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INTRODUCTION 
 

This is the book of abstracts of the 5th STS Italia biennial conference, held in Milan on June 
12-14, 2014, by the Italian Society of Science and Technology Studies. The 5th STS Italia 
conference is held in collaboration with the Doctoral Programme in Design at Politecnico di 
Milano and the Fondazione Giannino Bassetti. 

STS Italia conferences are opportunities to present empirical and theoretical work from a 
variety of disciplines and fields (sociology, anthropology, law, philosophy, design, psychology, 
semiotics, history, and economics, etc.) focusing on diverse aspects of the social study of 
science, technology and innovation processes. 

The 5th STS Italia Conference’s title is: ‘A Matter of Design: Making Society Through 
Science and Technology’. Focus is on the design processes. Design, on the one hand, is a 
process that gives rise both to artifacts and to their accompanying social networks, those that 
are brought about by the artifacts as well as those that make the artifacts possible. On the 
other hand, design processes cannot be explained as the result of independent, rational 
choices by isolated individuals, whether designers, producers or users. They are, rather, 
collective processes in which humans and nonhumans interact. When science and technology 
studies meet the latest design thinking, new scenarios and new perspectives arise for both 
these research communities. This occurs - as the many thematic sessions of the conference 
reveal - in studying communication tools, workplaces, robotics, innovation processes, smart 
fibers, medical products or even the human body. 

In this digital book you find the abstracts of all the presentations held in plenary as well 
as parallel sessions and special panel. The participants' list with contacts is at the end of the 
book.  
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Plenary sessions 
 

Plenary session 1: June 12 – 11.30-13.00 (De Carli room)  

Chair: Manuela Perrotta (Queen Mary University of London) 

Good Science: Designing for Reproductive and Regenerative Ethics 
Charis Thompson (London School of Economics) 
 
Design is critical to reproductive and regenerative research and medicine today.  In this talk, I describe spatial, 
quality control, and epistemological design challenges at the lab / clinic interface.  I compare and contrast these 
with the information design challenge of balancing privacy and the ability to re-contact patients and donors over 
time.  I place both of these design challenges in the context of recent trends in lab design and architecture in the 
life and biomedical sciences.  I argue that characteristics of what I have called “procurial” science in my recent 
book, Good Science - an aspect of the bio-economy that has a pro-cures mandate, faces issues with procurement 
of human tissue and information, and involves intense bio-curation - are evident at every level of esign. Reforms 
to ethically and scientifically problematic aspects of these fields also need to be approached as design problems.  
 
 

Plenary session 2: June 13 – 11.30-13.00 (De Carli room)  

Chair: Paolo Magaudda (Università di Padova) 

Our Common Future: Joining Forces for Histories of Sustainable Design 
Kjetil Fallan (University of Oslo) 
 
A common ground is emerging for social and cultural studies of design as design history is exploring the socially 
constructed and networked nature of our material surroundings at the same time as STS is investigating design 
as the interface between humans and technology. This common ground is particularly interesting where it 
intersects with the rapidly growing fields of environmental history and environmental humanities. Today, 
environmental concerns, especially issues of sustainability, are essential parameters in all design practice, 
education, research and mediation. However, this ‘green revolution’ is a glaringly white spot on the design 
historical map, still awaiting its scholarly historicization. In the current climate it is hard to imagine a field of 
historical scholarship with greater contemporary relevance: Historical understanding of, and critical reflection 
on, the rise of sustainability as the primordial trope in design discourse is essential to building a solid knowledge 
base and to underpin present and future decision-making. This talk will argue for the urgency of charting this 
terrain, and call for design history, design studies, STS and environmental history to join forces in the pioneering 
efforts at studying histories of sustainable design. 
 
 
The Design of Everyday Life 
Elizabeth Shove (Lancaster University) 
 
In this talk I explore the potential for theoretical cross-fertilisation between STS, material culture/ consumption, 
and design research. I argue that suitably materialised theories of social practice provide a means of making 
connections between these disciplines, and of generating new ways of thinking about the design of everyday life.  
My method is to discuss a handful of examples chosen to illustrate specific theoretical challenges.  In talking 
about home DIY projects, I push STS concepts of scripting and delegation to the limit; a discussion of digital 
photography reveals a dynamic ecology of products and practices; my account of plastic brings the material back 
into studies of material culture, and a discussion of kitchens forces us to confront complicated questions about 
the relation between artefacts, infrastructures and social practices. In the last part of the talk I bring some of 
these ideas together and consider their implications for processes of product design. 
 
 



 4 

 

Plenary session 3: June 14 – 11.30-13.00 (De Carli room)  

Chair: Federico Neresini (Università di Padova) 

Imagined and Invented Worlds: The Three Symmetries of STS 
Sheila Jasanoff (Harvard University) 
 
The sociology of scientific knowledge made progress by eliminating, for methodological purposes, the distinction 
between true and false statements about nature. Actor-Network Theory expanded on that idea of symmetry by 
eliminating the sociological distinction between human actors and non-human actants. A third symmetry, 
inherent in my notion of co-production, insists that to understand the normative as well as the epistemic role of 
science and technology in society the same strategies must be employed to explain the construction of norms and 
facts or artifacts—indeed, that these are constructed together. Using the concept of sociotechnical imaginaries, 
and drawing on examples from the environmental and life sciences and technologies, I will discuss how this 
approach in STS can shed light on contemporary projects of knowing and (re)making worlds. 
 
 

Special panel: Institutional design to foster responsible innovation 
in collaboration with Fondazione Giannino Bassetti, Milano, & STS@IEO, Milano 

June 12 – 17.00-18.00 (Castiglioni room)  

Chair: Margherita Fronte (Fondazione Giannino Bassetti, Milan) 

Introduction. Responsible innovation  
Piero Bassetti (Fondazione Giannino Bassetti, Milan) 

 
 

From scales of life to scales of governance. And back 
Giuseppe Testa (European Institute of Oncology, Milan) 
 
The expansion of the life sciences into the fabric of our time is rooted in the eminent flexibility of its 
technological core, which entails at its most basic the following two capacities: i) that of encompassing an 
increasing range of biological objects and functions in digital format; and ii) that of intervening into biological 
objects and functions by harnessing their digital codes through a panoply of molecular switches. The flexibility of 
this technological core manifests itself first and foremost in the explosion of questions and contexts to which it 
can be productively applied. From molecules to ‘omic’ profiles, from cellular lineages to organs, from organisms 
to environments, all more or less classically defined levels of biological organization are now amenable to the 
digitizing ambition of the contemporary life sciences. Here we probe the mutual constitution of epistemic and 
societal arrangements around the contemporary life sciences, introducing the notion of scale as an innovative 
tool for biopolitical theorizing with far-reaching implications for responsible and self-reflexive innovation in the 
European Union. The notion of scale captures and exposes the deepening gaze of the life sciences in exploring 
matters of major societal concern through an array of distinct yet compatible levels of inquiry. From mental 
illness to environmental pollution, from ageing to diet, from cancer to poverty, virtually all aspects of society’s 
well-being are becoming amenable to biological inquiry through a multi-scale approach that illuminates these 
phenomena at distinct but compatible levels of analysis. Importantly however, the notion of scale also enables 
the symmetric investigation of the corresponding scales of governance at which, or through which, developments 
in the life sciences are feeding into society, and vice versa. Drawing from recent and salient encounters between 
the life sciences and society, we thus advance the scales framework as a novel analytical resource to probe, and 
rethink, the institutional designs for the alignment of scientific and political rationalities in contemporary 
democracies.  
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How many of us? European Citizen Initiatives and the State of Democracy in the Union 
Lorenzo Del Savio (European Institute of Oncology, Milan) 
 
The pro-life European Citizen's Initiative (ECI) 'One of Us' was recently able to collect more than 1.8 million 
signatures and be heard at the European Parliament, proposing to ban human embryonic stem cell EU funding. 
ECIs have important limitations: tiny and unrepresentative minorities of vocal citizens backed by powerful 
lobbies can interfere with European political deliberation and slow down innovation. Yet such legislative 
initiatives also have a robust democratic pedigree and have been proposed to empower common citizens with 
reactive capabilities . Here, by analyzing ‘One of Us’ as a paradigmatic ECI example, we discuss how the tension 
inherent to these new institutional designs imparts a sobering lesson on the relationship between civil society 
engagement and technoscientific innovation. Specifically, our analysis reveals the incompleteness of EU-level 
institutional design to foster responsible innovation and points to three possible policy options: the 
strengthening of stakeholders-based inclusive governance, or the scaling up deliberative bodies with political 
mandate (i.e. representative institutions) from nations to the international level, or, finally,  the empowerment of 
citizens with direct democratic tools that bypass intermediate scales between citizens and the Union. Since these 
reforms respond to partially distinct normative concerns, the challenge for institutional designers wanting to 
further democracy, legitimacy and innovation capacity is one of balancing: specific solutions will affect 
profoundly the nature of the Union. 
 
 
Whose biomedical innovation? Challenges in (public) governance of privatized research regimes 
Luca Marelli (European Institute of Oncology, Milan) 
 
In 2005, following restrictions posed by the Bush administration on the federal funding of human embryonic 
stem cell research, the New York Stem Cell Foundation (NYSCF) started operations in NYC. By adopting a new 
research model, implemented through a venture philanthropy approach (Grossman, Appleby, and Reimers 
2013) rooted on the engagement with "high-return, high-risk projects that would normally not receive funding or 
attention" (Solomon 2010), NYSCF was framed as a 'safe heaven' for stem cell research, enabling the unrestricted 
pursuit of the most advanced lines of enquiry in the field free from interferences from 'disfunctional' politics, 
while also acting as a catalyst for biotech innovation. In this talk, taking the case of NYSCF as a paradigmatic 
instantiation of emerging trends in institutional design of biomedical research, we aim to expose some of the 
unresolved challenges faced by the public governance of biomedical innovation taking place within privatized 
research regimes, i.e. within those secluded spaces emerging through the displacement of political agency, with 
far-reaching implications for redrawing the boundaries of the polity over science and health care policy.  
 
 
Challenges to the European institutional design for responsible innovations: a cloud on the 
Horizon 
Luca Chiapperino (European Institute of Oncology, Milan) 
 
The controversies stirred by the pro-life European Citizen Initiative ‘One of us’, and by the European regulation 
on In Vitro Diagnostic Medical Devices, flesh out some weaknesses of the Union’s institutional design for 
scientific and technological innovation. On the one hand, the European civic epistemology is destabilized by the 
proliferation of attempts at ‘opening up’ its governance to enhanced social participation and engagement with 
science. On the other, the incumbent and powerful interests of private actors are still pervasive in ‘closing down’ 
participatory processes for the institutional harmonization of innovations (Stirling 2008). It is against this 
background that the final talk of our panel wishes to analyse the political discourse of the EU Research and 
Innovation programme ‘Horizon 2020’. With their emphasis on breaking down societal “barriers to create a 
genuine single market for knowledge, research and innovation”, the policy priorities of the Union express in fact 
a deep commitment to a more “inclusive approach to research and innovation” (European Union 2013). Yet, little 
is known about the strategies that the Union will adopt for the appraisal of the normative, substantive and 
epistemic tensions that this process will most likely generate.  The tensions inherent to the case studies of this 
panel are thus far from being relevant only to their sociological scrutiny. Quite the contrary, they seem to point to 
societal issues and institutional priorities at the heart of the European knowledge society. It is thus crucial to 
address the challenges that participatory approaches to the European governance of science impose us, vis à vis 
those that stem from the accommodation of the interests of the private sector. Whether or not the Union’s 
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institutional design for research and innovation can be regarded as responsible will in fact depend upon its 
capacity to address and resolve the tensions generated by the search for a cohesive policy agenda that meets 
societal and economic concerns alike.  
 
 

Track 1 
 
“Material semiotics”? Exploring ANT-semiotics relations through artifacts and 
design | “Semiotica materiale”? Una esplorazione delle relazioni tra ANT e 
semiotica a partire da artefatti e design 
Convenors: Dario Mangano (Università di Palermo); Alvise Mattozzi (Free University of Bozen); Tatsuma 
Padoan (SOAS, University of London). 

 
 
 
Online interfaces as relational hubs. The case of an identity management system 
Annalisa Pelizza (University of Twente) 
 
This presentation focuses on web interfaces as a type of artifacts meant to design organizational relations. 
Drawing upon a corporate case study, the talk compares “prescriptions” and users' representations as emerging 
from the semiotic analysis of the interface, with “subscriptions” as posed by actual users of an identity 
management service. Starting from the company’s request to “measure and increase the usability of online 
services”, the author designed an analytical method meant to avoid many of the limits proper to cognitivist 
approaches. Since they assume the dichotomies subject/world, human/machine, in fact, cognitive ergonomics 
and the notion of “usability” postulate that the relationship between human subjects and artefacts is based on 
immediacy. On the contrary, “relational” approaches – like semiotics and ANT – tend to introduce forms of 
mediation among actors. Therefore, “increasing appreciability” has nothing to do with designing an interface 
that is “intuitively” understandable by an intended user made by the average behaviour recorded during usability 
tests. Rather,  by observing users’ everyday use of the service, a relational approach allows the researcher to trace 
the processes whereby meaning is assembled. As a consequence, nor the service nor the user are conceived of as 
“black boxes”, rather, reciprocal movements of adjustment are studied.Using the lexicon proper to that field of 
study that lies at the boundary between semiotics and ANT, the presentation starts by analysing the intended 
user as inscribed in the system interface. It turns out to be a user endowed with low competencies, which “has-
to-be” unaware of the administrative procedures to acquire a digital identity. On the other hand, the actual 
behaviour (“subscription”) of the user-interface assemblage is investigated by means of narrative interviews. 
Finally, the gap between prescriptions and subscriptions is discussed. For instance, an online interface that asks 
to “insert here your personal code” configures a model user equipped with a personal code. If the empirical user 
has a code, there’s no gap. If, on the contrary, the user doesn’t have a code – nor (s)he knows the procedure 
whereby to get it – then a gap arises between the prescription embedded in the interface and the actual practices 
(“subscriptions”). This presentation argues, first, that the possibility to “measure and increase the usability” of an 
online service is given only when there is a gap between prescriptions and subscriptions. As a consequence, 
“measuring usability” became a measure of the discrepancy between actions embedded in the interface 
(prescriptions) and users’ actual behaviour (subscriptions). Second, the presentation tries to extend the notion of 
enunciation to users behaviour, and to discuss overlaps between Greimas’s theory of enunciation and ANT’s 
theory of translation. 
 
 
The Art and Science of the Image. 
Arpita Roy (Collège de France Paris) 
 
The myriad images of high-energy collisions produced on the Large Hadron Collider at CERN, Switzerland, has 
provided an impetus to a recent initiative taken by CERN of inviting artists and establishing a dialogue between 
the arts and the sciences. The unorthodox effort of CERN in hosting a partnership of artists and scientists – 
unorthodox as CERN is a pure physics laboratory – is guided by the critical premise that art and science are not 
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distinguished, not even opposed, but harmonious and united. Drawing upon two and a half years of ethnographic 
research at the particle accelerator complex at CERN, my paper probes this exigent collaboration of art and 
science to re-direct a line of questioning on the semiotics of things, signs, and relations. The inquiry involves 
three specific elements. The first element involves reconstructing the meaning and form of the evidence itself, 
the images on the basis of which CERN has attempted to bring together art and science under the same roof. The 
issue that demands immediate attention is identifying the points at which fine art connects with pure science. 
The second element involves interrogating the institutional protocols that are available to the laboratory in 
creating a venue for inter-disciplinary dialogue and exchange. Here an ethical concern, along with the 
intellectual, becomes apparent in the interrogation. The third element in the inquiry involves integrating the 
institutional supports with the intellectual stakes and probing what sources of aesthetic satisfaction have been 
excluded from the vision of the new art-science collaboration. For instance, why is photography deemed more 
appropriate to the exploration of nature at the subatomic level than painting? How has the engagement with fine 
arts led to the exclusion of industrial arts from this collaborative attempt? Is fine art only suited to 
representation and reflection or is it also capable of providing the means and mechanisms of criticism? 
Underlying the evaluation of images that have drawn art and science closer at CERN, is an attempt to raise 
semiotics from the dichotomy of signs (Greimas) and things (Latour) to a more comprehensive framework of 
relations. 
 
 
"Hopeful misunderstandings". Esempi e pratiche di, talvolta, felici malintesi nell'insegnamento 
della semiotica a studenti di Design del prodotto. 
Federico Montanari (Università di Bologna) 
 
Questa proposta di abstract per la sessione "Material semiotics" ha come scopo quello di mostrare alcuni casi di 
malinteso cognitivo e comunicativo nell'insegnamento della semiotica: in specifico per quanto riguarda 
l'insegnamento rivolto a studenti del primo anno dei corsi di Design di livello universitario. Perché questi casi - 
ne vorremmo presentare alcuni tratti dalla concreta attività e a partire dai corsi - sembrano essere interessanti e 
non paiono limitarsi ad una mera incapacità (certo, sempre possibile) del docente nello spiegare la materia 
semiotica, o dei discenti nel comprenderne le categorie della disciplina? Perché essi sembrano presentare 
momenti di ri-aggiustamento reciproco e di uso propositivo ed inventivo delle categorie semiotiche da parte degli 
studenti (stiamo parlando di categorie, solo apparentemente, più semplici, o comunque di base, come 
"espressione" e "contenuto"). Si tratta di meri casi di "riappropriazione" o di "appropriazione indebita"? O, 
ancora, di "re-wording" didattico? O relative all'antico binomio uso/interpretazione? Tenteremo una piccola e 
provvisoria tipologia didattico-tattico-discorsiva. Ma quello che ci interessa di più è mostrare come questi 
misunderstandings provochino degli esempi di "progettualità" e diano luogo a casi in cui la questione della 
"material semiotics" viene, alla lettera! messa in gioco. 
 
 
In practice. Semiotics and strategic styles 
Giacomo Festi (NABA) 
 
Beyond calques, conceptual translations and lexical false friends that marked an uncertain dialogue between 
semiotics and ANT (cf. Mattozzi 2006), a substantial difference between the two perspectives lays in the diverse 
role played by the ethnographic work. While ANT can properly claim a centrality of ethnography from a 
methodological point of view and a consistent heritage of field works, semiotics cannot do the same, typically 
represented as a desk discipline. The few openings to ethnography in semiotic research (see Marsciani 2007) 
seem to move toward an ex-post semiotization of data collections and observations that are fully similar to an 
approach more sociologically oriented. The same Latour (2006), by the way, deconstructs the possibility of a 
methodological grid in the field work, inviting to follow the actors involved in specific practices, their 
conceptualizations in a emic oriented key. We can question here if semiotics can contribute to the phase of 
preparation of an ethnographic work, informing an already critical gaze that could pre-select peculiar places of 
negotiation of meaning. A conceptual space of confrontation, less explored yet, seems to be strategic thinking 
and its different styles (see Fontanille 2010). While ANT likely turns toward syntactic reconstructions that tend 
to evacuate the open managing of meaning by the actors involved in the practice (see Basso 2006), the semiotics 
of practices searches a theoretical place for strategic thinking, to be fully integrated into the scenarios of action. 
We will try to explore the theoretical and interpretative relevance of a strategic thinking facing a case study 
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connected to a professional practice, the graphic editing of a magazine. Mediated by software (see Manovich 
2010), undergone by contrastive tensions that push toward ad hoc solutions or toward redesign processes fully 
assumed, this practice seems to be a promising field to explore the heuristic potentialities of a modeling of 
strategic thinking. 
Bibliographic references  
Fontanille, J., Pratiche semiotiche, Pisa, ETS, 2010. 
Latour, B., Changer de société, refaire de la sociologie, Paris, La Découverte, 2006. 
Mattozzi, A., Il senso degli oggetti tecnici, Roma, Meltemi, 2006.  
Marsciani, F., Tracciati di etnosemiotica, Milano, Angeli, 2007. 
Manovich, L., Software culture, Milano, Olivares, 2010. 
Basso, P., “Testo, pratiche e teorie della società”, Semiotiche, vol.4, pp. 209-237, 2006.  
 
 
Oggetti Arruffati: il barebacking e la politica dell'uso del profilattico 
Giuditta Bassano (Università di Bologna / Scuola Normale Superiore di Pisa) 
 
In una ricognizione che non può finire di affascinare studiosi di provenienze e interessi più disparati, nel 1999 
Bruno Latour apriva Politiques de la nature distinguendo gli "oggetti calvi", che nel moderno avevano quattro 
caratteristiche per le quali era possibile riconoscerli a colpo d'occhio, dagli "oggetti arruffati", quelli 'nuovi', 
connessi ad altri "esseri incerti" e per i quali non è più possibile distinguere fra il loro nocciolo duro e quanto li 
circonda. Con un grande interesse con cui da una prospettiva semiotica si considerano le mosse fondative e 
insieme la costruzione del campo d'indagine dell'ANT, questa distinzione può sembrare a un primo sguardo solo 
un versante della messa a punto di un Actor Network Theory. Oppure, perlomeno, come una delle rilevazioni più 
mature della teoria, in funzione di una proposta politica-sociologica e socio-scientifica generale com'è quella del 
saggio in cui compare. Tuttavia la compenetrazione fra natura e cultura che questa proposta teorica sugli oggetti 
calvi ed arruffati offre, ci appare da una prospettiva semiotica tanto familiare quanto continuamente disponibile 
alla riapertura e all'implementazione di nuovi modelli. Per questo cerchiamo di declinare il tema del convegno in 
due sensi: da una parte affrontiamo il problema di un design della teoria, del modo cioè in cui l'ANT invita a 
ricucire fra loro discipline tradizionalmente non comunicanti come una una sociologia della tecnica e una 
filosofia della politica; dall'altra un design evocato nell'oggetto di cui discutiamo, che è un artefatto 
apparentemente semplice quale il profilattico. Un oggetto che è stato però al centro di una delle grandi crisi 
politiche della società occidentale attraverso il problema della profilassi contro il virus Hiv. Qui il profilattico 
sembra davvero rispondere alla riflessione con cui gli autori di questo quinto convegno STS italiano sottolineano 
come gli artefatti "portino con sé vere e proprie reti sociali" .. nfatti vedremo come in una certa cultura recente ed 
europea, la Francia degli anni 1983-1993, le politiche sulla sicurezza rispetto al contagio da HIV si siano 
rapidamente trasformate in una messa a fuoco sociale di un problema identitario, quello della comunità 
omosessuale maschile.  In una prima fase della ricerca scientifica sul virus l'identificazione dei malati come tutti 
maschi adulti omosessuali ha potuto produrre una precisa campagna propagandistica di allarme rispetto alle 
pratiche sessuali anali. Questo tuttavia si è conformato con un'idea di tutt'altra portata, quella cioè che mettendo 
da parte il tipo di rapporto a rischio ha identificato un gruppo sociologicamente determinato, la comunità gay 
francese, come quello responsabile e insieme più in pericolo per la diffusione del virus. Dalle campagne di 
prevenzione pubblica si assiste così alla proliferazione di campagne di prevenzione politica all'interno della 
comunità gay, imperneate sulla discussione dell'importanza capitale dell'uso del profilattico.  Ecco che questa 
concentrazione su un oggetto semplice come è il profilattico si trasforma nella messa in relazione di un aspetto 
tecnico dei rapporti sessuali con una rete di relazioni sociali che coinvolgono relazioni di potere e di 
interdipendenza fra gruppi politici.  Da questo contesto nasce infatti anche il barebacking, termine che si attesta 
nei primi anni Novanta  fra i parlanti e i membri di quel gruppo omossessuale francese per indicare la scelta 
deliberata di avere rapporti sessuali "non protetti", rifiutando l'uso del profilattico. Intendiamo sostenere che 
questa forma estrema della policizzazione della libertà individuale possa essere compresa solo in rapporto con 
l'esistenza e la valorizzazione, l'uso pubblico e  l'abuso politico della definizione e della normalizzazione del 
profilattico come artefatto. Questo ci permetterà di estendere alcune considerazioni generali sul problema di come 
semiotica e ANT possano collaborare a definire i termini del network che la seconda postula in modo esplicito e la 
prima assume pienamente in modo implicito: il nodo ci sembra possibile esplorare attraverso quest'incursione nelle 
politiche della profilassi anti-hiv attorno al profilattico è quello dell'opposizione fondamentale fra pratiche e 
discorsi. Opposizione che sia la semiotica che la teoria ANT hanno superato e che crediamo possano discutere 
confrontandosi sul modo in cui ognuna può mostrare all'altra un versante della propria consistenza teorica.  
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Bike Culture. Attivismo ambientalista a propulsione umana. 
Giulia Cecchelin (Università IULM – Milano) 

 
La relazione focalizza l'attenzione sulla valenza della bicicletta in alcune pratiche di eco-attivismo urbano 
(Ciclofficine popolari, Critical Mass, Bike Gangs). Chris Carlsson, uno dei primi attivisti di Critical Mass a San 
Francisco, nel suo libro Nowtopia definisce la bicicletta un “cultural signifier”: un oggetto che è in grado da solo 
di significare una precisa e complessa rete valoriale e che perciò viene eletto ad emblema di un sentire comune. 
L'obiettivo della ricerca è di investigare i motivi che hanno portato la bicicletta ad assumere un ruolo tanto 
decisivo all'interno di questo tipo di attivismo ambientalista: perché questa visione di un urbanesimo post-
motoristico trova nella bicicletta il suo emblema? Il campo di indagine è stato esplorato attraverso una lunga 
frequentazione del gruppo di attivisti che animano le Critical Mass nella città di Bologna: l'etnografia che ne è 
derivata costituirà la base empirica per l'analisi. Il punto di accesso privilegiato sarà dunque la pratica, la rete di 
relazioni in gioco tra attori umani e non-umani. L'approccio impiegato fa capo agli studi di Actor Network 
Theory sul ruolo degli oggetti nelle reti sociali (Ackrich 1987, Bijker 1995, Callon 1987, Callon & Latour  1992, 
Latour 1994 e 2005) e la metodologia d'analisi applicata si giova di alcuni strumenti semiotici di recente 
elaborazione, come la semiotica del corpo e delle pratiche (Fontanille 2004 e 2008) e la teoria delle 
valorizzazioni (Basso Fossali 2008). L'ipotesi che verificheremo è che sia la morfologia stessa della bicicletta a 
consentire la sua assunzione come emblema di una complessa rete valoriale, nel suo essere un oggetto “nudo”, 
che espone le componenti meccaniche all'intervento dell'utente. Ma l'analisi andrà oltre la bicicletta come 
oggetto generico, per concentrarsi sugli oggetti effettivamente impiegati durante la Critical Mass, che presentano 
caratteristiche peculiari. Sono biciclette artigianali, frutto di una attività di recupero e reimpiego dei materiali, 
ma sono anche “mutanti”, nate dall'ibridazione con altri oggetti, costruite con più telai sovrapposti, deformate 
fino a non diventare più denominabili “biciclette”, ma piuttosto “mezzi a propulsione umana”. L'artigianalità e la 
trasformazione morfologica sono caratteristiche altamente significative; da una parte, il carattere crudo, grezzo 
del lavoro finito è una scelta estetica strategicamente orientata alla comunicazione di un contenuto politico; 
dall'altra l'ibridazione ne fa dei pezzi unici, consentendo la riconversione di un oggetto seriale in oggetto unico, 
singolare. 
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Temporal merging of actantial models of space. A semiotic approach to shown and hidden 
agencies in architectural production. 
Gunnar Sandin (Lund University) 
 
In recent sociological and semiotic theorisation of space, materiality has been forefronted as a bearer of agency 
in itself, and not only as that which support actions. It has become a common method to look for, follow and 
combine the actors that present themselves as defining the studied situation. The notion of actor is treated 
somewhat differently in different socio-semiotic branches, but one of the reasons why actorial and actantial 
approaches have become a la mode, is the possibility to treat in one and the same logical framework materials, 
law, and human action, thus conjoining domains that traditionally have tried to build their own disciplinary 
frameworks. In the more specific domain of architecture – a discipline that has to consider these domains as 
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fundamental whenever a new building, a new room or a new city is considered – the actors (or their typological 
principals, the actants) appear much in relation to time. The individual parts are not constantly present, as it 
were, but come and go, increase and diminish, as spatial operators of what constitutes an architectural situation. 
This temporal aspect, in architectural analysis as well as elsewhere in any situation that is analysed from a socio-
semiotic perspective, could, it is here argued, be more present in the theoretical and methodological modelling of 
spatial development. Two specifically actant-oriented theoretical views, namely those of Manar Hammad’s and 
Bruno Latour’s respectively, can despite their showing different approaches to the heritage from the semiotician 
Algirdas Greimas, be used to model this temporal aspect of the agency of human, material and legal properties of 
space. Hammad, author of The Privatization of Space, is truer to the Greimasian (and Proppian) origin of the 
notion of ”actant”, and regards a finite set of principal actantial figures, while Latour suggests a more open-
ended model as regards the types of actants that should be taken into account. In comparison to Hammad’s 
categorical, but still dynamical variation of how partitions of social space are created, Latour’s actors are more 
spontaneously found, and ‘followed’ in their own defining of spatial activities. If Latour’s emphasis on letting the 
actants themselves decide the listing and grouping of will and matter, is added to Hammad’s more typological 
approach, a successive model appears, that combines otherwise partly incompatible semiotic origins 
(structuralist vs ethnomethodological). Here, a case study of the wills included and excluded in the architectural 
renewal of a city square, is reached through an initial evaluation of the reflective capacity of the place (Foucault), 
followed by a recognition of recurrent types of actants, such as ”authorisers” and ”owners” of the place and its 
extensions (Hammad). This semiotic step opens up Foucault’s more overall societal description into an analysis 
of who and what decides the successive negotiation and design of architectural urban space. This more complex 
semiotic picture can be further re-opened in a search for delegated material agency (Latour). Such a step-wise 
model, merged from partly incompatible ideological paradigms, allows re-evaluation of the predicted, the 
regularly appearing, and the spontaneously found operators that contribute to the complexity of enacted and 
embodied architectural space, casting a light on its democratic facets. 
 
 
Delegare alla tecnica: una semiotica critica del digitale è necessaria? 
Matteo Treleani (Université Sorbonne Nouvelle Paris III / Université Paris Est Marne la Vallée) 
 

Cosa accade quando i delegati assumono la responsabilità della parola che devono proferire? E si presentano, al 
tempo stesso, come ambasciatori imparziali, portatori di un verbo che basta a se stesso? La delegazione alla 
tecnica di una pletora di attività umane pare oggi all’ordine del giorno, nel dibattito pubblico e mediatico. E’ una 
tendenza che sembra voler fare del mezzo digitale lo strumento di ogni inchiesta. Una lista esaustiva sarebbe 
impossibile ma la delegazione alla tecnica sembra la costante di una grande varietà di campi, dall’idea di 
democrazia diretta basata su internet (nei partiti pirata o in certe posizioni del Movimento Cinque Stelle), al 
successo del data journalism o dei siti di visualizzazione di dati fino alla necessità, data spesso per scontata da 
parte delle istituzioni patrimoniali, di pubblicare i propri archivi on-line. Prenderemo in esame, in particolare 
quest’ultimo caso, analizzando come all’urgenza con cui si digitalizza e si pubblicano documenti, spesso non 
corrisponda un’attività di contestualizzazione adeguata (la digitalizzazione è preminente e considerata sufficiente 
rispetto all’intelligibilità degli archivi).  Ciò che preme sottolineare è il principio sotteso a queste pratiche, ovvero 
l’idea di una trasparenza del dispositivo o dello strumento tecnologico. Delegare alla tecnica è sufficiente in 
quanto il dispositivo si presenta come neutro, non significante, e dunque ininfluente sui contenuti. Le pratiche 
d’interazione sono dunque analizzate da un punto di vista estetico o ergonomico, al fine di facilitarne l’uso, ma 
raramente come regimi di senso e di credenza.  L’insistenza del dibattito pubblico su questi temi e l’importanza 
politica delle questioni legate alle tecnologie digitali, sembra rispolverare la necessità di un veste critica per le 
scienze umane. Si tratta di capire in quale direzione orientare metodi e teorie per avere un ruolo sociale, sempre 
più incerto, per le discipline umanistiche. Riteniamo che la semiotica possa avere una parte non solo come 
metalinguaggio formale nelle ricerche sulla tecnica, ma per una reale centralità delle questioni che pone, 
nell’ambito del digitale. All’ideologia implicita della trasparenza ciò che sembra mancare è precisamente la 
dimensione semiotica della tecnica. 
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Track 2 

Reassembling National Design Histories. 
Convenors: Javier Gimeno Martínez and Joana Ozorio de Almeida Meroz (VU University Amsterdam) 

 
 
Design Practice: Making Beyond Borders. 

Carla Cesare (Independent Scholar) 
 
What does it mean to be British, French, Japanese or American when the design processes we engage in are not 
as local as we imagine? Contemporary maxims such as ‘think global, act local’ simplify the complexity of design. 
This paper analyses historical design practices and concepts of being modern to create a new understanding of 
the creation of national and individual identity. With an understanding that “aesthetics, taste and design are 
drivers in consumption, just as they are the construction of identity,” (Clark 2009, 258) this paper asserts that 
construction and consumption are key points in the design process; and specifically consumption, as the modern 
route to identity, is linked to both the individual and their larger society through the process of design. What one 
chooses to buy in order to create requires the broader system of manufacturing, marketing and retail and these 
function in a larger environment that is culturally manipulated by local mores and habits. One’s location, from 
the scale of neighborhood to nation, is a direct reflection of one’s individual and national identity, asserted by the 
assumption that the negotiation of public and private space requires an investment in local cultural ways (De 
Certeau 1997). Subsequently, the geography of design is not as simple as where something is made or purchased 
or even used. The design process can be seen as a network of place and ways becoming a means of identification 
and selfunderstanding. In this paper an analysis of the design practices of middle-class British women in 
constructing their identity through home sewing in the interwar period will be set against the complex, 
international changes led by modernity. It asks how ‘local’ were design practices, when various non-British 
factors were leading to changes in knowledge, manufacturing, retail and media; and as these factors were 
creating variations in modern taste, to what extent did they cause national identities to be less ‘local’ and more 
globally influenced. This period of great socio-cultural flux becomes an excellent indicator of design process 
analysis and its relationship to national identity, where the concept of being modern could not be local anymore. 
In light of these variations, historians must question what the boundaries of national identity are as defined by 
design, and what must be questioned in our understanding of design practices and its history. 
 
 
Lições de Salazar [Salazar's lessons] 1938: the role of progress and technology on an 
authoritarian regime ideology. 
Carlos Bártolo (IHA/FCSH Universidade Nova, Lisbon / Universidade Lusíada) 
 
Since 1926, and for almost five decades, Portugal went through a far-right dictatorship system: the Estado Novo 
regime [New State]. For the first decade the main concern was to validate its recent arrival to power by 
presenting itself as the regime that finally was able to save the nation from previous harmful socio-politic 
circumstances (decades of liberal and democratic chaotic governments, both monarchic and republican) that, 
since the second quarter of the 19th century, had dramatically wreaked the feeble Portuguese economy.  In order 
to achieve this, it was necessary to demonstrate how this new government had the capacity of hauling the nation 
to the same level of progress reached by the so-called developed countries (something the country had deficiently 
tried to achieve since the establishment of the liberal regime). However, and consequently, this created problems 
relating the nationalistic, conservative ideals nuclear to the regime: how should the country pursue its attempt to 
even out other modern progressive nations while simultaneously preserve its necessary moral sovereignty free of 
malevolent international influences? In 1938, commemorating the 10th anniversary of dictator António Salazar’s 
appointment as Finance Minister, seven posters untitled Lições de Salazar [Salazar's lessons] were printed and 
affixed at every school classroom. Six of them represented different points of view on the ‘before and after 
economic miracle’ created by Salazar; the seventh one represented the traditional moral values over which 
education should be established (and hence the Nation): Deus, Pátria e Família [God, Fatherland and Family]. 
Through these seven posters a dual, and sometimes contradictory, message of a regime comes clear:  an obvious 
pressure to employ ‘progress’ and ‘technology' as propaganda concepts, but also the reluctance in its use since 
these notions were commonly associated to a ‘Bolshevik disruptive modernity’, in all contrary to the 
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continuousness need of an authoritarian and conservative regime, even one that was making an effort to built a 
new state.The purpose of this paper is to first briefly analyse the composition and graphic choices of this almost 
divergent group of posters, and compare it to other government propaganda produced in the years preceding and 
following 1938 thus mapping the development of an ‘official’ graphic language and reviewing how the message, 
and its visual outputs, related to each other in conformity with the regime constant adaptation of its own image. 
In a second prolonged instance, our aim is to analyse the posters contents in the realm of the material and 
technological culture scrutinizing in its meanings what was, according to Estado Novo philosophy, the role of 
progress and technology on the growth of Portuguese society and, consequently, the singular importance of this 
ideology to the development, in the succeeding decades, of design as a new emerging discipline in Portugal. 
 
 
Street Furniture and the Nation State: A Global Process. 
Eleanor Herring (Glasgow School of Art / University of Edinburgh) 
 
In the popular imagination, street furniture has traditionally been understood as evoking a sense of national or 
local identity. From Paris’ metro entrances, DDR lampposts in Berlin, and London’s york stone pavements, the 
designed environment has been able to contribute to the unique qualities of a place. In some instances this was 
deliberate. In postwar Britain for instance, the Council of Industrial Design – a state-funded design organization 
- often appeared to measure the quality of street furniture on the basis of its national characteristics. On other 
occasions, the relationship between such objects and identity emerged accidentally. In Britain during the 1980s, 
for example, the replacement of Gilbert Scott's red telephone box with an alternative BT model provoked 
considerable debate. For many people, this act was not just a Conservative attack on nationalization and state-
ownership, but also on the very fabric of British identity. This understanding of street furniture has retained its 
currency for many years, and cities across the world have used street furniture to provide a sense of visual 
coherency for neighbourhoods in need of new identities, strengthening their character and improving the 
public's relationship to them. In this way, street furniture has been employed as a cipher for the narrative of 
regeneration, in which - as a means of altering the identity of a space - street furniture can project a new face 
upon the street. Increasingly however, advertising companies are able to lever themselves into the street 
furniture market by offering to provide the service to the local authorities for free in return for advertising space. 
In offering this service, global companies like JC Decaux, Wall and Clear Channel command a huge amount of 
commercial power within the city. The excessive homogenization of street furniture coupled with the 
overwhelming presence of advertising which is increasingly sanctioned by local authorities keen to reduce costs, 
has resulted in the perception of poorer quality streets. Thus, the irony of regeneration is that by seeking to 
promote the unique identity of a city, many places often end up looking more and more alike.  This paper will 
examine recent developments in the process by which the street is furnished and the agents responsible. It will 
specifically look at how these changes have affected the relationship between street furniture and identity, and 
equally the effect this process has had on understandings of national design histories.  Clearly, evaluating 
contemporary street furniture through the lens of the nation-state is of very little value, since the international 
differences between street furniture are considerably less marked than they used to be. This extraordinary 
aesthetic convergence is partly linked to economies of scale - after all, just how many different kinds of bus stop 
can Europe afford to have? Yet it also reflects some of the challenges posed by globalization and privatization of 
public space. This paper will reflect upon that process, and how these bigger narratives increasingly affect the 
landscape of the street. 

 
 

Towards a Transnational History of Urban Design. 
Michel Geertse (Independent Scholar) 
 
Urban design history increasingly is being perceived as a history of the circulation and migration of urban 
designers and urban designs within comparative and global networks. So far studies on the internationalization 
of urban design between the world wars have been dominated by the Congrès Internationaux d’Architecture 
Moderne (CIAM), a gathering of a select group of modernist architects. Recent studies by Somer and Domhardt 
demonstrate that the urban design discourse in the CIAM was informed by another transnational platform for 
urbanism and urban design: the International Federation for Housing and Town Planning. Riboldazzi labels the 
body of ideas of the IFHTP as un’altra modernità, an alternative conception of modern urban design culture, 
that was very influential in the Inter-bellum period and that so far has been overshadowed by the conception of 
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modernity by CIAM. These studies solely focus on the concepts being discussed at an international level, not the 
ambiguous relations between the national and international dimensions of urban design culture. Recent 
historical studies in the field of technology and social sciences  on the performance of international expert 
networks offer interesting leads to frame  urban design history from a transnational perspective.  Saunier and 
Ewen refer to an international professional dialogue which, although informed by “worldwide understandings of 
technocratic expertise”, represented a continuous struggle for the definition of “the most appropriate objects, 
methods, tools and people to think about and act upon the city”. Martin Kohlrausch argues that transnational 
experts navigated between universal values and the political and cultural requirements of nation states. This 
argument reinforces the notion of “technocratic internationalism”. International expert networks between the 
wars sought to formalize transnational exchange and to disentangle technical challenges from their political 
annotations in order to create a neutral environment where technical solutions for societal issues could be 
conceived. This paper uses the IFHTP as a case study to explore the performance of transnational dialogue on 
urbanism and urban design within n international expert networks of planners and urban designers.	  
 
 
Diachronous Dilemma: rediscovering American hegemony in nineteenth-century multicultural 
design 
Ted Cavanagh (Dalhousie University) 
 
This paper contends that the historiography of balloon-frame construction is a metonym of the historiography of 
the national design of the United States. At various points in time, balloon-frame construction has been 
promoted, debased and/or described in a matter of fact way. It was idealized by Sigfreid Giedion as an original 
example of modernism. It has been assimilated into simple historical accounts. It has been overblown in stories 
of Yankee ingenuity, American exceptionalism, and vulgar negligence. This paper surveys hundreds of 
nineteenth century accounts of balloon-frame construction and analyses its origins based on Brian Stross’ cycle 
of hybridity. It originated in a process of continuous refinement and combination. As each constituent technique 
was refined in order to compete with others for preeminence, in its refined form it became more susceptible to 
combination with its competitors. Thus, a diversity of construction technique became homogeneous and 
resistant to further combination through hybridization. Many historical concepts can be used to analyze the 
nineteenth century accounts of this design innovation. For instance, house-building is an industry with rural 
roots like other forms of capitalism. Nineteenth-century builders were domestic manufacturers and then 
itinerant entrepreneurs. Furthermore, each historical construction technique manifests a specific ethnicity such 
that buildings are individual or hybrid cultures frozen in time. Some builders were resistant, some combined 
different cultures, and some allowed easy penetration of new building materials. In all these ways, balloon-frame 
construction is a clear metonym of the history of nineteenth-century United States. In the middle decades of the 
twentieth century, Giedion’s view held sway. Balloon-frame construction was celebrated as a particularly 
American root of modernism. Within a year of his arrival at Harvard, he and his student, Walker Field, found a 
hero, created a story of invention, and promoted a new origin in 1832 Chicago. This new history supported a 
particular heroic view of modern architecture, a view of history prevalent in the twentieth century. Today, it can 
be seen as a diachronic example of closure; rather than an invention it was a stabilization of technique in 1832 
and a stabilization of architectural history just over a century later. In today’s pluralist times, balloon-frame 
construction again stands in for a particular view of national design history. Hybridity and the social 
construction of technology have deep acceptance in an era of globalism and overlapping cultures. Today, 
nineteenth century stories of hybridity are revived as part of a diachronic, contested, multicultural view of what 
constitutes national design in an era of globalism. In fact, as this way of building is exported around the world, it 
arrives as a massive technological system, controlling everything, a massive system with many controls such as 
the forced plantation of invasive species in the North American landscape and the uniform height of rooms in the 
houses we live in. This paper represents this current pluralist view. 
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Track 3 

Design and the founding critic of social innovation 
Convenors: Philippe Gauthier (University of Montréal); Alain Findeli (University of Nîmes); Johanne Brochu 
(Laval University); Christophe  Abrassart (University of Montréal); Sébastien Proulx (University of Montréal) 

 
 
 
A Manifesto of Change or Design Imperialism? A Look at the Purpose of the Social Design 
Practice. 
Danah Abdulla (Goldsmiths University of London) 
 
Social design, design activism, service design, and design for good are some of the buzzwords being used 
amongst designers, institutions, and organisations to describe a form of design that seeks to investigate the 
designer's role in society by tackling community, political, and social issues. Social design is meant to pave the 
way for design to move away from a Eurocentric discourse, engage communities, spark local innovation, and 
help increase collaboration between communities, policy makers, and institutions to bring about social change 
and ideas through design. But there are a number of issues and questions that arise: Where is the context? 
Where is the shifting of the discourse? Why do we continue to design at rather than design with? What are the 
true intentions of these projects? How can we measure the results? Where are the designers from the non-
Western world? What does community participation mean? In this presentation, I would like to critique the 
discipline of social design by discussing the issues through case studies and discourse, and offer solutions on how 
designers and social design projects can truly begin to engage in debates and shift the discourse to be more 
inclusive of designers around the world. Keywords: social design, design activism, participatory design, 
collaborative design, development, community, design, collaboration, education 
 
 
Beyond social innovation: design as cultures active-action. 
Eleonora Lupo (Politecnico di Milano) 
 
This essay aims at contributing at the theoretical debate on design and social innovation focusing the issue from 
a specific perspective, that is design as possible “activator” of innovation and development of communities (local 
communities, communities of practices…) based on cultural assets and heritage as peculiar socially shared 
knowledge resources, in a social sustainability framework. Responding to the first question of the call about the 
social dimension of design, if we look at the issue in the form of “social as ambit of application of design” (or in 
other words, as object or content or objective of project), is arguable that the cultural asset (i.e, territorial, 
immaterial…) is a distributed heritage of values and knowledge embodied in people, rooted in activities and 
places, that exists only if it is continuously shared and socialised, re-created and transmitted, making it evolving 
and transforming during the time, therefore, working for its development, innovation or better for its “active-
action” has an eminent social impact. On top of that, anyway, we would like to demonstrate that the social 
dimension is not only an ambit of application or content of design, but a peculiar intention or better, approach of 
the more contemporary design practice and processes, always more distributed socially, especially in the field of 
the cultural and local asset enhancement, or cultures active-action. Active-action design processes are 
innovation processes that implies the re-contextualisation, actualisation, incorporation of cultural values in new 
design, respectively in the space, time and process dimensions (Lupo, 2008) and therefore, design as activator is 
always more often a mediator, a translator of capabilities, an empowerment of initiatives, in other words an 
“open-ended” generative approach (Lupo 2011a) that creatively provides social and cultural contexts for 
innovation rather than contents (Lupo 2009b), given the cultural, social and knowledge values of a territory and 
a community the already existing contents. Design acts as a mean for discursive approach and strategic social 
conversations, leaving to the society, the community, the territory, the opportunity to represent themselves and 
the possibility to determine and co-create the design outputs and results.  In affirming this we intercept the 
second question of the call, that is how this social attitude of design can be framed among the opposites of a top-
down approach (design anticipations, or meta-design visions of latent and not yet acknowledged potentialities of 
a cultural asset activation) and of a bottom-up approach (a design sensibility on listening the society and relying 
and strengthening the cultural activation on the more traditional, self confident and experienced assets). Here, 



 15 

instead to derive compromise models, we propose our social and cultural sustainability framework as possible 
moral and ethical response to the debate.  In this framework, used to evaluate any cultural activation processes, 
three factors are conditions for a critical design engagement respectful to communities, being it top-down or 
bottom-up: ownership, control and impact of the social and cultural assets (i.e. community knowledge and 
heritage) involved in the innovation process (Lupo, 2008). It is in conclusion an approach that aims to enrich the 
idea of social innovation, with the one of humanities driven innovation and humanistic design, as new design 
barycentre broader than User Centered Design or Social Design, despite their focus on the human individual or 
communitarian dimension with a focus on the aesthetics qualities of action (Lupo 2011b, Colombi, Lupo, 2014). 
The reflections stem partially from social design cases studies focuses on (local) cultures and communities 
active-action in order to derive from the cases some theorisation helpful to discuss the call topic. The first case is 
the International Summer School “Design Connected Places”, a 8 months “territorial project for a cosmopolitan 
experience” (Manzini, in Campagnaro, Lupo 2009) in seven thematic social communities working on local 
development, within the framework of World Design Capital, held in Turin, Italy, in 2008 
(http://www.icsid.org/news/year/2008_news/articles472.htm). The second case is the 2 years project 
“Contemporary Authentic”, a design platform of pilot actions for the development and valorisation of the craft 
knowledge and community of the city of Milano (http://archivio.contemporaryauthentic.com/). Nevertheless, as 
every process where the human capital and cultural dimension are the qualitative levers of project, that make it 
an unique result, the case studies can be generalised only in part, abstracting from them replicable 
methodologies and approaches, but contextualising them in a framework of hypotheses suitable for the scientific 
debate and eventual validation. So we will analyse critically the cases, discussing the issues raised in response to 
the above-mentioned framework, not forgetting to point out the specificities generated by our interpretation of a 
social innovation cultural based and centred. 
 
