayes, 2014). 
Johan Redström (2006), claims that there is a tendency to designing the people that will use 
the products, rather than designing the products that people will use. This poses important 
implications on how the configuration of “user” participation is defined in the design process. 
Furthermore, participatory design processes still have a predominant interest in fitting people 
to solutions (Vines, et al., 2013; Redström, 2006).  
Furthermore, “use” can only be predicted, and such predictions will only be abstract notions of 
use and experience (Redström, 2006), while context will arise from actual activity (Sleeswijk 
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Visser, et al., 2005; Dourish, 2004). So, if “use” can only be predicted because actual context 
only arrives from real “use”, these implications branch out to those of temporal conflicts: 
Designing today, for people of tomorrow. This is a recurring theme throughout this research. 
The author is well aware of these implications and they serve as a springboard to explore ways 
in which “future use” can be explored via Practice-Oriented Design (Kuijer, 2014) on Section 
2.3 of this thesis. Furthermore, the adaptation of the company’s methodology in Section 3 to 
incorporate elements of experience prototyping (Buchenau & Suri, 2000), bodystorming 
(Oulasvirta, et al., 2003), and generative design tools (Sleeswijk Visser, et al., 2005), had the 
objective of visualizing both real and speculative practices in a contextually rich level. 
Finally, the title of this report Towards Understanding the “User of the Future” incorporates 
these implications by placing emphasis on understanding the context of a possible “use” in the 
future, rather than finding “those who will be using” in the future. The purpose of this project 
is not to create the image of a user that will exist in the future, but rather creating an 
understanding of the contextual elements that would be likely to persist over time in a practice 
performed by people of today. These are all elements that are further explained and discussed 
in the following section. 
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2 THEORETICAL FOUNDATIONS 

 
In the human-centred design field, there are different user-centric methodologies (Sanders & 
Stappers, 2008). These aim at understanding users and delivering specifically what users and 
consumers want (Shove, et al., 2007). However, in today’s landscape characterized by a 
different scale and complexity of challenges than those of before, design is no longer just the 
design of products for users, and rather the design of an interconnected mesh of people, 
communities, and cultures (Sanders & Stappers, 2008). An example of these complex 
challenges is the Aging Populations phenomenon at a global level (Kohlbacher & Herstatt, 
2011). These methodologies are not only facing struggles to foresee the intricate changes that 
may occur in the future, but also diversity in people at a local and global scale.  
On another spectrum of the human-centred design landscape, there is participatory design, 
which has open ended possibilities in its research objectives (Sanders & Stappers, 2008).  
Johan Redström (2006), claims that there is a tendency to designing the people that will use 
the products, rather than designing the products that people will use. However, through the use 
of special research tools, participatory design shifts the role of users from being subjects for 
creation to being partners in co-creation as “experts of their own experiences” (Sleeswijk 
Visser, et al., 2005; Sanders & Stappers, 2008). By truly acknowledging that “all people are 
creative” (Sanders & Stappers, 2008), there is a shift in the balance on the amount of control 
that designers once had (Vines, et al., 2013). As a result, from this shift in the balance of power, 
different modes of user involvement will also lead to different results in innovation processes 
(Sopjani, et al., 2019). Linking back to the challenge set forth by the Aging Populations 
phenomenon, participatory design is already surfacing different challenges of design work for 
people over 65 years of age (Lindsay, et al., 2012).  
As a whole, people over the age of 65, make up a group that is considerably more diverse than 
members of the general population (Gregor & Newell, 2001). If a sustainable future that aims 
to address people’s diversity is sought for, special methodologies that differ from those which 
user-centred design offers will be needed. Such that the focus of these methodologies diverges 
from “user needs” and converges towards more holistic perspectives for design. 
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Activity-centred design allows an activity to define the product and its structure, resulting in a 
conceptual model of a product that is built around the conceptual model of an activity in 
practice (Norman, 2013, p. 231). Moving towards the same direction, a rising field of design 
is practice-oriented design, which offers a promising approach by taking practices as the focus 
throughout the design process (Scott, et al., 2012; Shove, et al., 2007). Practice-oriented design 
builds on the concept that understanding the mechanisms of both persistence and change in 
practices can inform the development of more sustainable ways of living and consuming (Scott, 
et al., 2012, p. 283; Shove, et al., 2007). 
Using the social challenge that Aging Populations phenomenon poses on design in section 1.3, 
the limitations on Section 1.4 as a centre point for discussion, theoretical foundations are 
expanded with a sustainable design lens and the intended research through design / action 
research approach. Then, the theory behind practice-oriented design is presented as a promising 
direction for gaining insight into the uncertainties of predicted and unpredicted futures, by 
having a perspective that goes beyond the “needs” of people. Finally, the integration of these 
theoretical approaches resulted in a proposed framework that helps design practitioners to 
understand the context that people may interact with in the future. Based on a practice-oriented 
design approach, this thesis proposes a Transgenerational Practice Distillation Process that 
that results in a Transgenerational Practice Unit, which aims at understanding the context in 
which the “Users of the Future” will interact with products and services.  
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2.1 Transgenerational Design as a Sustainable Design 

Lens 

The Sustainable Development concept was officially established by the Brundtland Report 
“Our Common Future” as meeting present needs of people without compromising the future 
generations’ ability to meet their own (Brundtland, 1987). Since then, innovation has been 
confronted with ways of integrating a sustainable lens in diverse ways (Adams, et al., 2016). 
Beyond an economic and environmental angle, the direction in this research takes on a 
sustainable lens starting with a social angle.  
This angle is extended through a universal design (UD) lens which aims to design products and 
environments to be usable by all people to the greatest extent possible (Mace, et al., 1996). UD 
addresses the needs of people regardless of their age, ability or status in life (Persson, et al., 
2015; Connel, et al., 1997). This view on equal opportunity for all people is present throughout 
this research. This goes in line with viewing age as a dynamic state that every person goes 
through and that is diverse in nature, and as a result, a transgenerational design lens is also 
incorporated into this research.  
Transgenerational design considers and acknowledges the aging process and the changes that 
people go through as they go through it (Pirkl, 1994; Story, 1998; Carr, et al., 2013). Both UD 
and transgenerational design share several principles (Story, 1998) by taking needs of a broad 
spectrum of people into the design process so that “mainstream equipment and services can be 
used by a wide range of users” (Persson, et al., 2015). A transgenerational design lens will be 
adopted throughout the development of this thesis. For enhancing clarity, short summary of 
this section 2.1 is shown in Figure 1. 

 

Figure 1. Summary of section 2.1. 

2.2 Research Through Design and Action Research 

The research in this project further incorporates a Research though Design (RtD) approach to 
make use of its concepts. RtD asks researchers to investigate the speculative future, probing on 
what the world could and should be by employing the methods, practices, and processes of 
design practice with the intention of generating new knowledge (Zimmerman & Forlizzi, 2014). 
In RtD, the process is framed and documented from beginning to end, capturing the steps in 
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the design process, the evolution in the methods used, and the artefacts that are created in order 
to give the possibility for peer critique, as recommended by Zimmerman et al. (2010). 
A closely related approach to RtD is Action Research (Koskinen, et al., 2008), which is well 
suited for areas involving societal change (Zimmerman, et al., 2010; Swann, 2002). Action 
Research is an approach which implies the development of scholarly knowledge by engaging 
with a community in order to address a problem or challenge (Hayes, 2014). In Action Research, 
researchers probe for new possibilities by engaging in an interventionist action with 
participants in the topic area (Binder & Redström, 2006). Action research has previously been 
applied in organizational research, where researchers take on consultancy role in parallel with 
monitoring and evaluating effects of intervention (ibid.).  Action Research is method agnostic, 
allowing the researchers to make use of different qualitative and quantitative methods in a case 
by case basis (Hayes, 2014). Also, Hayes (2014) explains how Action Research focuses on 
highly contextualized and localized solutions that have higher emphasis on transferability 
rather than generalizability. The Action Research and RtD approaches are of a collaborative 
nature, involving participatory design techniques and “involving users”, and in addition to this, 
the documentation heavy process also tends to produce sustainable changes in reliable ways 
(Hayes, 2014). A limitation of Action Research which extends to RtD is that if the researcher 
is not able to propose and engage with modes of change that appear relevant and promising 
during the intervention, the research also becomes severely limited, and as a result the 
researcher becomes dependent on the success of the intervention itself and in this way loses 
the ability to challenge assumptions and question results (Binder & Redström, 2006). 
Linking this approach back to RtD, and in line with the purpose of this project, RtD tries to 
advance the practice of design by being speculative in the process, and shifting perceptions of 
technology functionally, aesthetically, culturally, and politically (Gaver, et al., 1999), where 
the goal is not only to creating societal change but improving society at large (Zimmerman, et 
al., 2010). Zimmerman et al. (2010) among other design research practitioners agree that RtD 
is about researching on the future, in other words future-oriented. This makes RtD an ideal 
approach for this research project on design for future scenarios. A summary is presented in 
Figure 2 

 

Figure 2. Summary of Section 2.2.  
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2.3 Practice-Oriented Design 

The challenge in following a strategy that is based in knowing and meeting the needs of people 
is that people inhabit in a constantly changing world of consumer goods (Shove, et al., 2007, 
p. 131). Consumption can be seen as something that occurs as part of an effective 
accomplishment of practice through emerging and disappearing “needs” (Warde, 2005; Shove, 
et al., 2007). Needs can emerge and effectively disappear as a result of the ongoing 
reproduction and transformation of practice and simply fulfilling this need (Shove, et al., 2007, 
p. 135). If this view is accepted, then design should be looking more towards understanding 
and influencing the evolution of practices over space and time, rather than the needs from user 
studies and market research (Shove, et al., 2007, p. 135). Redström (2006) also makes a point 
in that optimizing a fit between products and users, is denying users’ creativity in a routine and 
therefore impedes the interpretations of ‘use’ as a dynamic, on-going achievement (Shove, et 
al., 2007). In other words, this is inhibiting design professionals from obtaining an appropriate 
view of what real use could be. 
As Buchenau & Fulton Suri (2000) put forward:  

The experience of even simple [artifacts] does not exist in a vacuum but, rather, 

in dynamic relationship with other people, places and objects…the quality of 

people’s experience changes over time as it is influenced by variations in these 

multiple contextual factors (p.242). 

Practice-oriented design goes beyond needs and explores the dynamic relationships between 
materials and practices as people live their lives (Shove, et al., 2007, p. 135). To the same 
extent in which actions and objects are tightly locked (Schatzki, 2002) practices and objects 
influence each other because designers and designed artefacts contribute to the emergence of 
collective conventions and shared practices (Shove, et al., 2007, p. 134). Before continuing 
forward in the theory behind this approach, Figure 3 shows visually explains and introduces 
foundations behind practices. 

 

Figure 3. Practice-oriented design. 
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Practice Theory in Design 
A practice is defined as a routinized type of behaviour that consists of interconnected elements 
such as the ways in which bodies move, things are used, the world is understood with 
background knowledge, emotions and know-how (Reckwitz, 2002). Practices are performed 
by people (ibid.) and some examples of these can be such as eating, cooking, walking, or 
writing.  
The conceptual model of a practice was taken to the design field and simplified into three 
specific elements by Shove & Pantzar (2005) as “image, stuff, and skill”. It can be seen as a 
dynamic relationship between conventions, material artefacts, and competences (Shove, et al., 
2007). Since then, the incorporation of “material artefacts” showed clear relevance for the field 
of design (Kuijer, 2014). The visualized form of these interconnected elements (Scott, et al., 
2012) is shown in Figure 4.  
Image relates to the expectations and ideas associated with the practice (Kuijer & De Jong, 
2012). Images can be socially shared concepts such as norms, values, and ideologies (Kuijer, 
2014; Shove & Pantzar, 2005). Skill relates to learned routines, both bodily and mental (Kuijer, 
et al., 2013). Skills also include know-how and level of competence (Kuijer, 2014). Stuff refers 
to the material world deployed in the practice, and such Stuff can be socially shared through 
the availability of similar mass-produced products (ibid.) 