 
Design narratives and social narratives for community empowerment. A critical comparison 
between Design and Social Science starting from the case study "Plug Social TV" 
Francesca Piredda (Politecnico di Milano,); Valentina Anzoise (Ca' Foscari Università di Veneza); Simona 
Venditti (Politecnico di Milano) 
 
Considering Design as a set of practices that impact on the environment in which we lead our everyday activities, 
we assume enacted narratives - actions which are discursively constructed and undertaken - as one of these 
practices, able to support innovations stemming from local communities, as they constitute the most basic form 
of social life (Czarniawska, 2004). From the design point of view, the sustainable innovation process is a “social 
process of learning” (Manzini 2003). For example, in the realm of scenario building, visualizations of possible 
solutions and brief narratives describing the deepest motivations for people engagement are always needed 
(Carroll, 1995).  The social benefit of narratives can be then identified into the ability to create imaginary worlds 
that can be considered as reflective layers of reality, from which the narrative structure is transferred to the 
current context, generating actions which are driven by individual and/or collective narrative logics (Lane, 
2005). This paper presents the case study of Plug Social TV, an experimental action research that aims to 
experience audiovisual languages and products (web-series) in a collaborative process, using participatory design 
practices that encourage citizens to take action and develop projects for their community. Storytelling is used as 
a driving force to build identity and engagement, in order to lead, support and amplify active communities' 
initiatives. As a result of this project, there can be identified two critical poles: on one hand, the engagement of 
citizens into the creation process, generates stories from real-life characters and actions, missing the goal of a 
strong communicative narrative structure (design issue); on the other hand, the total fictional world, generated 
from a re-elaborated version of reality, could present a lack of pattern recognition (social issue). Audiovisual 
storytelling could be described as a tool for people empowering: self-documentation and self-narration, within 
participatory video processes, represent a way to express themselves and make people able to spread their 
experiences as small but meaningful stories (Collizzolli, 2008). Participatory video could enter the early stages of 
the process and develop an audio-visual text that claims to fit into a mainstream (White, 2003). But what 
happens after people engagement? The interdisciplinary work of designers, film-makers and social scientists can 
provide a setting that includes different kind of "usable knowledges" (Fareri, 2009), facilitating interactions, 
enhancing reflexivity and generating feedback loops. We are experimenting Social TV as a platform which fosters 
a feedback process between stakeholders, helping people to become free not only to arrange their daily life with 
innovative sustainable solutions, but also to nurture their projects step by step. This platform could then give 
them voice, make them able to share values and promote the evolution of ongoing initiatives. Starting from the 
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same case study, this paper presents a critical comparison between the use of storytelling in the design field and 
the visual and narrative approach in social research, aiming at a critique analysis of practices oriented to social 
innovation. 
 
 
Cities transformations, social innovation and service design. 
Francesca Rizzo (Università di Bologna); Alessandro Deserti (Politecnico di Milano) 
 
Cities are facing disruptive challenges today. All these require smarter solutions and are creating pressure for the 
public and private sector to deliver innovative services and great expectations are put in the Smart City 
paradigm. Most of these solutions keep technologies out of the urban environments, far from being considered 
components of the urban functioning and, furthermore, even farer from people and their urban spaces. In this 
framework design is orienting its theories and practices towards a different smart city paradigm that puts people 
at the center of the cities smartness and recognizes the need for developing micro and contextualized solutions to 
address larger cities problems in a sociable mode. Opposite to the mainstream this Human Smart City (HSC) 
paradigm focuses on concepts like citizens needs, bottom-up initiatives, people centred solutions, communities 
centred solutions, grassroots smart solutions and social innovation. The HSC paradigm idea that smart city is a 
new paradigm for cities development that relies on the city system capability to boost, encourage, realize and 
scale up intangible cities infrastructures based on new partnerships typologies for the development of smart 
services. The paper presents this vision by discussing My Neighborhood | My City Project (2013- 2015, GA no.: 
325227) a European project that is trying to develop the HSC paradigm starting by amplifying and connecting 
existing grassroots social initiatives in 4 different European neighborhoods (in Lisbon, Milano, Aalborg and 
Birmingham) to show their potentials behind their connections and collaborations in designing smart cities 
through collaborative services to be experimented and eventually scaled-up. My Neighborhood considers and 
applies complex participatory design processes the most suitable approach to create conditions to set up and 
generate innovation ecosystems where network of stakeholders can co-develop solutions in partnership with 
their administrations.  In the tradition of co-design many researchers have focused on the potentiality of end 
users collaborations and prototyping to engage stakeholders in the exploration of innovation. Contrary to these 
approaches that emphasize end users involvement, technology evaluation and adaptation My Neighborhood 
project applies a situated and human centered approach for local communities to develop innovation. My 
Neighborhood works directly from the particular conditions and resources of the local communities engaged in 
the pilots in order to employ relevant service systems that may facilitate social innovation. My Neighborhood 
provides a platform for engagement that transcends traditional models of codesign research and development. 
The challenge for My Neighborhood is to provide evidence for what can be accomplished beyond the co-design 
with a twofold aim: (i) addressing problems of the contexts; (ii) establish a long last strategy of innovation for 
that context. To achieve these objectives the project is operating within the pilots by: 
- Modeling and releasing to the municipalities methodologies of complex participatory process that put 

together citizens private and public stakeholders in new partnership typologies; 
- pushing the need to focus on collaborative services: i. e. those services where citizens have a role in 

maintaining and delivering them; 
- supporting the scaling up of the envisioned solutions beyond prototying and in vitro experimentation with 

final users. 
 
 
Renewable energies and SMART grids: an opportunity for designing and implementing a 
sustainable society and smart(er) cities. 
Giacomo Poderi, Matteo Bonifacio, Andrea Capaccioli, Vincenzo D'Andrea and Maurizio Marchese (Università di 
Trento) 
 
Environmental factors related to global warming, together with developments in renewable energy technologies 
and ICT are driving a radical change in the way energy is produced, transmitted and consumed. We are entering 
the paradigm of SMART energy grids which is characterized by a fundamental shift from central and one-way 
energy flow to a distributed and bidirectional one. Passive one-way communications and power flows from large 
suppliers to consumers are replaced by a more active and decentralized energy paradigm. People and groups are 
becoming prosumers of energy and gaining greater control over the use of the energy that they produce and 
consume. Energy paradigms have always had a major role in shaping societies and people’s behaviors and we 
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acknowledge that also this paradigm change fosters innovation at the societal level. Indeed, citizens can now 
benefits from energy tariffs that better supports their energy needs or economic constraints. At the same time, 
they have the concrete possibility to produce energy or to cushion their own consumptions (e.g. with 
photovoltaic panels or biomass heating). However, according to traditional approaches, this kind of innovation is 
driven by an energy efficiency and optimization logic and it rests nearly exclusively on an economic level. 
Citizens are seen as individuals who are asked to adopt efficient and CO2 compliant behaviors, and such a 
request is mainly based on traditional economic incentives. The potential of the end-users as a social entity that 
is capable of expressing multiple values, of collaborating with other peers, of aggregating into new social forms 
and of conveying new needs while providing unforeseen novel solutions is almost completely neglected. Indeed, 
the coupling of distributed renewable energy systems with the opportunities offered by ICT, allow for people to 
get together for expressing a stronger negotiation power, dynamics of internal peer pressure towards virtuous 
behaviors, and new forms of social and business innovations. CIVIS vision reflects the design of a socio-technical 
system that enables these processes and can, at the same time, improve individuals’ quality of life and the 
weakest segments of society ones'. Seemingly, such a system  allows new business and social innovation models 
to emerge whereby collective behaviors can dramatically change the current value chain and respond to the 
societal challenges that we are facing. In this paper, we critically tackle the topic of Social Innovation. By 
reflecting on CIVIS vision (an ongoing EU/FP7 funded project), we suggest how SMART energy systems should 
be designed in order to sustain and promote sound and significant form of Social Innovation (SI). A kind of 
innovation where: (i) changes go in the direction of helping the weakest segments of society; (ii) global 
challenges and threats, such as climate change, are transformed into opportunities; (iii) changes promote 
sustainable systemic transformation that empower citizens to play a more active role in social dynamics. The 
presentation outlines the form of SI that can be triggered by the CIVIS project, identifies the critical challenges 
that emerged during the first few months of project's life and the milestones ahead. Keywords: smart energy 
grids, energy prosumers, social innovation, multiple value systems, citizens empowerment 
 
 
Social Design: Using mapping and visual storytelling for community engagement. 
Kaye Shumack (University of Western Sydney, Australia) 
 
This paper explores the emerging practice of social design as an engagement with local communities working for 
social change.  Social design is a practice where community relations and interactions are of critical importance, 
across a range of stakeholder interests that can include individuals, groups and institutions. The community 
context for social design is often carried out in collaboration with local councils within a regulatory framework 
that can be positive and well-meaning, but also restrictive and constraining. Often the ‘brief’ given for the project 
is defined with expected outcomes that are not necessarily in the best interests of the local community group, 
and may actually not meet their needs or expectations. In some cases, the ‘brief’ is open to interpretation, and the 
success of the project assessed on factors that may not be of great significance to the community group 
themselves. Within such projects, the role of the designer as a leader, or collaborator, is not always clear – with 
competing priorities and perspectives often the designer can misinterpret or impose their own values or beliefs 
onto a community context. Similarly, the designer’s approach to the social context and the community group 
may be at odds with the organizational context, creating confusion and mixed messages. This paper explores the 
above issues through reference to two case studies in Western Sydney. Firstly, a social design project for 
suburban community gardens; and secondly, a social design project for creating community usage of a local park. 
In each of these case studies, the complexities and interplay of organizational relations, community interactions 
and the role of the designer, are discussed as significant and complex forces that can shift and influence the 
direction of the project.  The paper highlights ways in which the visual designer can contribute meaningfully to 
these kinds of social design projects through visualizations that can work as forms of mapping and visual 
storytelling of human and non-human elements. These approaches are shown to enhance and engage with 
community debate and discussion, towards positive and creative communication that help build social cohesion.  
 
 
What is called «Social Design»? 
Stéphane Vial (University of Nîmes) 
 
Design can be said "social" in various ways. The first appears when one considers that, unlike those who are born 
from Art, forms that arise from Design always have a use value and, therefore, a social impact. They are placed 
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on the market to meet the needs of the users and they circulate in different areas of the everyday life. Although 
this is not its primary purpose, Industrial Design has always had such a significant social impact by changing our 
lifestyles and creating between objects and us emotional relationships. In this first case, Design can be said 
"social" by accident, that is to say involuntarily. The second way to consider the social dimension of design occurs 
when designers openly claim that the primary purpose of their work is a social purpose, voluntarily assumed. 
Contrary to what is suggested by the current development of "social innovation," this view is not recent 
or new. It has existed since the origins of the discipline and throughout the history of it, from William Morris to 
Victor Papanek. However, if it grows more and more today, it is because it tends to gradually become the 
founding principle of a new discipline which claims the name of "Social Design ». The purpose of this paper is to 
try to identify the contours of this new discipline by trying to give a theoretical definition supported on emerging 
project practices. To do this, we must first wonder whether the characterization of Design as "social" is a 
tautology or not. Indeed, in a previous work, we proposed the idea that every design has basically a "socioplastic 
effect" (Vial 2010). By this, we mean that the designer, because he works on uses, necessarily works also on 
shaping the social. And this seems so true that we can consider the social dimension of design as one of the main 
criteria of demarcation between Design and Art. For sure, Art also has a social dimension like in Pop Art, Street 
Art, etc. But we state that Art is social by contingency while Design is social by necessity. Paola Antonelli from 
the MoMA well said recently : "An artist can choose whether to be responsible towards other human beings or 
not, but instead a designer has to be, by definition ». Design is social by definition. Therefore, what is meant by 
"Social Design »? Is Social Design a new branch of design or does it repeat the intrinsic social purpose of every 
Designer’s gesture? Our hypothesis is the following: Social Design is a contemporary attempt to separate a new 
kind of design from the traditional market-centered industrial design. This attempt aims to organize a new 
design expertise whose goal is "to act in favour of society" by directing the "unique power of design toward 
serving the greater good" (Tromp 2013). This paper will conclude by a definition of Social Design based on two 
sample projects: one from the PhD thesis by Nynke Tromp on "Social Design" (Delft University of Technology, 
2013), and the other from the master thesis "Le Réservoir à souvenir" by Clement Bonet (University of Unîmes, 
2013). 
 
 

Track 5 

Rethinking sociological gaze and citizenship through data. 
Convenors: Davide Bennato (Università di Catania); Federico Neresini (Università di Padova); Annalisa  
Pelizza (University of Twente); Francesca Musiani (MINES ParisTech / CNRS). 

 
 
 
Quis Monet Ipsos Monitores? Motivations, methodological issues and techniques for monitoring 
“Surveillance” as a topic in on-line newspapers textual data. 
Alberto Cammozzo; Andrea Lorenzet (Università di Padova / Observa) 
 
This presentation illustrates an automated computer program aimed at monitoring “Surveillance” as a topic or 
theme in the press discourse. The program collects on-line articles from selected newspapers, cleans them up, 
indexes, classifies and presents them according to a relevance criteria. This empirical work presents manifold 
difficulties: assessing the reasons for building such a tool; defining the epistemological foundations of the 
selected theme; tracing a methodologically sound path for the classification process that measures the pertinence 
of a single newspaper article to the whole topic; choosing sources; selecting the textual analysis techniques and 
eventually building or assembling the necessary tools. Besides describing the effort behind the production of the 
tool, this work probes the methodological and technical issues of automated textual analysis of large (~700.000 
items) textual data applied to social sciences research. 
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Big data analysis of technoscientific controversies. Creating indicators and comparing media 
debates on infrastructures in Italy through automated text mining techniques. 
Andrea Lorenzet (Università di Padova) 
 
Public technoscientific controversies on infrastructures building are present both at the level of local and 
national press. These debates are interesting to study because on the one hand megaprojects such as the 
construction of dams and bridges embed and reflect relevant traits of a technological culture, and on the other 
hand they shed light on the relationship between expertise, politics, and public participation. In this paper we 
use the big data approach for text mining media analysis in order to scan and compare two different debates on 
infrastructures that were particularly relevant in the Italian public sphere in the latter years, one regarding the 
construction of the MoSE dams system for the safeguard of Venice, and the other the construction of the Messina 
strait bridge. Automated content analysis of a corpus of ~1300 local and national news articles is carried out in a 
comparative research design, looking at both differences and similarities between media coverage of the two 
debates and between local and national coverage. Indicators of controversiality, that is adhoc created 
vocabularies of terms regarding relevant sociological dimensions are applied to subcorpora in order to compare 
media coverage of expertise, uncertainty, politics, antagonism, and regulation, both at the local and at the 
national level. This research is part of a wider effort aimed at applying the big data approach for automated 
comparative analysis of cases of technoscientific controversies in the media, and the subsequent definition of a 
morphology of controversies sustained by sound empirical corroboration. 
 
 
Borders - A geo-political atlas of film’s production. 
Giovanni Magni (Politecnico di Milano); Paolo Ciuccarelli (Politecnico di Milano); Giorgio Uboldi (Politecnico di 
Milano); Giorgio Caviglia (Stanford University). 
 
Since the launch of the Internet Movie Database in 1990 a large amount of data about movies has been collected 
online, giving us the possibility to analyse Cinema on a large scale. This project doesn’t want to talk about movies 
as an independent world but aims to analyse their evolution during the last century trying to read society and the 
relations between different countries using cinema’s production as a key. Specifically, “Borders” aims to visualize 
this phenomenon re-designing the world’s geography according on how cinema and the world behind it connect 
countries to each others; the main goal is to generate a geo-political atlas of cinema using as data the information 
of movies that are collected on the web. The data for this thesis come mainly from two sources: IMDB.com and 
Wikipedia. The Internet Movie Database allow us to know almost everything about over a million of movies and 
television programs; common informations like country of origin, companies involved and release dates, form 
the basis on which I can generate networks of countries connected by shared movies’ production. Furthermore 
the project involves more graphical analysis developed from this big data, creating an economic analysis of this 
world using different models of data visualization. Afterwards, using Wikipedia, I have been able to study the 
cultural side of the topic, mainly understanding how much and how movies of each country are present on the 
different language versions of the website. The whole project has been realized considering it has a design 
process, in which data and visual analysis are not consequential but they are all part of a reiterate exchange of 
points of view and explorations which modeled both of them. 
 
 
The Logic of the Count and the Fantasy of Participation. Reading the Rise of Big Data trough a 
Critique of Communicative Capitalism 
Marco Pedroni (Università Cattolica del Sacro Cuore di Milano) 
 
The rise of Big Data puts in the hands of an oligarchy (Google, Facebook, Amazon, just to mention the most 
relevant) an unprecedented quantity of data, with consequences at several levels. This theoretical paper is aimed 
at exploring how this phenomenon empowers the «logic of the count» and enhances the «fantasy of 
participation». It relies on the notion of communicative capitalism as discussed by authors as Slavoj Zizek, Jodi 
Dean, Michael Hardt and Toni Negri. «Communicative capitalism» may be defined as «economic-ideological 
form wherein reflexivity captures creativity and resistance so as to enrich the few as it placates and diverts the 
many» (Dean 2010:  4). The concept origins in Zizek’s Lacanian-Marxist upgrade of ideology critique, together 
with his notion of decline of symbolic efficiency developed from Lévi-Strauss and in Hardt and Negri’s emphasis 
on the link between communication and capitalism. Communication capitalism make that «contemporary 
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communications media capture their users in intensive and extensive networks of enjoyment, production, and 
surveillance» (Dean 2010: 3-4) and, more broadly, relies on the exploitation of communication as industrial 
capitalism relied on the exploitation of labor. Two features of the communication capitalism are particularly 
relevant for the paper’s purposes. First, the change in the form of our answers from messages to contributions, 
which entails a fantasy of abundance expressing the «logic of the count», where the content does not matter, but 
the number of comments/likes/reactions do. Second, a reflexive trap consisting in an eternal loop � the 
perpetual invitation to read, share and react to others’ posts, Facebook pages, tweets and so on. This leads to 
heterogeneous but linked forms of exploitation of what users produce in common (exploitation of data, 
metadata, complex networks, users’ attention) and to the «fantasy of participation» in a participatory media 
environment where everyone seems to have a voice but social inequalities are far from being canceled. On the 
contrary, we notice a pyramid whose vertex is a small number of billionaire, private owners of the social network 
sites, and the base is made of users who give them their data for free. The production of Big Data signals us also 
the rising «injunction to participate», that is a drive to produce sharable contents, at the same time making 
oneself «available to marketers to capture our data and sell them» (Dean 2013). Finally, together with the risk on 
the side of users in terms of control and exploitation, we should be aware that the logic of the count entails 
dangers also for social scientists, in particular the fascination of the quantity and the representation of social 
world without understanding. The word-cloud, which graphically represents the content of the texts with regards 
to the frequency of word use, is an effective metaphor of such a risk. In conclusion, the paper is intended to 
critically discuss the enthusiasm surrounding the rise of Big Data and the need to understand the 
threats/opportunities for both citizens and the sociological gaze within the cultural context of the communicative 
capitalism. 
 
 
Big Data and Nate Silver’s Computational Protocols: predictive Analytics and innovative Methods 
for the Study of the Political Trends. 
Michele Infante (Università degli Studi “Suor Orsola Benincasa”, Napoli) 
 
On one hand, Chris Anderson claimed that Big Data would make the development of scientific theories and 
models “obsolete” (Wired, 2008) ; on the other the  statistician  Nate Silver claims that raw data, no matter how 
extensive, are useless without a model: “Numbers have no way of speaking for themselves…. Data-driven 
predictions can succeed—and they can fail. It is when we deny our role in the process that the odds of failure 
rise” (Silver, 2013). This paper try to combine Big Data with the computational protocols of “Nate Silverian” 
predictive analytics and to innovatively, cost-effectively and profitably segment/discriminate the political 
participation on-line. In his “The Signal and the Noise”, Silver discusses the challenges and science of prediction 
in a wide range of domains (sports, earthquakes, epidemics, economics, and climate change) but in particular on 
covering politics. Unlike most political scholars, Silver understands that political data are connected and try to 
understanding political correlations between Big Data and political issue. So even if elections are dynamic beasts, 
the Silver's method of analyzing them useful compares changes in polls on a long-term basis. Silvers uses many 
sources of data (electoral outcomes, historical polls, incorporated historical data) combined with statistical 
model, in order to extract information from every source looking at trends over time. If are innovative Silvers’s 
methodologies, more controversial appears his theoretical approach. In some way, we can state that Silver 
underestimates other factors that can influence elections, like economic variables, demographics, and party 
registration figures, and above two main factors. Once, the emotional state of voters related to some social 
phenomena at the top of the agenda–setting in the weeks before the election, secondly he ignores that the on-line 
political participation’s audience is usually more unsatisfied than the traditional media audience of their political 
leaders.  It will take a lot more than Bayes’s very useful theorem to solve the many challenges in the world of 
applied statistics to the Big Data ( e.g. stated age requirements, or  the facts many youth lack the digital skills to 
use social networking sites safely). Despite that, Silver never succumbed to the temptation to tweak his model — 
the only thing that changed is  the incoming data  - and his methodology is a constancy and a pivotal point of 
reflection on possibility for a political and digital Sentiment Analysis. Keywords: Big Data, Sentiment Analysis, 
Prediction, Social Statistic, Computational Sociology, Political Prevision and On-line Activism, Digitalization of 
Public Opinion. 
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When “bigger” means “better”? Shortcuts and pitfalls coming from big data for social research 
Paolo Giardullo (Università di Urbino Carlo Bo) 
 
In these last years, ICT opportunities are offering enormous quantities of every kind of information, coming for 
instance from the tracking position of Foursquare.com social network users. Similarly, attitudes and preferences 
of other individuals can be understood by analysing their shopping carts: actually, firms started in doing it since 
more than ten years ago: in fact, the first patent for Amazon has been deposited in 2001 and the developing of 
recommendation algorithms is still going on. From the social research point of view, the same kind of data could 
be very useful too. The purposes could be very diverse: from the monitoring of preferences about products or the 
content analysis of comments to news in order define the sentiment around a story covered by the media. Storing 
these data, or recovering them from the Internet, can also help to analyse historical series. These different 
opportunities seem to be a new philosopher’s stone for sociologists, a philosopher’s stone made by informatics 
rather than alchemists. Big data seem to be a shortcut in solving critical problems of social research as for 
instance consume of time and money. Indeed, the scale of this data seems also to solve problems of validity and 
reliability. Since you are supposing to work directly on an entire population rather than a sample, the trade off 
sounds positive, and then attractive.  By the way, some pitfalls are just around the corner. First, it is not clear 
what “big” actually means. When should we consider really “big” our data set? Second, what kind of data are we 
really using? Researchers are dealing with social network sites’ data (mainly Twitter) in order to create content 
analysis and monitoring of the opinions posted on them: so they are buying access to data through API, instead 
of producing the data they use. To what kind of data do we actually have access? Are we able to control their 
trustworthiness? The contribution presented here will propose some answers to these questions. An operative 
definition of big data will be offered and a critical review of the accessible sources for social researchers will be 
outlined through the analysis of the recent contributions on this topics coming from the informatics. 
 
 
Politics of Disappearance in Practice: Interrogating Surveillance’s Ob-scene 
Raphael Gellert (Vrije Universiteit Brussel); Gloria González Fuster (Vrije Universiteit Brussel); Rocco Bellanova 
(PRIO, Norway / Université Saint-Louis, Bruxelles) 
 
This contribution studies modern surveillance from the perspective of a politics of disappearance. The notion of 
politics of disappearance problematizes the presence and absence of disparate elements in concrete practices. It 
aims to illuminate typically neglected styles of association composed not only of what is visible, but also of what 
is left out, hidden or excluded. By doing so, it can contribute to move beyond conceptualisations of surveillance 
entrenched in discussions of who observes what, what is observed, and what is observable.  Two case studies 
illustrate this approach. First, the paper considers how recent revelations about United States (US) National 
Security Agency (NSA)’s surveillance programs blur the distinction between overt and covert surveillance, and 
grant a productive role to the concealed. Ranging from the ghostly presence of whistle-blower Edward Snowden 
to the seemingly un-fathomable nature of existing monitoring practices, these revelations help to exemplify the 
tensions between visibility and invisibility in contemporary surveillance. Second, the paper looks into so-called 
resistance practices, and particularly into how activists struggle to re-activate seemingly endangered notions 
such as subjectivity and privacy through a saturation of nakedness. In this context, exposure is used to reclaim a 
right to hide, and revealing becomes a mode of contestation.  These cases allow interrogating the meaning of the 
ob-scene, by bringing to the fore what is deliberately left aside, deleted, banned, and questioning how it can 
operate.  The idea that ob-scene elements are vital to modern surveillance notably obliges to critically assess calls 
for ‘transparency’ as a response to its deployment. If surveillance practices are not only ambiguous but, in a 
sense, inherently translucent (never fully present, but never fully absent) perhaps emerging politics need to 
refine the way in which they embrace their understanding of disappearance. 
 
 
Analisi delle conversazioni on line: tra Sociologia, Fisica e Linguistica. 
Rosario Di Girolamo (Telecom Italia); Roberto Basili (Università Tor Vergata Roma) 
 
Ogni attività che ognuno effettua in rete lascia tracce sotto forma di dati, raccolti in vari modi e sempre più segni 
della nostra vita e del suo tempo (passato,  nei libri che abbiamo letto, presente, per i libri che i recommender ci 
consiglieranno, futuro, in ciò che diventeremo a seguito dei consigli accettati).  Se come persone, la nostra 
identità  in rete può essere racchiusa in uno schema semplicistico composto da Ricerche (Search Keys) - 
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Appuntamenti ed eventi (Calendar) - Localizzazione (Locations) - Acquisti (Purchases) - Interessi (Interests) - 
Grafo sociale (Social Graph), lo spostamento on-line  del  territorio privilegiato della costruzione delle opinioni 
per le nuove generazioni, ma non solo di esse, ha imposto già da qualche anno la necessità a tutti i soggetti 
interessati a conoscere e modificare le opinioni, di essere presente, come soggetto attivo, nei luoghi della rete 
stessa. In particolare, nei Social Media i meccanismi di disintermediazione/reintermediazione tra la non più 
audience, ma pubblico attivo e i brand (intesi in senso lato, quindi finanche i soggetti politici) hanno imposto ai 
settori di Marketing e di Comunicazione delle aziende una costante presenza su questi Media. Dal 2011 
Telecomitalia ha attivato una facility di monitoraggio denominata RMR (Reputational Monitoring Room) che ha 
il compito di monitorare le conversazioni on line e redigere analisi qualitative e quantitative in relazione agli 
impatti che esse hanno sulla reputazione aziendale. Dal 2013 è in essere una collaborazione con l’Università Tor 
Vergata per lo studio delle dinamiche delle communities e delle tribes che interagiscono col brand TelecomItalia.  
Tali dinamiche vivono all’interno dei contenuti linguistici oggetto di scambio, condivisione e scontro, ed in tale 
otica costituiscono una sfida rilevante per le attuali tecnologie di rete. I principali driver della analisi qui 
proposta sono:  
• Matematico-fisici, focalizzati su una analisi topologica, statica e dinamica dei media in gioco e legati a 
modelli quantitativi propri delle scienze naturali, orientati alle misure (per es. la definizione e misura di KPI ad 
hoc per le dinamiche di comunicazione e conoscenza). 
• Linguistici, poiché dipendenti dai contenuti e quindi legati alla analisi testuale semantica del contesto.  
E’ su base linguistica, ad esempio, che i contenuti soggettivi correlati con una opinione sono manifestati in rete e 
la loro estrazione automatica richiede una consapevolezza linguistica non banale 
• Sociali, poiché i fenomeni individuali incarnati dai singoli messaggi acquisiscono un senso solo 
globalmente, cioè all’interno delle logiche dominanti in una comunità. In tale direzione non ci si può che 
muovere attraverso gli strumenti della analisi sociologica e netnografica, consone alla 
modellazione/riconoscimento dei significati sociali.   
Nella versione completa della comunicazione verranno riassunti le fasi principali dei workflow impiegati da 
RMR, e le implicazioni multidisciplinari, alla luce di raccolte e misure di dati reali, in diversi setting 
sperimentali.  
 
 
Big Data as “presentification” of knowledge. 
Sabino Di Chio (Università di Bari) 
 
As all the technological innovations, the rise of “datification” fulfils an hidden but widespread social need which 
finds expression in the opportunities offered by the new devices. In Big Data case, the need was the refinement of 
probability calculus, in other words the strengthening of the chances to read the present through numbers and to 
identify recurring patterns in order to cut the cost of predicting the future. On this basis, the hypothesis 
advanced in the paper is that Big Data can be analyzed as a form of "presentification" of knowledge in 
consonance with the change in the temporal sensitivity that affects western societies over the past thirty years.  
According to an influential research branch in social theory, late-modern societies undergo a "time-space 
compression" process (Harvey 1989) that elects the "absolute present" (Heller 1999) as the only dimension 
capable to give meaning to social and individual action (Laidi 2000, Aubert 2003). The global competition 
contexts (financial economics, online communication, fashion, new companies based on flexible accumulation) 
are scenery for a fight “against” time, perceived as a danger mine. This permanent race forces the human 
initiative in the small shape of the quickest possible response to market demands, in an exaltation of time 
reduction between impulse and response. A shrinkage that, pushed beyond a certain saturation point, impairs 
the ability to build consolidated and shared systems of meaning. Acceleration and reduction of duration (Rosa 
2003) concur to inhibit the vision of the future that, during Modernity, allowed people to transcend the present 
in order to improve it. In the rational discourse that structured modern cultural schemes, knowledge was a 
journey into the future, a discovery that required the individual to move forward into the unknown, to transform 
the present on the incentive of project imagination. In lack of big patterns of reality interpretation (i.e. political 
ideologies, religious beliefs or philosophical-scientific theories), numbers provide an immediate and concise 
understanding of phenomena, compatible with the urgency of absolute present: in politics, economic indices (i.e. 
the “spread” or credit ratings) become irrevocable evaluation of decisions; in media, popularity rates as audience 
share, number of followers or views, become fundamental criteria in the content editing. In this way, the subject 
give up definitively his modern role of visionary homo faber to legitimate his choices exclusively on what is 
already happened and known. Contemporary social actors find in numbers a way to normalize the future, 
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anticipating it in the present as the projection of probability. The problem is that probabilities rule creativity: Big 
Data reduce structural uncertainty letting the present resemble the past, instead of aspiring to a better future. 
 
 
Big Data and election behavior; a case for mixed-methods approaches for BD in social sciences 
Tjerk Timan (Erasmus University Rotterdam) 
 
Whereas Big Data in itself is a debatable term (for computer science it means data that is too large to compute by 
a single machine, where for social science it means data is too large to analyze by one human researcher), it is 
also a decontextualized one, and therefor it leads to many hyped and confusing promises in society.  Questions 
rise about big data by whom and for whom. As STS researchers, we have to ask what kind of impact BD has, or 
can have, on society, but also what kind of reflection BD is giving of society. Where the natural sciences have 
already adapted to a computational and often quantitative way of working, many social sciences are now 
confronted with not only a stronger focus on quantitative methods of working (also more and more as the sole 
accepted method of working!), but also have to deal with larger heaps of data. In an extreme scenario, the 
promise of real-life data means the end of social science (one can analyze “everything” realtime with real data). 
However, (luckily), many disciplines in social science and therefor many types of knowledge are still inductive 
(not reductive). While machines can make data into other forms of data and possibly even can translate data into 
forms of information, this information still needs humans and contexts in order to produce value. In that sense, 
this new possible real-time quantitative turn is nothing new; its just more. This also means social science needs 
to create new alliances (or enemies?) Where before it was math and stats, now its data scientist and 
programmers. STS is needed here, because the re/deductionist modeling language of programming and data 
formats might become overly present in the real world if we leave it up for grasps for these 'guys' (they are too 
often guys). Therefor, I propose to re-instate the need for a mixed-methods approach in STS when dealing with 
BD, where combination are made between doing, and understanding, (re/deductionist) models of BD, while 
simultaneously focussing on (inductive) methods of analyzing and reflecting those practices. Now; what does this 
mean for research on governing and the governed? An attempt here is made to provide a case study-in-the-
making. One case is that of current research I am conducting at the Media Culture and History department of the 
EUR: to look into how digital media influences voting behavior in the upcoming European elections by using 'big' 
data in combination with in-depth interviews. Data will be collected on browsing histories of an N number of 
participants, creating large heaps of data, in which patterns will be sought on correlation between browsing 
behavior and political prevalence. After the elections, these participants will be interviewed on why and how 
their browsing history has influenced their vote. In this way, quantitative computer - analysed data will be 
contextualized and put to use as an input-tool for deploying a qualitative, human-centric research method. 
 
 

Track 6 
 
Emerging ICT and Citizens’ Values: Anticipating and Responding to Challenges. 
 
Convenors: Philip Boucher (Joint Research Centre, European Commission) 
 
 
 
ICTs and emerging functionalities: analysis of an e-deliberation experiment 
Alberto Lusoli (Ca' Foscari Università di Veneza) 
 
The relevance of co-participation in the design of innovative artifacts, as a way through which incorporate the 
expectations and attributions of potential users, has been widely recognized by many scholars. According to Lane 
and Maxfield (1997, 2005), innovation can be considered as an emerging property determined by the social 
interactions surrounding an artifact, rather than a designed feature of the artifact itself. Therefore, innovation 
can be conceived as a complex process characterized by a high degree of uncertainty. This uncertainty could be 
ascribed to the fact that every agent within a community interacts with artifacts and other agents according to its 
attributions, thus generating new functionalities and needs. Trying to predict every possible attribution, thence 
every potential functionality that a new artifact could have once in the hands of the final user, is impossible. This 
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uncertainty is so pervasive and intrinsic with respect to the innovation process that it has been described as 
ontological, given that not just functionalities are unpredictable, but even agents, artifacts and attributions - that 
may play key roles in determining the consequences of the cascade of changes initiated during the process - may 
emerge during the course of the process itself. As a result, regardless of the degree of participation to the design 
process, the set of functionalities that an artifact can come to embody cannot be foreseen a priori. This degree of 
uncertainty of course applies to digital technologies; being artifacts embedded into complex spaces inhabited by 
agents and artifacts, ICTs are themselves interpreted by users through means of attributions. Governments, 
along with private companies, have been raising their expectations about ICTs as means through which tackle 
one of the crises currently affecting our societies: the lack of democratic participation. According to Participedia, 
a network for civic engagement initiatives, there are approximately 100 civic engagement tools available today, 
which have been tested in over 400 projects. But is it really reasonable to suppose that ICTs will provide effective 
solutions to the issue of the lack of democratic participation? Will users interact with the technology according to 
the functionalities initially designed? Will they pursue the presumed goals, or will they misuse, not use or abuse 
of the technology, driven by their personal attributions? How can designers, and community facilitators, identify 
creative uses of ICT and promote a mutual understanding amongst participants? This paper is aimed at studying 
how attributions and relationships determine the functionalities of ICTs by studying the outcomes of an e-
deliberation experiment performed in Cesena, Italy. During a one-month experiment, an online platform allowed 
citizens to contribute in writing the Mayor’s agenda for the years 2014-2019. Data gathered from on field 
research will show how citizens interacted with ICTs, which attributions the public administration and the 
involved community developed towards it, which functionalities eventually emerged. The final aim is to 
understand if and how a shared functionality(-es) has emerged, if this functionality(-es) was different from the 
one initially designed and which role facilitators played, or could have played, in managing the community 
participation. 
 
 
European Union and Wearable Sensors: Knowledge assessment of different epistemic networks 
Angela Guimaraes Pereira, Melina Breitegger and Lucia Vesnic Alujevic (Joint Research Centre, European 
Commission) 
 
Wearable sensors are new devices used in health sector that allow communicating patient’s state of health to 
their physicians without the need of their physical presence. They offer grand promises in the domain of 
medicine to both patients and doctors. This research is a part of the larger project called EPINET which deals 
with the assessment of societal impacts of new technologies within epistemic networks. Our objectives here are 
to explore and examine visions and knowledge production by stakeholders and citizens in the area of wearable 
sensors. We are focusing on the EU policies in the field of telemedicine as well as the opinion of different 
stakeholders. For the analysis of our data, we have used the knowledge assessment methodology. This approach 
is focused on the quality and fitness for purpose of knowledge produced around wearable sensors. Specifically, in 
this paper we have analysed several EU policy papers in the domain of telemedicine and interviews conducted 
with experts belonging to different epistemic groups connected to wearable sensors (EU policy makers, medical 
doctors, NGOs, developers). The findings present the common and disjointed visions and the way knowledge is 
produced and (not) shared between different epistemic groups with regards to wearable sensors. It shows that 
there is a great deal of different “disconnects” between uses, users and policy makers with regards to this issue. 
Furthermore, our analysis gives insights about the main imaginaries that drive policy making and including the 
rhetoric and justifications underpinning the adoption of wearable sensors in the health-care sector.  
 
 
ICT Use in Post Conflict Reconstruction and Development: The story of Sri Lankan Tamil 
Refugees 
Akshaya Sreenivasan, Steve Bien-Aime and Colleen Connolly-Ahern (The Pennsylvania State University) 
 
Often called the “boat people,” about 70,000 Tamil refugees from Sri Lanka live in the southern state of 
Tamilnadu, India. The humanitarian crisis that began in 1983 remains acute despite the official cessation of 
hostilities in Sri Lanka. This has left refugees within India struggling to redefine meanings of “homeland” and 
“borders” in their lives. The security and economic conditions in Sri Lanka dissuade many refugees from 
returning. This study seeks to understand the Tamils’ evolving definitions of self and culture, definitions that 
have been extensively mediated by mobile communication technologies. This paper is an attempt to explain how 



 25 

the refugees perceive borders from cultural, psychological, and physical perspectives. Grounded in ICT literature, 
as well as the literature of diaspora communications, the lead author conducted 12 in-depth interviews with 
Mandapam camp residents in Tamilnadu during the summer of 2013. Results indicate that mobile phones have 
allowed many Tamils to replace the physical proximity that once characterized their close emotional bonds with 
their friends and family members in Sri Lanka with a virtual network constructed through mobile telephony. 
While all the refugees, even the young ones, noted that they considered Sri Lanka their true “motherland,” 
lingering fear of government surveillance coupled with skepticism regarding the peace process impedes their 
return. For the refugees interviewed, the psychological benefits of maintaining relationships via mobile phones 
are paramount. However, having mobile phones was also associated with economic advantages (being able to 
find per-diem work) and social advantages (watching Sri Lankan cricket matches streamed digitally). The results 
of the study help address one of the questions that the United Nations High Commissioner for Refugees sees as 
important to achieving its goals, not just for the Tamils but for all of the world’s 7.6 million refugees: How can 
ICTs be used for community development among displaced populations? The authors provide suggestions for 
including mobile telephony in relief efforts for diaspora populations. 
 
 
Anticipating and Responding to Challenges Regarding Digital Technologies and Valuing 
Barbara Andrews (Cultural Practices); David Hakken (Indiana University); Maurizio Teli (<ahref Foundation) 
 
In this paper, we contribute to the discussion on the future of the relations between human values and the 
widespread adoption of Digital Information and Communication Technologies. In particular, we discuss ideas 
coming out of our collective efforts to address this relationship by fostering Socially Robust and Enduring 
Computing (SREC), forms of computing that support rather then disrupt social relations and foster societal 
transformations. In particular, we aim to argue that it is possible for us humans to build an alternative future by 
supporting digital technologies with specific, chosen social affordances. Drawing upon a combination of STS 
contributions (Actor Network Theory in particular) and neo-Marxist thinking, we describe the steps needed to 
promote SREC, to:  
1) Identify actual digital practices that could, taken together, provide a basis for a deeply transformed processes 
of social formation reproduction by fostering different values and alternative valuation processes; 
2) Explore how institutions might support these practices and discourage practices that undermine them;  
3) Specify measures that would allow judgments to be made regarding the extent to which practice in the 
institutions support the desired transformations. 
In the paper, we also need to carry out a series of theoretical clarifications to  legitimate our empirical project. 
First, we need to engage with an ongoing critique of contemporary practices regarding value and values, valuing, 
and “valuesing.” This  critique has been prompted by efforts to come to terms with, on the one hand, new forms 
of labor emerging in digital practices (e.g., playbour), and, on the other, efforts to develop an approach to valuing 
processes which overcome the neo-liberal exclusive focus on markets. Second, we explain why we need to include 
the establishment and use of commons-based concepts and practices. This move leverages the work done in the 
social sciences on common pool resources, commons-based peer production, and the common. Third, we 
reframe the relationship between values and digital things in STS terms of co-construction, rather than framing 
it strictly in terms of the consequences for values of digital technologies. This allows us to draw upon Callon's 
concept of devices, shifting it from market to non-market, common devices. And, finally, We shift attention to 
the future, moving away from current social formation dynamics likely to foster ever-expanding degrees of crisis. 
This allows us to project a more direct view on how base a deliberate intervention on re-shaping the reproduction 
of current dynamics. This should be based on re-aligning digital technologies with a renewed set of human values 
and how the activities of institutionalizing and measuring them can actually contribute to the constant, 
progressive, renewal of the values themselves. 
 
 
Developing Sustainable Communication Interfaces Through Fashion Design 
Caroline Loss, Catarina Lopes, Rita Salvado, Fernando Velez, Jorge Tavares, Henrique Saraiva, Norberto Barroca 
and Luís Borges (University of Beira Interior); Pedro Pinho (Aveiro University / Instituto Superior de 
Engenharia de Lisboa); Ricardo Gonçalves (Aveiro University) 
 
The recent technological developments made electronic devices become imperative and indispensable, being 
present in our daily routines, all over the world. But, the continuous exposition of people to the electromagnetic 
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radiation might cause illness. Electrosmog is the invisible electromagnetic radiation that results from the usage 
of electric equipment and wireless technologies. Some studies present electro sensibility as a contemporary 
illness affecting more and more people. This paper analyses some of the challenges this reality puts to the fashion 
design and how textile materials may be used to protect the human body against the harmful radiation and to 
develop smart cloths incorporating textile antennas able to capture these radiations and feed low-frequency 
devices. The textile antennas are the link for a non-invasive and unobtrusive integration of communication 
equipment and sensors, boosting the garment as an interface that extends the communication system. Finite 
battery lifetime has become a major concern over the past years. Therefore, energy harvesting holds a promising 
future in the next generation of Wireless Sensor Networks. Since there are a variety of energy sources available 
for energy harvesting in the environment, the opportunities are vast. Our vision is that energy harvested from RF 
(Radio Frequency) electromagnetic holds a promising future to power supply wirelessly electronics devices. 
Nowadays, RF energy is currently broadcasted from billions of radio transmitters (e.g., mobile communications 
base stations and television/radio stations) that can be collected from the ambient or from dedicated sources. 
One advantage of collecting RF energy is that it is essentially “for free”. Besides, RF energy is universally present 
over an increasing range of frequencies and power levels, especially in highly populated urban areas. These radio 
waves present a unique and widely available source of energy if effectively and efficiently harvested. Moreover, 
the growing number of wireless transmitters is naturally increasing RF power density and availability. Finally, 
this paper presents the development of textile antennas to integrate into clothes, harvesting the electromagnetic 
energy from the environment. Thus, one considers the notion of “Transparent Sustainability” and the search for 
the smart energy explorations of/or in the human body. This way, the association of fashion design and 
technology can transform the garment in a sustainable communication interface which protects the user against 
harmful radiation as well as harvest energy.  
Keywords: Electrosmog, textile antennas, wearable development, energy harvesting, smart clothing. 
 
 
Otherwise Engaged: the Data-space of Appearance at the edge of the world. 
Charles Walker and Dermott McMeel (Auckland University of Technology) 
 
This paper revisits Hannah Arendt’s (1958) notion of a Space of Appearance1 and her idealized distinction 
between oikos (private/domestic) and polis (public/deliberative), in light of pervasive new ecologies of techne 
that have (almost) invisibly repositioned the locii of individual and collective agency, politics and the experience 
of citizenship. Since Arendt’s time, and with the emergence of digital technologies, it has frequently 
been asserted that defining values and characteristics of citizenship – civic engagement, connection to public 
place, indigenous identities, memory - have been eliminated, subsumed or replaced by, for example, abstract, 
privatized, hyper-capitalized or cybermediated forms of immaterial cultural production and consumption. After 
Bratton’s (2012) “delamination of territory, economy and sovereignty one from the other”, the paper will draw 
these delaminated, striated and fragmented strands together to offer an alternative contextual/conceptual 
framework for a provocative, anticipatory ‘bourgeois anarchic’ form of ‘digital citizenship’ in Auckland, New 
Zealand.2 Located on the ‘edge’ of the globe, it is nevertheless currently the largest council in Australasia, with 
NZ$29 billion of assets, a NZ $3 billion annual budget, and approximately 8,000 employees. Demographic and 
economic projections suggest that the population will reach 2.5 million by 2040. Whilst modest by global 
standards, this represents 40% of the total NZ population and the majority of indigenous Maori, 
Pacific/Polynesian and ‘new settler’ citizens, 50% of whom are under 25). What is at stake in this Pacific city 
discourse is not only the long-term equity and sustainability of any political, cultural, environmental or economic 
agenda, but also the speculative/anticipatory contribution of design. This paper addresses some implications of 
these for participatory citizenship. More specifically, we present design projects that empirically analyze and 
proactively explore the practical, trans-disciplinary implications, disruptions and potentials afforded by ICT for 
distributed, micro-level, decision-making (citizenship). In doing so, we shed light on how citizens might design, 
use or respond to emerging, intelligent and affective technologies – whether wearable, mobile, socialized or 
hacked - against the background of a bio-politically ambiguous, neo-liberal and increasingly privatized, res 
publica. 
References 
[1] Arendt, H. (1958), The Human Condition. Chicago: University of Chicago Press. 
[2] Bratton, B. (2012). On the Nomos of the Cloud: The Stack, Deep Address, Integral 
Geography, http://bratton.info/projects/talks/on-the-nomos-of-the-cloud-the-stack-deepaddress-integral-
geography/ 
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Smart Meters as boundary objects in the energy paradigm change: the CIVIS experience. 
Giacomo Poderi, Matteo Bonifacio, Andrea Capaccioli, Vincenzo D'Andrea and Maurizio Marchese (Università di 
Trento) 
 
Nowadays, environmental factors related to global warming, together with developments in renewable energy 
technologies and ICT are driving a radical change in the way energy is produced, transmitted and used. We are 
entering the paradigm of Smart Energy Grids that is characterized by a fundamental shift from a central and 
one-way energy flow to a distributed and bidirectional one. Passive one-way communications and power flows 
from large suppliers to consumers are replaced by a more active and decentralized energy paradigm. Energy 
paradigms have always had a major role in shaping societies and people’s behaviors. Major changes in these 
paradigms corresponded to tipping points in the transformation of economy and society. As clearly identified in 
STS tradition, technological innovations rarely follow linear, clear and deterministic trajectories while they are 
emerging and consolidating. Indeed, they are part of a collective construction processes whereby negotiation, 
appropriation, adoption and resistance dynamics characterize the complex relationships brought about by the 
different human and non-human actors that populate the social worlds. In this presentation, we investigate this 
ongoing paradigm change from the perspective of the technologies that are central to it. In particular, by drawing 
on CIVIS goals and activities (an ongoing EU/FP7 funded project) we analyze smart metering technology as a key 
boundary object amid intricate and heterogeneous stakeholders’ interests. Boundary objects are, at the same 
time, fertile grounds for the negotiation and alignment of stakeholders' interests and privileged analytical lenses 
for the observation and understanding of the innovation processes, because they are entities where the interests 
of heterogeneous social networks converge, translate to and are translated by. Currently, the economic, 
regulatory, social and technological dimensions of the energy domain are called into question. We suggest that 
smart metering technology is acting as relevant boundary object between traditional actors in the energy value 
chain and emerging ones. We also suggest that specific attention shall be granted to citizens’ values, because 
these boundary objects are a vehicle for expressing multiple values. These exceed the traditional economic ones 
assumed by the classic economic theory in which actors are merely interested in economic outcomes. CIVIS 
project focuses on the ICT-enabled social dimension for harnessing the social innovation potential of individuals 
and collectives with respect to energy prosumption and which expresses multiple value systems. CIVIS objective 
is designing a fairer, more sustainable, energy-optimized smart city by linking energy, ICT and society to achieve 
significant impacts in terms of CO2 emissions reduction and new forms of social innovation in order to tackle 
pressing social demands. By reflecting on the early stage of the project, the presentation will (i) outline the 
differences in the design of traditional electricity meters and smart ones; (ii) briefly discuss the potentialities and 
the critical aspects of smart meters; and (iii) sketch a stakeholders’ map where smart meters act as boundary 
objects along the way of achieving CIVIS goals. Keywords: smart meters, boundary object, smart energy grids, 
energy paradigm, multiple value systems 

 
 
From Cloud to Cupboard: Speculative Computing and Cloud-Making in the Citizen Sense Project 
Helen Pritchard, Tom Keene and Jennifer Gabrys (Goldsmiths, University of London) 

 
As the citizen sensing practices that constitute environmental monitoring have become mobile and more widely 
available they have also become increasingly dependent on geographically remote, privately owned and 
centralised data storage. In these  computational arrangements, distributed data storage multiplies the potential 
circulations of data, while simultaneously reducing control over its use, storage and distribution. In response to 
the politics of cloud storage, self-hosting cloud technologies and communities have emerged that seek to re-
situate data within networks of accountability. In this paper we present our engagements with DIY cloud 
computing following the process of setting up a self-hosted cloud technology for the Citizen Sense project. 
Through practice-based research, participatory design and ethnography, the Citizen Sense project studies the 
intersection of digital sensing technologies with environmental monitoring practices. By describing the building 
up of a local cloud infrastructure, moving from the cloud to the cupboard, we consider in what ways the site(s) of 
data influence and inform citizen-sensing practices. We connect our cloud-making to related practices of 
decentralised data arrangements to ask in what ways other material-social relations might be articulated through 
recasting the sites of data. By decentralising our cloud technology, we attend to how this shift on one level 
materialises fine-grained control over access to data, while also operationalising new sets of human, 



 28 

computational and nonhuman arrangements for engaging with data. A decentralised cloud is about much more 
than openness or privacy, moreover, since a number of decisions arise through both the performativity and 
distribution of data. This is a context where hardware, software and environmental data “act upon each other” 
(Adrian Mackenzie, 2010). We further ask in what ways our experiment in local cloud-making might be 
advanced through the concept of “speculative computing.” Here, we are interested to reinvigorate this term, 
which has been used by media theorists (e.g., Drucker). Instead, we turn to AN Whitehead (1929) to consider 
how the speculative aspects of computing signal toward the ways in which particular relations and subjects 
(human and more-than-human) come together or concresce, and further influence the potential for new 
relations to form. If we attend to the concrete entities involved in making particular clouds--and computational 
relations--then how might a differently formed cloud be a speculative entity from which other and potentially 
generative citizen-sensing relations might emerge? We then return to consider how data arrangements influence 
the data practices and potentialities of citizen sensing. 
 
 
Citizen Evaluation of Emerging ICTs as an Expression of Responsible Innovation 
Kutoma J Wakunuma and Bernd C Stahl (De Montfort University); Veikko Ikonen and Marketta Niemelä (VTT) 
 
In the current social and economic climate, there is much reference to societal challenges which as has been 
identified by the EU’s H2020 include among others health, food security, energy, climate action, inclusive and 
secure societies. It can be argued that at the heart of this discussion and as a way of overcoming these challenges 
is the importance of inclusion and co-partnership of different stakeholders in innovation processes, technology, 
science and design. This is at the heart of the EU’s agenda on responsible research and innovation (RRI). This 
paper will discuss the importance of involvement of lay people as stakeholders in the identification of ethical 
concerns of emerging information communication technologies (ICTs). The paper discusses findings from focus 
groups conducted in the UK and Finland in which lay people as end users of any ICTs were involved in 
identifying technologies that they thought would materialise by 2020 and what sort of ethical issues they would 
present when they materialised. As may be often the case, lay people find themselves as mere recipients and 
users of technologies without having been involved in any stage of the process of design and development of the 
product. However, Powell & Colin (2008) call for co-design and co-organisation of technologies with citizen. 
They argue that by doing this, citizens have some control over the development processes that take place and as a 
result build their confidence about the technology early on. Although there may be opportunities to involve the 
public through consultations such as those done my government agencies and corporations, Beder (1999) argues 
that such consultations are not normally genuine but rather a public relation exercise aimed at manipulating 
perceptions and opinions of the public. Dijkstra & Gutteling (2012) state that 
Communication is a two way or multi-way flow of information, and emphasis is less on informing people and 
instead aimed at improving communication among citizens, scientists, politicians, government, corporate 
officials, and journalists (p. 3) 
We therefore argue that the notion of inclusion through public engagement is an important one, particularly 
when it comes to identifying future technologies and their potential ethical issues. We further argue that this 
notion of public engagement is illustrated especially well from the focus groups discussions help in the UK and 
Finland. In addition to presenting the future technologies and ethical issues that participants in the focus groups 
identified, the authors aim to answer the following questions 

i. According to the focus group findings, what does the data tell us about why participation is important in 
technology innovation and design? 

ii. When elements should be considered for effective public participation and engagement? 
iii. What new thinking can be considered if public engagement is to be effective? 

The discussion and findings presented in this paper will be of particular importance to a range of stakeholders 
interested in how to involve the public in matters related to future technologies and potential concerns. These 
include researchers of future technologies as well as policy makers interested in formulating ICT related policies 
that address concerns and possible solutions presented by future technologies. The paper will demonstrate that 
this approach to public engagement with regards to ethical aspects of emerging ICTs can be seen as an exemplar 
of responsible innovation that can inform responsible research practice in other areas of research and technology 
development.  
References 
Beder, S. (1999) Public participation or public relations? in Brian Martin (ed.), Technology and Public 
Participation, p. 169-192. 
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A risk to a right? Beyond data protection impact assessments 
Raphael Gellert (Vrije Universiteit Brussel); Niels Van Dijk (Vrije Universiteit Brussel); Kjetil Rommetveit 
(University of Bergen) 
 
In its 2012 proposal for a General Data Protection Regulation (GDPR), the European Commission introduced the 
obligation for data controllers to perform so-called data protection impact assessments. These in turn, introduce 
the novel notion of “risk to a right”, since they should be triggered where “processing operations present specific 
risks to the rights and freedoms of data subjects” (further proposals such as that of the European Council or 
European Parliament have retained the provision). The aim of this paper is to critically reflect upon the notion of 
“risk to a right”. Granted that rights and risks belong within different spheres of knowledge and social 
organisation, what kind of relation does a “risk to a right” institute between them? Hence, the contribution will 
explore the different possible relations existing between risks and rights (namely, risks or rights, rights as risks, 
risks within rights), and on this basis, speculate on the possible meaning(s) of a risk to a right bearing in mind 
that in merging the concept of a risk with that of a right the initial meanings of both are changed into something 
that could hardly be predicted in advance. In devising such possible meaning(s), lessons could be learnt from the 
field of environmental governance, which has now turned to anticipatory governance of new and emerging 
technologies for a long time. In particular, it could provide insights for the following questions. What kind of 
knowledge should be mobilised, who will get to decide what constitutes a “risk to a right”, and according to which 
methodologies and principles? What are the rights and freedoms in this context? The shape and outcome of 
impact assessments will differ depending on who is allowed to define and answer such questions and this might 
well determine whether the introduction of this methodology in its current form might itself pose a risk to the 
rights of privacy and data protection. 
 
 
Citizens’ veillance on environmental health through ICT and genes 
Mariachiara Tallacchini (European Commission Joint Research Centre, Ispra); Annibale Biggeri (Università di 
Firenze) 
 
In the last decade three different phenomena have merged: the widespread use of ICT devices to collect and 
potentially share personal and scientific data, and to build networked communities; biobanking for genomics, 
namely the organized storage of human biological samples and information; and the collaboration between 
scientists and citizens in creating knowledge—namely peer-production of knowledge— for shared social goals.   
These different forms of knowledge, technical tools, and skills have merged in community-based scientific and 
social —as well as legal—initiatives, where scientists-and-citizens use genetic information and ICT as powerful 
ways to gain more control over their health and the environment. These activities can no longer be simply 
qualified as epidemiological research and surveillance.  Instead they can be framed as new forms of citizens’ 
participatory “veillance:” an attitude of cognitive alertness towards the protection of common goods. This paper 
illustrate two Italian case-studies where citizens and scientists, by making use of both ICT and biobanking, have 
joined with the goal of protecting environmental health in highly polluted contexts. These are the “Fondazione 
Bioteca Sarroch” (Cagliari, Italy) near an oil refinery plant, and the project “PM2.5 Firenze” for the control of 
particulate matter in the city of Florence. In both situations, citizens —scientists and lay-experts— started a 
knowledge-based initiative to re-establish some fundamental rights, after these have been infringed (or are at 
risk of being infringed), by “privately” producing valid and more transparent knowledge to complement or 
possibly contrast official, institutional knowledge. 
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The Political Decision Making and Digital Media: An Interactivity Conceptual Model 
Marlon Freire (Superior Institute of Engineering of Coimbra) and Sergio Denicoli (University of Minho) 
 
Social media can be used to transform radically the government’s political decision making way. It is possible 
from a population-oriented vision which can incentive the creation of interactive channels of information and 
communication. The effective participation of citizens in decision-making process can and should be encouraged 
by platforms that put the politicians in direct contact with the voters, through of interactive resources use. Thus, 
the citizens could participate in the political decisions in a bilaterally form. Among these decisions, we highlight 
social, environmental and economic concerns. This paper proposes an interactivity conceptual model through 
the use of digital media to support the political decision making process through a more democratic and 
participatory way.  This article aims to develop a model of interactivity using digital media to influence, create 
and improve citizen participation in platforms of e-government, in another words, through these media, citizens 
can not only participate, but to determine and influence the policy decisions through the e-government 
platforms.  Keywords: ICT, Digital Media, Political Decision Making, Interactivity, e-Government. 
 
 
Domesticating the Drone: Management Strategies for Unmanned Aircraft in Society 
Philip Boucher (Joint Research Centre, European Commission) 

 
Remotely piloted aerial systems (RPAS) are currently restricted from use in normal European airspace. However, 
several civil, commercial, personal and recreational applications have been identified with massive economic 
potential anticipated. The European Commission will support the development of the sector by gradually 
relaxing airspace restrictions while supporting the development of a support infrastructure (safety protocols, 
licensing, insurance requirements etc). Since many applications are within existing technical capabilities, rapid 
development of the sector is expected thereafter. We know very little about European citizens’ attitudes to RPAS 
because debate has so far been limited to niche communities. However, concerns have been raised about 
potential obstacles in public opposition. ‘Domestication strategies’ have been proposed to help manage public 
acceptance. These include information campaigns that would highlight more benign applications, such as search 
and rescue, while steering attention away from more contested applications, such as police surveillance. The 
technical parlance is informally regulated, with the word ‘drone’ becoming taboo in many contexts, replaced by 
more sanitary technical terms (RPAS/UAS/quadrocopter). The objective of these strategies is the provision of 
alternatives to the “killing machines” vision that – it is assumed – currently dominate public thinking.  Here, we 
explore the depth of the relationship between different quarters of the drone sector and examine the proposed 
domestication strategies in the context of the responsible research and innovation agenda.  

 

 

Track 7 

How materiality matters in digital worlds: Artefacts, media, and discourses | 
Quanto conta la materialità nei mondi digitali: artefatti, media e discorsi 
Convenors: Gabriele Balbi (University of Lugano); Paolo Magaudda (Università di Padova). 

 
 
 
Compiling images of sounds. Warp Record’s identity construction in-between digital media and 
objects 
Alessandro Bratus (Università di Pavia) 
 
Starting from the late 1980s Sheffield (then London) based Warp Records pushed forward the extent and scope 
of electronic dance music (EDM) well beyond its exclusive focus on fun and physical enjoyment. One of the key 
factors in the success of the label was the creative use of the artistic possibilities provided by digitization, which 
fostered the birth of a distinctive audiovisual identity. In this respect a crucial role was played by the increasing 
blurred boundaries between video and audio data, subjected to shared processes of digital transformation, 
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transcoding, elaboration and manipulation. Although Warp Records repeatedly resisted any attempt to frame its 
artistic project within predictable lines, its production suggests the retrospective assemblage of a consistent 
imagery. Such an imagery is in turn materialized as musical and audiovisual compilations, i.e. a physical objects 
which summarizes and makes tangible the ideal features pertaining to the construction of a collective artistic 
identification. Gathering together stylistic features belonging to cinematic and musical genre conventions, as 
well as referring to a common set of structural strategies, Warp Records thus reconfigure aesthetically and 
materially a set of elements taken from the contemporary popular culture. The close reading of some examples 
taken from music videos and tracks included in those foundational compilations, along with the iconography of 
covers and promotional material will show how the label builds its own history and define its aesthetic position 
within contemporary popular culture. 
Key references 
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No Such Thing as Society: The Neoliberal Design of Networked Communication 
Andrea Miconi (Università IULM – Milano) 
 
Il tema della track è utile a ricordare una verità: che negli ultimi anni l’ingombro materiale dei mezzi di 
comunicazione è aumentato, anziché alleggerirsi e diminuire. Uno sguardo all’ecologia del quotidiano rivela 
facilmente la presenza di un numero di devices enormemente maggiore rispetto al passato, che è un fatto ancora 
da interpretare. La linea che intendo seguire nel mio intervento è semplice: una tale diffusione di strumenti ha 
l’effetto, se non lo scopo, di spostare il punto di equilibrio del sistema dalla società all’individuo (di qui la 
citazione di Margaret Thatcher, un po’ scontata, che ho scelto come esergo). Naturalmente, il rapporto tra 
personal media e individualismo è già stato ampiamente discusso, dalla “crisi del patriarcato” di Castells al 
“networked individualism” di Wellman. Entrambi, però, intendono la diffusione della rete e il sorgere di un 
nuovo stile di vita come due fenomeni paralleli, che si accompagnano quasi provvidenzialmente nel corso dei 
decenni: il che è forse vero per Canada e Stati Uniti, o meglio per alcune aree metropolitane del Nord-America, 
ma non è in alcun modo generalizzabile al mondo. Il limite di queste analisi, così, è di non interrogarsi troppo 
sugli effetti che i nuovi devices producono in contesti non caratterizzati da una simile trasformazione del tessuto 
sociale (che sono, come è evidente, la grande maggioranza), nei quali l’individualismo può essere perfino inteso 
come un prodotto e non come una premessa dell’innovazione tecnologica. Ad un’analisi accorta, il design della 
comunicazione di rete – tanto dei mezzi materiali ad uso personale quanto delle interfacce di accesso al Web, 
come quella di Facebook – tradisce infatti un’ideologia fortemente individualista, che contribuisce a svuotare di 
senso le strutture collettive e porta al centro della scena l’individuo: con la complicazione che quest’ultimo non è 
un protagonista concreto, un soggetto già emerso dalle pieghe della storia (come appunto in Wellman e Castells), 
ma il prodotto di una precisa costruzione discorsiva, dotata di altrettanto chiare implicazioni politiche. Più che 
alla “tecnologia di individualizzazione” di Foucault – che pure costituisce un utile punto di partenza – farò così 
riferimento all’ideologia neo-liberista, che ha dominato gli ultimi decenni e che nei personal media ha trovato 
una sua ideale messa in forma, tanto più efficace in quanto apparentemente neutrale. Parlare di ideologia 
individualista potrà sembrare singolare, in tempi in cui si ragiona insistentemente sulla natura social della 
comunicazione di rete: ma qui, proprio le analisi di Foucault sui dispositivi di produzione della verità offrono 
uno schema utile a mettere in questione la retorica dominante. La convergenza tra una tesi critica ispirata a 
Foucault, quale quella di Jody Dean, e  l’analisi della controrivoluzione neo-liberista proposta da David Harvey, 
così, fornirà infine l’abbozzo di una risposta diversa. 
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Per una sperimentazione materica postdigitale. Oltre i bits, i nuovi atomi. 
Chiara Scarpitti (Seconda Università di Napoli) 
 
Incapaci di spiegare con le parole la metamorfosi profonda che il nostro mondo sta vivendo, sempre più 
frequentemente, i designer esprimono il proprio pensiero attraverso materie reinventate, meccanismi interattivi, 
usi ibridi del digitale col naturale, strumenti autocostruiti. Questa prassi progettuale, tutta ancora da esplorare, 
suggerisce una fusione organica tra digitale e fisico, che supera la nozione classica di digitale e al contempo 
oltrepassa i confini materiali dell’artefatto. Il contributo proposto riguarda la nuova possibilità che il designer 
ha di mescolare mondo digitale e mondo materiale e di tracciare un punto di vista nuovo sulle pratiche 
costruttive della progettazione contemporanea. A metà strada tra un’elaborazione immateriale dell’artefatto e 
uno studio materico, inteso come ricerca sperimentale sull’oggetto fisico, l’obiettivo è quello di rispondere alla 
necessità di una esplorazione diversa del digitale, che considera anche gli aspetti estetici, poetici e antropologici 
delle tecniche e dei materiali che esso adotta. Cosi, mentre, la materia, con la sua rinnovata possibilità di 
trasformazione, offre alla ricerca nuove interazioni, allo stesso modo, le nuove tecnologie digitali open source, 
con la loro semplicità d’accesso, rendono utilizzabili tutta una serie di modalità produttive altrimenti ignorate. 
Un’unione tra materiali innovativi, tecniche di fabbricazione avanzata e strumenti autocostruiti, fa sì, quindi, che 
il progetto compia un percorso di ricerca inedito e fortemente originale. Un’indagine, che se fosse lasciata allo 
strumento esclusivo del digitale, sarebbe impossibile. “Il tattile, il relazionale e l’incompleto fanno parte 
dell’esperienza fisica che si vive nell’atto manuale… Il difficile e l’incompleto dovrebbero essere eventi positivi 
nella nostra attività intellettiva; dovrebbero stimolarci, come non possono fare la simulazione e la manipolazione 
digitale facilitata di oggetti già completi” (Sennett, 2008). L’attuale diffusione di un ritorno al fare con le mani, 
incentivato paradossalmente da un’espansione del digitale, riconosce alla materia un significato profondo e una 
capacità simbolica e immaginifica di innescare processi creativi. “Dagli atomi ai bits” (Negroponte, 2004) e in un 
prossimo futuro di nuovo a degli atomi trasformati, evoluti in qualcosa di diverso, capaci di dar vita ad una 
nuova antropoetica di matrice tecno-scientifica. Il digitale evolve in una prospettiva futura di “post-digitalità” 
(Negroponte, Bolognini, Alexenberg), che vede da un lato, un’assimilazione completa del digitale, e dall’altro, 
un superamento di questo in qualcosa di nuovo che abbraccia una dimensione materica e fisica del mondo che 
ci circonda, in una prospettiva di “umanizzazione delle tecnologie digitali” (Alexenberg, 2012). Riguardo il 
futuro di questo nuovo scenario prasseologico, una delle sfide progettuali più interessanti sarà quella di indagare 
materiali e tecnologie digitali secondo una sensibilità empatica che mira a riflettere sulle loro qualità percettive 
al fine di ampliarne il senso. Si tratta in pratica di lavorare sul digitale per mezzo della materia, miscelando la 
cultura del fare con la cultura digitale, che è in grado di offrire incessantemente nuove informazioni e possibilità 
connettive. Sul tavolo immaginario della ricerca verranno esposti esperimenti materici, concept, fabbricazioni 
digitali, meta-artefatti, immagini, suoni, video, in una logica di sincretismo processuale trasparente che 
permetterà di interpretare la complessità del reale in una maniera più aderente e efficace.  
 
 
Digital press: from a pre existing materiality towards a new object of design 
Daniel Moreno (Université Toulouse 2) 
 
Since the major technical and technological revolutions that have changed the way we communicate, as that 
produced by the printing and which led to the advent of the computer, its most mediate representation, digital is 
introduced gradually in our daily lives, paving the way for a new generation of texts and discourses in a digital 
form, where they gain a new life, a new materiality and new uses. Our goal in this communication is to approach 
the problem of transposition in the specific case that leads from the written press to the digital press, or web 
press, from the perspective of some key concepts such as “materiality”, “design” and “practice”. Indeed, focus our 
attention in a particular text as the printed press allows us to ask ourselves about its textual and semiotic 
operation, and then question the form this text acquires in the digital language. In accordance with the theme of 
the symposium, we want to see the changes produced in terms of materiality. This leads us to observe the press 
not only as a “mass media", but also the newspaper as an “object”, and compels us to see the web press as an 
hypertext. Thus, it is necessary to see the role of design in the implementation and configuration of this new 
textual form that is based on a text that exists previously. This movement between the print and the digital press 
is not realized without idealization, design and realization of an interface that gives concrete form to the printed 
document as well as the digital. 
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The materiality of 3D glasses in the digital era. 
Federico Vitella (Università di Messina) 
 
A partire dai primissimi anni 2000, l’esercizio italiano è impegnato nell’adeguamento delle proprie strutture alla 
proiezione digitale. Si tratta di un processo  tecnologicamente oneroso, paragonabile solo alle drammatiche 
conversioni degli impianti dei decenni passati al film sonoro e al film panoramico. Il fortunato lancio della 
tecnologia tridimensionale digitale ha provocato nel 2009 una brusca accelerazione al ritmo di conversione delle 
sale, ma l’interesse generalizzato del pubblico per il film stereoscopico pare già in via di esaurimento. Ancora un 
flop del 3D? Presto per dirlo. Certamente la tecnologia tridimensionale digitale non è priva di criticità. Se da un 
lato ha avuto buon gioco nel fornire al digitale quella componente attrazionale che gli mancava, dall’altro scarica 
la smaterializzazione del supporto del film proprio sullo spettatore. La materialità del visore che lo spettatore 
deve necessariamente indossare durante la proiezione digitale – è costoso, è scomodo, è difettoso, è veicolo di 
malattie, ecc. – è il pesante prezzo da pagare per godere di quei materiality-effects prodotti dalla tecnologia 
tridimensionale. Il presente intervento intende studiare il visore 3D quale oggetto tecnico, nel quadro della 
conversione delle sale italiane alla tecnologia digitale, attraverso un approccio a cavallo tra Film studies, Media 
industry studies e Science and technology studies. 
 
 
Sound art in the post-digital age and the remediation of materiality. 
Giacomo Albert (Università di Torino) 
 
In 1998 Wired article Beyond Digital Nicholas Negroponte stated that computer, already become a boring 
device, would have «disappeared into things that are first and foremost something else», and that this change 
would have created a world «in which our sense of identity and community truly cohabitates the real and virtual 
realms». The paper aims at deepening the explicit thematization and above all the consequences of the shift from 
a digital to a so  called post-digital age within  the sound art and multimedia art fields. I will particularly take into 
account two aspects of the digital to post-digital shift: from the one side the contrasting processes of 
virtualization and re-‐materialization, and from the other side I will face the relationship among work, spectator 
and the process of mediation, moving within  the interstice among media estrangement, media transparency and 
media opacity (Bolter---‐Grusin 1999). I will build the link among the two aspects starting from 1995 Erkki 
Huhtamo’s Encapsulated Bodies in Motion article, where he affirmed that insofar as «Technology is gradually 
becoming a second nature […]», «There is no need to make it transparent any longer, simply because it is not felt 
in contradiction to the authenticity of the experience». So, which is the experience of the post-digital matter? I 
will try to face this question looking at the answers that the artists gave through their works. Firstly, I will show 
the evolution of the technological devices in the sound art field, considering particularly their materiality and its 
perception by the spectator. I will show three historically interlocking phases: the first one is focused on a visible 
device, which is the core of the scene, questions the spectator and shows its mediated nature, particularly thanks 
to the means of estrangement and irony; in the second phase the medium becomes invisible, transparent, and 
strives for being the mere conveyor of an external content; finally, in the third phase, the post---‐digital one, the 
device recovers the heart of the scene. However, this time it is a re---‐mediated device: the perception of the 
process of mediation lies this time in a «luminal space», creating a ‘betwixt and between’ experience (Rogers 
2013). After this brief historical survey, I will show the results from the analysis of three recent post-digital 
sound and audiovisual installations, in order to deepen the understanding of the perception of materiality and 
re-‐mediation in contemporary sound art: Agostino Di Scipio’s ecosystemic sound work Untitled 05. Installazione 
Sonora ecosistemica in un piccolo spazio riverberante (2005); Volumi Adattativi (2008), an interactive 
installation stemming from the collaboration between the composer Michelangelo Lupone and sculptor Licia 
Galizia; in the end, I will take into account 2012 Beaubourg Exposition by Anri Sala, an integrated space where 
the Albanian artist collected some mutually related and synchronized sound and audiovisual works. Through 
these examples I will highlight the complex digitally re---‐mediated materiality and its consequences in the 
perception of the technology, of the work of art, of space, time and of the body of the spectator itself.  
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The Internet Craftsman 
James Losey (Stockholm University); Sascha D. Meinrath (New America Foundation and Open Technology 
Institute) 
 
Centralized control of communications technologies is foreclosing on the potential for digital craftsmanship in 
the 21st century. Sennett (2008) describes the craftsman as someone with the desire and ability to innovate and 
adapt a medium and create a new form or function. Unfortunately, while the open and decentralized nature of 
the Internet supports craftsmanship, the ever-increasing shift toward command-and-control networking is 
creating barriers for end-user innovation (Meinrath et al. 2013). Changes in network management protocols and 
agreed-upon networking standards, locked hardware devices, and restrictions on use severely limit how endusers 
can engage with and adapt today’s networked technologies (Lessig 1999; Meinrath et al. 2011). This paper 
provides a framework for how locus of control supports and/or undermines craftsmanship across four 
dimensions (networks, devices, media/content, and data), and documents how the lockdown of technologies and 
centralization of control change the relationships between users and tools. As we will document, these 
limitations to Internet Craftsmanship hamper creativity, undermine the power of the Internet in social 
movements, and hamper the emergence of meanginfully competitive markets. 
 
 
From physical to digital. A new way of interaction with an Integrated System of smart appliances 
Lucia Rampino (Politecnico di Milano) e Silvia D. Ferraris (Politecnico di Milano) 
 
In the late 80’s the debate about the dematerialisation of practices and media (Design Issues, Vol. 4, Designing 
the Immaterial Society., 1988), deeply concerned who deals with product design matters. At the beginning of 
that debate the general though was that many physical products would be eventually substituted by immaterial 
contents (Manzini, 1990; Negroponte 2004; Destrouzos, 2009). However events evolved in a different way. 
Today we are still surrounded  by a world of solid matter, where  physical products are more and more required 
to communicate messages to users. Indeed, as ICT is invading the realm of everyday objects, many products are 
becoming always more interactive and smart. This trend makes product designers wonder about the meaning 
and potentialities of this new man-machine interaction. While a first phase of products’ digitalisation has seen 
the arising of “smart” concepts, that were not successful (such as the refrigerator that sends you a message 
because your milk is spoiled), today we are witnessing the development of promising concepts of interaction 
between digital interfaces and industrial products. In this article the authors present, as an example, a prototype 
of interface developed and tested within the Research Programme “Sviluppo di un sistema integrato di nuovi 
elettrodomestici a ridotto consumo energetico”, cofunded by the Italian Ministry of Production. The programme  
is now coming to the end. The body in charge of the Research is Whirlpool Europe, while eleven companies and 
five research centres are partners, one of them being the Design Department of Politecnico di Milano. The aim of 
the Design researchers was to transfer part of the physical interaction, that typically occurs with domestic 
appliances, to a digital interface able to control the whole Integrated System of Appliances. The assumption was 
that it could lead to an advantage, in terms of energy optimisation, by making users aware of their consumption. 
The challenge was to make this interaction both pleasurable and functional.  
The research brought about some crucial issues. During the interface design phase, it was necessary to analyse 
how to visualise the concept of “domestic appliances system” where products integrate together rather than 
stand alone by themselves. Besides, we studied how to make efficient the change while going from material to 
immaterial interaction (as for instance the change of feedback in the use of a manual knob vs a touch screen). 
The prototype development phase confirmed the need of making the best correspondence possible between 
contents and modes of interaction of the digital interface and the physical products.  Eventually, during the 
usability tests, users demonstrated an interest for the system and its interface, not only because it gives a general 
overview, but also because it enables a new “immaterial” relationship with products. This relationship is 
cognitively richer, because it is made of data that are more deep, integrated and sharable. This kind of interaction 
modifies the general perception of a physical product identity. It has follow-ups that represent interesting 
innovation chances for those who deal with giving form and meaning to products, like designers do.  
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How the Internet Re-Invented Whistleblowing: Towards the Digitalization of Leaks 
Philip Di Salvo (Università della Svizzera italiana / The European Journalism Observatory) 
 
In recent years, several cases of journalistic whistleblowing appeared in the public record. The WikiLeaks saga in 
2010 and the explosion of the Datagate in the summer of 2013 have been the most visible examples of this 
phenomenon. Besides these cases, a constellation of smaller whistleblowing projects is also expanding in 
different fields (Chen, 2011). In contrast, before the arrival of the Internet, the only major scoop provided by a 
whistleblower able to reach the same impact in the public attention was represented by the 1971's "Pentagon 
Papers" leaked to the US press by Daniel Ellsberg whose revelations unveiled the real nature of the Vietnam War 
(Ellsberg, 2002). This proposed paper will analyze the differences between the Ellsberg's case and the WikiLeaks 
revelations, emphasizing the role of digital technologies. Starting from Patrick McCurdy's analysis (2013), which 
compared the identities and the involvement of the two sources in their whistleblowing acts, this paper will 
investigate further the differences due to the shift from an offline to an online and digital environment, focusing 
on the nature and formats of the leaked documents. Towards some case studies such as the destruction of hard 
disks in the Guardian newsroom required by the UK authorities to prevent further publications of Snowden’s 
documents (Harding, 2014), the paper claims how, even in the digital era, physicality still matters when it comes 
to whistleblowing, despite the constant “datafication” of the physical world (Mayer-Schönberger and Cukier, 
2013) and the attributes of digital artifacts (Kallinikos et. al, 2010) such as electronic documents.  
Sources 
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Shared presence of human and camera: transformative intertwined creative process. 
Rivka Dvora Mayer (Independent scholar) 
 
Throughout this exploration three pairs of actors can be modified: 
1. Materiality of body, domestic artefacts, food and waste / materiality of digital camera. 
2. Practices of daily routine and domestic maintenance / practices of photography. 
3. Cultural meanings of domestic maintenance and practices / cultural meanings of gaze and photography. 
Camera and woman photographer explore domestic daily life. Both are participating entities sharing space and 
exploration. They perform each her own practice. Physical movements by the woman and other actors are 
captured by the camera in continuous stills/stop-motion animation. The woman does her domestic daily routine. 
Her interaction with the presence of the camera transforms habitual gestures into a kind of performance or point 
at them as daily rituals. In this empirical study, multiplicity of digital images aggregated throughout the process, 
is experienced not as flood rather as a mode of inquiry. The camera captures frames from the trajectory of the 
movement. The camera’s view reveals meanings that might slip away from human photographic gaze through 
the camera’s viewfinder or back-screen. Here the linking of human eye and camera’s viewfinder is set apart. The 
act of photography is shared by human and camera. They interact at their liminality: the space in between 
participating entities and surrounding them; shared presence (camera / human / artefacts). This practice of 
photography emerges here as a mode of creating in liminality. Frames of continuous still photographs can also 
be viewed as stop-motion animation. The camera might capture the action at any point: at the moment of 
starting the action or fulfilling the purpose of the action or at any moment in between gestures. Such in between 
moment  embodies the meaning of continuum. Attention is given not to a particular decisive moment that has to 
be captured. Rather, every moment embodies the meaning of flow. 
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Il revival della fotografia istantanea come pratica di resistenza tecnologica 
Sergio Minniti (Università IULM – Milano) 
 
L’introduzione delle nuove tecnologie ha avuto un effetto poco considerato dalla letteratura sulla fotografia 
digitale: ha consentito, per la prima volta, la creazione di una coda lunga della tecnologia fotografica. Accanto al 
mercato mainstream, pervaso dai dispositivi ottici digitali, si è andato formando, negli ultimi anni, un mercato 
amatoriale di nicchia organizzato intorno alla produzione e al consumo di tecnologie fotografiche analogiche. 
L’affermazione di nuovi produttori, di nuovi distributori, i fenomeni di recupero e riattivazione degli impianti 
produttivi ad opera degli stessi ex dipendenti delle vecchie corporation, nuove pratiche fotografiche che non 
hanno nulla in comune con l’amatorismo tradizionale (sia analogico che digitale) disegnano uno scenario inedito. 
Se si prendono le distanze da posizioni deterministiche e fondate sull’assunto dello sviluppo tecnologico lineare, 
che considerano la fotografia analogica un tecnosauro destinato all’estinzione, usato soltanto in maniera 
nostalgica, o uno zombie medium, deceduto e rivitalizzato da nuovi usi, appare chiaro che questi fenomeni di 
recrudescenza analogica possono essere interpretati come parte del complesso processo di rinegoziazione della 
fotografia avviato dall’introduzione della tecnologia digitale. Nella fotografia sta probabilmente avvenendo 
qualcosa di simile a ciò che è successo in altri ambiti, ad esempio nelle pratiche d’ascolto che ruotano intorno alla 
tecnologia hi-fi: la creazione di sottoculture fondate sull’appropriazione tecnologica da parte di gruppi ristretti di 
hobbysti. L’appropriazione tecnologica, fin dai tempi dei primi procedimenti, quando la fotografia era a tutti gli 
effetti una risorsa scarsa, è stata il perno su cui il mondo amatoriale ha costituito i propri confini e attraverso cui 
ha controllato l’accesso alla pratica. Non stupisce allora che la recente moltiplicazione dei sistemi tecnologici, 
riducendo la disponibilità di tecnologie analogiche e ampliando al contempo le possibilità appropriative, abbia 
potuto stimolare la ricostruzione su nuove basi di quella che è sempre stata un’attività elitaria, una pratica 
tecnologica di distinzione. I diversi gruppi organizzati che oggi supportano l’identità analogica della fotografia 
attribuiscono all’appropriazione due significati: uno positivo, come mezzo attraverso cui ricostruire un rapporto 
attivo con la tecnologia, che si esprime in pratiche di appropriazione creativa, e uno oppositivo, codificato nella 
forma della non-appropriazione del digitale e dunque della resistenza. Il mio intervento vuol presentare le prime 
emergenze di una ricerca, ancora in corso, sulla resistenza al digitale nell’ambito del fotoamatorismo. Attraverso 
uno studio di caso (un gruppo italiano di appassionati di fotografia istantanea, riunito intorno al sito 
Polaroiders.it, che al digitale oppone l’utilizzo delle vecchie Polaroid automatiche e delle pellicole a sviluppo 
integrale), cercherò di illustrare i caratteri e le dinamiche fondamentali di questa sottocultura resistente. Mi 
concentrerò sul ruolo dell’appropriazione come momento in cui gli elementi strutturati della pratica amatoriale 
si incontrano con la libertà dei fotografi di ricontestualizzare le tecnologie, modificandone l’uso e dando vita ad 
un’attività in cui la materialità della pellicola, deliberatamente ostentata ed opposta all’immaterialità del digitale, 
diventa il perno su cui ricostruire un’identità di gruppo minacciata dal “mondo in cui tutti sono fotografi”.  
 
 
New users, new identities: emotional performances and subjectification processes in the digital 
society. 
Simone Belli (Universidad Carlos III de Madrid) 
 
This communication will present new paradigms of construction in the relationship between emotion and 
identity in "new users". We will study the social processes that people experience routinely using a different 
digital tool from what they learned and used in a primary digital socialization. This proposal is based on a 
theoretical framework that takes into account psychosocial relations and emotional processes of new users, 
incorporating multidisciplinary aspects that come from the field of Human-Computer Social Interaction. Given 
the complexity of this phenomenon, this research devotes a considerable space to data collection and digital 
ethnographic work, which is important for our object of study. The main objective of this research is to show the 
complexity of emotional situations that affect the identity processes of new users. The complexity appears by 
making visible the role that emotions have in digital practices among and within the individual users. They 
manifest situations of discrimination and marginalization, both digital and non-digital, always strongly 
emotionally charged. We need to look into this specific dimension of the digital world in order to understand the 
present social unrest in a society with such a high rate of technological innovations. Correspondingly, positive 
emotions appear in cases of social inclusion of new users in the host digital society. Specific examples would be a 
smiley emoticon or an exclamation sign in a popular chat. Keywords: emotions identity information and 
communication technology new users subjectivity 
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Per una tipologia della materialità/corporeità della musica in regime multimediale digitale 
Stefano Lombardi Vallauri (Università IULM – Milano)  
 
Secondo la ricezione critica prevalente, nei vari generi di spettacolo musicale multimediale è oggi dominante una 
tendenza alla smaterializzazione della musica, quindi alla sua congiunzione, alla radice, con altre tecniche e 
forme mediali altrettanto immateriali. I mezzi tecnologici, prima elettronici e ormai informatici, propiziano una 
creazione della musica: 
- svincolata dagli strumenti acustici tradizionali; 
- fondata su procedure, e foriera di risultati, affini a quelli della creazione informatica in altri ambiti estetici, 
segnatamente nel video digitale. 
È sempre più frequente il caso di compositori che, sulla base di una acquisita competenza relativa in generale alla 
creazione assistita dall'informatica, assumono pure il ruolo di videasti. Grazie Allá “transcodifica digitale” 
(Manovich 2001) si realizza così compiutamente sul piano tecnico il processo di “sfrangiamento dei confini tra le 
arti” preconizzato sul piano estetico da Th. W. Adorno. Inoltre la smaterializzazione della musica comporta 
anche, in particolare, una sottrazione di corporeità: sia nella fase della creazione sia soprattutto in quella 
dell'effettiva produzione non è più il corpo il tramite della generazione sonora, ma la macchina. 
Nei risultati questo si concretizza con, in ordine decrescente di materialità/corporeità: 
1) “opere” che sommano il video alla scena tradizionale con cantanti (es.: L'Angelo e il Golem di La Licata/Lupo, 
2000); 
2) spettacoli musicali multimediali che sostituiscono il video alla narrazione (es.: An Index of Metals di 
Romitelli/Pachini, 2003; Utp_ di Noto/Sakamoto, 2007); 
3) generi puramente audiovisivi, fino a quella che può definirsi “videoarte musicale” astratta, dove la parte 
materiale è ridotta pressoché a zero, perfino sul piano rappresentativo. Esiste tuttavia, uguale e contraria alla 
tendenza descritta, ma sempre comunque in ámbito multimediale digitale, anche una controtendenza alla 
rimaterializzazione della musica, in particolare alla sua ricorporeizzazione. 
Questa avviene in modo: 
1) diretto, quando mediante strumenti informatici viene trasformato in suono (in tempo reale) un dato materiale; 
ad esempio: 
1.1) un gesto umano: 
1.1.1) strumentale musicale (es.: Capt-Actions di I. Fedele, 2005); 
1.1.2) non musicale: coreografico (es.: Silence/Text di Aralla/Veggetti, 2005); grafico-pittorico (es.: Ciò che 
cresce sopra di Aralla/Veggetti/Yoshida, 2013); 
1.2) un movimento non umano, meccanico (es.: Regnum Animale di Lanza/Valle, 2013). 
2) indiretto, quando, al di là della reimmissione del corpo nelle opere in modo diretto, si osserva una 
rivalorizzazione della corporeità del suono in quanto tale: 
2.1) per accentuazione della leggibilità del gesto strumentale (sulla base dei suoi tratti audiotattili conosciuti 
culturalmente, oppure dell'empatia motoria); 
2.2) per accentuazione degli aspetti più materiali, nel senso di materici (meno puri, eterei, puliti), del suono: 
2.2.1) mediante spazializzazione; 
2.2.2) mediante elaborazione dell'intensità del suono, intesa come categoria fisica pre-musicale; 
2.2.3) mediante elaborazione del timbro, inteso – rispetto ad altezze e durate – quale dimensione più concreta 
del suono, meno riducibile a relazioni gerarchiche e razionalizzabili (il primato degli ultimi decenni del timbro 
nell'interesse dei compositori si attribuisce normalmente all'avvento degli strumenti dell'elettronica e 
dell'informatica, quindi a strumenti di smaterializzazione; probabilmente invece dipende anche dall'altrettanto 
forte, sebbene sotterranea, qualità materiale e corporea del timbro stesso: nella percezione metaforica, che è 
costitutiva nell'esperienza Del mondo da parte dell'uomo, il timbro è il corpo del suono). 
 
 
Un esempio di attesa riconfigurazione della relazione tra tecnologie mediali, mondo fisico e 
user: la mobile Augmented Reality e alcuni casi di primo utilizzo. 
Tiziana Piccioni (Università IULM – Milano) 
 
L’esplorazione di alcuni aspetti del processo di emersione di una nuova opzione tecnologica per la comunicazione  
- la mobile Augmented Reality - ha evidenziato che lo scarto esistente tra aspettative degli implementatori e 
quelle degli utilizzatori ruota anche attorno ad aspetti relativi alle modalità in cui questa tecnologia si inserisce 
nelle pratiche e che la caratterizzano come medium mobile e situato. Nella mobile AR l’oggetto computer-
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generated entra in relazione situata con gli altri elementi del set di relazioni attraverso una sua più diretta 
interazione con un preciso pezzo di mondo. Secondo buona parte delle sue diverse interpretazioni tecniche 
questa tecnologia svolge il compito di attribuire e rendere disponibile una specificazione addizionale per una 
porzione di mondo. In altre parole, gli elementi digitali associati a un oggetto fisico, o a un punto geolocalizzato, 
intervengono ad accrescere la riserva di elementi identitari degli oggetti. Se questa accresciuta disponibilità di 
strati definitori non fosse associata, tramite infrastrutture informative, ad una precisa porzione di mondo fisico, 
la mobile AR non offrirebbe molto di diverso rispetto alla tradizionale visione di  elementi computer-generated, 
autonoma rispetto al luogo di fruizione e nelle cui pratiche di accesso l’ancoraggio alla dimensione fisica si basa 
soprattutto sulla materialità del supporto. L’esperienza di mobile AR, infatti, mentre richiede uno spostamento 
nello spazio, finalizzato ad avere a portata di smartphone il punto fisico associato agli oggetti digitali, investe 
anche la dimensione verticale della disponibilità e dell’attribuzione di significati agli oggetti del mondo 
articolando così, per l’utente, la possibilità di muoversi tra differenti livelli d’identità di un oggetto o di un punto 
del mondo fisico. La dotazione identitaria supplementare degli oggetti del mondo, articolabile attraverso 
l’associazione ad essi di oggetti computer-generated, è potenzialmente accessibile solo per mezzo di dispositivi 
tecnologici e in particolare, in questa fase e per l’utente non professionale, attraverso lo smartphone o il tablet, 
sebbene per il prossimo futuro stiano in preparazione ben più trasparenti dispositivi eyewear. Tuttavia, se è vero 
che l’utilizzatore di mobile AR ha accesso alla visione integrata di oggetti digitali e oggetti fisici solo grazie alla 
cooperazione di un artefatto più o meno trasparente e comunque materiale, è anche vero che nell’esperienza di 
AR l’oggetto fisico di riferimento si trova a rinegoziare la propria partecipazione al gioco della mediazione 
presentando istanze di prossimità fisica, pena la mancata attivazione dell’interazione. Si pensi ad un’app in AR 
per il marketing turistico:  essa non riuscirebbe a informare su Palazzo Pitti neppure in merito alla sua 
denominazione ufficiale, per esempio, senza prima averne intercettato le coordinate geolocali per mezzo del GPS 
di cui il device mobile è dotato o, per mezzo della fotocamera, uno specifico marker visuale. 
In questa doppia dipendenza dalla dimensione fisica, le pratiche d’utilizzo dei sistemi di mobile AR si rivelano 
anche occasione di resistenza da parte di un user le cui attese, configurate entro il quadro tecnologico 
stabilizzato, vanno in direzione di un’articolazione della sua relazione situata con le tecnologie mediali che è 
differente rispetto a quella prevista dagli implementatori. 
 
 
In defence of letting go: Investigating design as control and accountable intra-actions 
Xaroula Kerasidou (Lancaster University) 
 
The Drift Table, designed and prototyped by the Interaction Research Studio, made its appearance almost at the 
same time as the first Microsoft Surface. These are two coffee tables with amazing computational features yet 
very different approaches, not only on how they were designed, but also how they were staged and performed; 
the latter a stand-alone finished product that magically sprung from Microsoft’s labs, the former a playful 
artefact surrounded by tales of designers, volunteers and shortcomings. Of course, the work of STS and feminist 
technoscience has made theoretically and empirically evident that all technologies are socio-material 
assemblages and not stand-alone neutral objects that reside in an isolated ‘technical’ realm until they are 
transferred to the ‘social’. And if they appear as such, as in the case of the Surface, this is because there is a 
hidden background of resistances, labours and efforts that work to orchestrate and maintain this performance, 
sometimes successfully, others not. The Drift Table is different and, unlike technologies such as the Surface, it is 
a good example of an artefact that was not only designed, but also performed and celebrated as a socio-material 
assemblage; so while the Surface revelled in the secrecy that surrounded its makings, the Drift Table indulged in 
the visibility of its stories of people, shortcomings and unanticipated problems to be overcome. But maybe the 
Drift Table and the Surface have more in common than meets the eye?  This paper is both a cautionary tale and a 
celebration of design and materiality. A cautionary tale of when plurality gets mistaken for multiplicity. Or, to 
put it differently, when the orchestrated visibility and documented proliferation of all the actors and actants that 
participate, in one way or the other, in the design process can masquerade the fact that design as control, rather 
than ongoing and accountable intra-action (see Barad 2007; Suchman 2002,2007), insists being the name of the 
game. But it is also a celebration of the Drift Table which, as I will argue, because of its design and materiality 
and, at the same time, despite its designers intentions, brings forth a different approach to interaction which 
challenges the traditional dichotomies of active/passive, user/non-user. This way, it opens up a space for us to 
think differently about encounters between human and machine that, following Ahmed (2000), could foster not 
only conflict, but also, importantly, surprise. 
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Digital literacy e disuguaglianze sociali 
Convenors: Renato Stella (Università di Padova); Fausto Colombo (Università Cattolica del Sacro Cuore di 
Milano). 

 
 
 
Connessi, da lontano Digital literacy e pratiche di appropriazione della telefonia mobile da parte 
degli over 60 
Francesca Comunello (Università di Roma La Sapienza) 
 
Lo studio del rapporto tra anziani e telefonia mobile rappresenta un punto di vista privilegiato per analizzare le 
pratiche di domestication delle tecnologie digitali, mappandone gli elementi motivazionali e le traiettorie di 
acquisizione di specifiche competenze d’uso. Nel caso degli over 60,  i fattori abilitanti legati alla digital literacy 
si accompagnano a più ampie considerazioni di tipo sociale e relazionale. Si tratta di un segmento della 
popolazione che non ha fatto esperienza di forme di alfabetizzazione tecnologica attraverso un uso precoce – e 
che, anzi, ha vissuto una parte rilevante della propria esistenza in un contesto tecnologico distante da quello 
attuale. Benché una porzione rilevante della letteratura dedicata alla digital literacy si concentri sulle 
competenze delle generazioni più giovani, l’età resta una delle dimensioni centrali nell’analisi delle 
disuguaglianze digitali, rendendo particolarmente significativa l’osservazione dei processi di appropriazione delle 
tecnologie digitali da parte delle fasce in età avanzata. Il presente intervento analizza i risultati di uno studio 
condotto in Italia, a partire da un quadro concettuale e metodologico condiviso con ricercatori di altri paesi 
europei. In particolare, proponiamo l’analisi di più di 50 interviste semi-strutturate, condotte prevalentemente 
nel centro Italia (area metropolitana di Roma e centri urbani di medio-piccole dimensioni in Umbria e nel 
Lazio), tra ottobre 2013 e febbraio 2014, che hanno coinvolto uomini e donne di età compresa tra i 60 e i 95 anni, 
con profili socio-culturali differenziati. L’intervista mira a mappare le motivazioni e le pratiche d’uso, i processi 
di domestication, le competenze degli utenti e la loro percezione della telefonia mobile. Dalle interviste emerge 
un quadro articolato: a percorsi di avvicinamento conflittuale alla tecnologia si accompagnano pratiche d’uso 
avanzate e forme di profonda integrazione nelle pratiche relazionali quotidiane. La maggior parte degli 
intervistati fa riferimento a dimensioni di tipo funzionale, restituendo un uso della tecnologia mobile ricondotto 
al perseguimento di forme di “autonomia in condizione di sicurezza”  e di micro-coordinamento (Castells et al. 
2007; Rainie e Wellman 2012), spesso dichiarando in modo esplicito la propria distanza dalle forme d’uso (e di 
valorizzazione) tipiche delle generazioni più giovani. Tra le intervistate di sesso femminile emerge 
un’accentuazione della componente relazionale (usare il telefono per “lunghe chiacchierate” con amiche e 
parenti), assai più marginale tra gli uomini. Alcuni intervistati, inoltre, restituiscono una chiara differenziazione 
funzionale tra i diversi dispositivi telefonici (il telefono fisso come strumento d’elezione per conversazioni più 
lunghe, il telefono mobile per il micro-coordinamento o per la sicurezza personale). Nella nostra analisi, 
facciamo riferimento a una concezione ampia di digital literacy, che valorizza, in particolare, la componente 
sociale del tessuto relazionale, collegando il concetto con più ampie considerazioni legate all’inclusione (e 
all’esclusione) sociale (Buckingham 2003; Kraut e Brynin 2006; Morris 2007; Livingstone 2008; van Deursen e 
van Dijk 2010; Hsieh 2012). Particolarmente rilevanti, nell’avvicinamento alla tecnologia mobile, paiono essere 
figure in grado di fungere da mediatori (solitamente parenti più giovani, talora il coniuge). Tali soggetti 
sembrano rilevanti non solo nell’avvicinare gli anziani alla tecnologia digitale (telefono mobile, Skype o altri 
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strumenti digitali), ma anche nell’accompagnare verso pratiche d’uso avanzate, attraverso l’illustrazione di 
funzionalità specifiche e/o la manipolazione diretta del dispositivo del parente anziano.  In termini più generali, 
attraverso l’appropriazione delle tecnologie mobili i nostri intervistati paiono costruire legami diretti non solo 
con singoli individui (o, più in generale, con l’insieme delle persone a loro più prossime), ma anche con la società 
e con i “tempi in cui vivono”. 
 
 
Mobile internet literacies: competenze digitali, safety skills e abilità comunicative dei ragazzi che 
usano smartphone e tablet 
Giovanna Mascheroni (Università Cattolica del Sacro Cuore di Milano); Monica Barbovschi (Masaryk 
University); Kjartan Ólafsson (University of Akureyri) 

 
La nozione di digital literacy è centrale sia nella ricerca sul divario digitale, sia nella prospettiva della media 
education, sia nel dibattito sulla sicurezza online per i minori.  Se la tradizione di ricerca sul digital divide si 
confronta con il problema di misurare empiricamente le competenze che costituiscono la digital literacy, la 
media education e gli aduiences studies contestano un approccio skill-based e interpretano la literacy come una 
pratica sociale - come tale contingente, e culturalmente, socialmente e politicamente orientata - che riguarda non 
solo l'accesso ma anche la capacità di analisi, valutazione critica e produzione dei contenuti mediali. Il dibattito 
sulla e-safety, invece, valorizza quelle competenze che garantisco usi sicuri e responsabili della rete. Nel tentativo 
di bilanciare esigenze empiriche e conoscitive, nella ricerca Net Children Go Mobile la digital literacy è stata 
operazionalizzata in 4 categorie: skills strumentali (come la capacità di connettere il proprio smartphone a una 
rete wifi); skills di tipo critico (la comparazione di siti web per valutarne l'attendibilità, la comparazione di app 
con funzioni simili per scegliere la più affidabile e efficace); safety skills (come la capacità di modificare le 
impostazioni di privacy del proprio profilo o di disattivare la geolocalizzazione); abilità comunicative (la capacità 
di creare un blog, o di condividere sui social media foto o filmati realizzati con il proprio smartphone). Per 
ciascuna categoria sono state misurate capacità che riguardano l'utilizzo di internet in generale (12 item), e 
capacità connesse all'uso di internet da device mobili come smarthpone e tablet (11 item). A partire dai dati 
raccotli da Net Children Go Mobile in Belgio, Danimarca, Irlanda, Italia, Portogallo, regno Unito e Romania, il 
presente contributo illustra le differenze di età, genere e paese nella digital literacy così operazionalizzata. 
Inoltre, mira a identificare i fattori che contribuiscono a spiegare le disuguaglianze nel possesso di competenze 
digitali che caratterizzano anche la generazione dei cosiddetti 'nativi digitali':  in particolare, si valuterà 
l'influenza dell'esperienza online -misurata in termini di anni dal primo utilizzo di internet e di numero medio di 
attività online condotte quotidianamente  - e del background familiare - uso di internet e di smartphone da parte 
dei genitori, adozione di diverse strategie di mediazione dell'uso di internet dei figli, etc.  
 