 

Figure 4. Stuff-Image-Skill diagram, adapted from Scott, et al. (2012). 

These three elements overlap with each other, for example Skill and Stuff are tightly 
interconnected.  Skill makes no distinction between humans and “non-humans” since skills are 
distributed between people and objects through “delegation” (Latour, 1992). Furthermore, 
Stuff too makes no distinction between humans and “non-humans” through “human-non-
human hybrids” (Latour, 1993). Similar to McLuhan’s medium (1964/2001) which is 
represented a tool or extension of people that assists and amplifies a human skill. Another 
example of an overlap is that of Skill and Image, as Skill can also be knowledge, and knowledge 
can include learned images of what is normal, acceptable or appropriate (Kuijer, 2014). 

Practice-Oriented Design and “Time” 
It is important to make a differentiation between two different forms of practices, the 
terminology for these two are practice-as-entity and practice-as-performance (Kuijer, 2014; 
Shove, et al., 2007).  
Practice-as-entity refers to a practice as “a structured organization that captures its elements 
and the links between them” (Kuijer, 2014). Taking a step back from the complex 
interconnected practice-as-entity, a practice-as-performance on the other hand, makes a 
practice bound to temporal limitations (Kuijer, 2014). This is because a performance in itself 
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is people-specific and situation-specific, making not uniform or constant each time it is done 
(ibid.).  
However, these two forms of practice are closely related and are in fact made up of each other 
(Kuijer, 2014). Furthermore, some practices cannot exist without people performing them 
(Shove, et al., 2007, p. 145). Like performances, objects too, are inherent of temporal structures 
which are imposed on people during the completion of an action (Preda, 1999, p. 353). As these 
material “things” allow for common practices to develop, stabilize and structure time, causing 
people to participate in specific forms of social order (Preda, 1999; Shove, et al., 2007). 
Furthermore, by enabling interaction beyond a single face-to-face encounter, “things” can 
endure as they are handled again and again in different situations (Kuijer, 2014, p. 32). Finally, 
the introduction of a new object (or product) will not immediately change or alter a practice, 
unless there is an interaction between the people and the objects, and this interaction is 
integrated into a performance (ibid.). Under this view, a practice-as-entity can endure over 
space and time ensuring some level of uniformity and continuity of performances (ibid.). 

Practice-as-entity as a unit of analysis 
Kuijer (2014) builds upon Practice-Oriented Design by taking a practice-as-entity as a unit of 
analysis in design. Kuijer (2014) redefines a practice-as-entity by adding new adjustments in 
the conceptual model of a practice. The first adjustment by Kuijer (2014) includes a view on 
practices that further enriches the way elements and groupings of elements can be linked to 
each other: 

Practices as groupings of elements and multitudes of links…Zooming in on 

the practice as a constellation of elements: images, skills and stuff that are 

linked together, this thesis introduces an adjustment of the model used by 

Shove and Pantzar (2005) by visualising the elements as groupings of 

elements and the links as a multitude of links… (p.52) 

The second adjustment by Kuijer (2014) sets individual performances as partial manifestations 
of whole entities: 

…the important distinction between practice-as-entity and practice-as-

performance. When analysing practices, it is possible to study one particular 

performance and describe it in terms of the images-skills-stuff model. 

However, a single performance is only one manifestation of a practice-as-

entity. The entity contains many other varieties of performances…However, 

although they are manifestations of the same practice, each performance 

integrates a different set of elements. All these elements and their links 

together form the practice-as-entity (p.52-53) 

The third adjustment of the model made by Kuijer (2014) is acknowledging that the elements 
and their links can either more essential or less essential for a practice: 

…what this form of visualisation also highlights is that some elements and 

links can be viewed as more core or essential to the practice than others, 

namely, when they occur in many or all performances… Links that are made 

in a similar way by all practitioners may be more difficult to break than links 

that are more ambiguous (p.53) 

A visualization of Kuijer’s (2014) adaptations to the conceptual model for performances, 
elements and links in a practice-as-entity can be seen in Figure 5. The conceptual model shows 
elements as the bundled circles, and links as straight lines with different weights to represent 
the variety in relationships. 
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Figure 5. Practice as a network of different performances, and elements with stronger and weaker links; Adapted 
from Kuijer (2014, p.53). 

Kuijer (2014) acknowledges that a single location, instance, person or object cannot represent 
the practice-as-entity as a whole. This practice-as-entity is made up of a variety of 
performances with links between elements that vary in strength, and this link strength can 
determine how essential elements can be to a practice (ibid). Furthermore, links between 
elements that are made in a similar way by all practitioners may be more difficult to break than 
links that are more ambiguous (Kuijer, 2014, p. 53). This can be attributed to an incumbent 
practice-as-entity (Shove, et al., 2007, p. 92), or as in Wiebe Bijker’s concept of ‘obduracy’ (or 
functional fixedness) as a path dependency where a technology exercises a form of power to 
maintain patterns of behaviour in society (Scott, et al., 2012). These adjustments to the 
conceptual model are important because it offers a tool for viewing different performance 
components across time (or their “career”), allowing to trace different practices back in time 
(Kuijer, 2014).  
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2.4 Proposed Framework 

 
Within these theoretical foundations and a Research through Design approach there is space 
for a new theoretical approach for practice analysis. This builds on a practice-oriented design 
approach and on Kuijer’s (2014) approach of practice as units of analysis in design that says 
that individual performances of practices are unique and situation specific, while a practice-as-
entity that is built from individual performances can last over time (Kuijer, 2014). Using 
practice-oriented design and Kuijer’s development of analysing practices as units of design, 
this thesis incorporates a transgenerational design lens to explore the element of endurance 
over time through the concepts of Image, Skill and Stuff as constituting elements of practice. 
This is with the objective of understanding what context of use and practice beyond today’s 
users and toward what could be the “Users of the Future”. 

Towards understanding the “Users of the Future” 
If “use” can only be predicted (Redström, 2006) because actual context only arrives from real 
“use” (Sleeswijk Visser, et al., 2005; Dourish, 2004) the implications branch out to those of 
temporal conflicts: Designing today, for people of tomorrow. 
This approach was formulated to help design practitioners to understand the context in which 
a practice and people could interact with in the future. The people who will interact with the 
context and practice would be the “Users of the Future”. These users are fictitious because they 
do not exist yet, so it’s important to precise that the Users of the Future do not exist in real life.  
By following a transgenerational design lens and analysing the users of today by 
acknowledging that everyone takes part of the aging process (Pirkl, 1994; Story, 1998; Carr, et 
al., 2013), one could expect that the users of today too will live to become their own version 
of Users of the Future. 
In order to get closer towards understanding the “Users of the Future”, this thesis proposes a 
“Transgenerational Practice Unit” that is obtained via “Transgenerational Practice 

Distillation Process”. These are presented in the following sub-sections. 
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The Transgenerational Practice Unit as a tool for understanding the 
“Users of the Future” 
This framework consists of an approach that samples an age-diverse sample pool of people 
within a target segment, and then extracting each of the participants’ practice Image, Skill and 

Stuff. This builds on Kuijer’s previous “Practices as groupings of elements and multitudes of 

links” (Kuijer, 2014, p. 52) which was presented on Section 2.3. Then, these individual practice 
units are incorporated into a practice-as-entity called a Transgenerational Practice Unit. A 
Transgenerational Practice Unit is also represented by Image, Skill and Stuff. However, this 
new practice-as-entity includes only those elements that endure across the age range of the pool 
of people. This builds on Kuijer’s previous “performances as partial manifestations of entities” 
(Kuijer, 2014, p. 52), presented on section 2.3, and integrates the transgenerational design lens 
by assuming that the group of people will naturally age over time. Figure 6 presents a 
conceptual model for this process, the steps are explained in further detail throughout this 
section. 

 

Figure 6. Conceptual model for the Transgenerational Practice Distillation Process. 

This framework also consists of what the author names a Transgenerational Practice 

Distillation Process, that is used to obtain the previously introduced Transgenerational 

Practice Unit. This distillation process consists of combining and reducing practice elements 
based on the elements that endure across the age range of the sample. Also building on Kuijer’s 
previous “More or less essential elements and links” (Kuijer, 2014, p. 53) which was also 
presented on section 2.3, a visual analysis tool is adapted from Kuijer’s method on mapping 
the historical shifts in constellations of elements of practice (2014, p. 147), yet rather than 
analysing the links on a historical sequence practices, this approach analyses the links between 
and within an age-diverse sample of people, and projecting towards future conceptions of the 
practices. 
However, as presented earlier in section 1.3, working with the concept of aging has several 
challenges. So, in order to obtain the data that will be analysed through the proposed approach, 
the participatory design technique that is recommended in this thesis is, generative design 
techniques, such as contextmapping. Generative design techniques help reveal tacit knowledge 
and latent needs, which are those that people are not consciously aware of and that are likely 
to become realized in the future (Sleeswijk Visser, et al., 2005). Generative techniques allow 
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participants to tell stories by reflecting, re-living, and re-feeling their experiences (ibid.). These 
techniques can vary, yet their objectives are in exploring real experiences by real people rather 
than relying on what the designers think an experience will be like based on their own previous 
knowledge. This is also to avoid misconceptions and generalizations that are tied to negative 
perceptions of aging and lead to ageism as explored earlier in section 1.3 of this thesis. 

Creating a Transgenerational Practice Unit 
These are the theorised steps into creating a Transgenerational Practice Unit as a framework. 
This is by first uncovering data insights and insights, and then proceeding to the 
Transgenerational Practice Distillation Process. 

 Adopt a Transgenerational Design lens 
Embrace that aging is a natural and universal process with every person will go 
through. This mindset is key to this process, and it helps to visualize time and people 
as dynamic and ever changing, rather as fixed entities operating in vacuum. 

 Select the target practice and target demographic 
 Recruitment 

“The people who use a product now will not necessarily be the ones who will use 
the new product in the future” (Sleeswijk Visser, et al., 2005). Within a target age 
demographic, expand the age range both on the lower and upper range to allow for 
dynamic diversity. For example, if the target segment is 65-75, then expanding to 
60 on the lower range, and expanding to 80 on the upper range makes sense. This 
is by acknowledging that those who are 60 will be 65, and that those who are 75 
will be 80. 

 Exploratory phase 
Gain initial knowledge of the context of what the base of socially shared elements 
in terms of Image, Skills, Things is for the selected practice and demographic. 
Ethnography, interviews, customer journey mapping, desk-research. 

 Projective phase 

Employ Generative Design Techniques to explore both the explicit and latent 
context of participants’ experiences. 

 Gathering and analysing data 

Transcribing dialogues ensures that information loss is minimal. 
Use Grounded Theory (Corbin & Strauss, 1990) to gather data into themes and 
clusters. 
Elaborate on co-created ideas and concepts that may result from the sessions to 
extract projective elements from participants. 
Create separate summaries of each the participant’s session analysis. 