 
Affrontare il divario generazionale tecnologico attraverso il gioco 
Ilaria Mariani and Giiuliana Catapano (Politecnico di Milano) 
 
L'evoluzione tecnologica di cui siamo testimoni sta conducendo a profondi cambiamenti nell’interazione 
sociale tra le persone che con esse si trovano ad interagire quotidianamente (Da Empoli 2002; Flusser 2004). 
Tra le molteplici trasformazioni in atto, un aspetto prominente riguarda come gli individui vivono il proprio 
rapporto con la tecnologia (Proserpio 2011). Esplorando il web come contesto di interazione e indagando le 
diverse modalità con cui ciascuno interagisce con la rete, sono emersi alcuni principi generali che 
differenziano le persone proprio sulla base del loro rapporto con gli strumenti digitali. Sono state individuate 
due "generazioni"– su molti aspetti antipodiche – la cui diversità trascende l'aspetto demografico: nativi e 
immigrati digitali (Prensky 2001; Salen 2008). Consapevoli del ruolo tradizionale (Huizinga 1938; Caillois 
1958; Suits 1978), e innovativo (Bogost 2007; Gee 2007) del gioco, questo paper si propone di indagare come 
tramite l’artefatto ludico si possa sollecitare una riflessione sul contesto socio-culturale e tecnologico 
contemporaneo, ed in particolare sulle problematiche sensibili legate alla convivenza con la rete delle due 
diverse generazioni (Ferri 2011; Van Eck 2006). Guardando all’istanza ludica quale strumento di 
comunicazione capace di incentivare dialogo e collaborazione (Salen, Zimmerman 2004; McGonigal 2011), 
nasce [S]collegati: un progetto che affronta il divario generazionale in atto, invitando i suoi protagonisti a 
scoprire di più su se stessi, acquisire consapevolezza sulla modalità di interazione con la rete, e soprattutto 
comprendere e rivalutare l’altra generazione. [S]collegati mira a generare un’esperienza significativa e una 
riflessione critica che non rimane limitata al gioco in sè, ma che anzi si espande ai diversi aspetti del 
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quotidiano. Ad oggi infatti, molti aspetti legati alla tecnologia sono di frequente sottovalutati e caratterizzati 
da luci e ombre, da indagare e approfondire per generare consapevolezza (Quartiroli 2013): dalla propria 
condotta in rete a come ciascuno percepisce i propri rapporti interpersonali online. Attualmente, guardando 
alle due generazioni, possiamo vedere tipologie di condotta dicotomiche. Da un lato troviamo chi sente 
proprio l’universo digitale, dall’altro chi invece sceglie di prendere le distanze, per incapacità di interage con 
il linguaggio sconosciuto del web, o più semplicemente per mancanza di volontà e disinteresse ad 
apprendere qualcosa di nuovo e giudicato spesso frivolo/effimero (Stoll 2004). Un artefatto ludico, 
sapientemente progettato, può veicolare informazioni e contenuti: in qualità di facilitatore è capace di 
trasformare la barriera alla base del divario intergenerazionale e culturale in una possibilità di scambio 
costruttivo tra le parti, ponendo i giocatori in una condizione di apertura al diverso e al nuovo. 
 
 
La convergenza di civic e digital literacy nella partecipazione politica giovanile 
Maria Francesca Murru and Giovanna Mascheroni (Università Cattolica del Sacro Cuore di Milano) 
 
Rispetto alle forme tradizionali della partecipazione politica offline, le pratiche di partecipazione online, piu ̀ 
informali e al confine fra comunicazione, consumi, creativita ̀ e impegno civico e politico, sono ritenute piu ̀ 
consone ai giovani (Bennett 1998, 2008; Loader 2007; Gauntlett 2011; Micheletti, 2003), e, quindi, 
potenzialmente in grado di compensare la forte disaffezione giovanile per la politica. Le ricerche sin qui 
condotte, tuttavia, presentano risultati contraddittori: se per alcuni internet e ̀ da considerarsi una risorsa efficace 
nel mobilitare i giovani e a ridurre il gap di partecipazione (Krueger 2002; Montgomery et al. 2004; Lusoli et al. 
2006), altri al contrario evidenziano la capacita ̀ di intercettare online solo quanti sono gia ̀ interessati alla vita 
politica, con l’effetto di rafforzare il divario fra chi partecipa e chi no (Livingstone et al. 2007). Altri studi 
empirici sulla partecipazione elettorale negli USA suggeriscono invece che le barriere di status socio-economico, 
di educazione e di etnia, che ancora condizionano l'affluenza alle urne, tendono a diventare meno rilevanti in 
relazione alle pratiche di partecipazione online. In questa prospettiva, l'educazione alla digital literacy 
(Buckingham 2003; Jenkins et al. 2009; Livingstone 2009), intesa come appropriazione di usi critici e 
responsabili delle ICT, potrebbe ridurre il participation gap online e, auspicabilmente, offline, promuovendo una 
maggiore inclusione digitale e sociale delle nuove generazioni. A partire da queste considerazioni, il progetto 
FIRB 2012 “Costruire società inclusive e un’Europa globale online: informazione e partecipazione politica in 
prospettiva comparata” intende anche studiare la relazione fra le pratiche di partecipazione civica e politica on- e 
offline e la digital literacy. Il presente contributo si propone, quindi, di avviare una discussione sul tema della 
civic literacy. A questo scopo si presenterà una revisione della letteratura internazionale sul tema e si discuterà 
una definizione operativa di civic literacy e digital litercay. 
 
 
Digital literacy e disuguaglianze sociali tra gli adolescenti veneti 
Marco Scarcelli (Università di Padova) 
 
Con literacy si intende la capacità di accedere, analizzare, valutare e produrre messaggi in tutti i formati della 
comunicazione mediale (Aufderheide 1993); competenza che, riferita ai molteplici usi e attività possibili in 
ambito digitale, rappresenta oggi una condizione necessaria per vivere e partecipare in quella che è stata definita 
la società della conoscenza. La mediazione che internet attua in tutte le dimensioni della vita sociale, politica, 
economica e culturale di ciascun individuo è divenuta oggi sempre più pervasiva, determinando un 
riposizionamento del ruolo dell'utente che inizia a far parte di pubblici sempre più critici e attivi nei processi di 
mediazione (Silverstone 2005). Come importanti evidenze empiriche dimostrano (Bennet et al., 2008; Hargittai, 
2010; Helsper e Eynon, 2010), è necessario superare una retorica celebrativa largamente diffusa che individua in 
ragazzi e ragazze dei soggetti predisposti, quasi naturalmente, all'uso delle nuove tecnologie  dell'informazione e 
della comunicazione. Il contributo proposto presenterà i dati preliminari di una ricerca che ha come scopo 
principale quello di studiare le competenze digitali degli adolescenti veneti (tra i 15 e i 17 anni) analizzando le 
connessioni tra alfabetizzazione informatica e condizioni sociali, istituzionali e tecnologiche che possono influire 
sull'efficacia dei processi di acquisizione della digital literacy. La ricerca ha lo scopo di favorire un'accezione 
sociologicamente significativa di competenza digitale intesa non come mero possesso di abilità tecniche, quanto 
come risultato della combinazione tra queste ed un più ampio contesto socio-culturale. A tale scopo la ricerca 
verterà sull'indagine dei livelli di alfabetizzazione digitale, nelle sue componenti di accesso, analisi, valutazione e 
produzione di contenuti. Queste verranno analizzate focalizzando l’attenzione sulle dimensioni tecnico-
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generative, informazionali e relazionali per non tralasciare l’importante ruolo che le nuove tecnologie ricoprono 
non solo per ciò che riguarda l’accesso alla conoscenza, ma anche in rapporto alle attività connesse alla gestione 
del self e delle emozioni. 
 
 
Digital literacy and inequalities among young people: beyond the simplistic metaphors 
Simona Tirocchi (Università di Torino) 
 
Il contributo si propone di analizzare il rapporto tra giovani e digital literacy con l’obiettivo di Evidenziarne e 
discuterne la complessità, alla luce della riformulazione del problema del digital divide. Nella sua iniziale 
teorizzazione, infatti, Il digital divide si fondava sulla dicotomía tra information haves e information have nots. 
Questa polarizzazione era basata sulla centralità del problema dell’accesso, successivamente superata da una 
focalizzazione dell’attenzione sull’inclusione digitale (Warschauer, 2003) e dalla scoperta di una stratificazione 
delle disuguaglianze anche nell’uso (digital inequalities), legata sempre più a fattori come la dotazione tecnica, le 
capacità cognitive, le reti social disponibili, la varietà e l’esperienza in rete (Hargittai, 2002; Bentivegna, 2009). 
Il tema delle disuguaglianze digitali è peraltro legato anche alla definizione della digital literacy, intesa come 
all’abilità di accedere, analizzare, valutare e creare messaggi all’interno di un ambiente digitale (Livingstone, 
2004). Le ricerche empiriche relative all’uso delle tecnologie da parte dei giovani, hanno evidenziato la necessita 
di superare le descrizioni semplificatorie, anche se spesso affascinanti, che hanno accompagnato la definizione 
dei giovani come nativi digitali  o il mito della digital generation. Numerosi contributi empirici, volti a indagare 
se il concetto di nativo digitale possa essere esteso a livello globale, hanno confermato la sostanziale fragilità 
dell’ipotesi formulata da Prensky (2001; 2009) e poi sostenuta da altri. Un articolo di Thinyane (2010) riporta 
uno studio condotto su più di 290 studenti del primo anno iscritti in due università del Sud Africa. Lo studio 
describe le modalità di acceso e uso delle tecnologie da parte dei ragazzi, rivelando una popolazione piuttosto 
eterogenea, con diversi livelli di relazione con la maggior parte dei dispositivi considerati. Un’indagine condotta 
da Kennedy et. al. (2008) aveva dimostrato l’esistenza di differenze tra gli studenti che dipendevano dal loro 
background, ma anche dall’appartenenza a paesi sviluppati piuttosto che ad aree “in via di sviluppo”, mentre 
Hargittai e Hinnant (2008), studiando le differenze d’uso di Internet da parte dei giovani adulti daí 18 ai 26 anni, 
profilavano l’esistenza di un second level digital divide”. Un successivo contributo, risultato di un’indagine 
condotta nel contesto britannico (Helsper, Eynon, 2009) evidenziava l’importanza di variabili come l’ampiezza 
d’uso, l’esperienza, La self---‐ efficacy e l’istruzione. Più recentemente, la ricerca ha ragionato sull’ampliamento 
del problema delle disuguaglianze digitali collegato alle nuove competenze richieste dai social media. In 
particolare, si parla di online social networking skills, riferendosi ad abilità e conoscenze relative all’uso delle 
ICT, specialmente per l’interazione sociale. Nel quadro teórico interpretativo di queste competenze, teorizzate 
attraverso la lente delle affordances, le digital skills possono 
essere definite con riferimento all’abilità di usare le ICT per facilitare le interazioni social (Hsieh, 2012). Nella 
sua parte conclusiva, il paper avrà l’obiettivo di riflettere sulle politiche europee di supporto alla digital literacy 
per i giovani e sulle eventuali azioni di media education da intraprendere al fine di garantire una diffusione più 
omogenea della capacità d’uso delle nuove tecnologie digitali intesa come capacità di appropriazione critica delle 
tecnologie. 
 
 

Track 9 

Design for Creativity – Investigating the mutual relations of 'creative' and 
'ordinary technical' practices in the design of creative tools 
Convenors: Claudia Mareis, Johannes Bruder and Carolin Wagner (Academy for Art and Design, Basel) 
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The Staging of Information, Architecture, and Public  Design Approaches and 
Strategies. 
Christine Chieko Schranz (Zeppelin University in Friedrichshafen) 
 
This contribution attempts to investigate on how appearance and shapes of (semi-)public space will be changed 
by digital media technologies. More precisely: the aesthetic impact of the information-age on media, architecture 
and public. As a first result of globalization attempts, standardized visual branding in public space has become 
common. However, nowadays one sees a trend to interactive, customized and user-centered design. This paper 
elaborates on how human-machine interaction within design processes can be controlled in (semi-)public space. 
The (semi-)public space is increasingly been layered with visual and digital information. One only needs to think 
at the presence of screens with media information at train stations, airports or public transportation. With the 
help of media technologies, any desired object, building structure and architecture can be put to screens, as is the 
case today already with architectural facades. Data can be sent to physical space or retrieved from it (whilst the 
physical space is increasingly integrated into a virtual environment). The “physical space [is a] data space by data 
obtained from him [...] or by being extended with data” (Manovich 2010, 306). With the ever growing influence 
of media, a human-centered or at least personalized design will be in focus. Mainly then, when objects are 
interacting with users and do respond. Outgoing from John Maeda’ experimental computer programming 
Designing by Numbers in the 1990s, the process of human-computer interaction has evolved rapidly in design. 
The project has influenced many non-technical people by making programming more accessible to them. By 
linking design and technology there has been a shift to dynamic visual identities. Thereby the logo and visual 
elements are fed by algorithms, causing them to change constantly and taking different forms. Recently, visual 
identities have been created going beyond and respond directly to the environment. By means the combination 
of design with locative and sensitive data. For example the logo of Norwegian region Nordkyn, where the weather 
is affecting and shaping the logo. A programmed tool translates weather data into visual appearance and 
generates the logo. For the media perception of (semi-)public space the media facade is particular important. 
Through the media facade the inside and the outside space can be extended. Inside, it offers an identity and 
internal cohesion, and to the outside, it communicates with the public (see Kronhagel 2010, 291). As for example 
the media facade of the Dortmunder U, the former Union brewery. The animation Flying Pictures (2010) is 
projecting images inside the building and on its roof, which have been taken in real-time at different locations of 
the Ruhr region and thus providing part of an identity (see Winkelmann 2011). Design is playing an important 
role in shaping (semi-)public space (see Erlhoff 2012). Therefore it is important, not to leave the emerging media 
spaces exclusively to the information-age technologies. This paper aims at making designers aware of the 
technical possibilities and fosters their participation in its development and application. Blending digital and 
(semi-)public space poses a responsibility for design, therefore designers should develop a critical position. 
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User-Product Interaction Evaluation Contribution Model Concept of Affordance, Usability and 
Confirmatory Factor Analysis. 
Elham Morshedzadeh and Makoto Watanabeh (Chiba University) 
 
Interaction Design is the creation of physical and emotional dialogues between a person and a product, system, 
or service that is manifested in the interplay between form, function, and technology as experienced over time. 
User-Product interactions design includes preparing the use of symbols and function in the product application. 
Evaluation is very much at the heart of and is integral to the interaction design process.  When designing 
products, designers may employ techniques, such as affordance or signs, as cues for operations. The term 
affordance, which was coined by Gibson (1979), describes an intrinsically behavioral relationship between users 
and objects. Furthermore perceived affordance, which is used by Norman (1991), is the perceived properties of 
the object that suggest how one could use the object. There are different methods for evaluating usability 
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depending on goals, but sometimes combinations of methods are used as they enable richer data to be gathered. 
There are quantitative and qualitative methods (Lazar J.2010) for evaluating user research - especially in 
interaction design. In statistics, confirmatory factor analysis (CFA) is a special form of factor analysis, most 
commonly used in social research. There is a form of contribution between this type of analysis (CFA) and theory 
of affordance for usability evaluation in user-product interaction. In this study we focused on the contribution 
model of behavioral relationship between user and product, through theoretically reviewed multi-disciplinary 
papers and works with respect to Affordance and related fields, summarized and systematically explained how 
affordance analysis and evaluation can contribute to User-Product Interaction. It is not possible in most design 
processes to scientifically resolve every step in a chain of arguments and there are always some intuitive 
limitations. Even with these limitations, the applications of scientific traditions provide the best protection 
against errors. In this study, we proposed a conceptual model of contribution between product affordance, 
usability, and statistical analysis, which could lead research on design to scientific evaluation in user-product 
interaction, and consequently help designers to evaluate their designs by a reliable method. It should be noted 
that this study is purely focused on the visual and functional information. As mentioned above, this would be 
contributive for designing and improving user-product interaction as design references. Hence, this contribution 
model can be used in future study for proposing a Human Modeling Framework, which is using human science 
analysis method by basis and theory of affordance. Keywords: User-Product Interaction, Affordance, 
Evaluation, Confirmatory analysis. 
 
 
Model making as a representation of abstract knowledge. 
Elif Akta (Istanbul Technical University) 
 
In recent years, digital design tools have expanded the overall vision of design with  uses such as digital 
manufacturing, modeling, animating, rendering, programming etc.  Still, they are insufficient in assisting 
designers during the early phases of the design  process. Conventional methods such as sketching and physical 
modeling are still the  most effective and commonly used tools for conceptual design. It is mostly due to the 
challenges designers and tool developers face in attempts to digitally represent intuitive movements of the 
physical processes. The digital medium comes with its own technique, culture and way of thinking. Therefore, 
while working in the digital realm unconsciously or consciously, we operate within its limitations. What matters 
is to succeed in representing our thinking through the digital rather than letting the digital lead our thinking. 
Concerning that, this paper addresses the problems that are revealed while trying to translate the dynamic and 
intuitive features of the physical conceptual models to the digital platform. In order to identify the key features 
that are required to transfer digital media, both digital and physical model-making processes are explored 
through various experiments. The physical processes are investigated as dynamic representation where the 
modeled object is constantly evolving via instant and quick handmade models, namely, conceptual draft models. 
The potential advantages and deficiencies of current digital tools that are used for representing these models are 
analyzed through digital experiments. In consequence of the experiments, a general framework, which will lead 
to construct a methodology for the representation of conceptual draft models in digital medium, is purposed.  
Keywords: conceptual models, abstraction, physical modeling, design thinking, digital modeling,  
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Cellular Network City. 
Lina Ahmad (Zayed University College of Arts and Creative Enterprises, Abu Dhabi) 
 
With over half of the world’s population now living in cities, global urbanization is developing at unprecedented 
rates, scales and densities. This study aims contesting the perpetuation of urban design, techniques which it 
considers incapable of managing the immense and relational logic inherent to vast cities undergoing accelerated 
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change. The twenty---‐first---‐century city embodies extreme qualities of complexity of interaction, 
communication and exchange – and in fact, large cities behave parametrically and dare the expression of 
associative systems and networks. Parametric Urbanism addresses the ways in which associative design systems 
can control dynamic information to effect and adjust larger urban and global life---‐processes, embedding 
intelligence into the formation, organization and performance or urban spaces, uses, activities, interfaces, 
structures and infrastructures. Taking the past Shanghai 2010 Expo as a case study and seriality as a theme, the 
forces of standardization and homogenization of urbanism are challenged – seeking new modes and models of 
urban organizations. The city is understood as  athematical expressions of global and local regulations, codes and 
policies, played out parametrically in time, continually shaping the spatial relations of parts and wholes. 
Computational tools were pursued with capacities to manage high order of complexity, experimenting with new 
forms of interative graphic space – dynamic pattern formation with continuous yet discrete cellular spatial 
properties – generated from associative modeling and algorithmic procedures. This proposal illustrates an 
engagement with a broad range of scales and topics of experimental design, including the modulation of urban 
and architectural spaces, structures, systems, and components, while investigating new, softer, aggregate and 
incremental models of control of urban growth, densifications, evolutions, transitions and distribution – in both 
vast and infinitesimally small increments of space and time. The proposal has two folds: firstly a prototypical 
Urban_Expo for the past Expo 2010, as well as planning for severa possible futures for the legacy of the site after 
2010, proposing a new civic, cultural and consulate core for Shanghai. All ancient, historic and contemporary 
cities order spatial, geometrical, distributive hierarchies with subdivision techniques, in response to this 
observation, an urban cellular network is proposed to configure thick, deep and multiplicitous urban ground 
strata for the Expo 2010 and to endure beyond. The spatial cells and connections are proposed to extend laterally 
across the site and to grow vertically in a series of new iterative tower typologies that define a coherent yet 
differentiated organization of sectional movement in a diversity of scales, densities, heights and programmatic 
mixities. Various site---‐scaled systems are coded with specific rules of growth and expansion configured from 
straight---‐line segments to articulate gradual spatial transitions and subdivisions with a segmented mathematical 
approach to the formation of curvilinear spaces and structures. Curved surface modules are controlled locally 
within bounding discreet volumes and are arrayed serially at various scales to form aggregate building 
structures, space dividers, and porous façade systems achieving high orders of organizational complexity 
resulting from simple local rules. 
 
 
The human emotional systems and the creativity in design. 
Marco Maiocchi and Margherita Pillan (Politecnico di Milano) 
 

Today Emotional Design is mainly studied in three directions: i) naive, in which the explanation on emotion 
rising is based mainly on common experience [Nor 2004]; ii) neuroscience based, in which emotions are taken 
into account as they are a neuroscientific phenomenon [Van 2012]; iii) behavioural, in which emotions (not 
always scientifically well defined) are verified from statistic records on different behavioural measures (face 
recognition , gesture recognition, ...), and those phenomena are in some way related to design characteristics. 
We believe that the second approach is the only one able to give results, and it is possible to provide a model 
taking into account the emotional centres within the central nervous system [Pan 2012], the relationships 
between elementary perceptions and the emotion arousal [Ram 1999] and the metaphoric structure of human 
thinking [Lak 1980]. The paper presents: the seven basic emotions according to Panksepp (Seeking, Fear, Rage, 
Lust, Care, Panic/Grief, Play), the way in which design artefacts can rise those emotions both through primary 
perceptual aspects (colours, shapes, materials, etc.) and through recalls to metaphoric “scripts”. Those three 
aspects melted together constitute a useful model both in the analysis of the emotions produced and in the 
synthesis of desirable characteristics of design artefacts. Such a model can explain why some masterpiece, as well 
as why some commercial design products have a strong success on the market. Many examples of different 
design artefacts (products, communication, services, etc.) are presented, showing which of their perceptual 
characteristics affect unconscious interpretation, and which emotions are involved, making so an “object” 
desirable. Further, the same model is presented as a design support, as a way for suggesting to the designer roads 
to be explored in attributing perceptual characteristics to the artefacts, in order to raise well targeted emotions. 
In this way, the rigorous industrial design process, as well as an artistic process in creating objects, can be 
complemented with a parallel approach inventing new constraints dimensions, and them becoming a creativity 
prompter. Examples are presented both as real experiences and as project concepts.  The paper includes some 
considerations on the applicability of the approach to emotional aspects of Interaction Design. 
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Beyond the Idea: D:STEM, a new approach to design and science integration 
Anne Toomey and Veronika Kapsali (Northumbria University) 
 
We propose that a new design paradigm of interdisciplinary collaboration is needed to address the challenges of 
21st century society. As a society we need designers whose understanding of significant developments from 
within the STEM (Science, Technology, Engineering, Mathematics) community is of a level that they can 
understand and exploit a novel or emerging material, be able to absorb this knowledge into their design ‘toolbox’ 
and have the agility to identify, manage and contextualise innovation opportunities emerging from STEM 
developments. D:STEM, an acronym for Design: Science, Technology, Engineering, Mathematics, is the 
nomenclature we have given to a holistic, interdisciplinary approach to addressing 21st century needs through 
materials interrogation and redefines studio culture for the 21st century. At the core of D:STEM is one or more of 
the following: 
- Designing with Advanced materials, designing advanced materials 
- Design prototyping using Advanced fabrication 
- Designing products with Advanced functionalities 
Is D:STEM a new design paradigm and a new area of practice? How does it differ from existing and historical 
areas of interdisciplinary and collaborative practice? We present a D:STEM example of design and science 
integration through the P3i (Printable, Paintable, Programmable intelligence) Studio -Lab. P3i is a recently 
formed research group within Northumbria University that explores future ways of living through design-led 
materials and technology exploration. We are establishing a studio-lab that integrates design, science and 
technology from the outset with both the Design and the STEM domains working in unison on interrogating 
human centered needs, such as assistive healthcare, energized architecture and performance products, to design 
and develop products and services for Future Ways of Living The P3i philosophy challenges existing hierarchy 
where the designer is introduced at the end of the innovation chain, once the technology is cemented. Instead we 
place Design as a core stakeholder from the inception of an idea.  The example that we present is a short scoping 
project into the design opportunities for dielectric electroactive polymer sensors. A prototype vest for real time 
breathing monitoring through sensing thoracic movement was constructed using hand crafted bespoke 
stretchable sensors mapped to critically relevant areas of the thorax. It is beginning to emerge that this holistic 
approach makes sense and has potential to go beyond established technology transfer, share and exchange 
initiatives as a route for innovation. We propose that elements of this approach, if examined and challenged 
thoroughly, could potentially be of use to others as a methodology for integrating Design and Technology for 
innovation. 
 
 
Progettare fuori, rimanere dentro. Pratiche di configurazione del contesto nei concorsi 
architettonici 
Daniele De Pretto (Università di Padova) 

 
Negli ultimi decenni l'architettura si è fortemente globalizzata, rendendo sempre più frequenti attività di 
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progettazione in paesi lontani – in ambienti fisici, architettonici, sociali e culturali particolarmente eterogenei – 
con la conseguenza di rendere più complessa la comprensione del contesto da parte degli architetti, che in molti 
casi non sono mai stati “in loco”, generando anche polemiche all'interno della disciplina (La Cecla 2008). A 
complicare ulteriormente le cose si aggiunge il fatto che sempre più spesso gli atelier di architettura partecipano 
a concorsi di idee che si riferiscono ad un determinato luogo, con una sua storia, un suo tessuto socio-politico, 
ma che nella realtà raramente si concludono con la costruzione dell'edificio, tanto che l'output del processo 
progettuale risulta essere, in casi come questi, la rappresentazione grafica dell'edificio, con il progetto che 
diventa il progetto grafico delle tavole per il concorso. In tutto ciò viene quasi a sparire il luogo fisico in cui 
collocare l'edificio, e con esso il confine tra l'artefatto-progetto e ciò che lo circonda. Sia il contesto che il 
contenuto finiscono così per diventare elementi che l'architetto deve prefigurare durante il processo progettuale, 
non considerandoli come entità autonome e separate, bensì come attori profondamente imbricati tra loro 
(Yaneva, 2012; Leach, 1997), dinamici e sfuggevoli (Latour, Yaneva, 2008; Houdart, Minato, 2009). Con il 
delinearsi di un quadro di questo tipo, risulta interessante cercare di comprendere come il progettista possa 
portare avanti un processo di progettazione che implica una conoscenza di quello che accade fuori dallo studio, 
senza mai uscirvi. Con il presente contributo, il cui materiale empirico proviene da una più ampia ricerca 
etnografica sull'innovazione tecnologica in architettura, intendo indagare la relazione che intercorre tra l'edificio, 
il contesto e l'utente all'interno dell'artefatto-progetto, e le modalità secondo cui gli architetti riescono a 
configurare le connessioni esistenti tra questi elementi nelle pratiche di progettazione architettonica. I dati sono 
stati raccolti all'interno di un importante studio di architettura del Nord Italia attraverso interviste in profondità, 
osservazione etnografica, materiale documentale prodotto dagli architetti e fotografie, nel 2012, durante il quale 
ho frequentato quotidianamente per un periodo di 10 mesi gli architetti e lo studio. Analizzando le strategie di 
lettura del contesto e di configurazione dell'utente si giungerà a comprendere come il confine tra l'artefatto e il 
contesto (ma anche i confini stessi del contesto) siano particolarmente difficili da individuare, fino ad osservare 
in che modo, durante il processo, il progettista arrivi a definire tanto l'artefatto quanto il contesto stesso, oltre ad 
incorporare all'interno dei dispositivi dei set di azioni possibili che configurano un ampio ventaglio di ipotetici 
user di uno spazio. Considerare anche un concorso architettonico come oggetto d'analisi permetterà inoltre di 
comprendere come la relazione tra utente, “edificio” e contesto possa essere al contempo scissa dalla realtà 
materiale in cui si ipotizza dovrà essere collocato quello spazio, ma anche legata ad una rappresentazione che 
dovrebbe essere il più possibile accurata di quella stessa realtà, in cui il contesto è “attivamente passivo: è fatto 
e, simultaneamente, è capace di fare” (Thrift, 1983). 
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In or out? - Following a controversial architectural project through the jury deliberations of an 
architectural competition 
Jan Silberberger (ETH Zurich) 

 
The paper at hand bases on findings from an ethnographic study on the jury sessions of four architectural 
competitions in Switzerland. In particular, the paper is attentive to the unforeseeable turns and leaps within the 
evolution of a jury’s judgement - not only with regard to a single “provocative” competition entry but also 
regarding the design problem as such. Drawing on literature from the field of design science (e.g. Schön 1983; 
Simon 1996), the field of organization studies (e.g. Weick 1995; Kreiner 2007) as well as the field of actor-
network theory (e.g. Latour 2005; Yaneva 2009) the paper aims at applying Callon’s (1986) moments of 
translation in order to trace the various scattered entities (e.g., existing buildings, past incidents, shared 
experiences, diverse historic or current discourses), and the ways how they are mobilized by the local actors (e.g., 
jurors, competition entries and the existing understanding of the problem). Conceptualizing the outcome of jury 
deliberations of architectural competitions as a result of a chain of translations, the paper provides a detailed 
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description of the jury board’s complex decision-making process. Keywords: design methodology; actor-
network theory; decision-making; sense-making; architectural competitions; jury deliberations. 
References 
Callon, M. (1986), “Some Elements of a Sociology of Translation: Domestication of the Scallops and the 
Fishermen of St. Brieuc Bay”, in Law, J. (Ed.), Power, Action and Belief: A New Sociology of Knowledge, 
Routledge and Kegan Paul, London, pp. 196-233. 
Kreiner, K. (2007a), “Strategic Choices in Unknowable Worlds”, available at: 
http://www.clibyg.org/en/knowledge_bank/index.php?item_id=33 (accessed 3 May 2010). 
Latour, B. (2005), Reassembling the Social: An Introduction to Actor-Network-Theory, Oxford University 
Press, New York. 
Schön, D.A. (1983), The reflective practitioner: How professionals think in action, Temple Smith, London. 
Simon, H.A. (1996), The Sciences of the Artificial, MIT Press, Cambridge. 
Weick, K.E. (1995), Sensemaking in organizations, Sage, Thousand Oaks CA. 
Yaneva, A. (2009), The Making of a Building: A Pragmatist Approach to Architecture, Peter Lang, Bern. 
 
 
Autarchy, or the Practice of Dutch Design between the Studio, the Home, the Media and the 
Market 
Joana Ozorio de Almeida Meroz (VU University Amsterdam) 

 
Since the early 1990s ‘Dutch Design’ has become increasingly visible in the  international design field. 
Publications that attempt to explain its essence appeal to the idea that Dutch Design artefacts are somehow 
‘typically Dutch’, where ‘Dutchness’ is explained as a mix of recurring factors: conceptualism, Calvinism, the 
artificially constructed and densely populated Dutch landscape, the Polder Model, social responsibility, 
entrepreneurship, and a shortage of natural materials and industries, among others. However, the problem with 
such narratives is that they participate in the construction of an idealized Dutch cultural identity and its material 
production rather than analytically describing their constructions.  Perhaps this explains why these reiterations 
never seem able to settle the controversy once and for all so that the quest for the essence of Dutch Design 
continues until today. The purpose of this paper can be stated quite simply: it too will look for the essence of 
Dutch Design. But it will do so wisely advised by Bruno Latour who argues that “an essence does not lie in a 
definition but in a practice, a situated, material practice that ties a whole range of heterogeneous phenomena in a 
certain specific way.”  Thus, rather than asking what Dutch Design is, this essay asks: how is it practiced? The 
hypothesis is that the essence of Dutch Design can be found not in abstract definitions of Dutchness but in 
situated material practices. As a case study this paper pragmatically traces the discursive and material 
construction of Autarchy (2010), a design project by studio Formafantasma, into an icon of Dutch Design [Figs. 
1-4]. To do so, it employs Albena Yaneva’s adaptation of Bruno Latour’s ‘Actor-Network-Theory’ (ANT) to the 
study of design as a vector between studio practices and broader social and material networks. This framework  
allows this paper to abstain from generalizations and stereotypes of Dutch culture and identity and instead to 
provide a detailed description of Autarchy as a “star-like connecting site,” as a local place that idiosyncratically 
ties together a host of heterogeneous elements between the studio, the home, the media and the market. As  
such, this paper offers an original contribution to the study of design as a situated material practice at the 
intersection of so-called ‘micro’ analyses and ‘macro’ frameworks. 
 
 
Showing Thinking: the exhibition as research tool in design education. 
Monica Gaspar Mallol (Zurich University of the Arts) 
 
Since the mid 1990’s product design has manifested an increased emphasis towards the thematisation of process. 
On the one hand it can be seen as a sign of a transformation of the profession (designers understanding 
themselves as agents of social change, for example thematising labour); on the other as an affinity to relational 
and participatory artistic practices, to just mention some possible reasons. Amongst them stands also the fact 
that the younger generations of designers are being trained in institutions, where since the Bologna reform, more 
reflective abilities are demanded from the students as a research imperative. The aim of this paper is to present 
ongoing research around the nature and characteristics of different kinds of ‘exhibiting habits’ instrumentalised 
as research tools, which take place already during the study time in product design education. From a colllective 
perspective, it will look at the tradition of the exhibition as knowledge-producing device in the scientific and 
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museum context (Latour, 2007), in the artistic context (the art exhibition as laboratory, (Bippus, 2012); and in 
the academic context of design research (Niedderer, 2006). At the same time it will take into account the 
practical turn in theoretical context, when observing the very particular perspective of individual practice 
(Reckwitz, 2002). In the workshop, such acts of showing/arranging/staging  ill be seen as precarious, fleeting 
arrangement of material in order to make personal sense (the definition of ‘containment’ by Attfield, 2000), to 
visualise and to think through (knowledge in action by Schön, 1993). Following questions will be posed: The 
Bologna reform might be affecting the work flows and the managing of time (acceleration, fragmentation, 
modularisation of time) in the workshop. Such temporal shifts may provoke an increased pressure to display, i.e. 
to engage in ‘exhibition-making’ activities, a kind of imperative to make creative processes more transparent, to 
show (or hide) in-between results, attempts or failures. Even though showing a project / a vision is at the core of 
design practice, could  be ‘showing too early’ or ‘showing too often’ contraproductive? Design practices can be 
described as ‘Time machines’, in the sense that they are aesthetic practices that exist as and engage in ‘futuring’ 
activities (Fry, 2010), like speculating, planning, prototyping social, economical and political realities beyond 
their products for the near future. Is this fundamental characteristic of imagining futures being encouraged or  
threatened by the urgencies of the ‘now’? The research presented through this paper belongs to an ongoing SNF 
financed three-year research project entitled ‘Aesthetic Practices after Bologna. Architecture, design and art as 
epistemic cultures in the making’, initiated and directed by Monika Kurath (project manager, Wohnforum ETH), 
Priska Gisler (head of the Intermediality research competence, HKB Bern) and Elke Bippus (deputy head of the 
Institute of Critical Theory, ZhdK Zurich). 
 
 
In and Out the Workshop: Plans and Aesthetic Experience in a University Laboratory of Design 
Tatsuma Padoan (University of London) 

 
This paper intends to explore the boundaries between ‘planning’ and ‘implementation’ in product design, not 
from the standpoint of studios and factories, but through an analysis of the relationship between ateliers and 
workshops, in a university Faculty of Design located in northern Italy. Such analysis is based on an ethnographic 
work of one and a half years, concerning the learning processes in which design students are practically involved 
within these settings. These are organised according to a relationship – sometimes of negotiation and other 
times of confrontation – between areas of planning and areas of prototyping. These two different kinds of space 
are respectively called ateliers and workshops, and are managed by different professional figures, namely the 
academic staff and the technical staff. All the staff members interact with student-learners, who are engaged in 
planning and realising the prototypes, often in full-scale. In this paper I will describe how such design learners 
go across these spaces, by undertaking notable operations of translation between forms, models, measurements, 
materials, in an often recursive way. Through a semiotic and anthropological analysis of such operations – as 
well as a study of the interactions enacted by the learners with other human actors and with the “material scene” 
– I shall try to demonstrate: (1) on the one hand, how design artefacts are yet the result of a negotiation (Yaneva 
2005), though always ‘asymmetrical’, and (2) on the other hand, how the design activity itself would be better 
understood as an ‘aesthetics of everyday life’, connected to processes of redefinition of the body and the self 
through senses, affectivity and relationship with materiality. 
 
 
Research Through Design: What Does it Mean for a Design Artifact to be Developed in the 
Scientific Context? 
Selena Savic (École Polytechnique Fédérale de Lausanne) 
 
The use of design artifacts in research is a contested topic which raises important questions about legitimate 
ways of knowledge production. Research through design is inclined to allowing new insights in the constitution 
and perception of environments. It does so through construction of settings which foster tangible experience and 
facilitate discussion about the phenomenon under observation. I will refer to these settings as experience 
catalysts, because they seek to catalyse a particular sensation or experience which can be discussed in the realm 
of design and architecture studies. The process of developing and presenting experiments in the field of design 
and architecture for the purpose of scientific research is characterised by several distinctive qualities. It is less 
utilitarian and more conceptual; it usually involves several phases of refinement; it is aimed at a particular 
audience. In order to better understand this design process, we will look into examples of design artifacts that 
were produced in the context and for the purpose of research. We will particularly examine research projects and 
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collaborations with stage designers, theatre directors and choreographers developed in the framework of 
SINLAB. SINLAB is an experimental laboratory based at École Polytechnique Fédérale de Lausanne, situated at 
the intersection of Performing Arts, Architecture, Science, Engineering and Philosophy. We will examine the 
transformation of a design concept into the prototype, back to the concept back to prototype until it finally 
becomes an artifact; a tool for research; or is (temporarily) discarded. Looking deeper into these 
transformations, we will identify the characteristic milestones which define iterations of this process. At each 
milestone, peer feedback is cherished and even expected in order to put the work more in line with the rationale 
of the research. Considering design feedback is usually not very verbose, it is important to find a design tool that 
will trigger the discussion. The artifacts produced in this way do not necessarily serve a utilitarian purpose, but 
provide an explicit feedback about their use and the experience they provide. In terms of design, they are like 
code with a lot of debugging print statements. Finally, the outcome of research design practice does not appear 
as a final product, if it ever does, before it has been repeatedly demonstrated to different expert audiences. We 
could say that it gets many opportunities to attain its purpose for research. It possibly never leaves the studio and 
when it does, different levels of independence from the studio setting and context can be identified.  
 
 
Dare materialità alle narrazioni scientifiche sul futuro: il bio-design in nanomedicina 
Stefano Crabu (Università di Padova) 
 
In questo contributo, a partire da un’osservazione etnografica condotta in un laboratorio di nanomedicina del 
Nord Italia, verranno indagate le relazioni tra narrazioni scientifiche a carattere previsionale (Borup et al. 2006) 
e le pratiche di bio-design, ovvero le attività di progettazione e sviluppo di un nanodevice biomedico composto 
da DNA sintetico. Nell’ambito degli Science and Technology Studies il design, e più in generale la produzione di 
oggetti e artefatti, è stato variamente definito come un assemblaggio di pratiche dove il lavoro congiunto di 
soggetti umani e tecnologie consente di conferire materialità alle idee, e dove gli immaginari che 
contraddistinguono specifici collettivi di attori sociali possono essere tradotti in oggetti (Woodhouse e Patton 
2004; Ingram et al. 2007). Se da una parte numerosi contributi  hanno messo in luce come le culture e le attività 
di design sono popolate da elementi visuali (come schizzi, disegni, prototipi) che rappresentano graficamente 
idee e visioni (Henderson 1998), dall’altra è stata invece omessa la centralità dei discorsi scientifici orientati al 
futuro quali elementi di mediazione nelle pratiche del design. In riferimento a questo tema, la nanomedicina può 
essere considerata un contesto emblematico dove medici e ricercatori occupano delle temporalità fortemente 
sbilanciate verso il futuro prossimo attraverso l'enunciazione di narrazioni in grado di delineare alcuni possibili 
sviluppi delle attività progettazione e sviluppo (Selin 2006). Per questo motivo, risulta necessario articolare lo 
sguardo analitico entro un percorso empirico volto a comprendere in che modo lo scenario previsionale 
nanomedico possa superare le porose mura dei laboratori scientifici e contribuire ai processi di design di nuovi 
oggetti terapeutici. In tal senso, le aspettative le narrazioni scientifiche generate dai sostenitori del paradigma 
tecnologico nanomedico dovrebbero essere intese come risorse produttive, e non solo come enunciazioni 
rappresentative, che consentono di generare e definire le condizioni per la progettazione e lo sviluppo di nuovi 
bio-oggetti clinici. Nel contributo verrà, quindi, indagata la dimensione performativa delle narrative scientifiche, 
al fine di chiarire come queste ultime possano essere inscritte e incorporate nelle pratiche di bio-design, 
attraverso la costruzione di nuove tecnologie terapeutiche. Più precisamente, si descriverà in che modo il 
processo di bio-design prenda avvio da racconti scientifici previsionali, accompagnati da campioni di DNA, 
disegni e prototipi, per poi concludersi con la costruzione di un nuovo bio-oggetto. Da un punto di vista teorico 
verrà messo in luce il rapporto tra le narrative scientifiche previsionali e la materialità delle pratiche di bio-
design localizzate nei laboratori di ricerca biomedica, in modo tale da articolare una riflessione più ampia sulle 
catene di traduzioni eterogenee che intercorrono nei luoghi di produzione di nuovi oggetti. 
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Track 11. 

Aesthetics of Innovation | Estetiche dell'innovazione 
Convenors: Eleonora Lupo (Politecnico di Milano) 

 
 
 
Foretelling and shaping the future of technology: the role of communication designers in the 
design of innovation. A Design driven approach to enhance communication of digital interactive 
solutions 
Annamaria Andrea Vitali, Margherita Pillan and Marco Spadafora (Politecnico di Milano) 
 
The design of digital interactive artefacts based on innovative technologies requires the cooperation of different 
actors - designers, engineers, marketing experts – to create suitable solutions, and a specific design action to 
communicate the product itself and prepare the ground to innovation. Nevertheless, the effort required to create 
successful innovative solutions (products or services), is still huge and the failure rate very high. Recently, some 
authors have presented new approaches to interaction design, in which communication designers are involved 
from the real beginning of a project process to simplify the dialogue between the actors involved in the 
innovation process. Our paper explores the role of communication designers in a multidisciplinary project team 
working on the design interactive solutions and it is based on a two year long experience. While scenario based 
project approaches have been already investigated in literature, we intend to discuss the influence of different 
communication tools in real team work, analysing their utility to manage complex project goals and constraints, 
to focus design efforts toward users needs, to foster creative and critical contributions toward the search of best 
solutions. The main role of designers in the design of innovative solutions is in terms of languages (physical 
attributes, symbolic interaction, metaphors). In our opinion, in order to produce effective solutions, the design of 
innovative solutions should be guided by preliminary design activities aimed to prefigure metaphors and 
communication main frames driving the development of technological solutions so to lead them to the 
implementation of acceptable and desirable proposals, not requiring overexertion from the final users to be 
understood. The design driven method we adopted is based on the aimless ethnographic research as first step to 
explore users relation with technologies in everyday life, showing undisclosed needs and motivations. The 
objective of the ethnographic research is to provide inspirations for the designers to define the unexpressed 
interactive solutions: communication design knowledge are employed to recognize the aesthetic and formal 
attributes of different acts of use supported by technologies, and to understand the rhetoric load of actions, 
gestures and interactive procedures. A second task is to “make visible” solutions resulting from the different 
competencies of the innovation process. In this paper we will describe the results obtained employing this 
approach in a multidisciplinary project team in cooperation with Telecom Italia S.p.A. and in university course 
(Master degree in Communication Design). Our experience support us in the believe that the invention of 
languages and metaphors can anticipate and lead the development of innovative concepts of products and 
services based on digital technologies and in the paper we will report the methodology and techniques adopted in 
our design experiences together with some results. This work was partially supported by the Joint Open Lab "S-
Cube" - Telecom Italia S.p.A. – Innovation division, Italy 
 
 
Designing history for young users: case studies of two technology museums from India and 
Denmark 
Anwesha Chakraborty (Università di Bologna) 
 
The visitor to a museum is not just an audience/spectator but also an active user. This is however still less 
understood and even less implemented in museums in India (a claim I make from personal correspondences and 
interviews with experts in this field). The problem gets compounded manifold when the subject of the museum is 
as complex as technology and the users consist of a young population, who are most likely to visit museums 
under adult supervision to fulfill either a part of their school curriculum (when they are accompanied by their 
teachers) or to spend a day out (with their parents, relatives). As a student in India and now as a researcher in 
STS, I have always been interested in the issue of (re)presenting technology, and trying to find ways in which 
technical subject matters can be made appealing to young minds. As I argue, for museums to continue thriving, 
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they have to be relevant for the younger generation since they will be the customers of the future and will be 
more likely to visit repeatedly if satisfied with their experience of the museum’s space, content and activities as 
children. To elucidate my point about India, I will choose the Railway Museum in New Delhi for my first case 
study. The paper will elaborate upon some of the major problems of technology museums in the country drawing 
on this example:  too much technical content presented relentlessly within a small space, audio-guides which 
cater to adults, little attention paid to sensory experiences which makes the ‘servicescape’ attractive (Bitner 
1992), and finally superfluous information presented in difficult English (especially challenging for youngsters). I 
shall argue that while there is a great amount of care to display technological heritage to portray the cultural 
richness of India, there is very little attention paid to the form of the content. Because my interest is not just to 
criticize, but also to suggest possible solutions for changing the displays to make them more effective, I will delve 
into another case study, the Viking Ship Museum in Roskilde. We know from management literature that 
benchmarking is crucial for understanding best practices in the business, and the business of museums has to be 
taken seriously for its perpetuation. The Viking Ship Museum will provide a good counterpoint regarding how 
technology can be displayed for a young group and how spaces-stories-activities can form a nexus providing 
users an experience where they can co-create content. My paper has also benefitted from an interview with the 
manager of learning activities at the museum, Marie Krogh-Nielsen, who explained that while the primary 
content of the museum are the five reconstructed Viking Ships, there are a lot more supplementary activities on 
offer, so that the users come out with an experience of the age and not just the five primary displays. 
 
 
Design for Sustainability as an Emerging Aesthetic Paradigm in Contemporary Canadian Design 
Competitions 
Carmela Cucuzzella (Concordia University, Montréal); Jean-Pierre Chupin (University of Montréal) 

 
Paradoxically, while sustainability has become a keyword of contemporary reorientations of design practices and 
theories, most research endeavors have been devoted to improving efficiency or performance and few to 
understanding the impacts of these injunctions on design thinking and culture. How do designers address the 
ever increasing environmental expectations or even, how do they maintain a creative balance between ethics and 
aesthetics, remains largely unaddressed in recent design theory.  In order to describe a new set of design 
responses and aesthetic principles, we analyzed a corpus of design competitions organized in the fields of 
product, architecture, landscape, and urban design in the last two decades in Canada. Our methodological 
hypothesis stated that competitions are both, “laboratories” for designers and epistemological filters for 
researchers suitable for revealing the main transformations of design practices and values.  By definition, 
competitions display the best of what designers can produce and filter these proposals through a comparative 
apparatus regulated by a collective and qualitative judgment process. As such, competitions can be seen as ready-
made experimental situations for scientific inquiries.  Our preliminary literature review showed that a shift has 
started to occur in the last decade with the growing body of literature calling into question eco-efficiency and its 
ability to address the complexities of sustainability and design. On the other hand, even the least critical 
designers are facing an urge to readdress the question of aesthetics in this new framework of “design for 
sustainability”. In order to avoid what has come to be qualified by environmentalists as “green-washing”, 
designers are redefining the relationships between form and content. Our research project addressed the 
tensions between cultural and technical responses and sought to understand how designers think “for” 
sustainability. Considering these complex tensions of the built environment as pointing to a new social and 
cultural problematic, our research question was: Can we find enough epistemological evidence to consider 
“design for sustainability” as an emerging aesthetic paradigm in the design disciplines?  We conducted 3 levels of 
analyses (comparative, iconological, hermeneutical) of project narratives and visuals of design competitions 
organised in Canada since 1992 (Rio Earth Summit). During this period, at least 205 were organized mostly for 
public buildings and places. We studied 30 from the roughly 55 in this period that satisfied the sampling criteria 
restricted to those competitions that have a clear environmental injunction. We will present the results of this 
research by introducing a categorization of the design responses and aesthetic principles that were used to 
conceptualize the competitor proposals within this new and imperative set of design requirements. 
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Narrare il territorio. Dispositivi e strategie d'innovazione per gli spazi percepiti 
Daniela Anna Calabi, Giovanni Baule and Sabrina Scuri (Politecnico di Milano) 
 
Possiamo osservare due importanti cambiamenti che coinvolgono molte realtà territoriali. Da una parte la loro 
identità è in costante trasformazione; un cambiamento questo che si traduce in una progressiva perdita del senso 
di appartenenza di coloro che vi abitano. Contemporaneamente, l'industria del turismo registra un aumentato 
interesse verso le mete minori, i viaggi culturali e il turismo motivazionale, alla ricerca di un'esplorazione 
culturale ed esperienziale dei luoghi. In questo contesto, il Design della Comunicazione per lo spazio urbano 
necessita di individuare nuovi paradigmi progettuali al fine di affrontare le sfide che l'attuale scenario propone. Il 
degrado delle identità territoriali è proporzionale alla caducità dei significati e alla rapidità con la quale tutto si 
trasforma. Rappresentare i luoghi è quindi un'operazione concettuale prima che estetica. Occorre sempre di più 
un design che funzioni da “dispositivo di decodifica” e di rilettura, capace di mostrare punti di vista e memorie 
ancora esistenti anche se invisibili. In questo paper saranno trattati i temi relativi all'”accesso comunicativo”, 
inteso come strumento per tradurre e rappresentare lo spazio urbano, le sue molteplici identità e alterità. Il 
design della comunicazione si avvia così a diventare un punto di incontro tra una comunicazione di tipo 
funzionale (di orientamento) e il progetto di contenuti di approfondimento a diversi livelli – dalla 
rappresentazione cartografica allo “spazio percepito” -, al fine di creare una connessione tra cultura, turismo e 
territorio. 
 
 
Aesthetics of the immersive omnidirectional experience. An exploration of the social impact of 
interactive installations inside museums and galleries. 
Ece Ozdil (Politecnico di Milano) 
 
Unimaginable changes that we have been witnessing in the last decade about the museum environment focuses 
mainly on the ICT use that has broaden the traditional perception of exhibiting from an understanding of listing, 
editing, selecting and positioning towards one of "interpretation" that not only deals with technological 
innovation per se but focuses more on the use of technology that builds bridges between identities, locations, 
territories, communities and most importantly stories. At the heart of this change lays down the aesthetics of the 
interactive experience that has changed the linear modal of a single display and information to a multi-modal 
and layered experiences using ubiquity and virtuality. Nonetheless, technology sometimes has seemed to create a 
enclosure between the artwork and the visitor, many immersive installations has managed to overcome the 
prejudice creating this conversation between the "n" visitor, "n" object and story. Hence, this paper aims to 
present some case studies to develop a omnidirectional experience framework investigating on the aesthetics of 
interactive narration which can be a basis for social interaction inside museums and galleries. Keywords: 
Technologies Applied to Cultural Heritage, Interaction Design, Digital environments, Digital Curation, 
Museums, Exhibition and Experience Design 
 
 
Estetiche del futuro come estetiche dei contrasti. Una proposta per un processo design driven di 
costruzione condivisa di scenari futuri 
Elena Formia and Flaviano Celaschi (Università di Bologna) 
 
Costruire scenari futuri rappresenta una delle basi fondamentali del processo progettuale, soprattutto 
nell’advanced design, ovvero quella specifica area del design naturalmente proiettata verso il futuro remoto. Lo 
studio dei processi di progettazione sistemática di scenari, e dei prodotti in essi contenuti, è um tema che há 
riscontrato, nell’ultimo decennio, interesse da parte della letteratura scientifica del settore, impegnata a 
restituire metodologie, approcci e strumenti utilizzati nella creazione di alternative di futuro (Schwartz 1991; 
Schoemaker 1995; Jegou & Manzini 2000; Ramirez 2001; Drinkwater 2003; Bertola & Manzini 2006; Angreeni 
2009). A partire da questo contesto, il paper propone una riflessione progettuale---‐applicativa dedicata ai  
rocessi di creazione di macro---‐scenari “significativi”, ovvero diestetiche del futuro portatrici di significati, soft, 
qualitative e pertanto vicine a um approccio “umanistico” al progetto. Tale riflessione si fonda sulla costruzione 
di un modello di riferimento per la progettazione di scenari design driven basato sull’interpolazione di due 
tipologie di elementi: da una parte sono rappresentati i livelli costanti per la costruzione di um qualsiasi 
ambiente futuro (sociale, fisico---‐spaziale, biologico); dall’altra sono introdotti ter fattori di permutazione 
(immutabilità, latenza di futuro o cambiamento radicale). Dall’incrocio di questi elementi possono nascere 
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infinite visioni di futuro che, tuttavia, possono essere ricondotte a una duplice natura: macro---‐scenari 
“apocalittici” o “integrati”. Queste due tradizioni, condivise e socialmente accettate rispetto all’estetica del futuro, 
hanno trovato riscontro in narrazioni letterarie, cinematografiche, progettuali architettoniche o di design, che le 
hanno utilizzate per costruire, di volta in volta, all’interno di esse, plot diversi e originali. Attraverso un’analisi 
dei processi alla base della costruzione di narrazioni di futuro appartenenti a settori eterogenei, il paper cerca di 
esplicitare quali fattori e piani di lavoro derivanti dalle future sciences siano solitamente impiegati per  
determinare estetiche strutturalmente allineate ai macro---‐scenari ma inevitabilmente originali e divergenti, 
per poi provare a dimostrare la fertilità della metodologia che, all’interno del quadro sopradescritto, insiste sulla 
relazione contrastante tra i fattori che concorrono allá costruzione di uno scenario. In sintesi, la prima parte della 
ricerca descrive alcuni esempi di macro---‐scenari accondiscesi e frequenti. La seconda parte legge casi studio 
attraverso una matrice che esplicita, secondo i processi tipici delle metodologie dell’anticipazione, i layers e i  
fattori attraverso i quali si costruisce la struttura dello scenario all’interno del quale prende vita un’estetica. Le 
considerazioni finali convergono intorno alla rilevazione che, in molti casi, s’impiega la técnica dell’accostamento 
di scenari fortemente divergenti, quasi schizofrenici per creare  una condizione di dualità in contrasto, di habitat 
per il bene e il male che possono così essere percepiti come mescolati e interagenti nella costruzione del futuro, 
attraverso le sue estetiche condivise. 
 
 
Smart materials: development of new sensory experiences through stimuli responsive materials 
Esther Lefebvre (Politecnico di Milano) 
 
Smart materials are materials that change properties according to stimuli, adapting to their  environment. This 
aspect make them particularly interesting, to help to increase the performance  of the objects, and to enable new 
functionalities, for example concerning sensory properties.  From an aesthetic point of view, stimuli-responsive 
materials can affect the perception we have of  the objects made of it. The existing smart materials have an action 
mostly on the visual and the  tactile aspects. Other variations of sensory properties, such as changes in smell, are 
less common.  The most popular variations are based on color changing materials, such as thermo/photo-
chromic  materials or thermo/photo-luminescent ones and shape changing materials, such as shape  memory 
alloys. These new materials will allow designers to introduce new sensory experiences in their products. But for 
that, a proper development of these materials and a good diffusion of knowledge will be  needed. Designers 
should be aware of the possibility already available, and they should have some  methods to choose the material 
adapted to their need in the best way possible. These materials  must be made usable for large scale production, 
i.e. have a relatively low price, associate with a reliable production process made as easy as possible. To make 
this development proficient, a collaboration between designers and material scientists is needed, both to choose 
which materials are to be developed and to create an efficient material selection tool related to sensory properties 
and adapted to designers.  This paper aim to explore the different smart material already existing, their possible 
uses, and tracks for a new selection tools. 
 
 
Design ed estetica nei territori dell'innovazione. 
Francesca La Rocca (Seconda Università di Napoli) 
 
Parlare di estetica in rapporto al design significa oggi affrontare un terreno denso di insidie, tra cui quella di 
sviluppare un discorso basato su una serie di luoghi comuni o al contrario su ipotesi azzardate, soprattutto  se 
introduciamo come ulteriore discriminante il concetto di innovazione. Benchè inteso come sintesi di tecnica e 
arte - o meglio di arte e industria, secondo la definizione di Gillo Dorfles - il design prende vita più dal conflitto 
esplosivo dei due termini che dalla possibilità di una loro armonizzazione. Cavalcando tale ambiguità la cultura 
del design è stata in grado di approntare una strategia per tutelarsi dalla crisi che ha investito i rispettivi 
paradigmi fondativi della scienza e dell’arte. Come osserva Andrea Branzi, il design italiano ha sempre usato 
“l’arte per le sue possibilità tecnologiche e la tecnologia per le sue possibilità artistiche”, sottraendosi sia 
all’assolutezza del discorso scientifico che alla tradizione paralizzante delle estetiche canoniche.  
Nella modernità l’idea di innovazione coincide con l’ottimizzazione tecnica dell’oggetto, confinando il discorso 
estetico in una sfera marginale. Cosicchè possiamo definire una visione estetica limite del design, simbolizzata 
dal metodologismo esasperato degli anni ’60,  come una concentrazione purista sulla essenza della funzione 
(esempio emblematico la Scuola di Ulm).Nello stesso tempo l’arte moderna diviene nel ‘900 auto-riflessione 
sulle ragioni dell’arte e sulla sua natura più profonda. Così assistiamo parallelalmente ad una concentrazione 
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dell’arte su sé stessa, fino all’affermazione di Joseph Kosuth nel 1969, secondo cui il ruolo dell’artista era in 
quell’epoca “mettere in questione la natura dell’arte”.  A partire da questi scenari  che connotano l’avvento della 
post-modernità, un’estetica dell’innovazione per il design può oggi delinearsi muovendo dai seguenti 
presupposti:  
1) Il design ha una grande influenza sulla società contemporanea in quanto l’oggetto di design per suo statuto 
disciplinare “è una realtà” e non “rappresenta una realtà” come l’arte tradizionale; 
 2) La cultura del design si trova nella condizione privilegiata di poter produrre nuovi paradigmi estetici e 
insieme innovazione in particolare quando si addentra in aree della cultura e della società precedentemente  ad 
esso estranee. 
Il paper focalizza l’attenzione su come il design sia oggi in grado di generare un nuovo pluralismo estetico, 
contaminando settori molto diversificati della  produzione: abbattendo le barriere tra oggetti materiali e virtuali 
e dovendosi quindi confrontare con le estetiche dell’immagine legate al digitale; coniando sue nuove declinazioni 
come l’experience design, che virano naturalmente verso una estetica relazionale (Bourriaud), sulla scia 
sotterranea e riaggiornata del Situazionismo; confrontandosi con le metodologie del riuso e del re-design, che  
implicano l’accettazione di un alto tasso di imperfezione; facendo delle metodiche di co-creazione un paradigma 
socio-estetico; lavorando in settori particolarmente vicini alla scienza come la biomimetica, ma senza aderire ad 
estetiche biologiste o neodeterministe. In tutti questi contesti il rapporto tra scienza/design/estetica appare oggi 
uno snodo particolare, in cui i rispettivi ruoli si sovvertono rispetto alla loro codificazione tradizionale. 
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Identità visive generative. Programmare la corporate identity. 
Francesco E. Guida (Politecnico di Milano) 
 
Nei processi progettuali l'utilizzo dei computer e dei relativi tool – come potremmo definire i software – è 
oramai un dato di fatto. Come del resto è un dato di fatto che tali strumenti sono una virtualizzazione di altri già 
esistenti che però velocizzano le fasi progettuali e di costruzione degli artefatti comunicativi. Nonostante ciò i 
processi progettuali non hanno subito sostanziali modificazioni (Bohnacker, Gross, Laub e Lazzeroni, 2012). In 
questo contesto il fenomeno del generative design si differenzia, e si distingue come qualche cosa di più di una 
semplice tendenza generazionale, aprendo le possibilità progettuali a nuovi sviluppi, sul piano concettuale, 
operativo e formale. Nell'area disciplinare del design della comunicazione, le principali applicazioni sono per la 
visualizzazione di dati (information graphics) o per le identità visive flessibili. Proprio negli ultimi anni infatti si 
sono moltiplicati i casi di identità visive, spesso definite come dinamiche o post-logo, in cui alla sedimentata e 
convenzionale applicazione ripetitiva di un elemento visivo di riconoscibilità come il marchio si preferisce 
l'adozione di linguaggi maggiormente fluidi ed espressivi, caratterizzati da variabilità, riferimento al contesto, 
processualità, performabilità, non-linearità, coerenza, e varietà (Felsing, 2010). La classica struttura della 
corporate identity, quindi della rappresentazione di un soggetto mediante una serie di elementi primari e 
sussidiari la cui espressione normativa è nel manual (Henrion e Parkin, 1967; Anceschi, 1985), viene riattivata 
dall'adozione di strumenti e processi di costruzione formale più vicini a matrici meta-progettuali che segnano il 
passaggio da sistemi chiusi a sistemi aperti (Ciuccarelli, 2007).  Secondo Galanter (2003) l'arte generativa si 
riferisce a quelle pratiche in cui l'artista utilizza un sistema, un set di regole, come anche un programma 
informatico o una macchina, o comunque una qualsivoglia invenzione procedurale che permetta di avere un 
certo grado di autonomia nella costruzione o nella completa definizione di un'opera. Tale definizione enfatizza il 
ruolo proattivo dell'artista nella definizione di regole o linee-guida che consentono di produrre molteplici 
soluzioni coerenti con il framework (Wicht, 2011). Il medesimo processo è proprio nelle pratiche del generative 
design. Con il generative design, l'utilizzatore dei tool digitali prefabbricati diviene il programmatore di toolbox 
digitali personalizzate (sviluppate ad esempio con Processing o VVVV, entrambi ambienti open source). Questo 
cambia fondamentalmente il processo progettuale. Le questioni tecniche restano sullo sfondo a favore 
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dell'astrazione e della parametrizzazione di dati, quindi di un piano meta-progettuale. L'introduzione della 
programmazione nei processi creativi e progettuali, in particolare nell'ambito del design della comunicazione 
visiva, arricchisce le possibilità del designer (Téllez Bohórquez, 2011), liberato dalle costrizioni di strumenti 
predefiniti e con una maggiore libertà creativa nella costruzione di metafore visive (Duro, Machado e Rebelo, 
2012). In questo paper, oltre a definire i termini della questione, si prenderanno a riferimento casi studio tratti 
dalla pratica e alcuni risultati di sperimentazione progettuale (sviluppati nell'ambito del Laboratorio di Sintesi 
Finale del Corso di Laurea triennale in Design della Comunicazione) per formalizzare una metodologia di lavoro 
e una riflessione sul ruolo del designer contemporaneo. 
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Are open innovation processes structured for disruption? 
Jan Albert Eckert (Lucerne University of Applied Sciences and Arts) and Lukas Scheiber (Kocher Scheiber 
GmbH) 
 
The paper reaches out to outline the current change from industry-driven and product-oriented innovation 
frameworks and processes towards ones that are afforded by „open communities“ which dedicate themselves to 
the creation of (open) platforms by involving a vast collective of actors (such as also designers). Further the 
paper questions whether this new „way to innovate“ which has already become a disruptive element across 
innovation is stable enough not to be disrupted itself while facing continuously changing contexts in 
technologies, behavior and institutional aspects. To meet this question a comparison with mutative concepts 
from arts and music will be made. Whilst before innovation processes mostly had their origin in the urgent need 
of an industry or organization to be more advanced than its competitors were, today it could rather be described 
as a collective’s attitude towards the creation of new knowledge allowing it’s members to convert this knowledge 
into new artifacts and services. And while looking at these emerging phenomena such as e.g. „Open Design“, 
innovation processes are much more following a „bottom-up“ approach than they ever did before. A certain 
„democratization“ of what we call innovation has emerged.  At the same time the roles of the actors which are 
involved into innovation processes are about to change drastically. Innovation is becoming less and less an 
author- or owner-driven process and is changing much more towards a collective one, based upon the knowledge 
and ability of an „innovative community“. This shift regarding the actors of innovation also rises the question 
about the future of ownership and profit inside such innovation processes. Will  today’s „Open Innovation“ be 
able to stand up to the „old fashioned way to innovate“ that  many enterprises are still practicing?  Nevertheless 
the evolution innovation processes are undergoing doesn’t end here. And neither is it the first time applied 
sciences or arts - just as design - are facing such a mutation regarding their way and processes to generate 
outputs within a wider context of technological, behavioral and institutional change. If we think of what 
transformation art has gone through during past century or the many variations of creating music have evolved, 
the question rises whether design as a rather young domain is about to meet similar changes and 
transformations  that art, literature and music have already done some decades before. To get a better 
understanding of the current change in innovation processes the paper will compare phenomena such as „Open 
Design“ or „Open Manufacturing“ to ones that have been described in the domains of art, music and performing 
arts. Umberto Eco’s „Opera Aperta“ will be one main reference to meet this question. After having examined the 
transformation of innovation processes in the design domain the  paper proposes a hypothesis about how today's 
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innovation communities might balance out technological, behavioral and institutional aspects in order to benefit 
from the dynamics between the initiators and actors of the community itself as well as towards the consumers of  
both knowledge and products the community is providing. 
 
 
Chasing the Hobbit: The cultural contents of mainstream communication products 
Luca Guerrini (Politecnico di Milano) 
 
Aesthetic of innovation is always located at the crossroad of a very complex network of social, cultural and 
technological events. Analysing any product or service, this network can be brought to light in the form of a 
narrative, which summarizes all the aspects into a coherent whole. An in-depth work of excavation, a sort of 
archaeology of the present, has to be undertaken to recognize each narrative component and to return it to the 
context it belongs to. Focusing on the symbolic aesthetic, notably on that of cultural products, this methodology 
can be fruitfully applied to outline the aesthetic features of contemporary products and to understand the 
process of their making. It is a prevailing opinion that contemporary products mark a distance between 
themselves and those of the so-called modern age by breaking the boundaries among social and cultural groups. 
Therefore new languages are the result of a mixing up of cultivated forms of expression and popular ones, of 
"major" arts and "minor" ones. Traditions belonging to any group within society can be found in these languages. 
As a result these products incorporate a multi-layer meaning, which basically transforms their way of addressing 
the audience/customers. This essay aims at inquiring into this topic focusing on mainstream communication 
products, basically fantasy and science fiction films, so that their multi-layer contents can be discovered and 
analysed. As a test to verify this approach, aspects regarding scenography and settings are put in the centre of the 
investigation. A sequence from The Hobbit, directed by P. Jackson in 2012, is the starting point of a journey 
reaching many "destinations" in other successful movies, such as Star Wars (G. Lucas, 1977-2005), The Fifth 
Element (L. Besson, 1997), Avatar (J. Cameron, 2009), as well as Harry Potter (Ch. Columbus, A. Cuarón, M. 
Newell and D. Yates, 2001-2011) and the film version (J.-J. Annaud, 1986) of the worldwide literary blockbuster 
The name of the rose by Umberto Eco. The essay selects some meaningful sequences or single shots from these 
films to analyse their sources. The closest references can be found in reality itself, notably in its more unexpected 
and spectacular aspects. Then in the history of cinema, from Metropolis (F. Lang, 1927) onward, and in 
literature, which constantly feed any new production. Enlarging the field of investigation, the world of comics is 
an acknowledged source. Illustrators and graphic designers are influential figures as well, but unexpected links 
can be also found in contemporary video games. As far as Nature is concerned, XIX century fine arts, notably 
paintings, provide a sort of inexhaustible mine focused on the romantic concept of the sublime. On the other 
hand, when the urban environment is concerned, references can be found in modern architecture, in industrial 
design, notably that of 1930s and 1940s, and in urban design of the early XX century. If the process of excavation 
goes on, even more ancient references appear, coming from XVIII century architecture. As a result, these 
products, usually classified as entertainment products and therefore apparently simply-structured, show their 
highly professional contents as well as an extraordinary cultural complexity, which often encourage the 
appearing of new languages and social behaviours. 
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The role of materials and processes in the aesthetic of innovation 
Valentina Rognoli (Politecnico di Milano) 
 

Da sempre i materiali, e le tecnologie con cui lavorarli, hanno avuto un ruolo di primo piano nel design, sia per 
quanto riguarda l’estetica degli artefatti che per ciò che è relativo ai processi di innovazione. Spesso poi, la 
congiunzione di questi due concetti, estetica ed innovazione, è stata molto bene sfruttata nel mondo dei materiali 
per il design e si possono trovare esempi di artefatti considerati innovativi proprio grazie alla loro estetica alla 
quale ha contribuito anche la scelta materica e la dimensione tecnologica. I materiali infatti agiscono sia 
sull’estetica dell’innovazione sia su un’innovazione dell’estetica degli artefatti. I materiali di cui gli artefatti sono 
costituiti determinano la gran parte degli attributi visibili del design dell’artefatto. Come sostiene Eisenman 
(2013) gli attributi di progettazione visibili, come il colore, la forma o struttura, consentono ai produttori di 
spiegare ciò che i loro prodotti fanno e come sia possibile utilizzarli al meglio. Con la giusta scelta materica si 
motivano gli utenti per incrementando le vendite ed estendendo le funzionalità di base dei prodotti mettendone 
in evidenza i loro significati simbolici. Il paper si focalizza quindi sul concetto dell’estetica dell’innovazione nel 
mondo dei materiali per il design, cercando attraverso casi studio di evidenziarne le dinamiche là dove i materiali 
e i processi sono considerati tradizionali. In una seconda fase invece lo studio mirerà a capire le potenzialità 
estetiche delle nuove tecnologie e nuovi materiali come: tecnologie additive,  smart materials, materiali 
biomimetici e bioplastiche. “Even if there is no technological link, the demand of certain hardware products will 
be related to the quality of aesthetic material embodied in the products of the aesthetic industries”. by Paul 
Stoneman.  
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The ‘Makers Contradiction’: The shift from a counterculture-driven DIY production to a new 
form of DIY consumption. 
Alessandro Raffaele Carelli, Massimo Bianchini and Venanzio Arquilla (Politecnico di Milano) 
 
The Makers, a community born following the foundations laid by the Make Magazine, have become in the 
popular imagination the pioneers of the so-called “Third Industrial Revolution” (Anderson, 2012; Rifkin, 2012; 
Marsh, 2013; Lipson, Kurman; 2013). They are also the advocates of the ‘Makers Movement’, which is rooted 
into Do-It-Yourself (DIY) practices and inspired by hackers’ ethics (Himanen, 1999). However, although the 
Makers Movement is proposing a socio-technical revolution based on direct and personal access to fabrication 
tools and technologies, it has also assumed a non-conflictual - even collaborative - position towards the global 
economic actors, rather than representing an alternative model. Stemming from the contradiction between the 
enunciations of social ideals and real activities inside the Makers Movement (MM), the aim of the present paper 
is to demonstrate, using theoretical tools derived from socio-technical analysis, how makers’ DIY practices are 
closer to those of consumption rather than disruptive self-production activities.  In particular, our doubts 
concerning the ‘revolutionary’ nature of MM, arose trying to answer the following question: What instances of 
social and systemic innovation (Mulgan et al., 2009, 2013) could be promoted by the members of a community 
that interact with each other within digital and physical platforms of participation, founded by global economic 
actors that look at Makers as a promising market segment? (Morovoz, 2013). In order to discuss our thesis we 
have articulated this paper in two parts. 
1) The placement of the makers phenomenon within a theoretical framework of reference, derived from social 
science, and focussed on both the evolution of consumption practices and the active role of consumers. 
In order to make a comparison between the Makers’ active and collaborative consumption practices, and the 
rising popularity of the hackers culture outside the original circles, the analysis will focus on the ongoing 
“consumerization” of both hackers’ culture and practices (Magaudda, 2012;). To do so, we will be also taking into 
account the literature related to prosumers, craft consumers and expert amateurs (Toffler, 1980; Cambell, 2005; 
Kuznetsov, Paulos, 2010). 
The aim is to highlight the non-conflictual position assumed by the Makers community in relation to social 
topics originally introduced by the hackers community, such as the defence of self-expression and people’s 
privacy, which are crucial for maintaining the ambivalence between market and community. 
2) The analysis of Makers’ practices within a set of selected online platforms strongly connected to the Makers 
phenomenon, using the theoretical and conceptual tools derived from the ‘Practice Theory’. 
The aim is to highlight how Makers’ activities are based on the subversion of the original meaning of DIY in a 
new form of consumption. 
This paper’s expected results are two fold: on one hand to give prominence to the criticality related to ‘Maker 
Contradiction’ from a socio-technical perspective and, on the other hand, to delineate which social innovation’s 
opportunities could derive by the overcoming of the same contradiction.   
 
 
Translating services in digital manufactured objects, tools and environments. 
Antonio Iadarola (Seconda Università di Napoli) 
 
The capacity to create new design paradigms is still primarily in the hands of centralized, top-down 
organizations. The last two decades, however, have seen the rise of new group of innovators, able to gather in 
communities to trigger bottom-up processes, operating within different social and technological areas.  
Consequently, tools and environments of innovation have to be reconsidered under the principles of openness, 
inclusiveness and active participation of the users. According to the macro-historian Josephin Green we are 
shifting from a techno-market era, where production is conceived linearly and deterministically, to a socio-
ecological era of distributed, local production, which embraces the complexity of the actors of innovation 
ecosystems. The move from a pyramid organizational structure, to a ‘pancake structure’ where users and 
prosumers acquire a higher degree of authorship, introduces a more active relationship of use and consumption. 
The paper will elaborate on the concept of ‘community push’ as a social force, which leverages on collective 
intelligence and capacity of content generation by self-organized communities. A specific focus will be on the 
empowering quality of digital manufacturing as economic engine, social cluster and politic act of re-
appropriation. The paper focuses on the methodologies and processes that creative professionals can employ to 
design new typologies of physical environments, products and tools, translating services in physical spaces of co-
creation. These spaces, including Fablabs and Makerspaces, but also Hubs, Food Hubs, and urban farming, are 
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naturally a reflection of the reference organization’s agenda. Developing new frameworks for creative 
communities to gather and work together, factor in a new conception of working environment and design 
environment, where the focus is on the design of tools, and the design of tools that can create other tools – both 
in the material and methodological realm.  The translation of services in a physical space is particularly relevant 
in the people-dense processes of social innovation and the design for services. The social push is evident in the 
development of new objects both for emergency and emergence: 
- Objects for emergency (risk/crisis), i.e. objects responding to the unsustainability of a centralized, hierarchical 
industrial system. 
- Objects for emergence (generation), i.e. objects, which propose new ways of living and working. Objects made 
to last, yet producible through digital manufacturing in different spaces and times and connected with people 
and other objects. Objects, which follow the erratic condition of the contemporary individual as devices for co-
design spaces. 
Open, accessible and shared objects and tools are occupying an ever-stronger role in innovation ecosystems. It is 
possible to highlight some of their common features beyond a technocratic vision.  Understanding how do they 
reshape the user experience of  the space, and how they modify the distance between user and digital technology. 
The paper examines the common points of these typologies of spaces and the processes taking place within them, 
under the lens of industrial design and social innovation, in an attempt to theorize design methods for the design 
of physical spaces, products and tools, which are able to support co-design processes. 
 
 
Lisboa menina e moça - The importance of resilience, tacit knowledge and design led innovation 
for future microfabrication networks in Lisbon 
Carlos Manuel Alcobia (University of Lisbon) 
 
Several authors (W. C. Shih & Gary P. Pisano, 2012; Auerswald et al., 2012; Berger, 2013;  Rotman, 2011) 
establish a link between the existence of manufacturing and a country’s future  capacity to innovate. Erica Fuchs 
(Fuchs, 2006) furthers explores this argument rendering evidence  that the loss of manufacturing capacity in the 
US Automotive and Optoelectronics Industries is  reducing those sectors innovation capability. This results in a 
production and service dependency of  decisions taken offshore (China). The geographical proximity still matters 
in terms of knowledge  generation capacity. This is due to the importance of tacit knowledge for the future 
generation of  innovative products and services inside a regional industrial commons (Shih & Gary P. Pisano, 
2009).Also Piore and Sabel (Piore & Sabel, 1984) identified tacit knowledge as an unique competitive advantage 
which provides technological innovation and differentiation in products and services, thus fostering sustainable 
growth and generating added knowledge (virtuous cycle). Nevertheless, not always the offshoring of production 
capacity means the loss of innovative capability, since the connection between innovation and production is not 
the same through all industries. This is due to a small degree of interdependence between research and design 
regarding the manufacturing process – or low modularity (Shih & Gary P. Pisano, 2009). Urban manufacturing 
strategies aim to maintain or regain competitive advantages by regenerating the industrial commons in the 
regions to which the cities belong, promoting differentiation, flexible specialization and circulation of tacit 
knowledge. The constraints that manufacturers are confronted with enable design led strategies that focus on the 
development of collaborative, flexible and customized production, low modularity small batch production, and a  
focus at specific niches inside the long tail market, where consumption patterns are more price insensitive 
(Anderson, 2008; Fishman, 1998; III, Seely Brown, & Davison, 2014; Micelli, 2011). The emergence of new co-
production models and startups in Lisbon seem to be concentrated in the old Mouraria quartier, where fablab, 
urban agriculture practices, craftsmanship and design collaboration, and social innovation practices have been 
blooming in recent years. In this paper we provide a diversified analysis of this new manufacturing geography in 
downtown Lisbon, through quantitative analysis and interviews with some of the major stakeholders (Delphi 
method) in order to understand the relation of the new production spaces and the municipality’s capacity to  
understand the full scope of this scenario. The apparent top-down rigidity of a “creative industries” approach is 
being confronted and opposed by a bottom up, community led network of small and independent entrepreneurs, 
designers, and manufacturers to which imposed ecosystems delimitations as defined policy makers are rejected. 
As the Portuguese economic outlook continues to deteriorate and unemployment rise, resilience and 
competitiveness keep pushing the innovative capacity of a new generation of entrepreneurs and with it causing a 
disruption in the cultural, social and economic landscape.  Keywords: Lisbon, urban manufacture, strategic 
design  
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Digital makers: an ethnographic study of the FabLab Amsterdam users 
Irene Maldini (EUCD/Farq/UdelaR, Uruguay / VU University Amsterdam) 
 
The popularization of digital fabrication tools at a domestic level and through the establishment of maker labs or 
spaces is said to put the process of manufacture in the hands of the masses. This phenomenon has had 
repercussions in the media; analysts are announcing that anyone interested can make instead of buying what 
they need or want, indicating that the boom of participation has arrived to the realm of material objects. But, 
who are actually making use of these technologies? What is their motivation? How is their process of creation 
and manufacture? How do they feel about the results? What happens with the objects produced? At what extent 
is this model different from traditional DIY or professional design and manufacture? An ethnographic study of 
digital makers, users of the FabLab Amsterdam, adds a feet-on-the ground perspective to the discussion of the 
future implications of digital fabrication. This study helps to foresee some characteristics of autonomous digital 
production based on examples.  Makers participating in this study find the production of prototypes and mock 
ups, disposable objects, short series, personalized artefacts and reproductions of rare pieces particularly suitable 
for this technology. On the other hand, the substitution of mass produced-objects, as described vastly in the 
media, is not reflected in their creations. Among amateurs, the creative process is mainly based on trial and 
error, a model facilitated by the characteristics of these tools. However, most of digital makers are professionals; 
amateurs often find it very difficult to achieve their aims or consider it doesn’t worth the necessary time and 
effort. Given the particularities of the process of digital DIY, when amateurs have passed through the whole 
experience successfully and acquire the necessary skills, they are likely to come up with concepts for small 
businesses. In these cases, the learning process becomes also a process of professionalization and encourages 
entrepreneurship. The future of digital fabrication depends, as in any emergent technology, on both technical 
developments and the utility found by its users. This article explores the later, suggesting that digital fabrication 
tools are empowering creative people, improving the accuracy and widening the scope of their projects. On the 
other hand, it also points out that so-called “democratization of manufacturing” and the emergence of an 
alternative model of consumption based on connected production at a domestic scale promoted by media, may 
be not be aligned to the current state of affairs. 
 
Procedures for Community Based Parametric Design and Making 
Jason Scott Johnson, Alyssa Haas and Guy Gardner (University of Calgary) 
 
The expanding interest in parametric models of design in both academic and professional circles has led to an 
explosion of innovation in production methods geared towards engaging these emerging ways of conceiving 
projects.  Simultaneously there has been an equal intensification in the development of tools to facilitate the 
growth of an on-demand maker culture.  From low cost 3D printers and laser cutters to large scale versions of the 
same, there is a growing technological infrastructure to support the “seamless” flow of information from its 
digital to form to a material one.  What is in many cases lacking are methods to engage non-experts interested in 
participating in this milieu.  How does one without experience in best practices for digital production, begin to 
engage in this design process or at least begin to be exposed to its potentials? This paper documents three 
projects explicitly designed to engage this question in the form of community based design build projects.  Each 
of these projects follows the methodology of a component based system in which individual components are 
informed by localized conditions to produce an emerging formal response.  Projects that engage in this method 
of component based articulation and assembly are too numerous to mention, but the approach has been engaged 
with semi-expert student teams in our Faculty by visiting designers Andrew Kudless, Marc Fornes, Alvin Huang 
and others to produce a series of highly articulated installations. Engaging non-expert members of the broader 
community in these projects was severely limited by their lack of expertise in the digital tools used to design and 
produce these projects.  In order to engage a broader group of makers, design consumers and community groups 
we designed three projects that would engage the public at a number of levels in the production of parametrically 
generated build projects. Paraseating is a project in which we designed a single assembly of components that 
could be aggregated by a group of people to assemble benches for a park that take on a range of ergonomic 
positions.  Cellular Phone Booth was a project in which the basic assembly and folding methods for the materials 
it is made of where embedded into a parametric model and manipulated by users through the selection of images 
that reconfigured its size, shape and density. The paper includes descriptions of the levels of control exercised by 
both the expert designer and novice design-makers, discusses the issues around the topic of community 
engagement and education through design and presents a series of case studies that evaluate the efficacy of these 
techniques for wider spread use by designers interested in engaging the public in parametric design and making.  
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Break-it, hack-it, make-it: the ‘Hack-a-Thing’ workshops as a showcase for the integration of 
creative thinking processes into FabLab Genk 
Katrien Dreessen, Selina Schepers and Danny Leen (KHLim / LUCA, KULeuven); Kris Luyten, Tom De Weyer 
and Johannes Taelman (Hasselt University - tUL - iMinds) 
 
A FabLab, a fabrication – or fabulous – laboratory, aims to explore the implications and applications of personal 
fabrication (Gershenfeld, 2005). FabLabs are mostly known for their problem-solving approach since they allow 
people to develop and perfect a prototype of almost any imaginable product, using the available infrastructure, 
facilities and knowhow (Mandavilli, 2006). Since its opening in 2012,  FabLab Genk (BE, www.fablabgenk.be) 
too has become a hotbed for problem-solving activities. Although it is situated in a creative context and is visited 
by many media, arts and design students, researchers, designers and artists, the visitors of FabLab Genk mainly 
use its infrastructure, facilities and knowhow to find a specific solution for a specific problem at hand. We 
noticed that the creative thinking processes that take place before the actual problem-solving, do not take place 
within the environment of FabLab Genk itself. As a way of including these creative thinking processes into the 
environment of the FabLab, FabLab Genk organised a series of workshops - called ‘Hack-a-Thing’ - as a part of 
the exhibition “The Machine - Designing A New Industrial Revolution” (http://www.the-machine.be/). The 
workshop series started from the premise that people generally own a lot of old home appliances that are broken 
or not used anymore. Creating new, creative objects from parts of these old appliances, by enhancing them and 
finding new ways to operate and program them, was the goal of ‘Hack-a-Thing’. This paper shows how Hack-a-
Thing’ proved to be an ideal setup for facilitating new ways of learning, creating and thinking in the environment 
of FabLab Genk. First, this paper illustrates that since the participants were asked to start from existing tools, 
appliances or infrastructures, the ‘Hack-a-Thing’ workshops required a particular degree of ‘creative’ thinking. 
To allow this creative thinking process, the participants in the workshop series worked together in 
interdisciplinary teams, stimulating cross-pollination. The ‘Hack-a-Thing’ workshop series show how a FabLab 
can become an environment that fosters a new, more informal and creative form of learning. Second, imagining 
how existing objects that - already - fulfil specified purposes can be transformed to serve other purposes, 
required the participants to use the infrastructure, facilities and materials available in FabLab Genk in 
unexpected and unintended ways. This paper illustrates that the machinery in a FabLab can also be used for 
creative and artistic experimentation (and creation), next to the problem-solved based development of 
prototypes. Third, instead of creating something out of unprocessed, (semi-)raw materials (as is the case in 
typical Do-It-Yourself activities) or repairing broken home appliances (as is the case in repair activities) (König, 
2013), we wanted to encourage the participants to start from (components of) an existing tool, appliance or 
infrastructure (De Weyer, Taelman, Luyten, Leen, Schepers & Dreessen, 2013). This means that although they all 
share the same starting point, ‘Hack-a-Thing’ differs from the traditional Do-It-Yourself and repair-café 
movements in goal and realization. Instead, the ‘Hack-a-Thing’ workshop series allows for a more creative way of 
using and thinking about materials. 
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Innovative processes for jewelry production 
Paola Garbagnoli (Politecnico di Milano) 
 
In recent years, large improvements have been made in those fields of jewellery that use either non-noble or 
semi-noble metals. Among semi-noble metals, titanium surely stands out thanks to its lightness, high mechanical 
resistance and excellent physico-chemical characteristics, which give the perception of a technical, advanced, and 
therefore precious material. A peculiarity of titanium that makes this metal special for design applications is 
linked to its coloration obtainable by electrochemical treatments. What makes titanium particularly expensive is 
its poor workability: hence, we took the chance to study the application of a forming technique which is totally 
new to the jewels world. We also focused on aesthetic aspects conferred by surface finishing techniques.  
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Methods: The paper will build on experimental evidence tests in laboratory linked with jewelry design concepts. 
Results: The research focused on the application of laser melting technique to the prototyping of titanium jewels 
with original design and to the further implementation of jewels by conferring iridescent surface colour by 
anodic oxidation. 
Currently, laser processes are used in mechanical and biomedical fields; however, these techniques have an 
outstanding potential, since extremely complex shapes can be achieved with extremely high precision. In 
particular, selective laser melting (SLM) allows the designer to obtain complex objects by adding metallic 
powders layer by layer and selectively building the desired shape through a laser beam and a computer-aided 
design (CAD) threedimensional model, without any additional equipment. This technology does not require the 
use of moulds; therefore, it is particularly suitable for the creation of unique pieces and its application in jewelry 
design was very interesting and advantageous. During the research activity, we tested successfully the application 
of SLM for the fabrication of jewels. After SLM processing the jewels underwent a finishing procedure: finishing 
tested are electropolishing, tumbling, sandblasting or peening. Each of these procedures create a very particular 
effect on surface jewelry finishing. By combining to this material surface finishing processes developed ad hoc, in 
particular anodic colouring (anodizing), the jewel can further increase its value. In fact a correct choice of 
anodizing parameters can lead to the formation of nanostructured oxide films on the jewel surface, which confer 
to the metal surface colours produced by interference phenomena. Furthermore this oxide layer makes the 
surface resistant to corrosion, biocompatible and anallergic, which is of great importance when applications in 
direct contact with skin are considered. 
Conclusions: In this work, the selective laser melting technology was applied in order to create titanium jewels 
prototypes with original design obtained by computer aided design modelling. The surface finishing was 
achieved through anodizing processes which had the aim of generating different colour hues on jewels surfaces. 
Metalworking techniques, typically used in engineering applications, have been successfully transferred to 
jewelry design. Keywords: Jewelry design, Titanium, Selective laser melting. 
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Theorizing l’objet technique: reconciling the disparity between emerging “maker culture” and 
traditional “design/build”. 
Pat Harrop (University of Manitoba); Ted Cavanagh (Dalhousie University) 
 
This paper contributes to the emerging phenomenon of maker culture and open source technology by proposing 
a theoretical vision that can both help interpret the complexity of this rapidly developing global phenomenon 
and consider the far reaching implications it may hold for traditional localized cultures of making such as the 
building arts. Within the context of the principles of the social construction of technology (SCOT), the paper 
draws from two theories: Brian Stross’ cycle of hybridity as applied to the origins of innovation and the theory of 
technical individuation and concretization proposed by the continental philosopher Gilbert Simondon in his 
mode d’existence de l’objet technique.  This paper anticipates discourse grounded in a new six-year action-
research project into educational “design/build” in schools of architecture. In other words, it hopes to provoke a 
theoretical basis for the exchange of resources specific to the building arts, but influenced by the distributed 
network of “open source” technical exchanges and collaborations based in contemporary maker culture.  It 
aspires to a new contemporary model of architectural thinking induced by “design/build” pedagogy: learning by 
doing, doing it yourself, but most importantly, doing it by collaboration and community, clearly situated within 
the emergent technologies of networked communications and fabrication. We situate the tradition of 
design/build as discrete building projects, commonly built by students, academics and community groups as part 
of an academic curricular alternative to the mainstream professional education in architecture. It is a long-
standing tradition that generates hands-on experience in order to understand the synthesis of a project. Design is 
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continuous rather than predetermined. Communities (often in need) work with the designer/builders to learn 
techniques through first-hand tacit knowledge. Though rarely discussed, design/build positions itself as an 
alternative to standard economic structure, to building industry norms, and to the lack of collaborative design. 
This is fertile ground, particularly now when technological change has presented new opportunities of industrial 
accessibility, networked communications and alternative economic collaborative models, such as the open source 
concept of “maker labs” and the economies of cloud funding. Both SCOT and the theory of the technical object 
treat invention as a question of stabilization/destabilization and closure/opening. Simondon’s theory follows the 
course of invention as an individuating phenomena resulting from the collision or chance occurrences between 
stabilizations underlining the tendency towards a stabilization through a concretization of these inventions. 
Stross’ theory suggests that hybrids form in a competitive environment and that refinements, ostensibly for 
competition, also make processes more susceptible to combination with its competitors. In both cases innovation 
originates from a process of continuous refinement and combination and some unexpectedly come together to 
form discrete modes of fabrication. Stross warns us that a diversity of construction techniques can become 
homogeneous and resistant to further combination through hybridization. While the ethic of both “maker 
culture” and “design build” seem parallel, they are in fact quite removed. Hence there is the potential for a hybrid 
emergence of these two cultures. On the face of it, this seems to contradict the principles of “open” source. 
However, it is possible to do both — allow closure (produce objects) while at the same time keeping the process 
and constituent products open to recombination. The aim of this paper is to build a theoretical framework that 
can possibly reconcile the architectural (professional - public infrastructure) with the communal and dispersed 
model of maker culture and open sourced technology both theoretically and practically.  
 
 
Radical Innovation in Urban Development as Making Unfolds Its Potential 
Peter Troxler (Rotterdam University of Applied Sciences and Arts) 
 
While Making is often seen as a hedonistic pass-time activity, is it attracting growing interest in many industries. 
Globally, big players have started to fund Fab Lab on a substantial scale. Schlumberger is supporting  
the development of Fab Labs in Russia, Aramco sponsored the first Fab Lab in Dhahran (Saudi Arabia), and 
Chevron promised support fort setting up Fab Labs in US communities where it is active. Ford in the US and 
BMW in Germany are partnering with Techshop to provide their employees with access to digital manufacturing 
technology for tinkering outside working hours. More interesting, however, are small-scale but high-tech 
developments, certainly from a perspective of emerging socio-technical production paradigms. The Dutch order 
of Inventors was a key partner for setting up the Fab Lab in Utrecht. The Swiss clean tech accelerator Blue Lion 
in Zurich is setting up a Fab Lab for its companies. The incubator Dnamo in Rotterdam decided to refocus its 
activities as ‘RDM Maker Space’. Barcelona is pronouncing itself proudly as ‘Fab City’ and aims to develop 
neighbourhood Fab Labs in every city district. In Rotterdam, there are more players who are actively working on  
combining real estate development and Making: urban developer Stipo Rotterdam together with the city council 
and Techshop are planning to convert the Zomerhofkwartier to the making neighbourhood (‘maakkwartier’)  
of Rotterdam. Vervat Vastgoed, the property developer who owns Design Dock Rotterdam, is looking into the 
possibility of adding a maker space facility to the compound. Other initiatives include the Platform Digital 
Manufacturing, de Bende with its plans to make crafts-based making accessible, the 3D Print Academy, and ‘De 
Makers van Rotterdam’, an initiative of social enterprises centered around Making. This involvement of new 
actors in emerging fabrication models, such as incubators, real estate developers and urban planners, could 
result in more sustainable solutions by relating the urban development process to the development and 
management of all sorts of urban infrastructures. Such solutions form a sharp contrast to what traditional parties 
in urban development ofer, who are mainly interested in selling technology and services to governments and 
other public entities and accordingly have adapted to their top-down and silo structure. Relocating production 
and research functions to the centres of neighbourhoods adds to livability and to the local economy. Instead of  
focusing on ofces, retail or residential areas as the core of urban area development, it call for exploring the 
possibilities of centering such a developments around a lab like approach. This requires a rethinking of the 
spaces of production, including the relationships between people and tools and people and the existing 
authorities. The open nature of a lab centric approach ensures that government’s control is limited and provides  
conditions for radical innovations in the realm of urban development. 
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Soundings 2 
Rab McClure (Virginia Commonwealth University) 
 
As a practicing architect, particularly at the start of my career, I designed and drew construction joints I only 
partly understood—joints that originated, untested, in my imagination. My drawings instructed others to execute 
details in materials with which I had little or no direct experience, something I found awkward—like trying to 
play a guitar with mittens on my hands. Sitting in front of the computer at my office, I missed the direct, tactile 
feedback I’d known as a student, building a scale model or making furniture in the wood shop. When I began a 
teaching career after a dozen years’ practice, with the mandate to produce independent research, I set out to 
close this knowledge gap. I built a studio shop and began collecting conventional hand tools and power tools. I 
also sought grant funding to acquire smaller, less expensive versions of the computer numerically controlled 
equipment used in manufacturing, in order to experiment and interact more directly with material, form, and 
connection. I craved dialog between the things I imagined and the things I made. Soundings is the culmination 
of several years’ experimentation with this equipment in the formulation of a series of enigmatic patterned 
surfaces that investigate a long-held fascination with water and its many qualities. A modular system of thin, 
light panels made of polyurethane resin, the project addresses several goals. First, it reconsiders the role 
traditionally played by wallpaper, seeking a meaningful and contemporary way to bring modularity, pattern, and 
color to the modern interior. Second, unlike wallpaper, my solution provides a changeable, interactive 
experience, with a pattern that can be reorganized, tinkered with, and altered over time. Third, the system treats 
economy and material richness as compatible, rather than mutually exclusive goals. Finally, it shares formal 
characteristics with a lineage of designed objects and places that seek to combine efficiency of production and 
logic of fabrication, with the grace, fluidity, and organic appeal of nature. Studied in stages, at multiple scales, 
the system is prototyped using various tools, including a CNC laser cutter, a CNC milling machine, silicone 
rubber molds, and a high pressure casting chamber. Sharing the prototypes and process artifacts will give 
viewers a chance to experience the effects of depth, color, pattern, material, and finish firsthand. The 
accompanying paper presentation offers a chance to explain the project’s development, expand on the conceptual 
framework and precedents that inform it, and reflect on the impact this type of making-based research has on my 
ability to collaborate and communicate with other craftsmen. 
 
 
Back and Forth Between Social and Technical: A Collective Experience in the Transdisciplinary 
Making of Sustainable Artifacts 
Susana Nascimento (Joint Research Centre, European Commission / Institute for the Protection and Security of 
the Citizen); Alexandre Pólvora (Université Paris 1 Panthéon-Sorbonne); Alexandra Paio (ISCTE-IUL / 
University Institute of Lisbon); Sancho Oliveira (ISCTE-IUL / University Institute of Lisbon); Vasco Rato 
(ISCTE-IUL / University Institute of Lisbon) 
 

From Fablabs to Hackerspaces we now see the emergence of promising venues following open and collaborative 
frameworks mixing multiple types of knowledge and skills. They are supported by an accessibility of additive and 
subtractive fabrication machines, open source software and hardware, and many other personal manufacturing 
tools ushering in low-cost and DiY trends, to create anything from micro controllers and apps, to wearables and 
tangible devices in the hype of highly anticipated Internets of Everything. And, from academia, business or 
industry, to lay individuals or pro-amateurs, all are expected to benefit from these spaces and their material and 
conceptual platforms, as everyone here is ultimately encouraged to learn how to produce, use, share, copy and 
improve assorted objects or systems. This presentation will focus on a collective experience of learning and 
making in one of these spaces, by addressing both the final outputs, and the processes that led to, and occurred 
during STTF2013 Summer School “Sustainable Technologies and Transdisciplinary Futures: From Collaborative 
Design to Digital Fabrication” (http://sttf2013.iscte-iul.pt/), jointly organized by VitruviusFabLab-IUL (Digital 
Fabrication Laboratory) and CIES-IUL (Centre for Research and Studies in Sociology) of ISCTE-IUL (University 
Institute of Lisbon), with partners as the JRC-EC, and altLab - Lisbon’s hackerspace. Gathering graduate 
students, researchers, and professionals from STS, Design, Social Sciences, Humanities, Architecture, Computer 
Science, Communication and Management, the challenge was to engage all participants within a 
transdisciplinary collaboration model based on working groups, while generating sociotechnical debates and 
tangible outputs that could meet concrete social needs. From generative design, qualitative social data analysis, 
or ethical debates, to digital fabrication, physical computing, or open production exercises, STTF2013 
participants worked in sociotechnical processes of discussion, design, and fabrication of environmentally, 
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economically, socially and culturally sustainable prototypes for distinct social groups that pass by, use, or live 
near two Lisbon's waterfront territories, Cais do Sodré and Cacilhas, considering issues as cradle to cradle cycles, 
conviviality, empowerment, modularity, transparency, etc. Devising these prototypes through such processes 
allowed for each development stage to be reflected upon, worked, decided and envisioned through a broad 
spectrum of disciplinary views. And its particular mix of social and technical backgrounds and skills, with citizen 
needs and local knowledge, resulted in several routes for designing, producing, distributing, and using more 
appropriate artifacts. But adding issues or people often apart does not only allow methodological sharing or 
collective work, as it also requires careful attention to divergent goals and backgrounds, dissimilar learning 
needs, conflicting notions of cooperation, or disparate abilities to use available technical or social tools. The same 
logic that enables a transdisciplinary creation of artifacts from start to end, also provides insights on the most 
challenging aspects of mingling conceptual and material processes from social and technical fields in these 
emerging spaces. An experience such as STTF2013 present us the opportunity to rethink both the embedding of 
social questions and their connected stakeholders within technological outputs, and the paths that should 
precede some of the novel heuristic and fabrication frameworks of our nearest futures. 
 