 Transgenerational Practice Distillation Process 
Code the summaries based on Image, Skill and Stuff. 
Transpose the Image, Skill and Stuff into individual practice units. 
Identify the enduring elements and distil them into a Transgenerational Practice 

Unit. 
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As laid out by the limitation by this thesis on section 1.3, and specially on section 1.4, this 
proposed approach is not meant to be a tool to designing a final product by creating a 
generalized view of people, but rather a tool for designers to understand the context in which 
products and services could interact with other objects, spaces, and people, which may enable 
questioning and interrogating further the design process of products and services. 

2.5 Why this Proposed Framework? 

We live in a world that is constantly changing. Even when technologies and designs may 
appear to be stable and fixed, their social significance and relational roles in practices are 
always on the move (Shove & Southerton, 2000; Shove, et al., 2007). What if we managed to 
create a new product that is able to withstand these changes? This could mean long term 
economic, environmental and societal benefits too. 
Based on the theoretical development, it can be inferred that the enduring elements gathered 
during the Transgenerational Practice Distillation Process could give insight on the contextual 
factors that are more likely to remain for some years into the future.  
This means that, if action is taken for designing a product (or service) that will interact with 
the resulting context, then this product (or service) could also have something to anchor to in 
an uncertain future. 
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3 APPLIED METHODS 

 
To test the implementation of this proposed framework, the practice of eating in a Quick 
Service Restaurant by Japanese people aged over 60 is used throughout the study. The 
following section, then demonstrates this approach in practice during a research residency at a 
company in Tokyo, Japan. The target practice to analyse was Eating in a Quick Service 
Restaurant (QSR), and the target age demographic was from ages 65 and over. With the 
purpose of analysing the impact that the different research approaches have on the richness of 
practice units, a practice unit was generated after each research phase by extracting Image, Skill 

and Stuff based on the available knowledge at that time. 
The author took part a research residency in Tokyo from February 13th, 2019 to August 13th, 
2019. The research residency was part of a company’s internal initiative to expand its 
knowledge in the Quick Service Restaurant category of the restaurants industry with a focus 
on the demographic of people over 65 years of age in Tokyo, Japan. There was no specific 
client involved in throughout the project, and the research was done internally and 
independently of any other QSR company. 
The company is a mid-size company based in Tokyo, Japan and with offices in Shanghai, China, 
and Berlin, Germany that specializes in brand strategy and product innovation. The company’s 
key analytical approach is Cultural Semiotics, which is reflected on their methodology through 
a heavy desk-research phase that is coupled with cultural analysis to understand consumers’ 
cultural frame of reference across different industries and most notably, the food industry. 
The internal methodology was followed and adapted in function to the scope of this project. 
As described previously, the research methodology at the company is based on both a cultural 
semiotics and market research approach. Beginning with a Desk-Research phase, followed by 
ethnographic research phase, and finally a phase involving speaking to customers which is 
done either via in-depth interviews or focus groups. After each of these phases there were 
check-in meetings with the purpose of sharing insights, thoughts and progress with the teams 
at Tokyo office. The third phase, involving speaking to customers, was specially adapted based 
on participatory design methods as discussed in previous sections. The methodology visualized 
in Figure 7 was adopted, and it is further described in the following sub-sections. 
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Figure 7. Research phases leading to a Transgenerational Practice Distillation Process. 

3.1 Desk-Research phase 

Desk research incorporated two parallel processes. One that involved the socio-cultural context 
of the target demographic, practice, and industry in Japan, and a second one involved a 
literature review on innovation and design processes. 
For the socio-cultural context of the target demographic, practice, and industry in Japan, media-
scraping was performed as part of the original approach by the company. This was by studying 
media formats such as online articles, books, magazines, documentaries, digital and printed 
advertisements, as well as official government reports. 
For the innovation and design processes context, both the online KTH Library and Google 

Scholar were used to obtain reliable scientific literature. In addition to this, as the project 
progressed, new literature was added with the introduction of surfacing challenges such as 
ageism in both Japan and design practice. The results from this process of desk-research were 
incorporated into the theoretical foundations of this report. 
The Desk-Research phase lasted from April 8th – April 17th, 2019. This was performed in the 
company’s Tokyo office on a personal laptop computer. This was done through online search 
engines, the majority of all media studied were digital, while a couple of other sources were 
physical (two magazines). This part of the desk-research was gathered and shared internally to 
present contextual insights of the cultural and social aspects of the emerging demographic in 
Japan and the target industry, along with the adjacent context that shares a place in the target 
cultural landscape. After internal sharing, a practice unit was mapped based on the findings of 
this phase. 

3.2 Ethnographic Research phase 

The objective behind the Ethnographic Research phase was: Understanding behavioural and 
use patterns for Quick Service Restaurant (QSR) consumers over 65 years old in both urban 
and sub-urban Tokyo. 
Ethnographic research was performed in the form of field studies at relevant contexts to the 
target demographic and target industry. Following recommendations on RtD by Zimmerman 
et al. (2010), strong emphasis was put on thorough documentation. The quality of design ideals 
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depends on the quality of the documents from observation of user activities (Oulasvirta, et al., 
2003). Each ethnographic field study followed Grounded Theory principles (Corbin & Strauss, 
1990) for the gathering, documentation and analysis of qualitative data. So, this documentation 
was reflected in field notebooks, field voice recordings, digital photography and videos. The 
gathered data was systematically transcribed and classified by daily field study reports. 
Afterwards, the field study reports were separated into several individual case studies, and then 
analysed all together to extract recurring themes (Corbin & Strauss, 1990), insights, and new 
hypothesis. These were separated by themes and considering the outlier themes. Then checking 
on the relationships between certain outlier themes and the core themes. 
Ethnographic Research phase lasted from April 18th – May 11th, 2019 for the field studies, and 
from May 13th – June 5th, 2019 for the data analysis. 
The selection of locations was based on three factors: Informal eating-out establishments, 
public spaces, technological innovation manufacturers. For the eating-out establishments there 
were Western Style QSRs that serve mostly burgers as the main menu; Japanese Style 
Restaurants included those such as family restaurants, conveyor belt sushi and traditional cafés 
“Kissaten”; and unconventional eating-out places such as convenience stores, prepared foods 
stores, and super markets. Public spaces focused on previous leads from the desk-research 
related to healthy living, early day schedule activities, and shopping streets popular among 
high-age customers. Finally, technological innovation manufacturers involved show rooms of 
robotic companies, electro domestic goods, and department stores. A detailed list of the 
locations can be found on APPENDIX B. 

3.3 In-depth Interviews phase 

The purpose of the In-depth Interviews phase was to understand the demographic, the practice 
and the industry in contextually rich modes through the written objective of “Understanding 

your feelings and attitudes towards a fast-food restaurant. What is it like to be you while using 

this place?”. The company’s approach for performing interviews was adapted to hold 
interview sessions in-situ at relevant locations and to incorporate participatory design elements. 
Since the experience of [artifacts] exists in a dynamic relationship with other people, places 
and objects (Buchenau & Suri, 2000), the interviews were performed in actual QSR 
establishments. This relevant context was chosen to allow for the immediate feedback of 
generated design ideas, and to provide for a more accurate understanding of contextual factors 
around them (Oulasvirta, et al., 2003). 
As a result from this adaptation, the interviews consisted of two sections: 1) an exploratory 
Usage & Attitude session based on the customary approach by the company, and 2) a projective 
session using generative design tools techniques (Sleeswijk Visser, et al., 2005). 
The analysis was then performed based on adapted Grounded Theory (Corbin & Strauss, 1990) 
that the proposed research approach includes. 
The main objective behind the In-depth Interviews phase was to explore from real practitioners 
the context in and around eating in a QSR. This main objective was composed of several more 
detailed objectives that were based on the insights that resulted from the previous on the two 
previous sections: 

• Understanding the feelings and attitudes of a person of X age towards a fast-food 
restaurant. What is it like to be them while using this place? 

• Uncovering their customer journey in a QSR. 
• Understanding how strain relief could be universal. 
• Understanding the role of the food tray in their customer journey. 
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• Understanding what are the different types of limitations that they might experience in a 
QSR establishment. 

• Understanding the accepted trade-offs by each participant. 
• Understanding their habits, routines, and how they might be prone to change. 
• Understanding the participants’ concept of time, and how they make use of it. 
• Understanding how they take part of a healthy lifestyle. 
• Understanding the level of knowledge of QSR menu and its usage by the participants. 
Recruitment, sessions and analysis activities were adapted from Sleeswijk Visser et al. (2005), 
recommendations on the Contextmapping, Cultural Probes, User Observation and Interviews 
chapters of the Delft Design Guide (Van Boeijen, et al., 2013, pp. 41-47), experiences from 
Cozza, Tonolli, & D'Andrea (2016); Experience Prototyping (Buchenau & Suri, 2000), and 
bodystorming (Oulasvirta, et al., 2003). 
This entire phase ran from June 7th - July 9th, 2019 

• Recruitment took about 2 weeks from June 7th – June 20th, 2019 
• Interviews took over a span of 1.5 weeks from June 21st – June 28th, 2019 
• Transcribing and summarising took 1.5 weeks from June 28th – July 9th, 2019 

The recruitment and set-up process for the interviews. 
In general, recruitment of participants takes one or two weeks (Sleeswijk Visser, et al., 2005, 
p. 124). This amount of time was integrated into the project management timelines. Also, the 
recruitment message would try to present a set of dates that were two weeks further in time. 
The target ages were between 60 and 80 years of age, ensuring that there was enough age 
diversity to perform a Transgenerational Practice Distillation Process further down this 
research phase. Lindsay et al. (2012) suggest that recruitment for people high age can be done 
through charity or advocacy groups for the demographic. In this study, the recruitment of 
participants was done independently by the author and via digital platforms such as 
Couchsurfing®, Craigslist, as well as Non-Profit Organizations like International Good-will 
Guide Clubs in Tokyo with the purpose of finding participants that could master the English 
Language at a high proficiency level. This was done with the purpose of finding participants 
that frequent contact with English speakers, so that the information transfer through spoken 
language was reliable. 
The living arrangements of the individuals can vary, so it is important to consider these 
circumstances when recruiting in this diverse demographic (Lindsay, et al., 2012, p. 1202). 
This was reflected on the way that participants were approached. For example, the recruitment 
message mentioned for the participants to bring anyone that they would feel comfortable with 
and that the session would also cover this extra person’s lunch. Furthermore, the sessions were 
designed to be held as individual session with participants. This was to be able to accommodate 
each of the participants personal circumstances. Some other benefits of individual generative 
sessions is that the full attention on a participant and topic and expose detailed information, 
and that it can take place at a place where the participants feel more comfortable (Sleeswijk 
Visser, et al., 2005, p. 128). 
In the recruitment message, participants were also encouraged to choose the QSR location of 
their preference. Being in the actual context, instead of an office or market research facilities 
was done with several advantages on mind. These advantages are based on Experience 

Prototyping (Buchenau & Suri, 2000), and bodystorming (Oulasvirta, et al., 2003). 
Bodystorming means carrying out design sessions ‘in the wild’, instead of an office (Oulasvirta, 
et al., 2003). Even though it was originally thought for use by the designers, this thesis adapts 
the approach for using it with the actual users, with the same spirit of Buchenau & Suri (2000) 
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Experience Prototyping. This decision was natural based on the reconfiguration of design 
power between designers and users that participatory design builds upon. For example, 
participatory design calls for viewing users are also ‘partners in co-creation’ (Sanders & 
Stappers, 2008). If this is true, then the participants in participatory design session should also 
be given access to design tools. Taking design to its real-life context allows to obtain immediate 
feedback for generated ideas and an accurate understanding of contextual factors (Oulasvirta, 
et al., 2003). This is important because an experience does not exist in a vacuum and rather in 
a dynamic relationship with people places and objects, contextual factors are important to be 
aware of (Buchenau & Suri, 2000). Lindsay, et al. (2012) explain that having a common frame 
of reference between high-age participants and designers is very important for setting the right 
atmosphere in the sessions. Experience prototyping as a tool that creates a shared experience 
within a work group provides a foundation for a common point of view (Buchenau & Suri, 
2000). Adapted to the context of this study, the sessions are held in real life context where the 
designer/researcher and the participant both share and explore experiences in an actual QSR. 
Being at an actual QSR establishment however has some limitations and challenges. Highly 
interactive generative techniques such as lo-fi prototyping via modelling materials are not 
something can make many people at ease. So, a collage technique was selected (Sleeswijk 
Visser, et al., 2005, p. 130). However, cutting and pasting could cause uncomfortable 
experiences because of dexterity limitations, therefore this method had to be adapted to ensure 
that it is usable by a diverse target segment. This led to using a set of images that was provided 
by the company, and they were reviewed under the recommended guidelines given by 
Sleeswijk Visser, et al. (2005, p. 130).  
Initially, the visual format of these images was provided in a very small size, so they were also 
adapted, resized and rearranged to ensure that they were visible and accommodated a skill-
diverse target segment. Figure 8 shows the compiled images the material used for the interview 
sessions, which is called from this point on as the Idea Card Exercise. These images were 
meant to be used as discussion platforms after using them to answer questions about the 
participants’ current perception of a QSR, their favourite aspect of a QSR, and what they would 
like to see changed in a QSR. 

The interview sessions 
Seven participants were recruited within an age range 60-80. 5 sessions were performed in 
QSRs, 1 session was performed in a café, and 1 session was performed in the participant’s 
home. This provided an ample range for analysing the practice of eating in a QSR through the 
proposed Transgenerational Practice Distillation Process. 
The interview material included a voice recorder, a printed semi-structured interview guide, a 
notebook for notes on customer journeys, and the printed Idea Card Exercise (Figure 8). 
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Figure 8. Interview materials. 

From the beginning of the sessions the author, who also played role as the facilitator, 
communicated to the participants there is no “correct” answer and that all opinions are valid 
for exploring, as recommended by Lindsay, et al. (2012). 
The first half of the session explored the participants’ past and present context of eating in a 
QSR. The second half of the session explored the participants’ projected future of the context 
of eating in a QSR.  
The second half had the purpose of uncovering tacit and latent needs. This was important 
because it could give more insight of what the future brings for them, as Sleeswijk Visser et al. 
(2005) explain on the benefits of using generative techniques. For these projective activities, 
there are possibilities that participants of high-age will struggle to envision futuristic and 
intangible concepts, so this requires supporting the participants in the creative thinking 
processes (Lindsay, et al., 2012). Since generative techniques can be abstract to some people, 
facilitators should also guide the participants in a step-wise process to facilitate their awareness 
about their own experiences (Sleeswijk Visser, et al., 2005). In the APPENDIX C, a sample of 
the used Semi-structured interview guide shows how these recommendations were followed. 
The interviews were first individually transcribed, and then these transcriptions were coded 
and summarized based on the interview objectives and the hypothesis from the previous phases. 

3.4 Transgenerational Practice Distillation Process 

The Transgenerational Practice Distillation Process took 1.5 weeks from July 11th – July 22nd, 
2019. 
The sample of people within a target age range would be selected to simultaneously make use 
of the proposed approach in this thesis, the Transgenerational Practice Distillation Process in 
Section 2.4. 
A second round of coding was performed based on the Image, Skill and Stuff elements of 
practice as per the Transgenerational Practice Distillation Process. The Image, Skill and Stuff 
of each participant were extracted from the summarized interviews. Afterwards, these coded 
summaries were transposed onto a digital mind map in order to visualize each element in a way 
that is easier to digest. After all cases were put into the maps, each was then summarized and 
distilled iteratively until having a more condensed set of qualitative data.  This can be seen in 
APPENDIX E, which shows the initial “distillation” process for one individual participant. 
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Starting with a very large and set of qualitative data (practice unit on the left-hand side), and 
iteratively narrowing down to more relevant points (practice unit on the centre), and then 
arriving to a more compacted distilled version for the participant (practice unit on the right-
hand side). In total, seven distilled units were created, one per each participant. 
After each unit was successfully “distilled” all of the units were put up for comparison with 
each other. Each of their respective elements were given symbols that expressed qualities of 
direction (like, dislike, depends, would like to see) and symbols that expressed perdurance (by 
giving stars depending on how many times the element was repeated among all of the 
participants. The directional qualities were “likes” for pleasant elements, “dislikes” for 
unpleasant elements, “would like to see…” for projective elements, “depends” for situational 
and specific cases. The perdurance qualities relate to the historical mapping of practices over 
time (Kuijer, 2014), the visual analysis was adapted from Kuijer’s method on mapping the 
historical shifts in constellations of elements of practice (2014, p. 147). The difference is that 
this analysis approached the sample as holding the evolution of the practice in each case, 
compares the modification and evolutions of the practice across case subjects of different ages 
(and using the participants only). The perdurance qualities were “in” for elements that are 
introduced for the first time, “out” for elements that change and do no stay from one person to 
the next person in an age ascending order, and “stays on” for elements that endure over different 
cases. This visualization analysis tool can be seen more in detail in APPENDIX F. 
While analysing the coded interview summaries, another element was also taken into 
consideration which is referred to as “intervention” (Kuijer, 2014, p. 147) . These are elements 
that come from an exterior point of view and create an effect on the current or future elements 
of the practice, therefore modifying them. These were also recorded in the practice unit 
diagrams and were mainly categorized into “globalization” for influences external to Japan, 
“community” for community engagement and sharing, “transport” to analyse the practice 
performance from a holistic point of view, “personal image” for the people’s own perceived 
image, and “previous image” when the subjects reflected a lot on what has changed. The 
interventions of “previous image” also helped to link back and corroborate if certain traits 
would match between participants of higher age and participants of lower age). 
All of these elements would be distilled into the Transgenerational Practice Unit (TGPU). 
This TGPU would be the final result from the data gathering and analysis through-out the 
research phases. 
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4 RESULTS 
Each phase of the methods presents the analysis of the practice with version numbers starting 

at V0 before any research, V1 for the Desk-Research phase, V2 for the Ethnographic Research 

phase, V3 for the In-depth Interviews phase, and the Transgenerational Practice Unit (TGPU). 

The practice unit’s diagrams build upon the Image, Skill and Stuff conceptual model (Shove & 

Pantzar, 2005). In each of the cases, context of time and location, methodology, results and 

analysis notes are presented. Much of the specific insights are not presented in this thesis, since 

they related directly to learning goals of the company, and not to Practice-Oriented Design. 

Furthermore, and implementation case is presented that showcases a practical application of 

the results and insights extracted via the Transgenerational Practice Distillation Process. 

4.1 From the Desk-Research phase 

 
Previous to any activities of the Desk-Research phase, a first Practice Unit (V0) was mapped 
out. V0 consisted on the author’s previous knowledge, on what the Image, Skill and Stuff would 
be according to the author’s perception of Eating in Japan. This practice unit can be seen in 
Figure 9. At the centre of the diagram, the practice is declared. On the bottom right, the 
elements related to Image are grouped together. Then, on the top right, the elements related to 
Skill are placed. On the left-hand side, the material elements that relate of Stuff are also grouped 
together. All of these are interconnected while on the bottom, there is an “intervention” 
grouping of elements, that presents influencing factors for the practice that are external to its 
immediate context. 
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Figure 9. Practice Unit Version 0 (V0) before the Desk-Research Phase. 

Summary of findings 
The findings of the Desk-Research phase were compiled into insights reports for the company. 
The following are a selection of the findings for this phase, consisting of the demographic 
reality in Japan, dementia and the shift towards community-based initiatives, and both 
technological and social innovation. 
First, the demographic reality in Japan. There are misuses in the Aging Populations ratios that 
are being described across media, often trying to portray a pessimistic or attention-grabbing 
media source. Different sources often misrepresent actual ageing ratios across. Sometimes, 
these uses vary even in Official government reports across different ministerial departments. 
Some of the overall uses for ratios are: 1/3rd, 1/4th, 30%, Almost 30%, Nearly 30%. 
While some of the uses of times and dates are: … today, … in ten years, … in 2025, … in 2035. 
The selected source for aging ratios for this research project was from the Cabinet Office, Japan 
Government. This helped in giving a continuous reference point for analysing the aging 
situation in Japan. After analysing the diagrams in the official government reports, it can be 
seen that the reality is not necessarily an increase in the population over 65, and rather a shift 
in the demographic percentages of the overall demographic. The numbers and predictions for 
the population of the demographic of over 65 actually stay quite consistent, and this can be 
visualized in APPENDIX A. It is not that there is going to be that many more people over 65 
compared to before, it’s more that the population under 65 is decreasing, while the population 
over 65 stay stays about the same over time. This can be seen in (Cabinet Office, Government 
of Japan, 2012) in APPENDIX A, where the overall population is predicted to be declining, 
mostly on the demographic aged under 65. This situation can be linked to three different factors. 
First, there are gradually less and less births in Japan, and Japan has one of the lowest fertility 
rates in Asia/Pacific (OECD, 2019, p. 54). Second, Japan has the highest life expectancy in 
Asia/Pacific, and about 90% of the population reaches to be a senior citizen over 65 years old 
(OECD, 2019, p. 92). Third, life expectancy in Japan can be attributed to the Japanese diet, 
which seems to play an important part in the health rates, making major contributions in the 
low rates of coronary heart disease, breast cancer, and colon cancer (Marmot & Smith, 1989).  
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This however should not give a positivistic outlook to the future. An important challenge is 
still set forth by understanding that since socioeconomic inequality is especially great on people 
over 65 in Japan, this demographic will experience an increase in the number of people that 
are in poverty levels (Komine, 2015). Furthermore, Japan already has the lowest old-age 
support ratio in Asia/Pacific (OECD, 2019, p. 64).This can attributed to the fact that the number 
of tax payers will decrease, having effects on public health care programs and specially in 
pensions (Komine, 2015). 
Second, dementia and the shift towards community initiatives. Roughly 1 out of 4 people aged 
above 65 will be affected by the dementia in 2025 (Ministry of Health, Labor and Welfare, 
n.d.). The New Orange Plan (ibid.) aims at training "community surveillance" volunteers to 
raise awareness of people with dementia and how to identify symptoms of people on the streets. 
A handful of cities in Japan are now creating volunteer brigades that are trained to, and trains 
others, to identify and help people with dementia. Some other systems aim at removing the 
need for institutional care and monitoring by allocating high-age residents in buildings close 
to young families and couples. This is also to avoid isolation of people in communities. 
Finally, the current situation between technological innovation and social innovation. Based 
on the research findings, the focus on innovation in Japan goes on two different orientations 
where one is technology oriented, and the other is socially oriented. Technologically oriented 
innovation efforts are mostly institutionalized and focused towards care. For example, mobility 
solutions to promote independence, and healthcare solutions related to medicine administration 
and surveillance in case of accidents. While socially oriented innovation efforts, on the other 
hand, are both institutional and community based. However, these are more focused towards 
promoting active lifestyles. Aging in place (staying at home) vs. Active ageing (not just the 
ability to be physically and mental active or to participate in the labour force, but rather 
continuing participation in social, economic, cultural, spiritual, and civic affairs). Regular 
physical activity and a strong social network are therefore important for preserving the 
independence of people of high-age (65+ Alt sein im ländlichen Japan (65+ Being old in rural 
Japan), 2014). 
Furthermore, there is popularity in the rise with intergenerational programs, for example the 
Koto municipality in Tokyo has Kotoen, a nursing home. Claiming to improve mental health 
of the high-age guests, during the mornings, it also receives children and functions as a child-
care facility. This is with the intentions of promoting a healthy community lifestyle for the 
high-age residents, as they get to play, care, and spend time with all of the children, becoming 
simultaneously a nursery school and a nursing home facility. For a visual description, please 
consult the short film ����� (Friends) (2013). Another example is BABA lab which is a 
company with a workplace “that looks beyond generations” (BABA lab, n.d.) and that “allows 
people to work up to 100 years of age” (ibid.). BABA lab’s product development is also unique 
in that they incorporate ideas from the working “grandmothers” for creating new products, and 
then the work is distributed in a flexible way depending on each of the member’s both social 
and working skills. 