 

Track 13 

The Science and Technology Park: Steps to an Ecology of Innovation | I Parchi 
scientifici e tecnologici: Verso un’ecologia dell’innovazione 
Convenors: Michela Cozza (Università di Trento); Luca Guzzetti (Università di Genova) 

 
 
 
La Corporation e il Panchayat. Negoziazione delle conoscenze in un campus tecnologico indiano 
Elena Bougleux (Università di Bergamo) 
 
A sud-est di Bangalore (Karnataka, India) si trova il distretto tecnologico e industriale noto in letteratura come la 
Indian Silicon Valley. Sorto dal nulla per volontà di un industriale dell’IT, il distretto di Electronic City si è 
sviluppato vertiginosamente negli ultimi quindici anni, imponendo una ridefinizione delle competenze legali e 
amministrative che oggi permettono la sua gestione e il suo funzionamento. A Electronic City ha sede la maggior 
parte delle filiali indiane delle multinazionali occidentali che hanno beneficiato delle politiche governative di 
incentivi agli investimenti esteri attuate dalla fine degli anni Novanta. Qui si trova il Research&Development 
Department della corporation statunitense presso cui ho svolto un fieldwork di oltre due anni. In questo articolo 
descriverò quali sono le politiche di natura scientifica ed aziendale che hanno determinato la decisione di 
delocalizzare il sensibile comparto della ricerca in India (Dunning 1998, Crouch 2003), valutando sia gli 
statements aziendali in merito all’espansione tecnologica sia le posizioni più sfumate e meno ufficiali dei 
dipendenti della corporation inquadrati con profili di alta specializzazione tecno-scientifica. Descriverò come la 
presenza di un R&D Department nello scenario del distretto di Electronic City abbia messo in atto processi di 
gestione e trasferimento delle conoscenze che non erano progettabili a livello inter-aziendale, processi che hanno 
contributo a delineare nuovi equilibri tra gli attori nazionali e internazionali, oltre a favorire la nascita di spin-off 
e di servizi IT dedicati. La competizione tra le corporation ha contribuito anche a determinare le politiche 
salariali dei soggetti industriali del distretto, generando una corsa al rialzo degli incentivi per cercare di 
mantenere alta una fidelizzazione aziendale che è in genere quasi assente: se infatti il lavoro di alta qualifica 
tecno-scientifica si permea di valore aggiunto in termini di prestigio e opportunità di carriera, il lavoro per una 
committenza estera è invece considerato in modo ambivalente e non sempre favorevole (Goldstein 2011, Agrawal 
2003). Descriverò quindi alcune strategie di gestione dei flussi di conoscenza che si realizzano all’interno dei 
gruppi di R&D della corporation, evidenziando come l’expertise tecno-scientifica viene riappropriata e 
risignificata a livello prima individuale e poi collettivo. La crescita economica e demografica di Electronic City, 
non pianificata e non programmata, ha imposto, insieme alla trasformazione dei ritmi e del significato del lavoro 
tecno-scientifico, alcune principali modifiche dello spazio urbano circostante, e della sua rilevanza simbolica 
nell’immaginario indiano condiviso. Questioni di natura materiale come la gestione delle risorse idriche e delle 
forniture elettriche si sovrappongono e si scontrano con le esigenze di un campus tecnologico che ha oggi anche 
una sua autonomia amministrativa, e che ha visto emergere allo stesso tempo situazioni di forte sviluppo e zone 
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di nuova povertà. Attraverso i diversi temi trattati in questo articolo voglio evidenziare come i processi di 
elaborazione, gestione e trasferimento delle conoscenze tecno-scientifiche non sono mai confinabili all’interno di 
una sfera disciplinare ben definita, e sono sempre interindipendenti con i contesti socio-economici che li 
contemplano, che li rendono efficaci, utili, o anche im/possibili. Parole chiave: corporation, information 
technology, development, ethnography. 
 
 
Inovative ecosystems and science park: from the idea to the reality 
Fabio Arfaioli (Independent scholar); Fabrizio Conicella, Alberto Baldi and Marco Piunti (Bioindustry Park 
Silvano Fumero SpA) 
 
A science parkhas been frequently defined as a physical area with buildings dedicated to scientific research 
on a business footing. The “physical dimension” has been used for years as driver of science park’s activities. 
Today technological development, globalisation and the need to reinforce whole territories in order to 
became more competitive, changes dramatically the strategic scenario. The consequence has been the 
revision of the strategy behind the activities of science parks: they frequently reconsidered their initiatives 
“vis a vis” the external environment. The physical dimension remains a key factor but it has to be 
reinterpreted: is no more the “goal” of the project but is one of  enabling factors to implement actions that 
are based on immaterial concepts such has network, communities, clustering. The “third generation science 
park paradigm”, the Innovation cluster approaches and the innovation ecosystems concept are now the 
main drivers for the definition of strategic approaches focused on development.  The intellectual capital (IC) 
dimension in such perspective seems quite important. Working at IC level permits to develop shared service 
platform based on systemic needs and offer the opportunity to develop shared added value services. In such 
pespective the IC approach coupled with the innovation ecosystem model obliges science parks to work 
more out of their physical boundaries because of the need for knowledge heterogeneity and network. 
Support to company growth is not limited n settle already existing companies and in  promoting start-up, 
but goes beyond physical boundaries of the park and involves the construction of intangible infrastructure 
in order to generate opportunity at cluster level stimulating links with public research, developing addedd 
value service platforms, stimulating the growth of a “community” of actors linked by common strategic 
interests. Bioindustry Park(http://www.bioindustrypark.eu), a life science based science park located in 
Piemonte region, has followed such trends inspiring a cluster based innovative ecosystem initiative. To 
develop and ecosystem based approach Bioindustry Park, focusing on life sciences and health care related 
sectors, passed through different development stages (the physycal stage, the start-up creation stage, the 
ecosystems stage) developing a third generation science park vision based on the concept of “community” of 
members. To develop such approach Biondustry Park, thank’s regional authorities that developed a specific 
financing scheme, created a specific initiative, bioPmed (http://www.biopmed.eu), that is composed by 
different synergistic initiatives (a governance/lebeling system, a project buiding platform, a service platform 
conceived to support competivness of companies, a community building platform, an internationalization 
platform). In parallel the science park was able to reach economic sustainability. To evaluate performances 
of such approach ,Bioindustry Park tried in the last 2 years to assess 3 different dimensions linked to the 
local ecosystem community: the shared services dimension, the impact and intellectual capital dimesion and 
the satisfaction of ecosystems members  vis a vis the cluster managing organizations (The Science Park) 
activities and services. 
 
 
Per un'ecologia della banalizzazione: alcune riflessioni riguardo a Poli Tecnologici, imprese spin-
off e l'irresistibile richiamo del mercato 
Francesco Miele (Fondazione Bruno Kessler) 
 
Con il presente contributo si adopera un approccio ecologico per evidenziare alcune criticità insite  negli attuali 
modelli di PST, stimolando il dibattito che - coinvolgendo policy makers, opinione pubblica e comunità 
scientifica - negli ultimi tempi si sta interrogando su come riformarli. Per fare ciò ci si concentrerà sul caso della 
NeT-echno1: una giovane impresa spin-off nata a metà degli anni 2000 e avente sede nel Polo Tecnologico di 
Città Blu, un PST sorto nel centro Italia a fine anni '90 con lo scopo di rinnovare un area industriale dismessa. 
Attraverso un approccio etnografico ci si è concentrati sulle attività dell'impresa spin-off, attiva nel campo delle 
tecnologie VoIP, ricostruendo la rete d'azione nata attorno a questa e i modi in cui essa è cambiata nel corso del  
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tempo. Nel caso presentato si mostrerà come:  
• i modelli d'azione proposti dal PST considerato sono stati in un primo momento accolti e riprodotti 
dall'impresa spin-off, per poi essere lasciati cadere e preferiti ad altri modelli maggiormente consolidati;  
• la logica d'azione che sottostà all'operato del PST, vicina al modello classico dell'innovazione lineare, ha 
inizialmente guidato i fondatori della NeT-echno per poi essere lasciata da parte a favore di una logica che mette 
in secondo piano i risultati della ricerca scientifica;  
• la comunità imprenditoriale presente nel territorio circostante ha nel corso del tempo spinto l'impresa verso 
logiche e modelli d'azione tipici del mercato e del tutto differenti da quelli seguiti dal PST considerato. In 
particolare, la rete d'azione emersa ha progressivamente adottato un approccio produttivo che mette in primo 
piano i desideri del cliente e adopera le conoscenze e le metodologie provenienti dal mondo della ricerca solo 
quando vengono reputate strettamente necessarie per esaudirli;  
• il gruppo di ricerca universitario da cui è nata la NeT-echno, di cui fanno parte due professori soci non 
lavoratori dell'impresa, si è progressivamente allontanato dalle sue attività, occupando un ruolo ormai marginale 
nella rete d'azione ricostruita e reputando “banali e ridicole” le attività svolte dall'impresa. 
La presenza di comunità imprenditoriali poco protese a collaborare con l'università e, d'altra parte, la tendenza 
dei PST a proporre modelli e logiche d'azione che appaiono poco vicine all'esigenza del mercato, mettono in atto 
quella che provocatoriamente può essere chiamata un'ecologia della banalizzazione. Infatti, da una parte la rete 
d'azione nata attorno alla NeT-echno sembra banalizzarsi nel corso del tempo, vedendo recisi i legami tra ricerca 
universitaria e produzione di tecnologie e servizi legati al VoIP. Dall'altra, questo processo emerge dall'azione 
congiunta di diversi attori distribuiti all'interno e all'esterno del PST che producono e lasciano cadere modalità e 
logiche d'azione legate al trasferimento tecnologico, per abbracciare modi di agire istituzionalizzati, esistenti da 
tempo e assai lontani da qualsiasi forma di innovatività.  
 
 
Attori, processi e modelli nella valorizzazione dei risultati della ricerca pubblica. Indicazioni sul 
nesso tra spontaneità e progettazione nel caso romano. 
Stefano Ciccone (Università di Genova) 
 
Negli ultimi 15 anni si sono sviluppate nell’area romana una molteplicità di iniziative nel campo della 
valorizzazione dei risultati della ricerca pubblica. Questa attività si è misurata sin dall’inizio con un apparente 
paradosso:l’area romana mostra la più larga presenza di infrastrutture di ricerca e ricercatori pubblici del paese 
eppure questo patrimonio non viene valorizzato dal tessuto produttivo e non diviene volano dello sviluppo del 
territorio. La valorizzazione dei risultati, dunque, non è un processo spontaneo ma richiede una sua 
progettazione.  L’innovazione cessa di essere processo deterministico guidato da una razionalità tecnologica e 
spinto da una razionalità economica nella sua valorizzazione. La vicenda locale mostra l’inadeguatezza di un 
paradigma lineare del processo di integrazione tra ricerca, innovazione e valorizzazione dei risultati e propone un 
nuovo ruolo per i Parchi Scientifici. Quali sono le barriere nel processo di valorizzazione di competenze, risultati 
e infrastrutture della ricerca pubblica? L’esperienza mostra come la maggior parte di queste barriere non attenga 
né alla sfera strettamente tecnologica né sia riconducibile alla spontaneità di “leggi di efficienza economica”. 
Fungono da ostacoli, o da opportunità, i linguaggi, i modelli organizzativi, le culture, le rappresentazioni di cui gli 
attori sono portatori. Nella messa a punto di strumenti per il matching tra domanda e offerta tecnologica è, ad 
esempio, necessario ricercare le forme più naturali di mediazione tra “domanda” e “offerta” di tecnologia, è poi 
necessario riflettere sull’innovazione organizzativa in impresa o sull’uso sociale dell’innovazione. È necessario 
guardare ai sistemi ma agli attori e alle loro competenze, alle loro culture alle loro relazioni: le nuove figure 
impegnate nell’attività di integrazione, i tecnici e lavoratori delle imprese, i cittadini non come semplici 
destinatari ma soggetti che modulano i processi innovativi. L’evoluzione del sistema romano di supporto 
all’innovazione mostra la dimensione sociale e complessa dei processi innovativi. Questa consapevolezza è 
entrata a far parte di una cultura condivisa tra gli operatori ma non ha una conseguenza nei modelli istituzionali 
e organizzativi. Per dieci anni prevalso le dinamiche competitive rispetto a quelle cooperative. Con il 
trasferimento dallo Stato centrale alle regioni si è avuta la sostituzione di un nuovo centralismo a quello 
precedente con l’aggiunta di una frammentazione delle politiche nazionali. In questo quadro il Parco Scientifico 
Romano www.romascienza,it  ha promosso una iniziativa (la rete dei promotori dell’innovazione 
http://www.reteinnovatori.it) che ha puntato a valorizzare le relazioni informali tra operatori rispetto a quella 
istituzionale. Un esperienza che utilizza le metodologie di progettazione partecipata per la definizione di 
proposte e strategie condivise che valorizzino le esperienze e le conoscenze degli attori coinvolti. All’alternativa 
tra pianificazione istituzionale burocratica o dirigista e l’affidamento alla spontaneità dei processi si contrappone 
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la capacità di valorizzare gli attori, le loro culture e loro relazioni per una pianificazione e valutazione 
partecipata. Ciò richiede un cambiamento dei paradigmi basati sull’autosufficienza della razionalità tecnologica, 
della naturalità della tendenza del mercato all’efficienza o sulla pianificazione dell’intervento pubblico come 
funzione burocratica astratta. 
 
 
La valutazione delle prestazioni urbanistiche dei parchi scientifici tecnologici: alcuni casi italiani 
a confronto 
Giampiero Lombardini (Università di Genova) 
 
Osservati da un punto di vista della pianificazione urbanistica e dei loro impatti sul territorio, i parchi scientifico 
tecnologici costituiscono un caso del tutto specifico di innovazione urbana. A seconda della loro localizzazione, 
della loro struttura e dei loro rapporti con il contesto urbano e regionale di riferimento, essi infatti producono 
impatti diversi sull’economia della città e sulla sua morfogenesi. L’impatto è tanto più incisivo quanto più i PST 
risultano innovativi e collegati alle reti lunghe dell’economia. Suddividendo i casi di studio in due categorie 
generali (i PST di “nuovo impianto” e quelli sorti attraverso operazioni di riqualificazione di antiche aree di 
industrializzazione), si possono osservare gli effetti che essi hanno indotto ed inducono sul territorio: modifica 
dell’immagine urbana, riassetto delle strutture viarie e di collegamento, diffusione sul territorio circostante di 
attività indotte, riqualificazione urbana e degli spazi pubblici. La stessa organizzazione interna dei PST è decisiva 
per orientare il cambiamento urbano in determinate direzioni (riqualificazione urbana vs isolamento). Tale 
analisi comparativa, che parte prendendo in considerazione alcuni PST italiani di ultima generazione, è condotta 
attraverso la costruzione di alcuni indicatori e la relativa analisi di benchmarking. Gli assets esaminati 
riguardano l’ambiente (miglioramenti indotti sulle performance ambientali del contesti, per esempio attraverso 
operazioni di bonifica di siti di antica industrializzazione o riduzione per sostituzione di impianti inquinanti), le 
infrastrutture e la mobilità (riorganizzazione del grafo stradale, performance in termini di accessibilità da e per 
l’area del PST, operazioni indotte di modifica delle modalità di spostamento, cambiamento delle matrici origini / 
destinazioni), l’assetto urbanistico (tipo di insediamento, rapporti con il contesto urbano e territoriale, 
prestazioni in termini di dotazioni di spazi e servizi pubblici), l’economia urbana / territoriale (tipo di attività 
svolte e loro ruolo nella base economica urbana, apertura ai mercati internazionali, trade-off con i trend 
economici territoriali). Scopo del contributo è quello di fornire una rappresentazione delle potenzialità di 
modificazione morfogenetica dello spazio urbano che i PST possono indurre e come la loro configurazione 
spaziale nonché la loro organizzazione funzionale possano produrre effetti ed impatti di cambiamento urbano, 
talvolta positivi ma in altri casi negativi. L’esplorazione potrebbe costituire una base di riflessione per la 
valutazione della qualità progettale dei PST sotto il profilo urbanistico.  
 
 
Science Park and Large Scale Research infrastructure: A WINNING COMBINATION! 
Stephen John Taylor (Trieste AREA Science Park) 
 

In an ideal world a science park should house ground-breaking research but also link at least some portion of 
that research to potential industrial applications and their eventual commercialisation. By offering the facilities 
necessary to enable large scale research infrastructures to function effectively and optimise both their operations 
and their visibility the science park can add value to the research infrastructure and by actively seeking new 
industrial partners and presenting project opportunities that value can be further enhanced by facilitating and 
strengthening the ties between the research infrastructure and industry. Large scale research infrastructure adds 
value to the scientific community when its use is optimised. It adds value to the economy when it is connected to 
an ecosystem that allows for the exploitation of its results. It adds value to a science park as both an example of 
research excellence and as a repository of exceptional competences and it offers unique research collaborations 
for residents of the science park and for external industrial partners both as commercial clients and as partners 
on regional, national and international projects. As such, large scale research infrastructure can play a strong 
role in the attraction of new residents to the science park. In AREA Science Park located in Trieste, north-eastern 
Italy, we are experimenting new ways to exploit the synergies between large scale research infrastructure and the 
science park, through ever-closer collaborations including an innovative and highly pro-active approach to 
opening up research infrastructure to industrial collaborations. AREA and Elettra will share some concrete 
examples of these experiences to demonstrate how the effective collaboration between a Science Park and a large 
scale research infrastructure is a winning combination. AREA Science Park was created in 1978 as a multi-sector 
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science and technology park, with the forward-looking objective of generating a structure to encourage contact 
between and the common development of science and business. Over the years, AREA has become one of the 
main actors in the research/enterprise system of the Friuli Venezia Giulia Region, and one of the most active 
promoters of technology transfer nationally and internationally. Today the mission of AREA Science Park is to 
provide a reference point for capacity building and technology transfer in order to enhance economic 
competitiveness and to exploit research results. Since the creation of the park, AREA has steadily supported the 
development of its tenants and can be considered as a platform for technological collaborations with its tenant 
companies and research centres to face main societal challenges in the fields of new materials, biomedicine, 
agro-food, ambient-assisted living, transport and energy. 
Elettra Sincrotrone Trieste is an international research centre specialized in the study of materials through a 
highly versatile and powerful tool – synchrotron light – which makes it possible to see the details of the structure 
and behaviour of atoms and molecules, helping solve the most disparate problems in fields encompassing 
electronics, environmental science, pharmacology, diagnostics, engineering, nanotechnology, and cultural 
heritage. Two different synchrotron light sources are hosted: Elettra, a third-generation storage ring after which 
the centre itself is named, and  FERMI, a cutting-edge free electron laser. The light produced is collected and 
conveyed to over 30 experimental stations where specialists in chemistry, microscopy, materials science, 
electronics, and information technology support the research activities. The combination of FERMI and Elettra 
represents an almost unique large scale research infrastructure and allows researchers from all over the world to 
come to Trieste to pursue their research objectives. AREA and Elettra have shared and complimentary missions 
to promote cultural, social and economic growth through basic and applied research, technical scientific and 
entrepreneurial training and technology and knowledge transfer. The high value-added innovation services that 
have come to characterize AREA’s activities are one of the major assets it brings to the table in its collaboration 
with Elettra and other residents: 
• activating specialized interventions for single companies, aiming at improving business performances 

through the acquisition of innovation and new technologies 
• programs to support academia-business collaboration and technology transfer (scouting research results, 

technology assessment, market studies, patenting, support for creation of new hi-tech companies) 
• entrepreneurship programs (pre-incubation, incubation and post-incubation services and infrastructures, 

technical and marketing consultancy and assistance services, seed capital support for early stage 
development, administrative and legal support) 

The skills developed and updated over time by the staff of Elettra have grown into a set of specific abilities which 
increasingly range beyond basic research. The centre develops products and prototypes for the international 
market including instruments for environmental quality control, fine-particle analysers, anti-counterfeit sensors 
and devices, light source and accelerator parts, amplifiers, and sensors. Elettra provides companies, private 
research centres, and small and medium enterprises access to the centre’s sophisticated equipment and thus 
provides significant support in areas such as quality control, the optimization of production processes, the 
analysis of subcomponents and materials, and much more. Elettra has become a point of references for the 
international scientific community and is one of the founding partners of CERIC-ERIC, the new distributed 
research infrastructure that brings together European centres specialized in the development and use of 
instrumentation for the study and characterization of materials. Conceived as a state-of-the-art tool for scientific 
research Elettra has proved itself to be more and more capable of competing at international level in both 
cutting-edge basic research and its application to industrial problems. The recent start-up of FERMI, the most 
advanced of the four free-electron lasers in the world, both demonstrates and helps consolidate its excellence.  
Through constant and close collaboration between the AREA and Elettra teams we’re contributing to the 
reduction of the gap in our country and in Europe between scientific production and industrial innovation. Our 
synergy allows us to exploit the results of Elettra’s scientific research for the development of new applications 
and technology as part of AREA’s regional, national and international network, but also to spur and foster the 
demand for research and innovation from high-technology enterprises in various sectors and to start fruitful 
cooperation. The cross-fertilization that comes from a multi-disciplinary approach characterizes not only the 
research benefits to be achieved in Elettra or AREA but also the benefits each brings to the other and to the wider 
ecosystem. It is our belief that every Science Park can benefit from close collaboration with Large Scale Research 
infrastructure and that every Large Scale Research infrastructure can benefit from being surrounded by a Science 
Park or area of innovation. In the presentation we shall demonstrate how the constantly evolving collaboration 
between a world leading Research Infrastructure and a nationally and internationally recognized Science Park 
creates a mutually beneficial symbiotic relationship. 
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Track 14 

Responsibility in research and innovation. Deliberate designs and de facto 
configurations 
Convenors: Guido Gorgoni (Università di Padova) 

 

 
Collective decision making on risk management and sustainable manufacturing of 
nanomaterials: the role of decision support tools 
Ineke Malsch (Malsch TechnoValuation); Vrishali Subramanian, Elena Semenzin, Danail Hristozov and Antonio 
Marcomini (Ca' Foscari Università di Venezia) 
 
The paper presents some result of a study aiming to contribute to understanding mental models of decision 
making on management of uncertain risks and sustainable manufacturing, and to understanding the existing 
tools used within this context as a source of capabilities and potential adaptation.  Central research questions 
are: What criteria are determining factors in collective decision making on risk management and sustainable 
manufacturing of nanomaterials? And what role can a decision support tool play in distributed cognition 
regarding such collective decision making? The paper analyses a series of semi-structured telephone interviews 
conducted from January until March 2014 with decision makers from mainly European industry and regulators 
involved in risk management and sustainable manufacturing of nanomaterials. The work is part of the project on 
Sustainable Nanotechnologies (SUN) that receives funding from the European Union Seventh Framework 
Programme (FP7/2007-2013) under grant agreement n° 604305. 
 
 
Grounded Reflexivity: an approach to the polysemy of Responsible Research and Innovation 
Robert Gianni (University of Namur) 
 
The EU seeks to become a genuine Innovation Union in 2020 striving for excellent science, a competitive 
industry and a better society without compromising on sustainability goals as well as ethically acceptable and 
socially desirable conditions. Europe thus needs to develop a normative and comprehensive governance 
framework for Responsible Research and Innovation (RRI). The problem at stake in RRI is that the scientific and 
technological progress of the 21st century offers new opportunities for enhancing various aspects of living and 
social interaction, especially in relation to innovative applications of information and communication 
technologies (ICT). The economic development builds most of its efforts on a strong innovation process able to 
face all the challenges coming from a globalised market.  At the same time, this raises new ethical questions that 
are often hard to identify and deal with. This matter has been demonstrated by various cases in recent research 
history, for example, the research on genetically modified organisms (GMO) or nanotechnologies, where the 
resulting controversies and ethical issues had a broad resonance in society and generated economical counter-
effects. Consequently, the societal challenges accompanying this kind of research cannot any more be attributed 
to research community only, but shall be addressed from a societal perspective. It is also true that not only the 
growing desire of society to be involved in decision making mechanisms is becoming more visible, but also the 
policy makers have become increasingly aware that the public has and must have a role in the decision making 
process regarding the new technologies. Again, a problem rises regarding the difficulty represented by the 
possibility of making different stakeholders agree on one same perspective. In fact, the contexts in which societal 
actors interact with each other are quite complex and the perspectives within the same social system could be 
significantly different. The constraints raised by the context are often of different kinds depending on specific 
sector in which responsible innovation is conceived. Therefore the way in which social actors act could be 
different according to the specific structure of action underlying every field. The structure required would be 
then one that could enact and subsequently enhance a participatory approach on the problem of RRI. But still, 
the capability of departing from the same perspective and carrying on those same norms through the innovation 
process remains a laborious challenge that needs to be faced through a reflexivity process able to take into 
account all the different factors at stake. Moreover, this reflexivity process needs to be guaranteed and enhanced 
by a governance structure able to adapt to several claims and different needs. The question that rises is then how 
to find an appropriate way to integrate reflexivity in the context without becoming neither a restriction for the 
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innovation process nor assuming the shape of an administrative, bureaucratic layer. That is, how should we 
conceive responsibility under a positive light in order for different stakeholders to apply it to innovative research 
before the same process is conceived? In this sense, the aim of the essay would be to try and reflect on a three-
folded dimension of the RRI problem: to carry out a brief diagnosis of the actual scenario of RRI in order to show 
the common limits and offer a conceptual development able to overcome those frictions. 
 
 
Responsible governance of science and technology: framing responsibility in social relations 
Simone Arnaldi (Università di Padova) 
 

Responsibility is increasingly acknowledged as a fundamental tenet of scientific research, technology 
development and policy. However, the meaning of the notion of responsibility varies significantly depending on 
the context of use. This presentation will survey existing literature to identify the fundamental features of this 
notion. Two dimensions will be emphasized: (1) that responsible practice is always framed in terms of social 
relations, as one is responsible always to somebody or something (concrete or abstract); (2) that, in social 
relations, three moments of responsibility can be distinguished: (1) assumption, i.e. an agent takes responsibility 
for her own (or others’) behaviour, anticipating the consequences and making the behaviour consistent with this 
anticipation; (2) imputation, i.e. a second agent, who is the reference of the first agent’s behaviour and is 
concerned by the consequences of her actions, can held the first agent responsible for the consequences of her 
actions, insofar they differ from the other agent’s expectations about the behaviour of the first actor; (3) 
response, as a second agent can ask the first agent to answer of her actions, because they either create a damage 
or a benefit which is different from what is expected; symmetrically, the first agent, when assumes responsibility, 
assumes a duty to answer to the second agent who is concerned by her own actions. Recent national documents 
on innovation policies on nanotechnology from OECD member states are examined to exemplify the different 
moments of responsibility that are illustrated in the presentation. 
 

 

Track 15 

The plural spaces of design | Gli spazi plurali del design 
Convenors: Filippo Barbera (Università di Torino) and Dario Minervini (Università Federico II Napoli) 

 
 
 
A Lefebvrean approach to the socio-spatial production of urban events: the case of FuoriSalone 
Andrea Cuman (Università Cattolica del Sacro Cuore di Milano) 
 
The city of Milan has a longstanding tradition for being one of the international centres of design culture. Events 
known today as Design Weeks have sprung worldwide during the last decade, and all find in the Milanese so—
called Fuorisalone their inspiration or original connection. Most research on this event  focused on its economic 
or urban impact (namely related to accomodations, mobility, etc.), or read it within wider marketing initiatives of 
the design system of this territory, thus reducing the complexity of this phenomenon and overseeing its 
peculiarities. The success of this event seems in fact more related to how it was able to historically develop a fluid 
relation with  the spaces of the city, in a continuos tension between the ‘leakage’ and the ‘consolidation’ of the 
event offer (in terms of displayed contents and places involved). This is best exemplified by the temporary design 
districts which every year appear throughout the city, but which are only the latest form of involvement of the 
urban space by the subjects revolving around the design system. The aim of this paper is then two---‐folded: on 
the one hand to offer a historical reconstruc9on of FuoriSalone through documental research and interviews to 
key informants, on the other hand to read the evolu9on of this event through Lehtovouri’s interpretation (2010) 
of the Lefebvrean triad. The trialectic model (that of representa9onal spaces, representations of space and spatial 
practices; Lefebvre, 1974) seems in fact to offer a powerful conceptual tool which, star9ng from the idea that 
“(social) space is a (social) product”, considers the material, conceptual and experiential dimensions of space as 
intertwined, mutually influenced and co---‐constructed by a variety of subjects. Lehtovouri’s reading of the 
Lefebvrean triad in particular, does not look at the social production of the everyday urban space, but attemptsto 
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read urban events as occasions to  envision a ‘different’ city, with actual outcomes that strongly vary according to 
the contexts, the types of event and subjects who ‘work’ within the event’s and the city’s spaces. In this sense, 
FuoriSalone appears as a very peculiar event which, over more than three decades, has year by year involved 
almost all the spaces of the city becoming one of the first ‘diffused’ urban events worldwide. Most interestingly, 
the way this event appears today is not the result of a central managing subject but the ever---‐evolving outcome 
of a continuous re---‐arrangement of networks of subjects and temporarily transformed urban spaces. The final 
aim of this paper is then to read FuoriSalone through Lehtovouri’s framework in the attempt to highlight the 
turning  points in its history and explain its uniqueness. 
 
 
 “Deliberately Generic”: Dynamics of Innovation and Standardization in Airport Design 
Anna Nikolaeva (VU University Amsterdam) 
 
After a wave of publications on “generic” architectural environments and “non-places” that globalization has 
supposedly called into being, sociologists and geographers shifted their focus from criticizing the “sameness” of 
business districts, airports and shopping malls all around the world to investigating trajectories of design and 
management ideas that are imported and exported by a variety of agents whose interactions transform those 
ideas (e.g. Guggenheim & Söderström 2010; McCann & Ward, 2011). Adjoining this research agenda and 
building up on the research of design process at three international airports, I suggest that examining mobilities 
of design ideas and concepts around the world enables us, firstly, to identify rationale behind standardization of 
particular solutions, secondly, to capture contestation of exported/imported ideas which may result into 
innovations and, thirdly, to trace how an innovation becomes an a common practice. International airport 
design, it is argued, reflects the process of selective ‘banalization’ of innovation the result of which is the 
experience of “sameness” of procedures and designs by a passenger. Due to their unique demographics, airports 
become convenient laboratories for managers and designers who do not need to fly around the world to claim 
that their solution has worked well for people of all ages and ethnicities. If a solution that may have been merely 
an experiment proves to be efficient, it not only stays but is copied or imported by other airport operators or 
designers. The argument is based on, first, a discussion of history of airport design as a process of experimenting 
and defining standards, and second, on the analysis of the current search for “best practices” by operators and 
mobility of ideas in contemporary airport design and management. The second part is based on the analysis of 
more than fifty interviews with airport design and management experts at three international airports. 
 
 
Valorizzazione, fundraising, design: l’innovazione sostenibile del patrimonio culturale italiano. 
Gianluca Grigatti (Università di Genova) 
 
Lungo l’indirizzo tratteggiato dal titolo del 5° Convegno di STS Italia “Matter of design”, il contributo in oggetto 
si pone l’obiettivo di esplicitare la valenza del design in un campo molto specifico ma, al contempo, identificabile 
quale spazio plurale del design stesso: quello della valorizzazione del patrimonio culturale. Nel gennaio 2004 il 
licenziamento da parte del Legislatore Italiano del Codice dei Beni Culturali e del Paesaggio (Dlgs 22 gennaio 
2004, n. 42). , ridisegnando la normativa della valorizzazione e configurandola come funzione orientata alla 
realizzazione delle migliori condizioni per la fruizione del Bene stesso, con conseguente riconduzione ad essa, nei 
limiti delle forme d’esercizio compatibili con la tutela, di tutte quelle attività atte ad assicurare una fruizione 
sostenibile, ha, implicitamente introdotto nella disciplina del Patrimonio Culturale un ossimoro. Infatti, come 
nota Antonio Godoli, Direttore del Dipartimento “Architettura ed Allestimenti Museografici” della Galleria degli 
Uffizi di Firenze, «Se si compie azione di tutela per conservare al meglio una testimonianza d’arte e di storia, la 
valorizzazione, che ha lo scopo di far conoscere quei caratteri d’arte e di storia, se non opportunamente 
controllata, rischia di comprometterli portando alla loro perdita». Con l’introduzione della nuova dizione Design 
per i Beni Culturali si è ha tentato di sciogliere tale nodo perseguendo azioni progettuali indaganti gli aspetti 
legati all’esperienza di fruizione del Bene, articolando ed esplorando, alle diverse scale d’intervento, scenari di 
progetto in grado di evidenziare come la valorizzazione non debba esser assunta, univocamente, come una 
questione tecnica, bensì come un progetto di ricerca: la ricerca d’equilibrio tra le azioni del conservare e quelle 
del fruire nel contesto delle quali viene a costruirsi la cifra etica dell’azione progettuale di valorizzazione stessa. È 
in tale configurazione che viene a sostanziarsi uno spazio plurale per il design: un approccio alla progettazione di 
efficaci modelli poietici correlati, da un punto di vista disciplinare, all’ideazione di 
efficienti soluzioni in ordine a prodotti, sistemi comunicativi, servizi, etc. Ma per attuarsi questa configurazione 
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necessita di un progetto: un dispositivo teso alla realizzazione di situazioni future riconosciute da tutti come 
migliori delle attuali e per le quali valga la pena mobilitare risorse umane (people raising), materiali 
(partnership), economiche (progetti di donazione). Ciò viene ad identificarsi con il fundraising. 
Tradizionalmente tradotto in italiano con l’espressione “raccolta fondi” il fundraising non è una questua, poiché 
non è esclusivamente la ricerca del denaro il suo nucleo centrale, bensì l’idea di sviluppo, il percorso di crescita 
che un soggetto (pubblico o privato) intende perseguire e le cui azioni, in tal senso, devono essere rese 
sostenibili. A fronte di ciò il fundraising non può che identificarsi con una metodologia di progetto ascrivibile 
nella casistica di un design più implicito che palese, secondo quanto indicato da Hansjorg Buldiger in Sconosciuti 
e familiari: oggetti di design anonimo prodotti in Svizzera dal 1920 quando sostiene che «il design non 
appartiene solo ai designer che si definiscono tali ma a tutti coloro che si occupano della soluzione di un preciso 
problema, siano essi costruttori, rappresentanti, meccanici, tecnici o persone estranee al design professionale». 
Traendo spunto da alcuni casi studio ormai divenuti esemplari nel panorama italiano, il contributo si pone 
l’obiettivo di esplicitare come oggi occuparsi di valorizzazione del patrimonio culturale non sia più inquadrabile 
entro le maglie degli impalcati disciplinari di cui disponiamo ma, al contrario, significhi aprirsi a questioni 
nuove, scaturite proprio dal confronto tra approcci diversi, analogamente a quanto accade nella moderna 
epistemologia la quale, come scrive Alessandro Pagnini «è sempre più distante da una ricerca di fondamenti 
assoluti, sempre più sensibile ai contesti e alle diverse forme di conoscenza; sempre più filosofia (nel senso di 
riflessione anche storica sui concetti e problemi) e sempre meno dottrina». 
 
 
Narratives and the co-design of spaces for innovation 
Valentina Anzoise and Stefania Sardo (Ca' Foscari Università di Venezia) 
 

In any innovation project – even when tackling very specific issues and involving targeted communities – its 
designers (i.e. people planning and setting how something will be done, managed, communicated, shared, etc.) 
have to face complex foresight horizons due to unforeseen changes occurring in the space they are seeking to 
transform, and because of the transformations they induce with their actions (in this sense, any innovation is 
always directly and indirectly co-designed and co-produced, and can trigger cascades of transformations).   
Given this uncertainty, it is almost impossible for any project team to exhaustively design a priori processes and 
actions able to encompass all the possible variations, as the emergence of new agents, attributions, artifacts and 
interaction modalities both influences and depends on constantly evolving interactions. Hence, we claim that the 
configuration of projects’ design itself should evolve and fold an ongoing evaluation in it - what we have called a 
Dynamic Evaluation (DE). DE theoretical assumptions are that agents respond to uncertain situations deciding 
with whom to interact on the basis of a perceived generative potential of relationships (Lane and Maxfield, 
1995) and that their interactions are nothing than enacted narratives, i.e. actions constructed and undertaken 
discoursively (Czarniawska, 2004; Pentland, 1999), that are coherent with individual and collective narrative 
logics, and allow individuals to make sense out of what is happening. Therefore, narratives are not just a form of 
representing but also of constituting reality (Bruner, 1991), providing legitimacy and accountability for people’s 
actions. Nonetheless, they are not “enough” to drive changes: dominant discourses are inscribed in societal 
institutions, texts, settings, behaviors and material culture, giving them enormous advantages, whereby 
alternative discourses – even those oriented towards innovation – could remain marginalized (Witkin, 2010). 
 Hence, the role narratives play is multifold:  they are “thick” objects of analysis and tools that can enhance 
reflexivity by generating feedbacks loops that can nurture projects’ design and its progressive inclusiveness. 
 Therefore, adopting a DE approach – which combines standard and non-standard approaches, and includes 
different kind of sources and perspectives – might contribute to tackle some intertwined issues by, for example, 
the extraction and encoding of dominant and emerging narratives, carried on together with the continous 
mapping of the space the project is seeking to transform e.g. by collecting information on the affected social 
groups,  “all” the values involved and the “usable knowledge” available (Fareri, 2009) that could/should be 
fruitfully included. Such an approach, developed within the Emergence by Design project (MD, GA 284625 FP7-
ICT-2011-C founding scheme) is intended to support, and somehow design, the enhancement of collective 
capabilities (Sen, 1993) in distributed design and organizing so as to deal with the multiple perspectives, as well 
as the inherent variability, complexity and uncertainty which characterize this kind of projects. Last but not least, 
designing the governance of such a complex process is a nontrivial issue, therefore we will illustrate the first 
attempts to apply the Dynamic Evaluation approach to some local development case studies carried on during 
the MD project. 
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Track 16 

Design practices for safe food 
Convenors: Klaus Hadwiger (University of Hohenheim); Giuseppe Pellegrini (Observa Science in Society) and 
Gene Rowe (Independent research consultant) 

 
 
 
Food security as security of the production areas 
Elvira Passaro (Seconda Università di Napoli) 
 
Food security is currently one of the major challenges for the society because of the demand for quality and the 
increasing awareness of consumers are confronted with the increase of cases of contamination of food and 
production sites. Speaking of food security, today, is to speak not only of healthy food, but the security of the 
entire supply chain to increase sustainability from production to final consumption. The new challenge is to 
produce healthy, nutritious food, produced in a sustainable way, respecting the environment and society. We are 
witnessing a change in the objectives that have animated the "green revolution " in the second half of the last 
century. In that context, the main need was to secure a large supply of food commodities to feed a rapidly 
growing population (demographic  growth and especially economic growth ). Despite the results achieved in 
terms of production and satisfaction of food needs, after many years issues related to the transformation of the 
agricultural sector have been highlighted. In particular, the improvement in quantitative terms has not 
developed parallely  to a qualitative improvement needed to meet the new challenges of the contemporary. The 
food grade quality has to be put in relation with the environment, the air, the place of production, the cultural 
environment in which everything takes place, a network of quality required for the enhancement of quality in key 
agricultural and food products. It is therefore important to take a closer look at the place of production, the 
environmental quality of these territories which are the essential precondition to ensure the quality and security 
of the entire supply chain to the final consumer. This, linked to the increasing attention to the 
multidimensionality of the agricultural sector, lay the foundation for new research and experimentation for 
design. Most of the research design in relation to the safety of the food have been directed to the deployment, 
communication and promotion through packaging design, communication design and design strategy. The 
demand for security throughout the supply chain imposes new challenges for the discipline of design to ensure a 
smooth transition from one system to industrialized agriculture ( responsible for 25 % of CO2 emissions into the 
atmosphere ) to an ecological agriculture based on total quality. Design research can intervene in this area 
refining new tools and devices that are able to improve production systems present in the environment to ensure 
safety to the consumer from the stage of production. The production of healthy food, values and meanings that 
bind to it, then passes through the ability to have more sustainable production and safe places to protect the 
health of consumers and the environment. 
 
 
The Future of Food Recalls: Giving The Public a Voice 
Jeff Joiner (University of North Texas); Clinton Carlson (University of North Texas) 
 
During the last decade, the number of food recalls and food safety alerts in the United States has increased 
significantly. For example, during the last three months of 2012 there were an average of six recalls per day 
(Gelski, 2013). However, this information is not being effectively communicated to consumers. A recent study 
indicated that although consumers consider food safety aimportant issue, the average American is aware of only 
2 to 5 recalls per year (Peake et al, 2013).  Traditionally, both of the federal organizations responsible for food 
safety, the U.S. Department of Agriculture (USDA) and the Food and Drug Administration (FDA) have relied 
primarily on press releases, online postings, and email recall alerts to notify the American public. But according 
to the Centers for Disease Control and Prevention (CDC), 1 in 6 (48 million) Americans are still being affected 
with foodborne illness annually. Of those affected, 128,000 are hospitalized and 3,000 die. is estimated that 
foodborne illnesses costs the US $152 billion annually (Scharff, 2010). An exploratory survey conducted by the 
authors in early 2013 found that although American consumers are mostly unaware of the rising number of food 
recalls, they expressed a desire for more information regardingrecalls, as well as alternate sources of recall 
information. In order to understand more about how this might be accomplished, the authors conducted a series 
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of participatorydesign workshopsThe number of insights, including: 
•  recall information near where a recall product had been sold 
• Color- 
•  ‘alert’ posts on social media or push notifications on their phone 
• of in-store food recalls  so as to not alarm shoppers 
Based on these and other results, improvements to the communication of food safety . As designers and design 
researchers, we have a responsibility to seek out, identify and respond to these largely “invisible” calls for 
improved public communicationutilizing human-centereddesign approaches in the early stages of designing that 
system. Keywords: Food recalls, food safety, participatory design, co-creation, human-centered, design research, 
communication design 
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Designing an innovative food: from a potato to the first pop-Italian functional food. 
Lara Dal Pos (Observa Science in Society) 
 
Italy has an history of recent industrialization and a lack of tradition in R&D; innovation in  the broader sense is 
mainly managed by big industrial players with the help of  governmental funding. This core R&D aspect is 
combined with a diffuse network of small  firms that are connected at the local level in innovation clusters; these 
firms are able to share resources, knowledge and technology that lead to innovation at the local and regional 
level. Most of the small and medium private companies in the food sector are not involved in food and health 
research, because they lack R&D structures centres; research is for the most closely linked to market solutions, 
such as product development or quality control. In this context 15 years ago some actors of the potato supply 
chain (mostly producers and merchants) decide to invest in product differentiation and research. They created a 
Consortium that acted as the lead organization in order to have the first popular Italian functional food.   
The Consortium merged as an innovative organization, in fact the main driver for effective R&D was the 
aggregative push that was able to gather and keep together the actors of the whole supply chain and research 
institutions, guided by the capacity of the members of the consortium to combine the investments in research 
and in marketing. This was possible because almost all of them were able to believe that an innovative and 
healthy food could become also a competitive product generating high economic revenues. Their capacity of  
joining efforts and the strong role of the consortium that was holding them together ensured the possibility of 
producing a successful innovation such as the Enriched Potato. Nowadays, this potato is the leader in the 
segment of packaged potatoes reaching 15% market share in value terms. This is a clue of the public acceptance 
of this functional food. Since the first step of the design process the key stakeholders involved in the innovative 
vegetable production were actually paying a particular attention to public reception and media campaign 
strategies of the functional food.  
 
 
Transparent Choices: Communicating Packaged Food Content To Children 
Meaghan Brierley and Charlene Elliot (University of Calgary) 
 
Recent policy recommendations encourage efforts that support healthy dietary choices in the marketing of foods 
to children (WHO 2008; 2010). Specifically, calls for action cite the link between diet and noncommunicable 
diseases across a lifetime, and the need to address the global marketing of foods high in sugar, salt and fat. In 
support of these recommendations, this research focuses on children’s decision-making practices to examine 
how they interpret healthy and less healthy packaged food. Findings from focus groups guide suggestions for 
food packaging design to meet children’s information needs, and promote critical thinking in a contemporary 



 77 

packaged food environment. Research reveals that by the age of four, children can classify foods as healthy and 
less healthy. Studies also reveal that the appealing images and colours, spokes-characters, front-of-package 
claims, varied serving sizes, and nutrition facts and ingredient lists make choosing a healthy packaged food a 
confusing process for children. Our current study presents the results of focus groups with 58 children (grades 1-
6). Results indicate that children will readily discuss the nutritional components of foods, but are unable to apply 
their knowledge to current packaging designs. The challenges children face present an opportunity for designers 
to create packaging that is both age appropriate and meets their information needs.  This research is guided by 
the theory of social practice. Important to understanding this research is how practice theory interprets images 
and the material world as products of complex activity—the result of relational activities which inform an 
understanding of how change occurs—images and the material world are part of what we “do.” Using children’s 
interpretations of healthy food choices in packaged food design presents new “ways of seeing” and in turn, novel 
ways of making and re-making the contemporary packaged food environment. World Health Organization 
(WHO). Dialogue with nongovernmental organizations regarding the drafting of recommendations on the 
marketing of foods and non-alcoholic beverages to children. Geneva, Switzerland: World Health Organization, 
20 November 2008. Available from: World Health Organization (WHO). Set of recommendations on the 
marketing of foods and non-alcoholic beverages to children. Switzerland: World Health Organization, 2010. 
Available from: http://www.who.int/dietphysicalactivity/marketing-food-to-children/en/.  

 
Obstacles to democratic governance of research and innovation: Programming food & health 
research 
Michael Straehle and Christine Urban (Wissenschaftsladen Wien) 
 
In European governance of research and innovation ‘stakeholder involvement’ plays an important in steering 
research and innovation closer to societal needs. Policy makers expect from these interactions a consideration of 
a more comprehensive range of interests, perspectives, knowledge/s, experiences, needs and demands to arrive 
at broadly accepted solutions to previously identified ‘societal challenges’. Often justified by referring to 
inclusiveness, to ‘give someone a say’, ‘stakeholder involvement’ seems to be considered as democratic 
governance. There are open questions if ‘stakeholder involvement’ lives up to its promise. Critics consider it as 
(re)producing and more or less disguising exclusiveness. Civil society organizations criticize non-transparency in 
consultations by EU agencies such as EFSA and sense a hijacking of public engagement processes by business 
interest groups. If the legitimacy of such governance processes is questioned, there seems to be a need for 
transparent consultation processes. The authors coordinated an international ‘stakeholder involvement’ on 
future research programming on food & health with particular emphasis on environmentally sustainable food 
production. In 13 countries stakeholder consultations based on European Awareness Scenario Workshops have 
been held. It was one of the objectives to answer to weaknesses of ‘stakeholder involvement’ by making it as 
transparent as possible at all stages, from the setting up to the implementation through to documentation. Full 
transparency could not be had. In the presentation the authors will present lessons learned. They will show what 
have been done to make ‘stakeholder involvement’ more transparent, initiatives that have worked out well and 
others that failed. The presentation will conclude with suggestions for improving such ‘involvement’ activities, 
and naming research needs on ‘stakeholder involvement’. 

 

 

Track 17 

The design of technologies for remote medicalization and emergency response: 
studying the practices of teams in a virtual context | La progettazione di 
tecnologie di medicalizzazione e soccorso a distanza: studiare le pratiche di 
equipe in un contesto virtuale 
Convenors: Roberto Cibin (Trento RISE), Vincenzo D'Andrea (Università di Trento) and Giolo Fele (Università 
di Trento) 
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When New and Old Technologies Meet: The Mutual Shaping and Re-design of Technology and 
Practice 
Adeline Holmedahl Hvidsten (BI Norwegian Business School); Antonella La Rocca (Akershus University 
Hospital); Thomas Hoholm (BI Norwegian Business School) 

 
The aim of this paper is to explore the interaction between new ICT technologies and old technologies in health 
care, focusing on the mutual shaping of technology and existing user practices. In particular we focus on the 
introduction of a new technology, electronic care messages (PLO-messages) between hospitals and municipal 
health care providers in Norway. The Coordination Reform (St.meld. nr. 47 (2008-2009)) and complementary 
public initiatives emphasizes the importance of ICT in value creation and increased coordination in Norwegian 
health care. Consisting of a module with different types of standardized messages integrated into each actor’s 
electronic medical record system (EPJ), PLO-messages are a different tool for mediating interaction between 
various units and actors than the previous fax and telephone solution (Henriksen, 2013). The new system was 
implemented to improve coordination, but at the same time it places new requirements on users in terms of 
messaging deadlines, documentation, information security, quality of content and ICT competencies. This paper 
will report on the case of Nordstrand, a district of Oslo in the catchment area of the OUS hospital trust1. Only the 
three smallest of four hospitals in this trust have implemented PLO, and as a consequence the local home care 
services are using both the old and the new solution awaiting the full implementation in October 2014. As such, 
they are not only facing the complexities of implementing PLO, they are also running two parallel systems of care 
messages. This enables us to investigate and compare the old and the new solutions in parallel, as well as 
understanding the challenges of relating the novel solution to established technologies and practice. Based on 
this we aim to explore the paradox that new technologies, introduced with the aim of “simplifying” coordination, 
requires the establishment of a rather complex set of relationships across multiple socio-technical interfaces.  
The research will be undertaken using the logic of the practice-based approach (e.g. Feldman & Orlikowski, 2011; 
Nicolini, 2010) examining in particular the mutual shaping and re-design of practice and ICT-artifacts (e.g. 
Gherardi, 2009; Orlikowski, 2007). A relational approach to ICT-artefacts has been (e.g. Storni, 2009) suggested 
to explore such an entanglement. As such, this study can also be related to research on the interaction between 
human and non-human actors in larger socio-material or socio-technical networks (Hanseth, Aanestad, & Berg, 
2004; Storni, 2009; Yaneva, 2009). The fieldwork was initiated in January 2014, and research material has been 
and will be gathered through in-depth semi-structured interviews and observation. A large number of employees 
from the district of Nordstrand and from the administration of Oslo municipality will be involved. 
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Il progetto dell’interfaccia robotica – Designing Robot Interface 
Matteo Zallio, Niccolò Casiddu, Claudia Porfirione and Emanuele Micheli (Università di Genova) 
 
Oggi, ci troviamo di fronte ad un notevole incremento delle tecnologie utilizzate per la socializzazione e per la 
condivisione da remoto di informazioni e dati. I nuovi scenari traguardano la realizzazione di artefatti 
“amichevoli” e “fruibili”, ovvero rispondenti a specifici parametri di accettabiltà quali sicurezza, affordance 
(intesa come somma di forma, dimensioni, peso, texture…), estetica e cordialità. Se da una parte l’utilizzo di 
nuove tecnologie integrate, interfacce d’uso e sistemi di home automation, sono strumenti che possono rendere 
possibile tutto questo all’interno degli spazi domestici, dall'altra si scontrano ancora con le resistenze 
psicologiche e cognitive delle persone anziane: è, quindi, necessario che l’interfaccia tra la tecnologia e l'utente  
venga immaginata e progettata al fine di rendere universalmente fruibili i componenti tecnologici, che devono 
diventare strumento di facilitazione per vivere gli spazi abitativi, assecondando le abitudini e plasmandosi alle 
caratteristiche di ogni singolo utente. Il progetto, deve essere orientato alla ricerca e all’individuazione di quelle 
soluzioni che ottimizzino la risposta ai bisogni delle persone anziane con lo scopo di sostenerne l’autonomia e 
l’indipendenza, attraverso supporti, ausili e stimoli relazionali, ambientali, tecnologici ed assistenziali. L’anziano, 
seguendo i dettami proposti dalla disciplina dello Human Centered Robotic Design e prendendo in esame 
l’insieme del contesto in cui vive, deve essere considerato non più come paziente, quindi per certi versi un 
“malato”, ma come fruitore dell’ambiente, proprio come la totalità delle persone. Per dare corpo a questa teoria, 
è importante assoggettare le criticità e le potenzialità ad uno specifico target di anziano, identificando i luoghi, le 
realtà, le relazioni interpersonali, l’ambiente domestico e familiare. Il progetto si sta muovendo ora, 
dall’attenzione verso le macchine, all’attenzione che le macchine stesse devono avere nei confronti dell’uomo. In 
altre parole, l’evoluzione sempre più spinta della tecnologia ha permesso di superare il rapporto di interazione di  
tipo dialogico basato su uno schema duale (in cui l’operatore fa qualcosa e il calcolatore risponde). Nell’ambito 
della telepresenza e del monitoraggio vi sono tre principali protagonisti delle interazioni che avvengono 
all’interno di un ecosistema complesso: persone, macchine, ambienti. Le persone - "macchine biologiche" dotate 
di pensiero, sentimenti, emozioni e  culture differenti - in questo contesto dialogano e si rapportano con nuovi 
device, che sono in grado di compiere azioni e decisioni autonomamente. L’interazione avviene oltre che tra  
uomini e macchine, anche all’interno di ambienti più o meno confinati e strutturati, ambienti intelligenti e 
nell’ecosistema urbano.  In relazione a questo panorama eterogeneo si sviluppa il progetto dell’interfaccia di 
Giraff, un device robotico per la telepresenza che può essere utilizzato dall’ambito domestico, per la 
comunicazione e la socializzazione con le persone anziane, ma anche in ambito lavorativo, facilitando gli scambi 
e la comunicazione tra persone a distanza. Con tale approccio il concetto di interfaccia supera quello 
convenzionale di superficie di contatto tra uomo e artefatto ed è inteso come sistema aperto, complesso, 
dinamico ed interattivo, capace di assicurare la piena accessibilità alle tecnologie più avanzate, indispensabili 
supporti per un invecchiamento attivo ed in salute.  
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DSM as a moving laboratory. The medical diagnostics and its stabilizing tool 
Micha Wróblewski (Nicolaus Copernicus University in Toru�) 
 

DSM is the manual used in the medical practice. Psychiatrists use it in order to assess the patients’ condition. 
The manual provides standardized descriptions of mental disorders. The function of DSM is to objectify 
definitions of disorders and to help physicians in their routine work. The purpose of my presentation is to show 
how the DSM is a tool for stabilizing a certain way of thinking about mental illness. Based on the history of 
creation of manual, I will show how the construction of DSM is similar to creating a laboratory environment in 
order to solve practical problems in everyday medical diagnostics. Introduction of DSM in the world of medicine 
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resembles implementation of technological innovation. The DSM can be seen as a heterogeneous actor-network 
which is delegated in the social sphere. I will try to show that this delegation is related to (1) standardization of 
theory and practice of medical discourse; (2) the creation of specific medical rationality (called by Andrew Lakoff 
the pharmaceutical reason); (3) biomedicalization process (which is associated with expanding the medical 
discourse and with commercialization of medical services). I will argue that medical diagnostics is a result of a 
number of interconnected heterogeneous factors and practices of stabilizing them.  I will use the STS concept of 
laboratory and John Law’s theory of long distance control. 
 
 
The use of paper and pen in patient reporting in pre-hospital emergency care 
Petra Johanna Auvinen and Hannele Kristiina Palukka (University of Tampere) 
 
Our presentation concerns the use of paper and pen in the activity of patient reporting in pre-hospital emergency 
care. The research interest focuses on the roles and implications this rather old-fashioned paper and pen 
technology has for the organization of social interaction between the paramedics and the patient in emergency 
care situations. The research data consist of video recordings of paramedic-patient-interactions made at the 
scene and during ambulance transports. A total of twenty-seven (27) ambulance calls were recorded within the 
Pirkanmaa Hospital District’s area in Finland in 2010. The presentation has its theoretical roots in the 
anthropology of science and technology and workplace studies (Goodwin 1995; Heath & Luff 2000; Suchman 
1987). These traditions form a naturalistic approach committed to the detailed study of social and work practices 
in complex organizational settings. The analytic focus is on the tacit body of reasoning and procedures, through 
which the participants produce, make sense of and coordinate activities with each other. Drawing on the 
combination of the methods of ethnomethodology (EM), conversation analysis (CA) and ethnography, the 
approach analyzes the production and coordination of tasks in real-time interaction through talk and visual 
conduct. The paramedics are healthcare professionals trained to handle various medical emergencies including 
car accidents, heart attacks, slips and falls, childbirth and gunshot wounds. The paramedics are often first to 
arrive at the scene. Their task is to provide emergency care to the patient and, if necessary, transport the patient 
to a medical facility. The paramedics work in two-person teams in which each member has pre-assigned duties. 
Most basically, one paramedic interviews the patient by asking relevant questions while the other conducts the 
physical examination and drives the ambulance (see Auvinen & Palukka 2012). The paramedic teams 
participating in our video recordings work in Advanced Life Support (ALS) ambulances in either public or 
private sector. They are relatively highly trained professionals being able to perform such emergency care skills 
as cardioversion, endotracheal intubation and medication administration. The paramedic team is typically 
dispatched by the Emergency Response Centre (ERC) operator to the scene. The ERC operator receives and 
evaluates the emergency calls from 112 (911 in the U.S.) and hands the assignment over to the appropriate units. 
The number of units alerted varies depending on the nature and severity of the emergency situation and on unit 
availability. Providing the patient has, for example, slipped on the street and hurt the knee, the paramedic team 
can be the only unit dispatched. In major accidents with multiple patients, on the contrary, there might be police, 
fire fighters and emergency physician working in collaboration with the several paramedic teams. Once the 
paramedics arrive to the scene, they normally assess the patient’s condition and determine his or her medical 
background. Following protocols and guidelines, they provide emergency care and, if necessary, transport the 
patient to a medical facility. At the medical facility, the paramedics report their observations and actions to 
emergency department staff and help transfer the patient to the emergency department. In paramedic teams, 
one member generally has a higher level of experience than the other. The paramedics work in the roles of 
‘attendant’ and ‘driver’ which change from one call to another. For example, the less experienced paramedic may 
work as an attendant in the first assignment of the shift and as a driver in the next. The paramedic working as an 
attendant is responsible for interviewing the patient and documenting the necessary information. The patient 
interview largely follows the structure and content of a Patient Care Report (PCR) form on which the attendant 
writes down manually the information about the patient’s current condition and symptoms, his or her present 
and past illnesses and injuries, allergies, medications, etc. S/he may also consult the physician-on-duty via phone 
about the patient’s treatment. Within paramedic team, the attendant has the authority to lead the conduct of 
emergency care and make treatment decisions under their responsibilities. Finally, during the transport of the 
patient, the attendant is seated in the back of the ambulance monitoring the patient’s condition and giving 
additional care.  The driver’s task is to drive the ambulance to and from the emergency call and to conduct the 
physical examination of the patient. The examination typically includes the measurement of the patient’s vital 
signs, such as body temperature, heart rate, breathing rate and blood pressure. Depending on the patient’s 
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situation, the driver uses different tools and technologies in patient examination, ranging from a thermometer to 
a complex defibrillator with electrocardiogram (EKG) capability. The driver usually takes care of medication. For 
example, if a patient is experiencing a significant pain, the driver can administer oral or intravenous drugs in 
order to stabilize the patient. Our data analysis concerning the collaborative activity of patient reporting in paper 
form is in its early stage. Later on, we aim to collect comparative data from the Hospital District of Helsinki and 
Uusimaa (HUS), where electronic patient records (Merlot Medi commercial software 1.0; Logica, Helsinki, 
Finland) have been in clinical use since 2007. The Merlot Medi system is an electronic management and 
reporting system that transmits real-time information of the emergency medical care operations to the 
monitoring station, to other units on call and care units. The system creates an electronic paramedic case history 
for each patient. The application contains ready-made questionnaires organized by the patient's symptoms or 
trauma, and the information thus collected will form the patient’s paramedic case history. Additional 
information for the paramedic case history is retrieved from the ERC, from the monitors of the medical 
equipment (wirelessly) and the doctor’s recordings of consultation data. The paramedic case history application 
makes it possible to retrieve the patient’s previous care history from the records of the application or the 
hospital. 
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The design of the ethical and sustainable product: devices and practices of the 
economy “other” | Il design del prodotto etico e sostenibile: strumenti e pratiche 
dell’economia “altra” 
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Household Metabolism and social practices. A model for assessing and labelling final goods 
Dario Padovan (Università di Torino) 
 
In recent years, the evaluation of environmental sustainability of consumption practices has gained a central role 
in European research. Several analytical tools and methodologies are proposed in order to quantify the 
environmental burden of production and consumption. Such models can be very precise and efficient in the 
evaluation of energy consumption, emissions and land use, but most of the time, they are unsuitable to catch the 
social dimension of the investigation. Thus, many of them are unsuitable for investigating at the level of 
consumption practices. In this article we focus on Household Metabolism, a model that links social and 
environmental performances in order to perform a systemic investigation of the impact of consumption. Yet, 
housing metabolism implies not only quantitative aspects of consumption and the merging of different methods 
of analysis. It engenders some redefinitions of the sociology of consumption such as the discovery of the 
environmental aspects of consumption itself, the implication of household models in order to identify specific 
environmental impacts, and the significance of social practices as the principal activator of societal metabolism, 
and as the key driver for future changes in consumption behaviour. 
 
 
The sustainable textile is high tech or rustic wool? An analysis of the supply chain and consumers 
Greta Falavigna;  Monica Cariola and Elena Pagliarino (Consiglio Nazionale delle Ricerche, CERIS) 
 
Recentemente, come è successo per il cibo, anche nella moda si sta diffondendo una nuova attenzione ai luoghi e 
alle modalità che contraddistinguono la filiera tessile e si fanno strada i concetti di moda responsabile, critica, 
etica, biologica, ecosostenibile, solidale, dell’usato. Si va diffondendo la retorica per cui “bello” e “buono”, estetica 
ed etica sono concetti non solo conciliabili, ma anche necessari e strategici per il futuro della moda e del pianeta. 
Da un lato si assiste a quanto si è già verificato nel settore agroalimentare (si pensi ad esempio a Slow Food e 
Eataly) dove prodotti artigianali, locali, di alta qualità stanno segnando un ritorno a significati tecniche e 
pratiche dell’era preindustriale visti come garanzia di qualità, esclusività e tracciabilità del prodotto. Dall’altro 
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questi prodotti incorporano nuove esigenze (ad esempio di tipo immateriale ed emozionale) e anche nuove 
tecnologie nella produzione - ad esempio l’utilizzo di nuovi materiali high tech, nella comunicazione e nella 
distribuzione –  si pensi alla vendita on-line. La ricerca evidenzia queste recenti tendenze nella moda sostenibile 
italiana evidenziando il caso della produzione di capi di abbigliamento in lana rustica, un rifiuto che da più parti 
si sta cercando di nobilitare in materia prima. Specularmente è stato indagato il punto di vista dei consumatori 
sulla declinazione del concetto di sostenibilità e sulla sua applicazione nelle pratiche di consumo 
dell’abbigliamento, un campo dove il gusto, lo stile e l’espressione di sé mantengono una fondamentale 
importanza. L’indagine è stata condotta mediante tecniche quantitative e qualitative, triangolando i risultati di 
focus group, interviste discorsive e un questionario. 
 
 
Bio economy, an innovative approach 
Rosalia Azzaro (Consiglio Nazionale delle Ricerche, CERIS) 
 
Nel 1974 M. F. Sciacca (1910-1975) massimo esperto della filosofia di Antonio Rosmini (1797-1855), affermava 
che “senza l’Essere non vi è verità né bene… per quanto vivi e pressanti possano essere i problemi sociale, 
economico, giuridico e politico, essi non sono né fondanti né fondamentali”.  Nel 1976 l’Occidente scelse di 
andare nella direzione opposta: il premio Nobel per l’economia fu assegnato a M. Friedman, sostenitore 
dell’“individualismo metodologico” e del principio che “vi è una sola responsabilità sociale d’impresa: aumentare 
i suoi profitti”. Scienza e società, economia e politica decisero di abbandonare la Sapienza con la sua visione 
organica dell’Essere e delle scienze, per la razionalità absoluta, sciolta da qualsiasi altra logica che il progresso 
materiale e individuale. A partire dall’esperienza della bioetica, la filosofia pratica parte dall’approccio etico come 
chiave di lettura della crisi di fiducia che ha investito scienza ed economia. All’interno di un quadro teoretico, 
l’interesse è concentrato su un approccio innovativo di business ethics, la Corporate Family Responsibility. 
Famiglie e imprese sono viste come comunità con valori simili, che possono aiutarsi a vicenda in vista del bene 
comune, col sostegno delle istituzioni, per raggiungere un vantaggio reciproco: ad un livello più alto di benefici 
sociali per la famiglia può corrispondere la conquista di una maggiore crescita economica per l’azienda. Di 
recente anche in Italia vengono studiate queste politiche “win-win”, per progettare nuovi modi e spazi di 
realizzazione di questo stile originale di bio-economia a misura di persona The starting point of this paper is a 
comparison between bioethics and bio-economy, considering how ethical approach could be a same key to 
understand some reasons of the recent crisis of science and business. A theoretical framework propose the idea 
that families and firms are not only “private goods”, but also “common goods”. The interest is concentrated upon 
an innovative approach of business ethics, the “Corporate Family Responsibility”. Families and Firms can help 
each other, supported by institutions, to increase their common growth. A higher level of social benefits can be 
effective for achieving economic goals. The first part illustrates some theories and policies “family friendy”; the 
second, some practical perspectives in Italy to outline a new style of bio-economy, that comporta la progettazione 
di nuovi spazi e modi per raggiungerla. 
 
 
Bitcoin, money without a community? 
Valentina Moiso (Consiglio Nazionale delle Ricerche, CERIS) and Gian Paolo Lazzer (Università di Verona) 
 

Il bitcoin si sta proponendo come un caso di studio utile a problematizzare il tema della progettazione di nuove 
forme di denaro data la sua apparente unicità dal punto di vista storico. Due sono gli argomenti a supporto di 
questa considerazione. Il primo rileva che, di fatto, non esiste una banca centrale che lo produce bensì la 
dinamica di circolazione è delegata ad un algoritmo che ne regola l'estrazione o mining, e la distribuzione. La 
tracciabilità e quindi la sicurezza delle transazioni sono, invece, a capo di ciascun utente che mette a disposizione 
la capacità di calcolo del proprio computer. Il secondo sostiene che dal punto di vista materiale, delegando tutto 
il suo circolo a tecnologie di tipo digitale, il bitcoin costituirebbe anche da questo punto di vista una sostanziale 
novità. I due assunti, alla luce di una più ampia e attenta analisi rilevano la loro infondatezza. Infatti, altre forme 
di denaro in passato hanno basato il loro circolo su di una gestione non centralizzata; è il caso delle monete 
complementari o alternative oppure della formidabile traiettoria dello scellino somalo. Anche dal punto di vista 
dei supporti materiali, il bitcoin non è sicuramente il primo caso di moneta digitale, bensì il processo di 
digitalizzazione -spesso confuso con quello di virtualizzazione- è una traiettoria comune alla gran parte delle 
monete esistenti (la novità presupporrebbe semmai un percorso inverso). In sintesi, la fenomenologia del bitcoin 
è simile a quella dell'oro – è un bene scarso e “estraibile”- quindi anche concettualmente non rappresenta una 
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novità bensì un'idea “vecchia” veicolata da tecnologie “quasi-nuove”. La proposta qui avanzata è quella di 
considerare il portato di novità del bitcoin in merito ad un'altra questione e di discuterne così più ampi risvolti 
sociali. Tutte le forme di denaro veicolano messaggi e informazioni che permettono loro di creare un ambiente 
fiduciario, la conditio sine qua non per il loro circolo. Qual è il messaggio e quali sono le informazioni 
materializzate nel bitcoin? Apparentemente non esiste una comunità (se non un insieme di persone che lo 
“usano” nel senso più riduttivo del termine) né tantomeno un controllo politico su di esso. Ma allora é possibile 
concepire una forma denaro senza un controllo politico (non intendendo solo statale) e senza una comunità? l 
contributo parte dal presupposto simmeliano che suggerisce di considerare il denaro come una tecnologia sociale 
sviluppata dalla comunità che lo utilizza in base alle proprie esigenze funzionali ma anche etico-culturali. Sempre 
riprendendo Simmel, si riconosce la biunivocità di questo rapporto che attribuisce al denaro la capacità di 
interagire e di influenzare a sua volta la comunità che lo produce e che ne fa uso. 
Keywords: bitcoin, Simmel, fiducia, comunità. 

 

 

Track 19 

The body of imaginary. Design, technology and participation | Dar corpo 
all'immaginario. Design, progettazione tecnologica e partecipazione 
Convenors: Marina Maestrutti (Université Paris 1); Guido Nicolosi (Università di Catania); Mauro Turrini 
(Université Paris 1); Thomas Vangeebergen (FNRS-Liège University CSI, Mines ParisTech) 

 
 
 
Designing life stem-cells as bio-objects, epistemic objects and intra-actions 
Assunta Viteritti (Università di Roma La Sapienza) 
 
This contribution intends to investigate the processes relative to the design of knowledge in the stem cell field 
when they break away from the generative pathway to enter into that of regeneration. Stem cells have become an 
imaginary world, gifted with a powerful evocative presence from a cultural, technological and scientific viewpoint 
(Franklin 2006; Testa 2008; Eriksson and Webster 2008). They are a scientific discovery, a technical device in 
the laboratory, a vehicle for a social and cultural imaginary indicating the future and new health solutions.   They 
reside within the debate as an autonomous entity with a life of its own, around which everyone (be they expert or 
no) must form his or her own opinion.  They are bio-objects (Webster 2011) producing controversy and/or 
participation.  In my contribution, stem cells are viewed as autonomous bodies that assume different natures and 
forms in relation to the context in which they are managed.  Therefore, Stem cells, in the quality of bio-objects, 
have been a part of the social visibility of this field for some time now, and as such should be examined (Nowotny 
and Testa 2011; Cattaneo, Testa, Viteritti 2013). They testify to the bio-objectification challenges (Webster 2011) 
which impact on the social studies field in science and technology. Stem cells are a new product for the science of 
life: they represent a cultural challenge and emerge on the scene as a breakthrough in designing the biological 
science of the future.  Stem cells are objects which evoke both fears and hopes.  They appear in many forms: 
potential drugs, fields of research and as the starting point for the cellular differentiation at the very basis of 
human life itself.   They are polysemous objects which assume their diverse material forms according to use and 
field of investigation.  Stem cells are new and promising material knowledge objects and represent an extremely 
sensitive field, both socially and ethically.  If only for the fact that they have been observed and have acquired 
significance in their diverse bio-technological forms they have become a relevant event in techno-scientific 
studies. They are bio-objects which adopt various material and ethical forms and directions both inside and 
outside the laboratory. Stem cells which are produced, cultivated, multiplied, differentiated, preserved, purified 
and utilized in their multiple material forms (embryonic, from the umbilical cord, neural, IPS, etc.), potency 
(totipotency, pluripotency, etc) and obtained through processes of extraction, cultivation and differentiation, are 
phenomena whose many forms encompass ethical and scientific materializations and significances at the same 
time. In the course of their differentiation, where cellular material is guided in a certain direction and responds 
(or fails to do so), the stem cells subjected to these experimental pressures assume significance and materialize to 
become many things (neurons, blood, heart, cornea, etc.). In this paper, my aim is to explore the hypothesis of 
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observing the stem cells not only as objects in the sense of the epistemic cultures investigated by Karin Knorr 
Cetina (1997; 1999), but also as the effects of intra-actions as in the agential realism of Karen Barad (2007). The 
stem cells are re-configured in the intra-actions: they exist only in their interactions with the socio-material 
practice which involves researchers, research interests, experimental technologies, protocols and differentiation 
practices. While through the work of Knorr Cetina we can observe epistemic objects in the interaction between 
people-objects-relationships (in that there are cells, individuals and the reactions between them), through 
Barad’s work we can look at the phenomena relative to stem cells as intra-actions which co-produce material and 
significance: the cells do not exist as such, but only in their co-production, in their inter-production.  
 
 
The Image & The City: Mediating Urban Imaginaries for the Future of Cities 
Carlo Altamirano Allende (Arizona State University) 
 
During the Futurescape City Tours, citizens engaged in an urban walking experience that involved observing, 
documenting and deliberating about the past, present and future of technology in the urban environment. 
Central to this experience was the use of photography as the place of work where the citizen-photographers used 
a visual language to grant meaning and structure to their experience. Drawing on Barthe's  
(1980) idea of semiology as a construction of meaning through the exploration and identification of systematic 
regularities of signs and objects, as well on Benjamin's (1999) notion that there is no photography without 
discourse, this paper demonstrates what these individuals see as their relationship to their city as portrayed 
through photographic observations, it illustrates the uses and power of an image to mediate discourse and 
representations of technological change in the city. Furthermore, this paper details the rational and need for 
these type of engagement practices to generate new tools for anticipatory learning as a means for achieving 
transformation at the actor’s level. Drawing on the pathways approach towards sustainability (Leach et. al. 
2010), FCT provides insights towards the construction of a new framework for analyzing the role of active 
citizenship and the ability to construct different socio-environmental futures (Swyngedouw 2011) that 
contributes to the increasing body of literature that calls for new methodologies aiming at transforming society 
towards better understanding at what the sustainability goals for the future of the cities are and how to achieve 
them. 
 
 
Identità immortali. Il ruolo delle ICT nella costruzione dell'afterlife digitale 
Fiorenza Gamba (Università di Sassari) 
 
Nel gioco delle identità multiple, una semplificazione diffusa quanto imprecisa oppone le identità  biologiche, 
coporee, reali alle identità digitali, virtuali, fittizie. Tanto le prime sono autentiche, quanto le seconde sono 
ingannevoli. Tale dicotomia riproduce una schematizzazione oppositiva ancora molto forte tra il digitale e il 
reale, che trova nel campo dell’esperienza umana, sopratutto nei suoi momenti più simbolicamente importanti 
uno dei punti di maggiore attrito. In questa prospettiva, la morte sarebbe esclusivamente un «fatto che ha luogo» 
e il desiderio umano di sconfiggerla, espresso dal mito dell’amortalità, si concentrerebbe totalmente sul corpo. La  
diffusione di alcune pratiche digitali recenti induce a considerare il desiderio di sopravvivenza come un 
attitudine umana che si esprime in tutte le sfere dell’esperienza, reale o digitale. Un esempio di questa 
moltplicità è la possibilità offerta da alcuni siti di produrre la propria Afterlife, digitale. A partire da un problema 
pratico - come gestire i dati on line di un proprietario/autore quando muore, dal momento che né i familiari né 
l’ammistratore sono autorizzati ad accedervi? - hanno preso forma problematiche teoriche. Sono così nati 
recentemente e si stanno rapidamente diffondendo servizi e siti chiamati casse-forti digitali ai quali il 
proprietario dei dati dà mandato riguardo al loro uso dopo la propria morte. La possibilità di gestione anticipata 
dei dati ha avuto come effetto non previsto anche la possibilità di realizzare un servizio di messaggeria post 
mortem attraverso il quale inviare messaggi ai propri familiari e agli amici, in forma di testi, foto, video. Tale 
pratica, della quale è ancora difficile valutare l’effettiva l’estensione malgrado il diffondersi dei siti che la 
propongono, solleva però alcune questioni pratiche e teoriche inerenti all’immaginario dell’immortalità e dei 
limiti della vita e dell’azione umana e alla loro trasformazione grazie alle tecnologie digitali. Il mio paper, che si 
basa su una ricerca in corso sui rituali on line, intende presentare come si manifesta l’afterlife digitale volontaria 
attraverso il servizio offerto dalle casse forti digitali. In particolare saranno analizzati i seguenti aspetti: 
-identità post mortem come forma che integra l’identità digitale, in particolare per quanto riguarda i   suoi 
effetti nella vita quotidiana; 
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- la ridefinizione dello spazio d’azione del soggetto che ingloba orizzonte della vita e immortalità; 
- rapporto tra la personalizzazione delle esperienze di vita e l’immortalità attraverso l’uso delle ICT; 
- continuità tra afterlife digitale e pratiche tradizionalmente consolidate (es. testamento); 
- mutamento dell’immortalità da condizione eccezionale o impossibile a ad condizione tecnologicamente 
realizzabile in un contesti quotidiani.  
 
 
Designing the Body of Architecture Through Biological Analogies 
Jean-Pierre Chupin (Université de Montréal); Carmela Cucuzzella (Concordia University) 
 
The notion of “biological design” does not date from the turn of the twenty---‐first century or from the 1970s. We 
can go back in a few leaps, to the Metabolists and the hygienists of the twentieth century, to the naturalist and 
vitalist conceptions of the seventeenth and eighteenth centuries, meeting along the way, the organicist and 
evolutionary ideals of the nineteenth and twentieth centuries. From the simple formal reference 
to animal or vegetable kingdoms, all the way to the more unusual transfers of biological and genetic models, the 
practical and theoretical consequences of these interdisciplinary movements are numerous and particularly 
poorly understood on a historical level. At first glance, it is hard to see how the concrete and urgent ethical 
injunctions of “green architecture” may make the best of the abstract and unbridled algorithms of “digital 
architecture”, before realizing that these orientations of contemporary architecture both are an expression of the 
resources and forms of knowledge offered by biology. Whether with respect to seeking out forms, ideas, or 
principles, or whether having to do with an operative vocabulary, concepts or images, biology appears as a model 
and an inexhaustible source. What do designers strive for when they wave the flag of life and what do  they think 
they will find in the sciences that make it an object of knowledge? Conversely, may we say that biologists 
demonstrate an equivalent and reciprocal appetite for contemporary architecture? A comparison of the 
contrasting points of view of three historians namely, Peter Collins, Philip Steadman and George Hersey, whose 
works span from 1960 to 2000, permits us in the first instance to illustrate the different positions provoked by 
the influence of biology on ideas in architecture, be that with regards to adhering to, or opposing the 
phenomenon, or in terms of propagating it in all forms of construction. The juxtaposition of these three 
positions, which are difficult to reconcile, must begin with a critical history of analogy as taken up in the 
pioneering work of Peter Collins (1965). A reading of his argument, from the perspective of contemporary 
theories of analogy, reveals that his comments on the “fallacious” character of the modern biological analogy 
rests on a quasi---‐judicial interpretation of aesthetic judgment in which analogy, summarily defined, plays the 
role of scapegoat for a critique of modernity. A concise definition of analogy also cuts across the morphological 
evolutionism advocated by the design theorist, Philip Steadman (1979). Here it plays the role of interdisciplinary 
catch---‐all, sometimes finding itself confused with biology, sometimes left to its own theoretical misfortune 
without real epistemological recognition. With regards to that which he calls “the biological roots of 
architecture,” George Hersey (1999) does not hesitate to render biology the universal key of all analogies in an 
argument on “animal builders” that draws from evolutionary biologist Richard Dawkins’ concept of the 
“extended phenotype.” 
 
 
La cultura hacker nel mondo medico: il caso Hacking Health 
Lorenzo Cecconi (Università di Chieti-Pescara) 
 
Il miglioramento umano e la medicalizzazione della vita che stanno avvenendo in quella definita, la società della 
performance, passano attraverso modelli d’innovazione di derivazione informatica, dove si è in grado di 
ridiscutere i confini tra natura, cultura e società e nel caso in esame, di portare il design ad essere elemento 
essenziale del processo creativo capace di costruire strumenti medici. Il meeting chiamato Hacking health, nato 
nel 2012 in Canada, ha l’obiettivo di riunire in un fine settimana, sviluppatori e designer insieme a personale 
sanitario ed amministrativo del mondo della salute con l’ambizione di voler creare soluzioni tecnologiche in 
grado di esprimere nuove visione di futuro per la salute. Tutto ciò è mosso da spirito collaborativo instaurando 
relazioni a carattere interdisciplinare che possono incrementare soluzioni tecniche più vicine ai problemi di chi si 
trova in prima linea. Questo significa attivare un processo democratico in grado di rimettere in discussione 
diverse prassi organizzative, creative e di visione della salute anche all’interno di strutture mediche. In 
particolare per un sociologo significa avere la possibilità di osservare il divenire di una delle “scatole nera” che 
createsi nella maratona di 48 ore in perfetto stile hacker. Presenterò le osservazioni svolte, ponendo l’accento 
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sulle forme di cooperazione tra scienziati di diverse estrazioni scientifiche con l’obiettivo di efficientare strumenti 
e pratiche del sistema sanitario per una migliore comprensione del corpo. 
Riflettere su queste innovazioni e/o utopie tecno-scientifiche e tecno-mediche aprirà la strada a una riflessione 
su quale tipo di mondo, popolato da chi e con quali modalità di esistenza, è implicato nella grande narrazione 
dell’innovazione. Alla luce del fatto che noi non usiamo la tecnologia la viviamo e ci permette nel caso della 
tecnologia medica di vivere in situazione dove anni addietro si moriva o di prevenire, migliorare il nostro 
benessere basandoci sempre più sulla datizzazione del nostro corpo. Utilizzando un termine caro a Latour esserci 
in questa manifestazione significa comprendere come verranno tradotte le esigenze del mondo della salute grazie 
all’apporto di sapere tecnico. E la traduzione come nel caso Harrison (per l’orologio ideale ed il calcolo della 
longitudine), avverrà essendo in stretto contatto tra due diversi mondi di sapere. Il fil rouge che muoverà la 
presentazione, sarà quello di presentare e discutere come questa nuova pòlis possa evolvere, quali sono le 
criticità ed i punti di forza di questo cambiamento. Cercherò quindi di mostrare l’emergere di una possibile 
riconfigurazione della cultura medico-scientifica, grazie ad un ritorno all’ethos di condivisione e disinteresse, 
messo in luce per la prima volta da Merton (1973) riferendosi alla scienza moderna.  Keywords : Health, Hacker, 
Sharing, Technology.  
 
 
Recombining genes, discovering your self(s). Forms of bio-sociality in direct-to-consumer 
genetic testing 
Mauro Turrini (Université de Paris 1 Panthéon-Sorbonne) 
 
This research explores new forms of biosociality of direct-to-consumer genetic tests (DCGT) users. Merging the 
steady progress in the molecular genetics with the extensive diffusion of information technologies (IT), DCGT 
has marked a rupture in the field of clinical genetics, by bringing huge amounts of health-related genomic data in 
a digital format into society. This situation has massively expanded the category of people who will have genetic 
tests and has offered innovative services and information. Nowadays, a wide range of web social spaces are 
available to share genetic data, including: i) health social networks offered by DCGT firms to connect with each 
other, find areas of common interest, and share information about themselves (e.g. 23andWe); ii) independent 
and more scientifically oriented wiki-style web platforms, where it is possible to browse your genome, find 
similarities with others, visualize it, and find updated scientific publications on a specific SNP (e.g. SNPedia); iii) 
new forms of do-it-yourself genomics and crowd-sourced health research studies achieved collectively by means 
of simple but very effective personal blogs or innovative web platforms, such as DIYgenomics, Personal Genome 
Project, and Genomera; iv) web platforms dedicated to the study of genealogy and ancestry that encourage the 
discovery of kinship relationship. Through an auto-ethnographic experience of DCGT and in-depth interviews to 
DCGT users, I will explore the practices of interpreting and sharing genetic data through informatics interfaces. 
Differently from other web 2.0 spaces, the data here used are not based on a conscious description we made of 
ourselves (our interests, friends, profession, education and so forth), but are rather a representation of our 
body/organism seen through a “molecular gaze”. As other studies have shown, the new genetics has a strong 
capacity to generate subjectivities around morbid conditions and trigger new forms of activism that destabilize 
the asymmetrical relationships among patients, doctors, and even researchers. The same is occurring even to 
healthy DCGT who are willing to “discover themselves” by means of (some) genetic data. When we speak of 
biosociality, we mean not only the emergence of new subjectivities grounded on share genetic traits, but also new 
ways to discover the self by means of bodily-related genetic data. Which kinds of medical information are 
principally shared and discussed? Around which biological features are digital biosocial subjectivities 
constituted? How does DCGT affect the perception of the body and of the self? How is the relationship between 
customers/patients and research staff organized? How do lay people use and socialize scientific research? In 
which ways are human research subjects economically and symbolically rewarded? 
 
 
Invasive Biotechnologies Practices: Hospital as a Living Laboratory Between Imaginaries and 
Reality 
Marine Royer (EHESS / ENSCI-Les Ateliers) 
 

The implications of recent developments in biotechnology are influenced and dominated by controversies. 
Although many issues are already being examined by ethicists and governmental organisations, the results are 
usually highly technical and almost philosophical reports. When reported in the popular media, they are often 
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alarmist and sensational. Many others analytical elements such as new perspectives, reasons and modalities for 
their applications and their potential future evolution are completely left out. If biotechnologies are used to great 
advances in the healthcare industry in recent years, they have also created a sharp break with the existing care 
system. The downscaling related to the development of micro- and nano- sciences has enabled innovations in 
biological technologies, leading to the creation of a new category of invasive devices (prostheses, pumps, 
biosensors, etc.). For instance: biomedical sensors can detect the failures of living systems, then collect the 
physiological data with a device implanted in the patient’s body. Also, this technological context reduces the time 
spent between the innovations in laboratories and their implementation in the hospital. This context gives these 
new invasive medical practices an "experimental" nature between reality and imaginary. What changes do these 
invasive devices generate in the hospital? Do they transform the hospital into a living laboratory where tools are 
being tested and experimented? As a core empirical part of my doctoral research I propose to investigate, in this 
proposal, how caregivers and patient’s experiences might be improved through the use of anthropology 
approach, design research and design-led interventions. Part of my research focuses on understanding how 
health-care users can contribute to co-design medical device practices and how future health-care might be re-
imagined through design research. This research implies designing interactions between protagonists in the 
hospital and invasive technologies on many different levels. It is concerned not only with the functional and 
communicative possibilities of new invasive technologies, but also with the social, cultural and ethical 
consequences of living within a technologically mediated society. It explores new ways in which design can make 
technology more meaningful and relevant to caregivers and patients’ lives, both now and in the future, by 
thinking not only about new applications but their implications as well. When technology is developing as rapidly 
as it is now, reflection and criticism are particularly important. Do we need to consider alternative visions to 
those put forward by the industry? Like Critical Design, design research, is perfectly positioned to perform this 
role. It is a mediator between people, designer and corporation. In order to achieve this, however, some 
significant shifts need to occur. In this context, the design research can produce knowledge and mediation 
arguments. 

 
 
The rhetoric and rhetoricality of BioDesign 
Marjan Groot (Leiden University) 
 
What is now more or less mapped as BioDesign (Myers) is an engaged and/or critical form of design. It was put 
on the agenda around 2006 by designers and teachers Anthony Dunne and Fiona Raby when they restructured 
the curriculum of the Design Interactions Department of the Royal College of Art in London, a department which 
they also founded. Big museums such as the Centre Pompidou in Paris and the MOMA in New  
York included BioDesign projects in exhibitions in 2005 and 2008. Next to these, small scale exhibitions and 
manifestations are organized in the gallery circuit. Particular BioDesign projects make us reflect on the impact of 
(bio)medical and biotechnological developments such as genetic engineering and synthetic biology in our society. 
While these technologies are extremely complicated for most of us, and also largely invisible to the naked eye, 
these technological developments have huge consequences for our personal lives, both medical and socio-
cultural (e.g. Groot). These BioDesign projects appeal to the realm of affect and emotions on the one hand, and  
intellectual considerations on ethics and aesthetics on the other hand. Various examples of design projects which 
interact with biotechnologies are Genpets by Adam Brandeijs,  Epidermits Interactive Pets by Stuart Karten, 
Steve Piorek and Simon Sollberger, My Bio dolls by Elio Caccavale, Typosperma by Oded Ezer, and Protocell 
Architecture by Rachel Armstrong. Because the projects are so much involved with life sciences and current 
technologies, their workings are worth to be examined in great detail. How may these  projects work upon the 
beholder and viewer? This paper will examine the usefulness of visual rhetoric and rhetoricality with regard to 
BioDesign-projects and the visual and textual means by which these projects operate. Strong emotions such as 
fear, care, and horror may be part of the visual workings of BioDesign projects to attain a certain goal. The paper 
will examine questions such as: what can we learn from rhetorical devices when examining the engagement of 
BioDesign with affective operations on viewers? This paper next wants to relate the rhetoric and rhetoricality to 
the medium for dissemination that many designers of BioDesign projects use, namely web images and websites. 
How does the interface of the web alter the viewers’ perception of BioDesign as opposed to contact with objects 
of design in real life, for example in a museum or gallery? 
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Filming a Dreamer. Showing a Sleeper. 
Mina Lunzer (Academy of Fine Arts Vienna) 
 
In 1953 dreaming was described in accordance to sleep phases and ever since then, audiovisual instruments have 
been used extensively to describe and analyse both phenomena, sleep and dream: Be it in the sleep laboratories 
by the visual observation of the body’s movements, to document dream reports through voice recordings, or to 
define what dreaming actually „is“  by referring to its filmic representations. My study and accompanying film 
project look at the role of one of those recording systems by combining a filmic approach with a written study on 
the subject. Via my contribution I would like to introduce and open discussion towards the merits and problems 
of the audiovisual approach. In STS, but also in particular fields across film theory and practice, as well as media 
studies or the history of sciences, similar claims have been formulated to emphasise that the use of technologies 
and digital media intervene deeply into the structure of the objects they are meant to describe. Such a multi-
dimensional interaction becomes very apparent when looking at dream research from the 20th century. In an 
extensive study on the history of sleep research, the amalgamation of sleep and dream under laboratory 
conditions were described as the appearance of an image of dreams from the perspective of “the body”. While 
within the history of dream science, it could also be regarded as a changing image of the body from the 
perspective of “the psyche”. From the perspective of technology applied, it appears that at the point of using a 
particular setup of recording technologies sleep and dream, collided in one image. Yet not only the objects, but 
also the normative power of the technology that was (and still is) in use shifts both ways. The technological 
approach on the topic thus entails analysing the media and technology involved in these scientific setups, filmic 
representations and various means of publication (TV, film, digital). In order to avoid  re-creating distinctions 
between the laboratory and an “outside” world, these media forms are to be looked at less through groups, 
audiences or effect, and rather, through their epistemologies and particular logics of usage. Yet, the ungraspable 
vagueness of audiovisual media, on the border of art, design or science seems to blur all boundaries. In my 
presentation I would like to show in what way similarities became apparent and informative when working on a 
film on this topic. Due to this additional audivisual method, the gathered recordings (interviews and 
participatory observation) play multiple roles: Firstly, as part of the sources that the study draws upon, but also 
due to their own technical and semantic quality (in that they have to built the narrative structure and logic of a 
documentary film). By exploring one single sample of such a film piece and elaborating scopes, limits and (mal-
)functions of an audiovisual approach, I am hoping to enrich further discussion on the panel and allow for future 
exchange. 
 
 
Enhancing corporeal boundaries through technology 
Secil Ugur Yavuz (Independent Scholar)  

 
In the last decades there is an increasing interest in human body and technology relation, in which both artifacts 
function as a holistic entity in order to enhance the natural borders pushing them further to widen the abilities of 
human beings. Although few decades ago the future’s human being was pictured as a cyborg, which is a mix of 
flesh and robot that improves the natural function of organs by taking part of the body system; today with the 
improvements in nanotechnology, micro-electronics, e-textiles, wearables and furthermore the involvement of 
designers into this multi-disciplinary research with a human-centered approach the image of “super-human” has 
changed into a more inherent organism that has supernormal skills. Without making a radical change on the 
human silhouette, technology can be placed on the body and in the system, where the body plays a part, 
imperceptibly in order to create healthier, happier and more connected society. Embodied interfaces, in which 
the technology is seamlessly integrated into the physical world, allow human body to interact with digital data 
through using bodily abilities such as expressive gestures and fine-motor skills. These interfaces create a more 
engaging interaction, where the human body is the central point. Smart textiles and their wearable applications 
are one of these embodied interfaces, where the technology has a soft appearance that can be easily placed on the 
body. Smart textiles have various capabilities that allow designers to create intelligent artifacts functioning 
comprehensibly as extensions of human body and its senses. While some smart textiles can sense bodily and 
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environmental data, some of them can respond to these data through changing their states. They can act both as 
sensors and displays. Through wearing these embodied interfaces human body itself can become the interface, in 
which it is impossible to define where the boundary of the self ends and the others start. This paper focuses on 
various human-centered design case studies, where smart textiles are used as embodied interfaces in order to 
enhance human wellbeing in three different modalities: physically, psychologically and socially. Through giving 
examples of applied researches, this paper tries to underline the role of technology as a seamless mediator in 
order to create innovative solutions that involve human body as the main actor of interaction. Besides the case 
studies, the paper represents a design concept with a user-scenario, where smart textiles are applied in a system 
to assist people with special needs. Keywords: Smart textiles, wearable technology, embodied interaction 
 
 
Measuring the body, measuring through the body 
Thomas Vangeebergen (FNRS-Liège University CSI, Mines ParisTech) 
 
Body is a particular relevant way to tackle design processes, because of the multiplicity of status it can  cquire 
during these processes: a source of information, a target to fit, a device to perform, a complex technology, an 
apparatus for the users. A specific body is presented in this paper: the measured body. Trough racial  
nthropology, sport performances, demographic statistics, medical treatments, psycho-cognitive surveys, 
quantified self, or in many other contexts, human body is subject to a wide range of various measures. I would on 
my own propose some thoughts grounded on field exploration, concerning sensory analysis practices, in various 
laboratories. According to the symmetrical glaze STS have gave from the beginning to both human andnon-
humans, objects and subjects, the body is for a start itself one of the “stuffs” overlapping categories, blurring 
distinctions between things and persons, at the same a time a given and an object to perform. The measures of 
the body, and made with/through the body, highlight how it could be enacted, revealed, understood, improved 
by technology, especially when it requires some quantitative data. But it allows us also to grasp how the body is 
viewed simultaneously as a technological device and as the data origin, to intervene during complex practices 
(e.g. standardization, lab experiments, and marketing surveys). One of the numerous outcomes of such research 
could be the role of these bodily measurements in the definition of the actors, as well individuals than collectives. 
By the way it takes on a share on the network tying body to numerical data and to materiality-other-thanhuman, 
to measure the body/ through the body seems to afford socio-materiality in a particularly productive manner. 
Many scholars have inquired about numbers, how they could bring objectivity, how they produce confidence and 
security, and how finally they participate to black-box the measures themselves. Here, the aim is to understand 
the specificity of the body as measurement issue, being the interface of the-objects-to-be-measured and the 
instrument-of-measure. 
 
 
When human body meets technology: the designer approach to wearable devices 
Venere Ferraro and Matteo Oreste Ingaramo (Politecnico di Milano) 
 
The huge impact of emerging technologies has been changing population’s capabilities (physical, sensorial and 
cognitive) and lifestyle ( works, leisure, living and social interaction). The human which is the main actor of the 
social life is now surrounded by numerous technological devices which enable him to connect, discover and learn 
in every condition and place. Currently there is a great inclination to modify well-being concept and health care 
by changing the technology in “wearable”. Wearable technology represents a potentially large and rapidly 
increasing research and development area, involving several cross-disciplines such as biology, physiology, 
physics, chemistry, micro-nanotechnologies and material sciences, industrial sectors like medical devices, 
electronics, microchips, textile, telecommunications and engineering disciplines. The expression wearable 
device refers to electrical or mechanical systems, which are worn on the human body by means of incorporation 
into items of clothing, or as an additional apparatus, which is fixed, by straps or harnesses. Such devices can 
perform functions such as sensing, communications, navigation, decision-making or actuation. The contact with 
digital technologies changes human body. It becomes a fluctuant body, which crosses the border and enlarges its 
perception. Technology that invades the body transforms the clothes, accessories and ornaments. The body’s 
limits dissolve and it becomes expression of the technologies. These changes have a deep impact on designing 
wearable technologies and need to be faced through an user centered approach because it makes designer aware 
of user real desires and of how to avoid potential sense of alienation towards technology.  
Indeed, technology needs to be acknowledged that the motivating factor behind all technological activity is the 
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desire to fulfill a need. Nobody can design technology without paying attention to human needs. For this reason 
concepts should be realized, (prototype, mock-up, three-dimensional or computer model) if the need is truly 
fulfilled, the design is legitimately evaluated, and the design activity have been purposeful and worthwhile. If the 
wearable won't be in accordance with wearer’s needs, it will not be an ideal solution to be worn. Wearable devices 
as a technology deal with computer systems worn as unobtrusively as clothing. Incorporating the ‘wearer’ into 
the design process will be essential for designing appropriate wearable systems, which are socially accepted by 
users.  In the design of wearable device the main issue to face is wearability that literally means ability to wear 
and concern the physical shape of wearables and their active relationship with the human form. The paper will 
describe an approach that is the result of a combination between different approaches (design thinking, 
participatory design and ergonomics)  The effectiveness of such an approach is shown through case studies 
developed by author during post doctoral research.  The text will picture technology changes, the role of human 
body, the ergonomics, the wearability issue for a better approach in designing wearable devices, a succession of 
inspirations for new products and that can be interesting for designers because it brings people and their 
experiences together at the core point of an innovative approach. 
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Designing identities on the digital mirrors of facebook: the reflection & the real 
Zeynep Arda (Izmir University of Economics) 

 
The purpose of this paper is to identify and analyze how human identities are constructed – or designed– and 
communicated on the social networking sites. Trying to develop an understanding of how much significance we 
attribute to Facebook profiles in terms of reflecting one’s identity, this paper aims to trace whether these 
edited/manipulated versions of the self indicate only a commercial superficiality, or whether this approach could 
be used as a way of putting contemporary human needs and desires in a design perspective through the 
execution of The Digital Life Scale(2011), a survey developed, executed and evaluated by the author 
(http://digitallife.uji.es). Being human also means being visible and visual, having a physical presence and a 
socially-constructed image that one cannot easily leave behind. Today, seeing ourselves in the digital reflections 
of our online profiles is a seamless part of our daily lives. In the story of constructing identity in the culture of 
simulation –and in constructing our social relationships– it comes to mean almost more than what face-to-face 
communication means to us: short, casual, no-compromise, no-fuss communication at the touch of our 
fingertips. But this cheapening of the social designates to something more. As we become the (sole) focus 
of our own social life, we also tend to blur the boundaries between the real and the imaginary, the unitary and 
the multiple self in the patterns of everyday life. The highly introverted nature of our online communication 
raises the question of whether our online friends do serve as the audience from whom to receive feedback for the 
self-project – and, if possible, to receive approval and admiration. As one’s online identity is connected to one’s 
actual identity, the screen becomes just another social setting where to perform, all of the online social activity 
becomes subject to the Goffmanian attention to “presentation of the self” (1959). As the last frontier in the 
commodification of the human beings, the digital identity is carefully polished and packaged to sell and the 
contemporary Narcissus is confused by his identity once he gets used to gazing upon this digital reflection. And, 
as any image formed on this surface is pre-edited and perfected for the digital self-presentation, it is almost 
impossible to know where the identity ends and where the image begins. This paper is based on the partial 
findings of the above mentioned survey, especially on one of its three main scales the Self-Presentation 2.0 Scale 
(SPS). SPS consisted of 20 items about how the self is presented on Facebook. As these items were subjected to a 
factor analysis, 5 subscales (Lifecasting, Negative Attitude, Proximity of Online/Offline Identities, Time 
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Dedicated and Superficiality) representing each of the outstanding factors were formulated. The scale was 
controlled for internal consistency and it was found to be reliable (Cronbach’s � = .818). Keywords: Designed 
Identity - Online Identity - Social Networking Sites - Facebook - Digital Communication. 