In a community level, there is also the rise of the Community Restaurant (���	) and the 
Community Café (���
�). These are places created by community members for people 
gather and interact while providing a safe and secure meal in the area. These spaces aim to 
solve the problem of loneliness in people of high-age. With the objective of "creating a place 
of connection between people”, people conduct various activities that contribute to the local 
community. As a result, people are repurposing spaces to provide this safe space and are taking 
the forms of: traditional cafés, small café restaurants, care facilities, and private homes. 
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Practice unit Version 1 (V1) 
After the desk research face, the gathered knowledge and previous knowledge about Japanese 
eating were analysed for creating a first Practice Unit (V1). This unit has no actual performance 
qualities since it was extracted from desk-research and not a real performance, it is based on 
the broad and general practice of Eating in Japan.  
This practice unit V1, also includes two intervention factors. These are factors that are outside 
of the target practice, and yet, that influence how it is performed and perceived at different 
degrees. Globalization refers to factors that exist outside of traditional Japanese eating. These 
are for example, global corporations, and social media that influences the way people consume 
and eat. The Community factors incorporate the findings from the desk-research. Sharing and 
Community Café refer the new wave of community-based activities that were observed to be 
on the rise through the desk-research. Extension of home related to the loneliness situation, in 
which people may become isolated in the small Tokyo apartments, and as a response, people 
make use of cafés and restaurants as extensions of home that offer some degree of human 
interaction with those that are also using the space. 

 

Figure 10. Practice Unit Version 1 (V1) after the Desk-Research Phase. 
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4.2 From the Ethnographic Research phase  

 

Summary of findings 
The hours of the day that were studied were ranged from 06:00hrs-17:30hrs, based on early 
day schedule activities findings from the previous phase. APPENDIX B shows a list of 
locations and times for ethnographic field studies, some field studies were planned to cover 
multiple cases on the same day. These ethnographic studies were performed individually with 
documentation tools such as a smartphone for digital photography and video, a pocket digital 
audio recorder, a field notebook, and when inside QSRs a personal laptop computer to quickly 
type notes. Each field study generated documentation in the form of field notebooks, digital 
field voice recordings, information pamphlets, printed maps, videos, and digital photography. 
In total, there were 1500 digital photographs, 28 HD video recordings, 15 printed pamphlets 
and maps gathered. Only some samples are presented in this thesis document, see Figure 11, 
Figure 12, Figure 13, Figure 14, and Figure 15. On most of the documentation, it was very 
important to follow design research ethical guidelines, for example most faces were avoided 
on photography to ensure people’s privacy and personal integrity (IDEO, 2015). 
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Figure 12. Cyberdyne's HAL FiT robotic suit advertised 
for physical rehabilitation clinics for people of high-age. 

Figure 13. High-age customer at a Western style 
QSR in Nakano, Tokyo. 

Figure 11. A group of people of high-age 
performing collective exercise at 06:00hrs in Sub-

urban Tokyo. 

Figure 14. Jizō-dōri shopping street in the 
neighbourhood of Sugamo, Tokyo is a popular walking 

street with high-age consumers. 

Figure 15. A couple, standing outside a Japanese 
style QSR, a conveyor belt sushi restaurant, while 

the restaurant was at full capacity and all customers 
aged over 65. 
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The analysis of the full field study reports resulted in a total of 30 case-studies. These included 
different QSR establishments (both Japanese and Western style), family-restaurants, public 
spaces (urban and sub-urban neighbourhoods), alternative eating-out locations (convenience 
stores and conveyor belt sushi restaurants), and other spontaneous moments of interaction 
between people. Through an initial clustering process, these 30 case-studies were analysed with 
the use of sticky notes (Figure 16), these case studies were also recorded digitally through mind 
mapping software. On a second clustering process, the sticky notes were re-arranged in 
function of themes and recurring patterns (Figure 17), these were also analysed with digital 
mind mapping tools that helped exploring tension points between pieces of information to 
uncover insights. Finally, the findings and hypothesis were compiled for internal 
communication with the company. 

 

Figure 16. Initial clustering process into case 
studies. 

 

Figure 17. Second clustering process into themes 
and recurring patterns.

Practice unit Version 2 (V2) 
After analysing the qualitative data from this phase, new elements for the practice unit Version 
2 (V2) were extracted. This resulted in the removal of several previous elements that were no 
longer relevant after validating them with the results from this phase. This unit V2 also offered 
a clearer view of what eating in a QSR in Tokyo means with regards to Image, Skill and Stuff. 

 

 

Figure 18. Practice Unit Version 2 (V2) from the Ethnographic Research phase. 
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4.3 From the In-depth Interviews phase and the 

Transgenerational Practice Distillation Process 

 
A total of 7 participants with ages raging from 60-80 were interviews over the span of 1.5 
weeks. The exploratory and projective parts of the interviews revealed important context of 
each of the participant’s practice context. Therefore, revealing Image, Skill and Stuff for eating 
in a Quick Service Restaurant. 
Through the use of the idea-card exercise, concepts were also co-created with the participants. 
Figure 19 shows how a participant was working with the generative tool idea-card exercise at 
the chosen QSR establishment in Tokyo. This specific participant made use of props that were 
readily available on the table such as the coffee mug, food trays, and the participant’s personal 
smartphone to convey ideas of future objects. These concepts appeared in the form of ideas, 
physical prototyping with readily available props, and lo-fi sketches. Some participants also 
made use of readily available items such as burger boxes, wrappers, cups and trays. Other 
participants used a pen and paper to express ideas. These ideas were drafted on-site as simple 
sketches. After the session, the sketches and concepts were further elaborated by the author 
only to explore tacit and latent needs and communicate findings internally at the company, not 
to represent final product design concepts. Some of these concepts can be found in APPENDIX 
D. 
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Figure 19. Participant exploring ideas during the Idea Card Exercise at a QSR. 

4.4 Transgenerational Practice Unit (TGPU) 

 
After analysing the endurance of Image, Skill and Stuff elements between the participants, a 
new practice-as-entity was created that included those elements that are more likely to stay 
than others. This practice entity is the Transgenerational Practice Unit (TGPU). Based on the 
previously developed theory, such practice-as-entity should be giving insight on contextual 
elements that are likely to remain into the future of the target segment, and that other people 
will potentially pass through as they pass through the age range. APPENDIX F shows the 
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process of finding the most enduring elements where asterisk (*) symbols count the amount of 
times the elements are being repeated. Then, Figure 20 shows the resulting TGPU based on a 
completed Transgenerational Practice Distillation Process for eating in a QSR with 
participants between ages 60 to 80. An enlarged visualization of the TGPU is also available for 
consultation on APPENDIX G. 

 

Figure 20. Resulting Transgenerational Practice Unit for eating in a QSR with participants between ages 60-80. 

4.5 Implementation Case 

This section is complimentary to the applied methods. A use case for the TGPU under the same 
target practice was studied as a form of testing the proposed framework in a practical 
application. The case incorporated the findings from all of the phases, including the TGPU, to 
re-visualise the Quick Service Restaurant space as a dynamic distribution skills, tasks and 

trade-offs. In this frame of reference, the QSR is considered as a medium (McLuhan, 
1964/2001) that assist people in providing nutrition in such way that it amplifies and assists 
people’s skills in to obtain nutrition, among other things. Tasks are viewed as often being fixed 
and defined in designed systems, while skills are viewed as being diverse in nature. Inside a 
QSR, there are tasks that both staff and customers must perform, and these tasks are distributed 
along its different elements in the QSR and are performed with a diversity of skills unique to 
each individual’s capabilities. For example, stairs may point to the task ascending and 
descending stairs, yet a person’s individual skill will have an effect on the level of strain 
resulting from performing these tasks. The Transgenerational Practice Unit (TGPU) already 
includes images, skills and stuff, showing a contextual picture of what it is like to eat in a QSR 
for the specific target segment. This contextual understanding of the target segment served as 
a foundation for mapping out the way tasks, skills and trade-offs interact with each other inside 
a QSR. 
With the knowledge obtained from the Ethnographic Research phase, a representative lay-out 
of a QSR in urban Tokyo was drawn by the author for further analysis. This type of restaurants 
in urban Tokyo typically consists of at least 2 floors. Most often with the entrance, ordering 
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counter, and kitchen on the ground floor; and most of its seats and toilet facilities on upper 
floors. In order to get to the upper floor there is no elevator and one must go through the narrow 
stairs. There are different types of seating available, and at least some windows that face the 
street. These features can be visualized in Figure 21. The floor on the left-hand side represents 
the ground level, with the kitchen and ordering counter on the top, and the entrance on the 
bottom and the floor on the right represents the upper level(s). The floor on the right-hand side 
represents the upper floor with restrooms on the top, and a variety of tables spread out though 
the floor. This is a layout that was designed by the author to be representative of a QSR, and it 
is meant to be for demonstration purposes only, so it does not reflect a specific and/or particular 
restaurant. 

 

Figure 21. A representative Quick Service Restaurant layout in Tokyo. 

Through the TGPU, the author analysed the interaction between the image – expected, 
perceived, and accepted roles, tasks and trade-offs of those interacting inside a QSR; the skill 

– the level of skills required, mostly in terms of strain and routines; and the stuff – the built 
environment, chairs, tables, stairs, doors, and including the customers and staff. A selection 
from these mapped out elements are shown in APPENDIX H. These maps resulted in various 
cases, however, only one of the resulting cases at company is presented in these thesis report 
for further discussion. Such case involves analyzing the interaction between movements inside 
the QSR space, and levels of strain. 
Through the analysis, it became clear that movement has been streamlined by design QSR’s to 
ensure constant flow of customers. However, when analyzing the movements around the space 
while holding a food tray some difficulties were also noticed. Moving in a straight line was 
simple, but not when performing movements that required turning or navigating narrow spaces. 
Turning is a complex movement that requires space and awareness, and in a narrow space, 
turning would cause strain. This movement can be visualized in Figure 22.  
This strain can be a result from encountering other people using stairs at the same time, or from 
maintaining the balance of the tray with one hand while holding something else with the other. 
These things that would be held with the other hand could easily be the different personal 
objects that were found to be carried by the target segment throughout the different research 
phases. Strain was mapped on the same QSR layout with low-strain starting as a base, then 
mid-strain for situations requiring some physical and cognitive strain, and finally high-strain 
for situations with more physical and cognitive strain such as making decisions, reading, and 
ascending stairs. These levels of strain can be visualized on Figure 23. Furthermore, the 
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intensity of strain in this map can also vary as strain is highly dependent of individual level of 
skill. 
 

 

Figure 22. Movements.

 

Figure 23. Levels of strain.
When these two maps were placed on top of each other, there were clear overlaps between the 
two. This overlay of the two maps can be visualized in Figure 24. These concerned large 
concentration of strenuous moments that could appear to be around narrow areas. These 
appeared especially around narrow spaces like the stairs, and the areas in between tables where 
turning is needed. It can be expected that these combinations of elements can result even in 
accidents inside the establishment. When revisiting some of the concepts that were co-created 
with the participants, it was clear that these could ease on the way the trade-offs are distributed 
between staff and customers. 
The results from this analysis of skills, tasks and trade-offs was presented internally at the 
company. When during the presentation meeting, a brainstorming session naturally began. 
While it was somewhat side-tracking, this resulting behaviour occurred multiple times as the 
other analysis cases were showcased (other cases are not presented in this thesis). As a result 
from that brainstorming, more concepts were generated, along with new possibilities and 
questions for exploring ways to “re-imagine” the QSR space. It is important to note that during 
these discussions, the terms “elderly”, “old”, “senior”, “high-age” were nearly not used when 
describing the context of the QSR. Instead people were referred to as “people with…”, “people 
that have…”, “people that do…”, “people that expect…”, and mostly completing the sentences 
with elements of Image, Skill and Stuff. 
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Figure 24. Overlapped “movements” and “levels of strain” elements. 
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5 ANALYSIS AND DISCUSSION FROM THE STUDY 
A three-step research study was performed to compile data for analysing the eating practice in 
QSR from the perspective of people of high age, using the Transgenerational Practice Unit 
framework that was conceptualised for this study. The study allows for the analysis of the 
impact that the different research approaches have on the richness of practice units. 

5.1 Analysis from the Desk-Research phase 

Most of these could be categorized into being a) dramatic, with the most pessimistic or attention 
catching news, b) mental health oriented, with dementia as a centre topic, and c) official 
government reports, with quantitative data. 
When building the Practice Unit V1, there was a considerable lack of contextual element in the 
use of a Quick Service Restaurant (QSR) establishment. Most of its content is based on 
assumptions, the image that was portrayed by the media, and previous knowledge about eating 
in Japan. On news and digital articles it is not quite common to find news and articles about 
how people of high-age eat in a QSR, but it is more common to find pressing stories. In this 
phase there was an instinctive approach towards finding the “pain-points” of people. Almost 
no focus was being put on the contexts around them. It led to a narrative that was based on 
opportunities to fix difficult things immediately. Positive consequences: Giving an idea about 
the next steps in the Ethnographic studies. What locations to go to, what time of the day and 
week, what aspects to look out for. Negative consequences: Performing a media scrape runs 
the risks of finding news that have the most dramatic content.  
The practice unit V1 offers a very broad perception of eating in Japan, with risks of having 
generalizations due to the lack of knowledge at this stage. This unit has no actual performance 
qualities since it was extracted from desk-research and not a real performance. 

5.2 Analysis from the Ethnographic Research phase 

The Ethnographic Research phase allowed for a more comprehensive view of the practice of 
eating in a QSR in Tokyo. The analysis performed for the company also resulted in novel 
findings that expanded the view of QSR use beyond the walls of the establishments, creating 
more holistic and systemic views. This was possible by approaching study with a holistic view, 
rather than focusing purely on eating tasks, analysing the other tasks that may contribute to 
arriving at the actual eating tasks, such as making time for going to the QSRs, getting to the 
QSRs, and even ordering and getting to a table to be able to perform the final actual eating 
tasks. 
However, since the practice unit V2 is composed of partial performances and observations, this 
approach cannot give a full spectrum of what eating is like by the target demographic group. 

5.3 Analysis from the In-depth Interviews phase and the 

Transgenerational Practice Distillation Process 

Understanding the silver consumer required a lot of conversation and interaction with older 
adults. Failure to do so would have resulted in ageism, and false misconceptions of the people 
that make up this consumer group. The observations made during ethnographic research are 
somewhat different on the insights obtained through interviews. For example, a strong topic of 
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concern in the beginning of the research was a “technological gap” in people of high-age, but 
to the author’s surprise, there was no correlation between age and “technological gaps” on 
personal electronic devices at the end of the research.  
The outlook of the interviews heavily depended on the semi-structured interview guide, clear 
objectives in mind, adapting to their schedules and comfort. A person of age over 60 will have 
more stories to tell than the younger consumer, therefore, it represents a complex persona with 
individual needs and aspirations. So, a certain degree of structure in the methodology was 
important during the interviews. 
Also, the projective activities required considerable warm-up and flexibility during the use of 
generative techniques. This required patience, creativity, and social skills from the facilitator 
(the author), otherwise it can be difficult for the participants to participate on envisioning future 
scenarios. This goes well in line with the experiences and recommendations shared in Engaging 

older people using participatory design (Lindsay, et al., 2012). 

5.4 Discussion 

Up until the practice unit V2 most of the maps were based on previous knowledge, desk 
research and ethnographic observation. After performing in-depth interviews with the 7 
participants with ages between 60-80 years, it can be seen how many of the elements on the 
older practice units V0, V1, and V2 were not relevant anymore. For example, V0 exposes a lot 
of generalizations based on culture and associated images of Japanese eating, and while these 
may be relevant to a pure practice in terms of traditional Japanese eating, it lacks considerable 
context and much of it is not transferrable to the final versions of the practice units. Another 
example, on V2, assumptions based on ethnographic observations made it difficult to expose 
deeper contextual factor that went beyond a base of socially shared elements. This is especially 
true on the Stuff category. Much of the Stuff related to what is observed as things that form part 
of every QSR establishment. While these will evidently be transferred to further version of the 
practice units, they do not offer a full picture of the actual context for the actual target segment. 
This could be attributed to the fact that the researcher cannot “eat for the observed subjects”, 
leaving out a large part of the experience intact from the gathered qualitative data. 
The fact that V0, V1, and V2 are full of generalizations, is well in line with the challenges that 
user-centred design practice faces which were presented in Sections 1.3, 1.4 and 2.3. There is 
a tendency for designers to apply previous knowledge to judge what information is relevant 
and what information is not relevant. V0 and V1 were mostly generalizations on culture of 
Japanese society as a whole. V0 was the immediate perception from the author and designing 
for this context would most likely not lead to any impact on the practice of eating. 
V1 had a mix of generalizations and ageist perceptions based on the most dramatic media cases 
found in the internet. The foundations behind the V1 had insight on the complex social issue 
in Japan, however designing for this context would have most likely resulted in proposal that 
aim to solve ageist needs that are based on mental health, which could not be the completely 
real needs of the actual high age stakeholders. While the community initiatives track of the 
found insights could have led to social innovations that result in societal impact, there is still 
the risk of not having a rich perspective of the real context of people’s eating practices. Also, 
the community initiatives track was not approved for continuing further research by the 
company early on the development process. This could be attributed to the business-driven 
environment that was instituted by the company’s need-solution fit model for profit generation, 
and so it did not allow to understand deeper context related to the social spectrum of the Aging 

Populations challenge. This severely limited the resulting analysis from this phase. 
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The Ethnographic Research phase allowed to explore further context of the practices of real-
life people. The practice unit V2, did not show much development. Most of the insights in this 
area could be even seen as Ageist perceptions from trying to push usability on stigmatized 
situations (Carr, et al., 2013). While the Ethnographic Research phase uncovered some insights 
for immediate usability improvements in QSRs, designing for the context of the practice unit 
V2, would have probably resulted in solutions that are stigmatized for the high-age population 
as solutions that are only for and because of the high-age population. On a social sustainability 
perspective, it could have led to inequalities and further development of ageism. 
The In-depth Interviews phase which included a participatory design, gave richer context than 
the earlier two research phases. However, the Desk-Research phase, and the Ethnographic 
Research phase complimented each other and contributed to the final In-depth Interviews phase. 
Without the initial findings from the Desk-Research phase, appropriate restaurants and 
locations could have been missed for the ethnographic field studies. Without the Ethnographic 
Research phase findings, discussion during interviews could have been very superficial and 
lacked enough in-depth exploration. 
Each step served as a sensitising material for the design researcher (the author) to better 
understand the present context in approximate perspectives of the target demographic. With 
the practice analysis of each of the individual participants and the TGPU, there was clearer 
insight on the target demographic context on eating at QSR. Generative techniques for 
Participatory Design coupled with the on-site locations of the sessions proved to provide richer 
contextual cues on the target practice.  
Finally, the implementation case in Section 4.5, also proved that the results from the 
Transgenerational Practice Distillation Process can be used to initiate discussion and 
brainstorming within a multidisciplinary team. Such mapping of the context surrounding a 
QSR space and the interactions between its different elements sparked ideas and heated 
discussion during its presentation. This is proof that the proposed framework can be used a as 
a generative tool to fuel creative processes. This visualization offered validation for initial co-
created concepts with the interview participants and sparked creative discussion with other new 
ideas and concepts on how to re-structure, re-think, and re-visualize the QSR space, products 
and service. Furthermore, as the use of terms such “elderly”, “old”, “senior”, “high-age” was 
diminished, the users were protected from ageist claims or generalizations describing the way 
the context of use of QSR. 
  



 46 

 



 47 

6 LIMITATIONS AND RECOMMENDATIONS FOR 
FURTHER WORK 

This section discusses the limitations that are posed on this research through the applied 

methods and the proposed approach. Then, recommendations for further work are presented 

as ways to continue exploring applications for the Transgenerational Practice Distillation 

Process to further validate this theoretically developed framework. 

6.1 Limitations of the applied methods 

Since the author’s field of specialization is in Integrated Product Design, the cultural lens 
provided by the company is complimentary to the author’s design lens. It is important to specify 
however, that formal cultural semiotics were not actually performed throughout this research 
and were rather a complimentary analytical lens via the company’s internal briefs and other 
informal discussions. In this sense, the environment and expertise of the company served as a 
medium (McLuhan, 1964/2001) to amplify the cultural analytics skills for this project from 
both a social sciences lens and a Japanese culture and Japanese language lens. 
The author’s low proficiency in Japanese language presents other limitations since RtD is 
participatory in nature and integrates speaking with real people through face to face interviews. 
During the In-depth Interviews phase, the company often recruits participants through 
professional recruitment platforms, however, for this research, participant recruitment was 
designated to be done independently by the author and via alternative means. The Japanese 
language low proficiency that the participants should to master the English Language at a high 
proficiency level. To put this into perspective, the interviewees were recruited independently 
by the author via digital platforms such as Couchsurfing®, Craigslist, and International 
Volunteer Tour Guide Clubs in Tokyo, since these communities have frequent contact with 
English speakers. Compared to a more general Japanese segment, this may have a considerable 
effect in the lifestyle of the studied participants, as well as their relationship with brands, 
gastronomy, products and services outside of Japan. So, the resulting contextual image 
provided by the TGPU should not be seen as a generalized picture of all Japanese people in 
that target age segment. 
Another limitation that originates from author is the personal level of knowledge on Japanese 
Culture. Although the author has previously lived in Tokyo for one year during earlier studies 
and performed this research while living in Tokyo for further six months, the author’s 
perspective on Japanese Culture can still be limited as a "foreigners view". This can have both 
positive and negative effects. Positive, since this will give a fresh point of view on social and 
technological situations in Tokyo and Japan. Negative, because some of the uncovered findings 
could result in being superficial observations based on a surprise factor. In order to prevent this, 
regular check-in meetings were set with industrial supervisors, and further discussions were 
regularly carried out with Japanese colleagues to ensure that the findings were relevant, and 
that they were interpreted and analysed in appropriate directions. 

6.2 Limitations of the proposed approach 

The proposed framework in Section 2.4 in this thesis is not meant to be a tool to designing a 
final product by creating a generalized view of people, but rather a tool for designers to 
understand the context in which products and services could interact with other objects, spaces, 
and people in the future. 
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Furthermore, there are also implications for design to the way in which the analysis is done. 
The In-depth Interviews phase gave a comprehensive picture of the present, yet the analysis 
was performed was very much a future-oriented and speculative. This limits the method to 
future-oriented scenarios and application, rather than those that are focused on present 
situations. This is a strong limitation presented by analysing contexts with this approach, since 
the things that need to be fixed immediately could end up not being addressed. Although this 
is presented as point of weakness for the proposed framework, it can also be a point of strength. 
This is because in a similar fashion in which “needs” can emerge, “needs” can effectively 
disappear by fulfilling them (Shove, et al., 2007). Consumption can be seen as something that 
occurs as part of an effective accomplishment of practice thorough emerging and disappearing 
“needs” (Warde, 2005; Shove, et al., 2007). Under this view, designing for immediate needs 
could be leading to unsustainable design practices that constantly create new solutions for these 
emerging and disappearing needs. Design should be looking towards understanding and 
influencing the evolution of practices over space and time, rather than the needs from user 
studies and market research (Shove, et al., 2007, p. 135). This framework could potentially 
contribute to systemic sustainable change efforts that go beyond the ephemeral nature of 
“needs”. 

6.3 Recommendations for further work 

The proposed approach in this thesis presents opportunities for exploring contexts across 
different age groups by considering a Transgenerational Practice Distillation Process that is 
based on a practice-oriented design approach. However, the validity of this approach is only 
developed theoretically and tested with one case, opening the possibility for further validation. 
The approach of integrating a Transgenerational lens into Kuijer’s (2014) practice as unit of 
analysis, could be further implemented into Kuijer’s practice as unit of design. This would 
involve prototyping and testing with a selected age range to prove the validity of the elements 
in a Transgenerational Practice Unit. After understanding the contexts via the proposed 
approach, design efforts could be put towards prototyping a physical product or service in order 
to test it with people of the selected age range. 
Another possible avenue for further development and validation of this new approach in the 
field of practice-oriented design can be through a Living Lab approach. This could be done by 
testing a theorized Transgenerational Practice Unit over the real course of time. However, this 
would be very time consuming, especially if a theorized Transgenerational Practice Unit 

covers a time span of 20 years (like the one created through this study). If a living lab approach 
is considered for further development, this could validate this theory through empirical data. 
Another avenue for possible development that would concern the field of practice-oriented 
design is to develop digital tools to facilitate the management of qualitative data under the lens 
of Image, Skill and Stuff. More specifically, for the Transgenerational Practice Distillation 

Process. In this thesis, this process was very time consuming, so the use of specialized digital 
tools could reduce the amount of time spent on this process and increase productivity. This 
digital tool could also have an effect on the reliability of the process by ensuring that less 
important information is lost throughout the analysis process. 
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7 CONCLUSION 
This Research through Design project had the purpose of understanding how products can be 
co-created with people in a way that the design is still relevant over time. This was through the 
exploratory research question of How can product design adopt a new approach to create 

relevant proposals for both the users of today and the users of the future? 
The Transgenerational Practice Unit in the proposed theoretical approach presented 
opportunities for identifying long term contextual factors in which future designs of products 
and services could interact with. By setting focus on practices rather than needs, the context in 
which products will interact when in use to fulfil a task will be better understood, this is in line 
with the benefits presented by theory in practice-oriented design. In this particular case, this 
approach allowed to create a contextual map that is not bound to ageism. By extracting the 
user-needs away from the focus, it can be concluded that the target segment, the users, and the 
participants were protected from prejudices and misconceptions that can lead to discriminatory 
practices tied to ageism. 
User-centred design is still valuable in that if people’s needs are effectively solved, this can 
lead to immediately improved user experiences. Designing for immediate needs could then be 
regarded as quick and “simple” way to continue with operations while allowing profits to 
continue flowing. However, as explored through the theoretical framework, these needs are 
constantly on the move and as much as they can appear, they can also disappear. So, if a 
systemic change to ensure prosperity further into the future is sought for, and that is also able 
to accommodate the complex qualities of people, focusing on present needs misses much 
context away about the way a person’s performance of a practice will interact with the complex 
contexts of the real world. 
The proposed approach based on a practice-oriented design approach could serve as a tool to 
find components in a product’s environment that will remain stable over time, with the 
possibility of enduring regardless of the introduction of new products or changes in people’s 
interests (or needs). The findings and insights that were obtained through this approach also 
proved to initiate creative discussion on new products and services through an implementation 
case. This implementation case on Tokyo’s Quick Service Restaurants served as a test that 
validates the Transgenerational Practice Distillation Process framework as a tool that is able 
to address challenges from complex social phenomena, and as generative tool that promotes 
creativity in early stages of product design processes. 

This approach could ensure that in the fast-paced technology-driven society of today, new 
products of the future will still have something to hold on to once they are launched into the 
market, even sometime after they were conceived by people of today –hence, surfacing possible 
uses in the future and thus taking into account the “user of the future”. In this sense, such 
products could be considered sustainable from a manufacturing and life-cycle point of view, 
with an increase in circularity in the use phase of a product’s life cycle. This could, in essence, 
contribute to a sustainable future, designing and manufacturing new products that already play 
a role in an uncertain future world. 
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APPENDIX B: LIST OF LOCATIONS AND TIMES 
DURING ETHNOGRAPHIC FIELD STUDIES 

Location Category Establishments Times 
Sugamo, Tokyo Public space, QSR 

establishment, alternative 
eating out locations 

Jizō-dōri shopping street, 
traditional cafés kissaten, 

Western style QSR, popular 
Japanese traditional fried food 
Tokiwa Shokudo, convenience 

stores, popular temple. 

06:00-17:00 

Nakano, Tokyo QSR establishment, public 
space  

Western style QSR, Japanese 
style QSR (Conveyor belt 

sushi), Nakano shopping street 
(Shōtengai – equivalent to 
Western Arcade streets) 

10:30 - 17:30 

Umegaoka and Kyodo 
neighbourhoods in 
Setagaya, Tokyo 

QSR establishment, public 
space 

Western style QSR, Train 
stations, park, 

walking/shopping streets,   

Various hours 
06:00-08:00 & 

10:30-15:30 

Akasaka, Tokyo QSR establishment, eating-
out establishment, public 

space 

Western style QSR, family 
restaurant (Fami-resu).  

09:30 -14:00 

Tsukuba, Ibaraki 
(North of Tokyo) 

Technological innovations, 
QSR establishment 

Robotic suit showroom and 
rehabilitation clinic, Japanese 

style QSR (Conveyor belt 
sushi). 

10:40-14:00 

Koto, Tokyo Public space, QSR 
establishment, alternative 

eating-out location 

Kiba park (food festival), 
Western style QSR, mega 

super-market with prepared 
foods 

Various hours 
13:00 – 16:00 

Nishi-Kasai 
neighbourhood in 
Edogawa, Tokyo 

QSR establishment, eating 
out establishments, 

Alternative eating out 
establishments, public 
space, technological 

innovation  

Western style QSR, family 
restaurant, electro domestic 

goods, department store, 
walking streets 

10:00-15:00 

Odaiba, Tokyo Technological innovation, 
public space 

Global electro domestic goods 
corporation showroom, 

Walking streets, local free 
transportation system.  

11:00-16:00 

Tokyo Underground 
Transportation 

Services 

Public space Areas nearby train stations, 
train station platforms 

Various hours 
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APPENDIX C: SEMI-STRUCTURED INTERVIEW 
GUIDE 
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APPENDIX D: CO-CREATED CONCEPTS WITH 
PARTICIPANTS 

 

The Stacked Tray 
Pain-points: “Cannot carry safely a tray when carrying different bags” 
Co-creation: Stacking food items on top of the drink. 
Benefits: Free up hands for holding the stairs rail and making sure that bags don’t interfere 
with food and drink. 
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The Hanging-Basket 
Pain-points: High level of stress and number of things to worry about when in a QSR.  
Co-creation: "One less thing to worry about” A light basket that can be used easily with one 
arm for one hand, and that opens like a cake box flat on the table.   
Benefits: Free up hands, prevent accidents, reduce stress. 
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Slider Burgers 
Pain-points: Difficult to eat large (often greasy) food items with hands, compared to Japanese 
food which is often served in chopstick manageable pieces. 
Co-creation: Small manageable burgers. 
Benefits: Clean hands, in line with “value for simplicity and quality, over complexity and 
quantity”. 
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APPENDIX E: INITIAL DISTILLATION PROCESS FOR 
AN INDIVIDUAL PRACTICE UNIT 
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APPENDIX F: DETAILED TRANSGENERATIONAL 
PRACTICE DISTILLATION PROCESS 

Transgenerational Practice Distillation Process. This resulted in the TGPU. 
 

Participant  Intervention Images Skills Stuff 

Y_RI IN à Food and 
lifestyle to be 
directly related 
to healthiness 
and likes 
organic natural 
food,  

à Better food 
(not quantity) 
lead to more 
satisfaction 

à Hobby turns 
"formal" 

 

à Lack of space for 
reading and relaxing,  

à Lack of healthy food 
options,  

à The 2nd floor is the best 
for atmosphere while 
eating,  

à Finding a good seat is 
more important than 
the food,  

à stairs are narrow and 
bothersome,  

à open to anyone who 
wants to go inside,  

à 1st floor is busy 
because of crowds 

à Eats early 
breakfast at home 
and prepares 
bento,  

à Knows the times 
for "the best seats" 
are before and 
after-noon,  

à Uncomfortable 
with too many 
menu choices,  

à Can walk 10 
minutes away from 
the station to find a 
quiet place 

 

à Bicycle,  
à Lunch box,  
à bags and backpack,  
à Instagram,   
à spacious and 

private seats,  
à 2nd floor, stairs,  
à Loud people. 
à Books 
à Partner (soon to 

retire) 
à Ceramic mug 
à  

 OUT à Appeal for 
“value 
(quantity) for 
money”. 

à Feeling tied to 
crowded areas. 

à Having a quick 
“mindless” meal. 

à Does not spend as 
much time as 
before with 
teenager son, so 
visits QSRs less 
often  

 (STAYS) à use bicycle no 
matter the 
weather. 

à - à - à - 

T_SA IN à Travels once a 
month abroad. 

à Had an 
accident on the 
stairs where her 
food dropped 

à Balance, too 
much of 
anything is bad 

à A place that makes you 
feel free and relaxed, 

à  I can eat what I want 
without any table 
manners, 

à Eating burgers with 
hands is good once in a 
while  

à Face-2-face interaction 
is better than screens 

à Going upstairs is a 
good exercise 

à Having bags on the 
stairs is considered 
dangerous 

à People in wheelchair 
would not be able to go 
in the first step of the 
restaurant 

à Small snack if by 
yourself, large 
meal if 
accompanied 

à Orders only her 
favourite burger 
with the picture 
menu 

à Can go home if the 
QSR doesn't have 
Wi-Fi 

à Carries single 
items without a 
tray 

à Tires to accept the 
natural side of 
other people 
(loudness) 

à Is very tech savvy 
à Is confused with 

touchscreens in 
EU QSRs 

à Goes to QSR once 
a month 

à Vegetables in 
burgers are good 

à Menu with pictures 
on the counter 

à Clean air 
à Dangerous stairs 
à (the stairs are a 

challenge! Exercise 
+ dangerous) 

à Retired partner 
à Ceramic mug as a 

tool 

 OUT à - à Concerns about 
processed foods 

à Searching for more 
quiet places (can 
just go home or 
accept) 

à Non-retired partner 

 (STAYS) à - à (*)2nd floor is the best 
à (*)1st floor is too busy 

à (*) Quiet 
moments: “The 
good times, 11am, 

à (*) bags and 
backpack,  

à (*) Books 
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à (*) QSR’s should do 
more effort to offer 
healthy foods. 

à (*) Feeling of no-
judgement 

à (goes mostly by 
herself) 

or 4pm. Before 
dinner and before 
lunch.” 

à (*) She wakes up 
early to clean, 
prepare breakfast 
and lunch bento 
boxes 

à (*) Loud people 
à (*) partner 

NU IN à Processed 
foods are bad 
no matter what 

à Searching for 
relaxing and 
reading 
moments 

à Lifestyle 
changed after 
partner retired 

à Good and healthy 
eating means having 
three menu items per 
meal and 30 
ingredients per day 

à She is concerned about 
getting hands dirty 

à Concerned about the 
closed doors of the 
kitchen 

à QSRs has interesting 
menu items that she 
has yet to try 

à Too many options are 
uncomfortable 

à Willing to visit more if 
there are healthy 
changes 

à Doesn’t like waiting 
and always prefers 
reservations 

à Searching for 
relaxing and 
reading moments 

à Eats small 
quantities 

à Has a hard time to 
eat burgers 
because of size 

à Takes care of 
grandchildren 
every day after 
nursery 

à Flip-phone no Wi-
Fi 

à Plans cooking and 
shopping every day 

à Three food items 
per meal 

à Unknown menu 
items 

à Too many options 
à “other” people are 

either young or lazy 
à Annoying 

mismatch between 
plastic cups and 
heavy real silver 
and dishware 

 OUT à - à Adventure with no 
manners 

à Eating in QSR is for 
lazy people 

à Eating only one 
favourite item 

à Eating large 
quantities of food 

à Smartphone 
à Trust in restaurants 

 (STAYS) à (*) Healthy 
eating 
constitutes 
variety and 
balance 

à (**) QSR is unhealthy 
à (*) a place where she 

doesn’t have to worry 
about manners or what 
other people think of 
her 

à (**) Only goes alone 
à (**) wants to see new 

healthier menus 

à Tries to find time 
for exercise and 
uses stairs instead 
of elevator 

à (**) Reads books 
at restaurants 

à (**) Has early 
breakfast with her 
husband 

à Tries to 
sympathize with 
other people’s 
opinions 

à Books 
à Purse 
à Retired partner 
à Pictures in menus 

Y_AN IN à Lifestyle 
changed 
drastically after 
retiring 6 years 
ago 

à Worried about 
her health 

à No constant 
hobbies 

à “Bad knees” 

à Has low expectations 
from the QSR 

à Interiors should be 
simple 

à Fears going up and 
down stairs 

à Fears that the place 
will be crowded 

à Really dislikes being 
next to loud people 

à Has “bad knees” 
à Careful with 

spending 
à Only orders her 

favourite food item 
to stay safe 

à Uses Wi-Fi in 
QSRs 

à Avoids rush hours 
à Avoids being next 

to loud people 
à Often loses her 

umbrella 

à Simple burger 
options 

à Personal space 
à Bad “knees” 
à Wi-Fi 
à Ugly bright colours 

next to each other 

 OUT à - à Wanting different and 
healthier food items 

à Accepting other 
people’s natural 
loudness 

à Searching for 
exercise  

à Exploring food 
items 

à Enjoying stairs 
à Accepting others 

à - 
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 (STAYS) à - à Doesn’t like to wait 
à (***) Hopes to be in a 

quiet place 
à (***) A place to go 

alone 
à (***) Affordable 

prices 

à Avoids rush hours 
à (**) Only orders 

her favourite food 
item to stay safe 

à Plastic mugs vs real 
ceramic mugs 

à Other loud people 

N_HI IN à Retired  
à 3 part time jobs 

à Eating outside is a 
relief for his wife 

à QSR as way to break 
the routing from eating 
breakfast at home. 

à A place to continue 
doing what he does, 
but in a different 
setting and context 

à find the menu items 
easily, with the set 
meals on the counter 
laminated menu 

à expects to get 
recommended when 
trying a new restaurant 

à difficult to feel relaxed 
with uncomfortable 
furniture and loud 
people 

à QSRs are for families 

à Is ok with waiting 
on long lines 

à Goes to the GYM 
à QSR only in the 

mornings for 30 
minutes 

à Brews own coffee 
at home 

à Cannot understand 
how people can eat 
large burgers 

à "Agile people 
should be able to 
use the stairs, but 
weaker older 
persons will 
hesitate to use 
them" 

à YouTube 

à Free Bus Pass 
à Backpack 
à Newspaper 
à Meaningless out of 

place interiors 
à Laminated menu on 

the counter 
à Too many option 
à Narrow stairs 
à Morning medicine 

pills 
à Street facing 

window seats 

 OUT à - à Fear of going up and 
down stairs 

à Pressure for short 
waiting times 

à Large burgers 

 (STAYS) à (**) Lifestyle 
changed after 
retiring 

à (****) A place to go 
alone 

à (**) His favourite 
menu item is simple 
and does not like 
extravagant menu 
items 

à (***) Too many 
options make him 
nervous 

à (***) A place to feel 
relaxed but it’s 
difficult 

à (*****) 2nd floor is 
better than first floor 

à (***) Out of place 
(mismatching) interiors 
are annoying 

à (***) Affordable 
prices 

à Orders only his 
favourite set meal 
from the laminated 
menus on the 
counter 

à (*) Cannot 
understand how 
people can eat 
large burgers 

à (***) don't like to 
hold the burger 
with fingers 

à (****) 
Technically, he is 
no going on rush 
hours. 

à Uncomfortable 
furniture 

à Unpleasant Loud 
colours  

à Loud people 
à Loud music 

B_EN IN à Drives a car à A place where 
demographics are 
changing and aging 

à Frustrated when there 
are no seats available 

à An easy place to go 
into, with no 
reservations 

à Restaurants need to be 
near a parking lot 

à He knows what he 
will to order 
before he gets 
there 

à Schedules change 
when he wants to 
go with friends to 
Izakaya bars 

à He needs parking 
lots near the places 
where he is going 

à Drives a car to 
everywhere he 
goes 

à Goes to QSRs 2 -3 
times per month 

à Parking lot 
à iPad with calendar 

and games 
à Food court QSRs in 

large shopping 
centres 

à Strong noise levels 
(food court) 

à Wet tissues are 
missing 

à Two cups of coffee 
at home 

à Friends 
à Bottomless coffee 
à Big Mac (large 

burger) 

 OUT à Use of public 
transportation 

à - à - à - 
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 (STAYS) à Knee injury 
changed his 
lifestyle, but is 
under recovery  

à A place to enjoy a 
quick meal or daily 
coffee 

à (******) 2nd floor is 
better than the first 
floor 

à (***) Affordable 
prices 

à (****) Doesn't like 
to get his hand 
dirty 

à (******) Annoyed 
by crowds on rush 
hours 

à (***) He knows 
what he will to 
order before he 
gets there 

à (****) visits QSRs 
during in between 
times like 3pm 

à  (****) Doesn't like 
to get his hand dirty 

à (****) 
Uncomfortable 
chairs  

  

 

S_IZ IN à Use of car 
driven by 
someone else 

à Lifestyle 
changes after a 
strong illness 

à Focus on 
sitting down 
experience 
since 
accompanying 
person takes 
order for her 

à Convenient place to 
take a break after 
getting tired from 
walking 

à A place where she can 
rest as long as she 
wants with a minimal 
purchase 

à An appropriate amount 
of food is "not too 
much, not too little" 

à Eating a normal 
amount of food is 
important, so even if 
it's one type of food, 
it's OK. Appropriate 
quantity is the priority. 

à A place where she can 
try new seasonal menu 
items 

à “Previous Image” 

à Must be 
accompanied by a 
family member 
when visiting 
QSRs 

à Is comfortable 
with ordering with 
screens at 
conveyor belt 
sushi 

à  (*NU) A small 
appetite 

à Most 
transportation is 
done by car 

à (**) Food trays 
help to carry 
multiple items but 
cannot carry it by 
herself 

à Is not 
inconvenienced by 
the food tray, since 
there is usually 
someone with her 
that helps her 

à On weekends, 
goes to shopping 
malls with 
daughter and buy 
weekly groceries 

à Eats dinner with 
daughter from 
5pm-6pm 

à Used to eat the 
large burgers  

à Her illness 
à Her accompanying 

family member 
à Her “weak legs” 
à Low appetite 
à Car 
à Other people 

around her at the 
QSR that also stays 
for some time with 
small purchases 

à Handkerchief or 
umbrella of 
someone else 
reserving a seat 

 OUT à Use of public 
transportation 

à Visiting the QSR for 
change of routine 

à Having only one 
favourite simple item 

à Visiting QSR 
alone 

à Cooking at home 
à Customer Journey 

(ordering, waiting 
in line, receiving 
order, taking food 
to table) 

à (NEW) skills-
through-medium 
(or Accompanied 
skills or skills 
through a person 
as a medium to 
achieve a goal) 
Most 
transportation is 
done by car, is 
accompanied by 
family a member 
when going out, 
(**)Food trays 

à Her partner 
à Does not use the 

food tray 
à Appetite 
à Physical ability to 

do hobbies 
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help to carry 
multiple items but 
cannot carry it by 
herself, Is not 
inconvenienced by 
the food tray, since 
there is usually 
someone with her 
that helps her, On 
weekends, goes to 
shopping malls 
with daughter and 
buy weekly 
groceries, Eats 
dinner with 
daughter from 
5pm-6pm 

 (STAYS) à Car vs public 
transportation 

à Basic level of customer 
service 

à (*****) Fees no 
pressure when eating at 
QSRs 

à (****) Loud and 
energetic situations 
make her feel uneasy 

à (****) Eating very 
early breakfast at 
home 

à (*****) Narrow 
furniture 
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APPENDIX G: TGPU FOR EATING IN A QSR WITH 
PARTICIPANTS BETWEEN AGES 60-80 
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APPENDIX H: SELECTED MAPPINGS OF THE 
DISTRIBUTION OF SKILLS AND TASKS. 
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