 

 

Track 20 

Designing and re-designing health management outside institutional 
boundaries: enacting care practices, spaces and technologies in the wild | 
Disegnare e ri-disegnare la gestione della salute fuori dalle istituzioni sanitarie: 
pratiche di cura, spazi e tecnologie “in the wild” 
Convenors: Claudio Coletta (Università di Trento); Francesco Miele and Enrico Maria Piras (Fondazione Bruno 
Kessler) 

 
 
 
Organizzare la cura fuori dai contesti istituzionali: il caso dei pazienti anziani con terapie 
complesse 
Alberto Zanutto (Università di Trento) 
 
Negli ultimi anni le società occidentali si sono confrontate con rilevanti cambiamenti demografici e, in 
particolare, con un innalzamento dell'aspettativa di vita e dell'età media della popolazione. Da una parte i 
progressi in campo medico hanno portato ad un netto innalzamento delle aspettative di vita, dall'altra si è avuta 
un'estensione del periodo di vita caratterizzato da bisogno di cura e di assistenza. In questo quadro, sono state 
pianificate e attuate diverse politiche e linee di intervento per mantenere socialmente attivi gli anziani e per 
assicurargli una buona qualità di vita. I sistemi sanitari occidentali stanno andando verso un progressivo 
decentramento, superando il vecchio modello della Old Public Administration e cercando di garantire la cura e 
l'assistenza ai soggetti più fragili, evitandone l'istituzionalizzazione (Altenstetter, Björkman, 1997; Saltman et al., 
2007). Nel presente contributo ci si occuperà di un target particolarmente fragile, i pazienti anziani con terapie 
farmacologiche complesse, concentrandosi sui modi in cui essi, assieme a medici specialisti e caregivers di 
diverso tipo, cercano di gestire quotidianamente le proprie terapie al di fuori dei confini istituzionali. A questo 
scopo si presenteranno i risultati provenienti da AETAS (Active-aging-Empowerment-TecnologiA-Salute), un 
progetto multidisciplinare, iniziato nel dicembre 2013 e ancora in corso. AETAS vede la partecipazione dell'unità 
di ricerca e-Health della Fondazione Bruno Kessler, del Dipartimento di Sociologia e Ricerca Sociale 
dell'Università di Trento e della  Scuola di formazione specifica in medicina generale di Trento. AETAS si 
sviluppa principalmente attraverso quattro fasi: 
- rassegna critica della letteratura che si è occupata della gestione delle terapie nei pazienti anziani non 
istituzionalizzati: 
- svolgimento di quattro focus group e tre interviste in profondità a Medici di Medicina Generale (MMG), al fine 
di ricostruire i modi in cui essi curano e assistono i pazienti anziani non istituzionalizzati; 
- svolgimento di più di quaranta interviste in profondità ai pazienti anziani e ai loro caregivers di riferimento 
(familiari, badanti, infermieri domiciliari e così via) per ricostruirne le strategie di gestione della terapia; 
- sviluppo di politiche e di linee di intervento per supportare i pazienti anziani con terapie complesse, i loro 
medici e i caregivers di riferimento. 
Prendendo come punto di partenza un insieme interdisciplinare di contributi - nati a cavallo tra STS, sociologia 
della salute e studi organizzativi – ci si è approcciati alla raccolta e all'analisi dati, concependo la cura 
dell'anziano come un lavoro di network che coinvolge professionisti, familiari, caregivers privati, farmaci, 
tecnologie sanitarie e non. Una molteplicità di studi, infatti, ha mostrato come negli ultimi anni la gestione 
dell'anziano al di fuori delle istituzioni sanitarie necessiti di uno sforzo collettivo, in cui si intrecciano saperi 
esperti e profani, agire umano e tecnologico, relazioni familiari e di vicinato (Prohaska et al. 2001; Gallant 2003, 
2007; Mort et al, 2013). Nel contributo proposto ci si concentrerà in particolare sulle pratiche di cura messe in 
atto dai MMG, concependo quest'ultimo come parte di una vasta rete relazionale in cui deve trovare una sua 
collocazione. Come suggerito, infatti, da May (2007) la relazione medico-paziente appare ormai inscindibile dal 
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contesto sociale, materiale e istituzionale in cui questo vive la sua quotidianità. Dal materiale empirico raccolto, 
emergono diverse pratiche messe in atto dagli MMG per mettersi in relazione con i pazienti anziani e i loro 
network di cura, supportandoli nella gestione di terapie ad alta complessità. In primo luogo, i MMG possono 
passare le carte, delegando la cura del paziente anziano e la formulazione della terapia ai medici specialistici. 
Questo può avvenire per diverse ragioni. Può essere una scelta del MMG di fronte al sovraccarico di lavoro da 
svolgere o alla consapevolezza di non essere in possesso di saperi adatti a curare il paziente anziano in quel dato 
momento. Altre volte, invece, i MMG possono scegliere di passare le carte, di fronte alla scarsa fiducia dei 
pazienti e dei familiari verso la medicina generale e, conseguentemente, alla maggiore legittimità data da essi agli 
specialisti. In secondo luogo, i MMG possono mediare tra i diversi attori inclusi nel network del paziente 
anziano, quali medici specialisti, parenti, infermieri di territorio, vicinato e così via. I MMG, infatti, spesso si 
trovano inseriti in reti relazionali intricate in cui differenti interessi, esigenze e interpretazioni della realtà si 
intrecciano, rendendo difficile la presa di decisioni riguardanti la cura del paziente anziano. A questo proposito, è 
emblematico il caso del paziente anziano con parenti aventi opinioni differenti riguardo alle sue necessità – ad 
esempio: cura di tutte le patologie, presenza fisica e mentale, autonomia nella gestione della terapia – in questo 
caso il MMG si trova a dover trovare una soluzione terapeutica che incorpori le diverse aspettative nutrite dai 
caregivers che assistano quotidianamente l'anziano. In terzo luogo, i MMG possono intervenire per configurare 
il paziente e, più in generale, il network in cui è inserito. Infatti, spesso i pazienti anziani vengono dimessi 
dall'ospedale con terapie assai complesse difficilmente gestibili nei contesti domestici e, più in generale, nella 
quotidianità. In casi come questo i MMG mettono in atto pratiche di cura e assistenza finalizzate, ad esempio, ad 
addestrare il paziente alla somministrazione dei farmaci e a introdurre artefatti di supporto all'autogestione della 
terapia (pilloliere, schemi con tracciate gli orari e i giorni di somministrazione dei farmaci, reminder e così via). I 
MMG dando ai pazienti e/o ai loro caregivers addestrando i pazienti a svolgere determinate pratiche di cura e/o 
inserendo nella loro vita quotidiana diversi artefatti che li invitano ad agire in una determinata maniera, danno 
vita a complessi network ibridi che includono il paziente anziano, i suoi familiari, medicinali e oggetti tecnici 
diverso tipo. Infine, i MMG possono coordinare il paziente e i suoi caregivers, distribuendo ruoli e compiti al 
fine di provvedere alla cura dell'anziano al di fuori dei contesti ospedalieri. In questo caso il MMG occupa una 
posizione centrale nel network di cura, valutando la condizione clinica dell'anziano, ricorrendo al medico 
specialista in caso di aiuto, attivando interventi di assistenza domiciliare integrata, semplificando le terapie 
formulate dai medici ospedalieri per renderle più gestibili dal paziente e dai suoi diversi caregivers e così via. 
Coordinare un network, però, non sempre è semplice, ad esempio, se non si ha una disponibilità adeguata di 
infermieri di territorio da mandare nei domicili dei pazienti o se quest'ultimi o se i caregivers non seguono i 
ruoli e i compiti dati dai MMG. Di fronte a tali mancanze, nel network di cura possono avvenire importanti 
disarticolazioni che influiscono in maniera decisiva sulle condizioni di salute e benessere del paziente anziano. 
Il lavoro sul campo è stato prezioso per cominciare a riconoscere da un lato la molteplicità del ruolo degli MMG e 
dall'altro la diversa declinazione dei network da loro sollecitati e/o attivati. Gli MMG, nella gestione dei pazienti 
anziani con terapie complesse, si presentano come soggetti ibridi, importanti non tanto per la formulazione della 
terapia sanitaria, ma piuttosto per la loro sensibilità sociologica nel saper mediare il quadro clinico, con il piano 
dei diritti di salute e la sensibilità relazionale. Questi tre elementi si combinano in una quantità di sfumature che, 
instabili nel tempo, servono al medico per “costruire” un possibile scenario di equilibrio che per essere messo in 
atto deve essere accolto dal paziente e dalla rete dei cargivers. Il MMG è in questo senso un mediatore di 
“visualizzazioni” sul paziente e sulle sue traiettorie di cura. Per quanto riguarda il network, gli MMG 
sperimentano come la semplice retorica del management del paziente non sia sufficiente né a gestire le 
complessità molto articolate che ogni paziente deve affrontare, né a gestire nell'interesse del paziente e dei suoi 
caregivers i cambiamenti di quadro clinico.  Il MMG è in tal senso una sentinella del “bene ultimo” del paziente 
che deve saper cogliere i momenti di flesso o di inversione delle traiettorie e su queste uniformare le risorse del 
network. 
 
 
L’interpenetrazione tra valori e design nell’ideazione, implementazione e funzionamento della 
rete di Telessaùde brasiliana 
Carlo Botrugno (Università di Bologna) 
 
La riflessione sul carattere socialmente mediato degli artefatti tecnologici è un tema classico degli Science and 
Technology Studies (Mol e Law, 1994; Grint e Woolgar, 1997; MacKenzie e Wajcman, 1999; Latour, 2000). Gli 
studi prodotti dagli autori che si inscrivono in questo filone hanno avuto infatti un ruolo fondamentale nella 
costruzione di una reazione alla visione deterministico-meccanicista, in base alla quale l’innovazione viene in 
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rilievo come un fattore (x) che produce un determinato impatto sulla società e/o sulle interazioni sociali (y), e dal 
quale derivano a sua volta, alcuni effetti identificabili (z), obbedendo così ad un modello di successione lineare 
del tipo: x à y = z. Nel contesto specifico dei modelli di cura “in remoto”  dalla telecare, alla telehealth, passando 
per la telemedicine e l’eHealth, e sino a giungere alla più recente mHealth  alcuni autori, rivitalizzando una 
prospettiva costruzionistica (Berger and Luckmann, 1967) hanno contribuito alla formazione di un apparato 
teorico-concettuale utile alla comprensione delle diverse fasi nelle quali si articolano i processi sociali impliciti 
nella formazione del design e nella costituzione delle tecnologie dei dispositivi medici. Problematizzare il 
rapporto tra la tecnologia dei dispositivi medici e le pratiche degli operatori sanitari attraverso la lente della 
technology-in-use (Suchman et al., 1999) ha permesso inoltre di portare alla luce l’incidenza delle pratiche 
professionali, sia di carattere individuale, sia di carattere sociale, ricorrenti nel funzionamento concreto degli 
artefatti, e le correlate difficoltà nell’utilizzo di queste innovazioni nella routine di un setting ospedaliero. Questo 
campo di riflessioni ha progressivamente messo in crisi la “retorica trionfalistica” della telemedicina, la quale, 
attraverso la legittimazione della letteratura scientifica di stampo medico (Curry et al., 2011) è entrata 
ufficialmente nell’agenda politico-istituzionale di Stati nazionali e organizzazioni regionali (EU Digital Agenda, 
2013). Dall’interno dello stesso filone degli STS, tuttavia, alcuni (Klein e Kleinman 2002) hanno sollevato una 
critica  o meglio un’autocritica  finalizzata a richiamare l’eccessiva predilezione degli studiosi per le 
problematiche microinterazionistiche – il rapporto fra il medico ed il paziente; la relazione tra pratiche 
routinarie e innovazione; l’interazione uomo-macchina; ecc. – relegando talvolta in secondo piano l’analisi dei 
fattori di natura macro – culturali, sociali, politici, ed economici – che entrano in gioco nella definizione di una 
strategia pubblica per l’implementazione tecnologica, o che, per converso, ne impediscono la sua formazione (di 
diverso respiro tuttavia Mort et al., 2004). In questo contesto, un’occasione favorevole per conciliare la 
prospettiva degli STS con uno sguardo di ampia portata nell’ambito dell’indagine sulle forme di dislocazione 
territoriale dei processi di cura, è rappresentata dalla rete di telemedicina e teleassistenza brasiliana, la 
Telessaúde Brasil Redes. In contrasto con il panorama nazionale ed europeo, laddove lo sviluppo della 
telemedicina appare frammentario e disomogeneo, le caratteristiche del sistema di Telessaúde offrono elementi 
utili ad una lettura teorico-concettuale della struttura complessiva del servizio implementato   finalità, possibilità 
e limiti, modalità di fruizione, ecc.  e ciò, nonostante manchi ancora una “sedimentazione” in senso diacronico 
del servizio, il quale è stato istituito dapprima come progetto pilota (2007), e successivamente esteso su tutto il 
territorio nazionale (2011). Le ragioni per cui l’analisi della Telessaúde diventa ricca di spunti da una prospettiva 
di STS risiedono nella stretta correlazione che sussiste tra design ed operatività di quest’ultima, e le finalità 
assunte dal Sistema Único de Saúde (SUS) per la tutela della salute dei propri cittadini (Silva e Moraes, 2012). 
Quest’ultimo infatti risulta fondato sul perseguimento di una strategia di attenzione primaria in salute (Atenção 
Basica em Saúde, ABS) la quale si avvale, a sua volta, di piani d’azione specifici, come la Política Nacional de 
Educação Permanente em Saúde (PNEPS), che ha come ultimo fine quello di diffondere una conoscenza sulle 
pratiche di salute (mudança) di carattere solidaristico-collettivo. La strategia di ABS, se da una parte si connota 
in senso marcatamente territoriale-locale, e si compie pertanto nel pieno rispetto della molteplicità del contesto 
socio-culturale di riferimento, dall’altra mantiene una vocazione intrinseca di carattere globale finalizzata al 
recupero della spazialità geografica lasciata underserved dal servizio sanitario nazionale (Ferraz et al., 2012). 
Inserita in questo contesto, pertanto, la Telessaúde viene in rilievo non solo in quanto sistema tecnologico 
socialmente mediato – e che, come tale, si avvale di una tecnologia low-cost e low-profile  ma appare inoltre 
come un sistema “socialmente implicato”, poiché strumento attivo di una “ideologia” dai caratteri estremamente 
pragmatici che colloca il superamento delle barriere geografiche, economiche, e culturali che impediscono una 
piena accessibilità ai servizi socio-sanitari, in un’ottica di riequilibrio delle diseguaglianze in salute che 
storicamente affliggono il paese (Novaes et al., 2012). L’ideazione, il design, l’implementazione, ed il 
funzionamento della Redes pertanto assumono una marcata connotazione etico-politica, rivolta verso la 
rivendicazione della Saúde quale diritto fondamentale di ogni cittadino e la realizzazione di finalità di “giustizia 
sociale”.  L’indagine sulla Telessaúde Redes assume rilievo anche in un’ottica comparativa, ed in particolare, 
rispetto allo sviluppo di alcune sperimentazioni di telemedicina sorte in Europa e negli Stati Uniti, dove la 
telemedicina si è affermata come una rete tecnologica di natura “prestazionale”, in cui l’interazione principale è 
quella che si svolge tra il “paziente fruitore” ed il “professionista prestatore d’opera”. La Telessaúde Redes si 
caratterizza invece come un sistema di condivisione e scambio di conoscenza nel quale l’interazione principale 
diviene quella tra un “territorio-comunità” ed un “sapere medico”. Ne consegue che quell’apprendimento di tipo 
clinico da parte del personale paramedico che partecipa alle attività di teleconsulto segnalato dalla dottrina 
(Field, 1996), se in un caso deve considerarsi come un “effetto secondario” – con tutte le criticità che ne derivano 
– nell’altro diviene un obiettivo dichiarato del servizio di rete, e pertanto calibrato rispetto alle esigenze del 
territorio ed alle possibilità di azione dell’equipe locale. Il caso della Telessaúde brasiliana, pertanto, se indagato 
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in una prospettiva “antropotecnologica”, si pone quale soluzione di continuità rispetto alla visione di una 
medicina che tende a svincolarsi progressivamente dal paradigma igienico-sociale della sanità pubblica, per 
caratterizzarsi sempre più come una tecnomedicina (Pickstone, 2000) impegnata nella ricerca di un miracolo 
tecnologico (Knight, 1986; Blume, 1997). Tale prospettiva può costituire un’occasione utile per ricollegare 
l’indagine degli STS allo studio delle strutture sociali, politiche ed economiche che sottostanno all’adozione dei 
dispositivi medici, così recuperando un piano d’indagine attraverso il quale continuare a problematizzare le 
modalità attraverso le quali la tecnologia ridefinisce e modella il significato sociale della medicina. 
 
 
Una strategia della salute fuori dagli ospedali. 
Ferdinando Terranova (Università di Roma La Sapienza)  
 
L’evoluzione del quadro demografico-epidemiologico in Italia, analogamente a gran parte dei Paesi europei, 
evidenzia - una volta affrontata correttamente l’emergenza medico-chirurgica e la malattia nella sua fase di 
acuzie – che il nodo della protezione della salute si concentra prevalentemente sulla popolazione anziana afflitta 
da malattie, quasi sempre plurime, a carattere cronico degenerativo. Il quadro è pertanto: popolazione anziana, 
potenzialmente semiautonoma o totalmente inabile, affetta da pluripatologie mediche e fisiche che limitano 
fortemente la qualità della vita dell’individuo, che genera una domanda di cure di varia natura prevalentemente 
farmacologiche e riabilitative e una altrettanta domanda di verifiche diagnostiche (diagnostica strumentale e di 
visite specialistiche). Finora tale domanda è stata canalizzata in direzione delle strutture ospedaliere, dei centri 
di riabilitazione, degli ambulatori dei medici di medicina generale (MMG) con costi elevati in conto capitale 
(investimenti in strutture e dispositivi medici), ma soprattutto in conto corrente (costi gestionali delle strutture, 
acquisto di beni e servizi, retribuzioni del personale da quello medico a quello generico che rende possibile il 
funzionamento delle strutture sanitarie). La crisi fiscale delle società europee (e nello specifico di quella italiana) 
ha spinto le autorità di governo a contenere al massimo l’offerta sanitaria attraverso pratiche limitative 
all’accesso alle prestazioni sanitarie da quelle più “blande” (sic!), come ticket sulle singole prestazioni 
extraospedaliere; ticket per ricorsi impropri alle emergenze ospedaliere, a quelle più “dure” attraverso 
copagamenti per le cosiddette prestazioni in “intra moenia”. Quest’ultime stanno subendo una impennata 
rilevante in quanto alcuni settori della medicina (dall’odontoiatria, alla pediatria, all’oculistica, all’ortopedia del 
piede, alla riabilitazione ,all’ostetricia, ecc.) stanno passando quasi totalmente “a pratica privata” o meglio si può 
dire che la casistica acuta grave che riguarda tali specialità, nel bene o nel male, trova una risposta in ambito 
ospedaliero. La casistica ritenuta minore, ma che affligge gran parte della popolazione specialmente anziana, è 
destinata sempre più a trovare risposta nell’intramoenia o nel privato convenzionato. Purtroppo le indagini sulla 
qualità degli interventi forniti da quest’ultimo non danno quei risultati che un servizio sanitario pubblico 
dovrebbe garantire. Le autorità di governo in Italia tra i provvedimenti tendenti a disincentivare l’accesso agli 
ospedali hanno incasellato tutte le potenziali prestazioni sanitarie nei LEA (Livelli Essenziali di Assistenza) che 
dovrebbero essere garantiti da una sorta di gerarchizzazione delle strutture sanitarie sulla base della loro 
complessità interna che va dai Policlinici universitari, agli Istituti di Ricovero e Cura a Carattere Scientifico, agli 
ospedali di rilevanza nazionale, agli ospedali di zona o di base, ai poliambulatori specialistici, ai centri di 
riabilitazione, ai centri di salute mentale, agli ambulatori dei MMG e dei PLS (pediatri di libera scelta). 
Attraverso tale operazione si opera una selezione dei pazienti soprattutto di coloro che hanno un bisogno di 
ospedalizzazione e, di conseguenza, una riprogrammazione dei fabbisogni di strutture di ricovero i cui costi sia 
fissi che variabili sono assai rilevanti e pertanto vanno ridimensionati e allineati alle capacità che garantisce il 
gettito fiscale destinato alla sanità. Anche se la casistica trattata in ospedale è quella “grave”, essa copre una 
percentuale di domanda di prestazioni sanitarie che oscilla tra il 5-7%, rimane una domanda che va oltre il 90% 
di diagnosi e cure extraospedaliere che investe nella stragrande maggioranza una domanda espressa dalla quota 
“anziana” della popolazione italiana. L’operazione che è stata intrapresa da circa un ventennio è stata quella di 
trasferire attività ospedaliere a livello del territorio assicurando il massimo delle garanzie da parte del sistema 
ospedaliere di riferimento affinchè siano ridotti al massimo i rischi (possibili, probabili) insiti nella prestazione 
diagnostica e curativa ai pazienti. Si sono portati fuori dagli ospedali innanzitutto gli ambulatori polispecialistici 
e di diagnosi strumentale (ma questo avveniva già quando il sistema sanitario italiano era governato dalle 
assicurazione sociali di lotta alle malattie ). Successivamente si sono portati fuori i cosiddetti ospedali di giorno 
polispecialistici (Day hospital) sia a carattere medico-generalista che specialista che a carattere chirurgico-
generalista che specialista (Day Surgery). Un ulteriore passaggio si è realizzato attraverso i cosiddetti ospedali di 
comunità a gestione di un corpo infermieristico su un programma terapeutico e d’osservazione dei MMG e dei 
PLS. Negli ospedali di comunità si affronta il problema rilevante della non estraneazione del paziente anziano 
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dalla comunità d’appartenenza specialmente in quelle aree montane o isolate del nostro territorio o comunque 
con tempi di percorrenza (60-70 Km/h) rispetto alla struttura ospedaliera di riferimento che va oltre i 45-60 
minuti primi.Come si vede gradualmente si passa da un’area strettamente medica ad un’area sanitaria per 
approdare ad un’area sociosanitaria, vale a dire alla Residenza Sanitaria Assistita. Struttura di transito, di media 
permanenza per coloro che abbisognano soprattutto di un ambiente protetto e di cure e attenzioni mediche. 
Attorno alla RSA si crea una costellazione di necessità che vanno affrontate in condizione extraospedaliera. Si 
pensi alle varie forme di demenza senile, di crisi psichiatrica, di difficoltà motoria e/o neurologica e così via. Allo 
stato attuale si è studiato e sperimentato un prototipo di struttura sociosanitaria e sociale (la “Casa della Salute”) 
che sta dando ottimi risultati e che risolve una delle maggiori preoccupazioni che esprimono le comunità locali: 
l’insicurezza sanitaria derivante dalle politiche di concentrazione degli “ospedali di area vasta” e di chiusura di 
tutti i presidi ospedalieri di base. I primi sono giustificati con la necessità di una qualità migliore della 
prestazione ospedaliera; la seconda è giustificata sia per la scarsa qualità della prestazione fornita (ma non è 
sempre così) ma soprattutto per ridurre i costi fissi delle piccole strutture ospedaliere. La Casa della Salute 
precorre un sistema sanitario che ha due pilastri: quello ospedaliero che è proprio dei medici specialistici e quello 
extraospedaliero (o della Casa della Salute) che è governato dai MMG e dai PLS. La Casa della Salute è una 
struttura fisica ove opera un sistema di offerta sanitaria composta da successive aggregazioni, sotto forma di 
moduli, che si posizionano fuori l’ospedale (quelli che si sono precedentemente descritti) ma che si avvalgono 
anche del sapere medico-specialistico che è presente all’interno dell’ospedale di riferimento. Il prototipo della 
Casa della Salute è stato studiato e monitorizzato nella sua sperimentazione dal Dipartimento ITACA di Sapienza 
Università di Roma. La comunicazione che verrà presentata riguarda la ricerca di base sviluppata per arrivare a 
formulare le aggregazioni (moduli) funzionali e di contiguità per un programma edilizio di un progetto ideal-tipo 
di Casa della Salute. 
 
 
Il Family Learning Socio-Sanitario (FLSS): un nuovo strumento di gestione della salute in 
ambienti domestici tecnologicamente mediati. 
Giovanna Vicarelli and Elena Spina (Università Politecnica delle Marche) 
 
1. Premessa  
I mutamenti dello scenario epidemiologico, sociale e culturale degli ultimi due decenni, in particolare, 
l’allungamento della vita, la diffusione di situazioni di cronicità e le trasformazioni delle strutture familiari, 
richiedono una ricomposizione della storica divaricazione tra percorsi di cura formali e informali, tra saperi 
professionali e saperi profani. In campo sociale e sanitario è molto cresciuta l’esigenza di co-implicazione del 
soggetto e dei suoi saperi, sia nella promozione della qualità della vita nei periodi relativamente liberi da malattia 
e inabilità (ad esempio le iniziative per l’active aging), sia nei percorsi terapeutici, specie in quelli prolungati (ad 
esempio le iniziative di familiy learning socio-sanitario).  
2. Il Family Learning Socio-Sanitario (FLSS) 
Il Family Learning Socio-Sanitario (FLSS) è il risultato del lavoro di ricerca e di formazione del Centro di ricerca 
e servizio sull’integrazione socio-sanitaria (CRISS) dell’Università Politecnica delle Marche che lo ha ideato ed 
implementato a partire dal 2005. Esso si propone come una forma innovativa di educazione terapeutica per il 
paziente (ETP) espressamente pensata per il contesto italiano. Il CRISS, a partire dalle ricerche sviluppate sul 
ruolo della famiglia e delle politiche di welfare, ha focalizzato l’attenzione sulle reti sociosanitarie da un lato e su 
quelle comunitarie dall’altro. La famiglia viene cioè riconosciuta come un nodo della rete di cura complessiva e 
valorizzata per le sue competenze specifiche di presa in carico e di gestione della malattia. Dal punto di vista 
operativo la novità consiste non solo nella realizzazione concreta di un’integrazione tra servizi  sanitari e sociali 
come risposta a bisogni complessi e duraturi, ma anche nell’introduzione del modello della famiglia che 
apprende (family learning) a partire dai propri saperi profani.   Le azioni del FLSS non mirano solo all’aumento 
delle conoscenze e delle capacità di gestione della malattia da parte dei pazienti e delle loro famiglie, bensì in 
modo prevalente, al miglioramento delle condizioni della vita quotidiana e delle relazioni interpersonali, in 
un’ottica in cui il conseguimento degli obiettivi non è dato dalla semplice sommatoria dei risultati ottenuti da 
ciascun soggetto, ma anche dal miglioramento delle relazioni fra le parti. In questa prospettiva il FLSS può essere 
individuato rispetto a tre diversi piani di analisi: macro, micro e meso. In primo luogo si è ritenuto, che “a livello 
macro istituzionale” si dovesse  passare da un approccio di separatezza ad un approccio di maggiore 
complementarietà tra la famiglia e il sistema socio-sanitario dei servizi. Ciò significa considerare la famiglia come 
un nodo della rete complessiva del sistema di protezione socio-sanitaria, cioè un terzo livello di cura accanto a 
quello ospedaliero-specialistico e a quello territoriale. Dal punto di vista dei servizi pubblici ciò implica iniziare a 
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dialogare con la famiglia, farla entrare nel piano di cura-assistenza rivolto al malato cronico e/o al disabile, 
valorizzarne le risorse e le competenze, lavorare sulle funzioni che essa può svolgere nella quotidianità,  
sostenerla, se necessario, sul piano emozionale. Nello specifico del caso italiano, ciò significa passare da un 
approccio di welfare di tipo familistico in cui la famiglia viene implicitamente considerata come il perno di ogni 
attività di cura, ma per questo formalmente trascurata, ad uno di tipo solidaristico in cui il ruolo svolto dai 
diversi attori viene programmato e vincolato alle risorse e alle competenze effettivamente e correttamente 
utilizzate. Questo approccio consente “a livello micro-individuale” di ampliare i concetti di “paziente esperto” e di 
“self-management” utilizzati nei casi di malattie croniche, per applicarli alle situazioni in cui i malati vengono 
presi in carico, in modo diretto o indiretto, dal sistema familiare. In altri termini, è la famiglia che dovrebbe 
divenire quanto più competente e coinvolta nei processi di cura che si realizzano nell’ambito domestico, così da 
renderla, laddove ve ne siano le condizioni, un vero terzo livello di assistenza in grado di connettersi ed interagire 
consapevolmente con la rete formale dei servizi sanitari e sociali. In tal senso la famiglia viene intesa in termini 
molto ampi in quanto comprende tutti i componenti (ad esempio anche le badanti) che si fanno carico del 
soggetto più fragile, compreso quest’ultimo quando ne ha la capacità fisica o psichica. Un modo per raggiungere 
questo obiettivo è quello di progettare e quindi avviare, a “livello meso-organizzativo” un processo di 
apprendimento integrato e condiviso tra la famiglia e il sistema dei servizi sanitari e sociali. Il CRISS, a partire 
dal 2008, ha implementato vari percorsi di FLSS applicati a diverse patologie croniche tra cui la 
broncopneumopatia cronica ostruttiva (BPCO), la  sclerosi laterale amiotrofica (SLA), i disturbi 
dell’apprendimento (DSA). Nel processo di ideazione e valutazione del FLSS, il CRISS ha realizzato nel 2013 un 
corso di perfezionamento universitario rivolto a 35 operatori delle realtà distrettuali della Regione Marche con 
l’obiettivo di formare professionisti in grado di programmare interventi di FLSS in tutte le sue fasi operative. 
3. Il FLSS e l’ITC 
Nell’ambito del programma di ricerca internazionale denominato Adriatic Model of Sustainable Mobility in the 
Health & care Sector – AdriHealthMob - cui il CRISS partecipa accanto ad altri partner italiani e internazionali, 
si intende proporre, in chiave innovativa, l’applicazione del modello di FLSS in contesti domestici 
tecnologicamente mediati. L’obiettivo generale del programma di ricerca è quello di definire un modello di 
trasporto sostenibile per la salute e la cura, capace di rendere l’accessibilità e la mobilità dei passeggerei più 
sicura e razionale. L’intento è quindi quello di fornire delle soluzioni ai bisogni di mobilità, promuovendo e 
creando un’area transfrontaliera Adriatica per la salute e la cura, definendo ed implementando servizi di 
trasporto ed introducendo soluzioni ICT (eHealth, mHealth, teleHealth). Uno degli obiettivi specifici del 
programma, individuato nel Work Package numero 6, relativo alla implementazione di azioni pilota, è quello di 
testare e validare soluzioni innovative nell’ambito della mobilità socio-sanitaria. In questo senso, in due distinte 
aree rurali della Regione Marche, si è pensato di avviare una sperimentazione basata sulla implementazione di 
nuove tecnologie, perfezionate dagli ingegneri dell’Università Politecnica delle Marche, per il tele-monitoraggio e 
il tele-controllo di pazienti affetti da patologie cardiache, gestiti in ambiente domiciliare. Per ciascuna area 
saranno individuati due gruppi di pazienti/familiari entrambi coinvolti nel processo di tele-monitoraggio e tele-
controllo, ma dei quali soltanto uno parteciperà all’attività di FLSS appositamente predisposta; l’altro gruppo 
fungerà infatti da campione di controllo. I pazienti e le loro famiglie, attraverso la partecipazione agli incontri di 
FLSS ,  verranno resi competenti rispetto all’utilizzo della tecnologia impiegata per il monitoraggio dello stato di 
salute, nonché per la gestione più complessiva della loro patologia. Il fine ultimo è quello di verificare se il 
trasferimento dei saperi dal professionista al profano parallelamente all’attivazione delle competenze familiari 
possano o meno facilitare l’utilizzo di tali tecnologie, consentendo l’effettiva gestione della salute al di fuori 
dell’istituzione sanitaria. Oltre a permettere dunque una redefinizione della pratica quotidiana della cura, tale 
soluzione potrebbe determinare ricadute economiche positive, legate sia alla riduzione del personale sanitario 
impiegato sia alla limitazione della mobilità non necessaria dei pazienti. 
 
 
Le trasformazioni delle pratiche di cura rivolte ai grandi anziani: un focus sull’alimentazione. 
Giulia Rodeschini (Independent scholar) 
 

Le politiche socio-sanitarie in ambito sia gerontologico sia geriatrico e l’organizzazione delle strutture dedicate 
agli anziani si confrontano oggi con un’accezione di vecchiaia che, nella sua complessità ed eterogeneità, 
presenta nuove problematiche rispetto al rapporto con l’assistenza, la cura, la medicina e la morte. Negli ultimi 
decenni, l’allungamento della durata media della vita e il sempre più manifesto processo di invecchiamento della 
popolazione hanno portato, tra le numerose conseguenze socio-demografiche, a un aumento dei “grandi anziani” 
e a un complessificarsi della gestione, sia in termini organizzativi sia etici, della fase finale della vita, in particolar 
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modo per gli anziani non autosufficienti. Se da un lato, infatti, la vecchiaia “contemporanea” è caratterizzata da 
forme di invecchiamento “attivo” e successful(Kahana et al. 2003), presentandosi come una parte della vita 
ancora tutta da inventare (Tramma 2000), dall’altro lato, sono sempre più diffuse situazioni di anziani che, 
assistiti medicalmente in modo molto efficiente, perdurano a lungo in uno stato di vitalità spesso ridotta e 
caratterizzata da condizioni fisiche e/o psicologiche particolarmente invalidanti. Siamo di fronte ad una realtà di 
invecchiamento che incontra (e si scontra con) la diffusione di pratiche socio-sanitarie tese ad un “miglioramento 
umano” (Maturo 2009) che spesso si limita, nel caso degli anziani, al prolungamento della vita senza offrire una 
riflessione adeguata sulla relazione tra invecchiamento, malattie, morte e qualità dell’esistenza. La vecchiaia è 
infatti, ora più che mai, pervasa da un processo di medicalizzazione (Conrad 2007) che obbliga a porsi, accanto a 
cogenti questioni di ordine etico e scientifico, nuovi interrogativi di carattere sociologico sul significato stesso di 
cura e assistenza agli anziani, con particolare riferimento alla qualità della vita e al nesso fini-limiti nella 
medicina (Weksler e Goodwin 1999). Un ambito privilegiato di riscontro e osservazione di tali problematiche è 
rappresentato dai servizi residenziali per anziani, che offrono un livello variabile di assistenza medica, 
infermieristica e riabilitativa, accompagnato da un livello alto di assistenza tutelare e alberghiera. È in questo 
contesto che si posiziona la mia ricerca, con l’intento di indagare le trasformazioni che stanno avvenendo 
all’interno dei processi di cura rivolti ad anziani, la riarticolazione della relazione tra la componente socio-
assistenziale (care) e quella sanitaria (cure) della cura e come i numerosi cambiamenti incidano 
sull'organizzazione della cura, sulle diverse traiettorie professionali e sulle relazioni tra i molteplici attori che 
vivono la scena della cura. Nel definire la cura identificherò due aspetti imprescindibili della sua essenza – 
ovvero l’essere interpretabile come una pratica e l’essere costruita in situazione – e ne tasterò le capacità 
ermeneutiche spostando lo sguardo dalla cura come fatto sociale “macro” alla sua analisi “microsociale”. Per far 
ciò mi riferirò al paradigma dell’azione situata e al dibattito multidisciplinare dei Practice-Based 
Studies (Gherardi 2012) che mi permetteranno di leggere la cura come campo di pratiche interrelate e 
interdipendenti, dove osservare le relazioni tra i diversi attori della scena della cura. La metodologia utilizzata 
nella ricerca è stata quella dei case studies (Eisenhardt 1989, Stake 1994) e la principale tecnica di raccolta e 
analisi dei dati qualitativi è stata l’osservazione partecipante (della durata di circa 4 mesi), accompagnata 
dalloshadowing (Bruni 2003, Czarniawska 2007) di diversi attori, interviste esplorative e interviste sul campo. 
La strategia di ricerca ha seguito la logica del campionamento teorico (Glaser e Strauss 1967) e ha portato alla 
scelta di due case studies in base a determinate caratteristiche: la dimensione, il rapporto tra l’offerta di 
assistenza socio-assistenziale e quella sanitaria, la storia organizzativa. La struttura dove ho iniziato il periodo di 
ricerca sul campo è una RSA (Residenza Sanitario-Assistenziale) che ospita 60 anziani e mostra una valenza 
sanitaria considerevole. Il secondo caso studio è invece rappresentato da una struttura nata come casa 
parrocchiale e trasformata gradualmente in Casa Protetta (CP) – con alcuni posti di Casa di Riposo – 
caratterizzata da una presenza di personale sanitario inferiore alla RSA Argentella. Caratteristica comune di 
entrambe le strutture è quella di essere in un periodo di cambiamento organizzativo che le vede prossime 
all’accreditamento con la Regione di riferimento, l’Emilia-Romagna, per trasformarsi in Casa Residenza per 
Anziani non Autosufficienti (CRA). L’analisi che presenterò si concentrerà su una specifica pratica di cura, quella 
dell’alimentazione, che offre un terreno di analisi particolarmente denso e ricco all’interno del quale è possibile 
osservare in modo chiaro gli incontri e gli scontri tra le diverse logiche di cura e le strategie e le contraddizioni 
che questi comportano. Essa sarà presentata come pratica “che àncora” le altre pratiche, in quanto pioniera di un 
“fare” complesso ed eterogeneo che abita l’intero mondo della cura e trascina con sé le trasformazioni di altre 
pratiche. Approfondirò la storia degli stravolgimenti che hanno investito la pratica dell’alimentazione e porrò 
l’attenzione analitica su una delle forme che tale pratica è solita acquisire, ovvero quella artificiale. Il farsi 
artificiale dell’alimentazione comporta trasformazioni rilevanti sia sui corpi curati (relativamente agli aspetti 
fisico, relazionale e simbolico) sia sugli scambi alla base delle pratiche di cura. Oltre a ciò, tale pratica mi 
permetterà di mettere in luce una dinamica sempre più diffusa nei setting studiati che vede la costruzione di 
barriere non solo tra i corpi degli attori che abitano la scena della cura, ma anche tra questo ambiente e il mondo 
esterno. Da ultimo, il prolungamento delle possibilità di vita prodotte dalla performatività dell’alimentazione 
artificiale, mi indurrà a una riflessione sugli effetti che tale pratica di cura produce nell’ambito della scelta in 
situazione, che verrà letta in relazione ai temi della prevenzione e del rischio. 
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"(Re)-Designing Doctors": Identity work and practice work in the Italian primary healthcare 
system 
Marco Bottura (EM Lyon Business School) 
 
Health care, as many other industries, has undergone organizational and institutional changes in the last few 
decades. Primary health care has been significantly touched by this change, obliging policy makers to take it in 
account and redesign National HealthCare systems according to the changing needs (Starfield, Shi, & Macinko, 
2005). Nonetheless, primary healthcare has also been partially neglected in the organizational literature which 
has mostly focused, for instance, on the role of technological (Barley, 1996) and professional relations inside the 
hospitals (Kellogg, 2009). On the contrary of organizational studies, healthcare management literature already 
developed a number of studies about the different types of Physician’s associations, their connection with the 
broad National Healthcare System and the performance derived from the associative efforts. Regarding the level 
of association, Cavallo et al. (2001) shown that, since the beginning of 2000, all regional systems have started to 
incentivize different types of GPs’ associations through their Local Heath Authorities (LHA), in a heterogeneous 
way depending also on political and institutional environment. Moreover, Mascia, Cicchetti and Damiani (2013) 
tested the performances of the GPs associations regarding the adoption of Evidence Based Medicine guidelines 
through the network of professionals. Fattore et al. (2009) and Mascia and Cicchetti (2011) studied the role of 
social capital and structural holes in the adoption of EBM and GPs’ prescription behaviors and Fattore & 
Salvatore (2010) illustrated the homophile driven antecedents in GPs’ associations. With our work we aspire to 
complement the existent health management literature about GPs’ associative forms, with more sociological 
analysis based on institutional accounts. Our in-depth qualitative approach is aimed at capturing two distinct but 
related aspects of this institutional change, in which a traditional “profession” (Meyer & Bromley, 2013: 373), 
seen as an institution in the field, has been re-designed through processes of identity work (He & Brown, 2013; 
Ibarra & Barbulescu, 2010; Sveningsson & Alvesson, 2003) and practice work (Zietsma & Lawrence, 2010: 190). 
In our empirical context, identity and practice work imply a reconfiguration of Abbott’s professional Jurisdiction 
(1988), a redefinition of the professional central task and therefore of the characteristic professional practices; 
based also on the different organizational forms selected by the group of GPs and on the re-organization of the 
practices connected with them; bringing back the importance of organizational design (Greenwood & Miller, 
2010) as an outcome impacting factor. 
Empirical setting, sample and methods 
Empirically, we decided to concentrate our study about institutional work and the reshaping of the medical 
profession in the Italian primary healthcare system. Primary health care, in Italy, has changed in the last few 
decades passing from a mostly centralized and politically controlled organization to a regional based system in 
which the accent on “managerialization”, of both the bureaucracy and physicians’ associations, are more 
heterogeneous (Longo & Vendramini, 2001). In order to do this, we decided to focus our fieldwork in the Emilia 
Romagna primary care system, a region with an historical tradition of associative life, and in particular on the 
Local Heath Authority (LHA) with the minimum level of association among GPs, allowing us also to see possible 
development. In this region has been introduced since some years an additional organizational level that 
compulsory groups together all the general practitioners of a district in a so called “Nucleo di Cure Primarie” 
(Primary Care Kernel); in order to achieve, at least as a policy objective, the spreading of best practices and 
widen the time and offer of primary care for patients on the territory. This additional structure will be further 
interesting for our research because it will add an interaction effect of the group (and therefore the identity and 
practice work enacted by its members) with the communal structure, in the relationship with the other 
professionals of the district. The sample of this first phase of the study is composed by all the GPs within one 
NCP (around 15 GPs). We proceeded to interview them with semi-structured interviews and we also shadowed 
some scheduled meeting of the NCP and starting to collect some network data for a possible quantitative 
integration of our analysis. Regarding the qualitative method used in our analysis, we have just started to employ 
a standard coding procedure for qualitative interview, using an inductive process that will allow us to iterate 
between the data and emergent themes, developing a theoretical baseline, important for under examined fields 
as ours (Bromley & Powell, 2012). The Following step of the content analysis will consist of three main stages 
that include first order open coding of the transcript interview, with Nvivo 10, creating second-order categories, 
and then developing a series of aggregated conceptual themes along with reliability checks. 
Potential contributions 
Theoretically our contribution to the field of institutional work will follow the call for novel institutional work 
research (T. B. Lawrence et al., 2013); focusing our attention on answering to the “how” and “who” (p. 1029) 
questions, in order to give an account of the change of the professional institution, in our case the Italian general 
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practitioner. We also think that our analysis could help to better define not just the process of institutional work 
but also the final outcome of it; thing so far mostly neglected (Lawrence et al., 2013). The explication of the final 
outcome of the institutional work will be illustrated combining the evidences resulting by our qualitative analysis 
regarding the identity work and practice work enacted by the GPs in the process of institutional change. We think 
that our analysis on the identity work shown by GPs will help to enrich the literature of organizational identity 
and organizational identification (He & Brown, 2013), focusing on the importance of designing (Greenwood & 
Miller, 2010) a new organization in order to properly reconfigure the jurisdiction (Abbott, 1988) of the 
profession of physician. Moreover our analysis on practice work will follow the route recent organizational 
literature retaking in account the importance of decoupling (Meyer & Rowan, 1977) in institutional studies and 
focusing on a more process oriented view (Bromley & Powell, 2012) of this long lasting concept, helping to 
understand how practices are employed, modified or rejected by professionals. 
 
 
Il progetto della casa sensibile – Designing the SenseAble Home Progettare e ri-progettare gli 
ambienti domestici per gli anziani di oggi e domani. 
Matteo Zallio; Casiddu Niccolò and Claudia Porfirione (Università di Genova) 
 
Diversi studi dimostrano come l’ambiente ed il contesto in cui si vive, proprio come la forma familiare, 
costituiscono un fattore decisivo per il benessere psico-fisico dell’anziano. L’analisi dei bisogni e dei consumi 
delle persone anziane, nonche ́ la valutazione del rapporto tra l’utente anziano e le tecnologie, sono gli elementi 
principali che serviranno per definire i concetti chiave della progettazione di sistemi integrati e spazi residenziali 
in cui il fruitore si senta a proprio agio in una condizione di serenita ̀ psico-fisica. La cultura del Design, deve 
orientarsi alla ricerca e all’individuazione di quelle soluzioni che ottimizzino la risposta ai bisogni delle persone 
anziane con lo scopo di sostenerne l’autonomia e l’indipendenza attraverso supporti, ausili e stimoli relazionali, 
ambientali, tecnologici ed assistenziali. All’interno del contesto abitativo le tecnologie ICT3, ancora non entrate a 
far parte a pieno titolo della dotazione standard di base delle abitazioni, diventano di primaria importanza per 
integrare ed automatizzare i dispositivi degli edifici e degli ambienti di vita che, essendo sempre piu ̀ complessi e 
“intelligenti” assumono il ruolo di fondamentali strumenti di supporto tecnologico per la vita delle persone. 
L’approccio progettuale per l’habitat residenziale proposto tende a sviluppare un sistema di Home Sensing e 
Home Actuating, in coerenza e complementarieta ̀ con quanto proposto per la SenseAble City4. 
E ̀ possibile quindi traslare l’idea della SenseAble City alla dimensione abitativa, definendo un sistema intelligente 
che attraverso meccanismi programmati di Home Sensing ovvero sentire, percepire, capire e di Home Actuating 
ovvero attuare, rispondere, realizzare, soddisfa una parte delle necessita ̀ individuate dall’utente, semplicemente 
“imparando” dalle abitudini, dalle usanze e dalle impostazioni involontarie che riceve continuamente. Punto 
nodale per la realizzazione di uno scenario attuabile nell’immediato e ̀ l’integrazione dei sistemi con l’ambiente e 
l’interfaccia di utilizzo dei device di controllo per l’utente. 
1 Apolone G., Mosconi P., Ware J., Questionario sullo stato di salute SF-36. Manuale d'uso e guida 
all'interpretazione dei risultati, Guerini e Associati, 2000. 
2 A cura di I. De Munari, G Matrella, P Ciampolini, AAL in Italia, Il primo libro bianco, 2012, Vicenza, TgBook. 
3 Acronimo di: Information and Communication Technology. 
4 Paradigma proposto da Carlo Ratti, Architetto, Professore al Massachussetts Institute of Technology, direttore 
del Senseable City Lab. 
Il caso studio diventa fondamentale per individuare e sperimentare quelle soluzioni applicabili a differenti 
tipologie di abitazioni, per renderle sicure, funzionali, accoglienti, inserendo tecnologie per il monitoraggio, 
l’assistenza ed il controllo ambientale, mantenendo sistemi facili da usare per persone non particolarmente 
“agili” nell’utilizzo delle nuove tecnologie. L’obiettivo principale e ̀ l’ottimizzazione delle risorse, attuabile con 
l’introduzione di adeguate Active-Technologies. Grazie alla centralizzazione degli impianti, e ̀ possibile ottenere 
numerosi e fondamentali vantaggi, tra cui l’aumento del comfort percepito, il miglioramento del consumo e la 
relativa ottimizzazione delle risorse energetiche, l’aumento del livello di sicurezza, di autonomia e di controllo 
della persona e dell’ambiente. Attuando una serie di good-practices del Design sara ̀ possibile favorire il 
diffondersi di una nuova cultura del progetto, che possa portare ad un miglioramento del sistema del welfare 
assistenziale sostenibile e che garantisca la riconoscibilita ̀ dei diritti della persona anziana, tra i quali il 
mantenimento di un ruolo attivo e la partecipazione alla vita della comunita ̀ in ogni fase della vita. 
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Le pratiche connettive nella gestione della salute dei cittadini immigrati: il ruolo del mediatore 
linguistico-culturale come boundary subject 
Paolo Rossi and Mara Tognetti (Università di Milano Bicocca) 
 
L’idea che l’accesso dei cittadini ai servizi sanitari si possa interpretare come l’incontro tra domanda (nel senso di 
fabbisogno assistenziale individuale e collettivo) e offerta di servizi (da parte delle istituzioni pubbliche e di 
organizzazioni di diversa natura) è stata da tempo superata [Levesque et al, 2013; Rummery e Glendinning, 
2000]. L’utilizzo di servizi di welfare, tra i quali i servizi sanitari, è oggi interpretabile come un processo di 
costruzione sociale degli utenti [Rosenthal e Peccei, 2006], nel quale un insieme eterogeneo di fattori di natura 
sociale incide sia nella definizione delle opportunità di accesso, che nelle pratiche professionali e organizzative 
di provision di interventi e prestazioni assistenziali [Goddard e Smith, 2001]. In questa prospettiva, l’accesso dei 
cittadini stranieri ai servizi sanitari genera una serie di sfide specifiche per i professionisti e le organizzazioni che 
operano in tale settore. Infatti, le dinamiche di interazione tra utenti stranieri e professionisti possono risentire 
“funzionalmente” di alcuni elementi di criticità, legati alle difficoltà linguistiche, alle diverse abitudini sanitarie e 
alle differenti aspettative degli utenti, nonché alle discrepanze nelle forme di compliance degli stessi utenti alle 
prassi professionali ed organizzative in uso. Inoltre, l’accesso degli utenti stranieri ai servizi sanitari rappresenta 
una sfida anche sul versante istituzionale, in quanto questo processo può essere interpretato come una delle fasi 
(e/o componenti) del percorso di inclusione sociale di tali individui nel paese di immigrazione [Pasini, 2004]. Al 
riguardo, è opportuno considerare che parlare di utenza straniera in termini generici potrebbe essere fuorviante. 
Una simile espressione rischia di fornire un’immagine di omogeneità di tale categoria, utile soltanto a 
distinguerla, in una logica dicotomica, dall’altrettanto ambigua categoria dell’utenza autoctona. Viceversa, 
l’utenza straniera è estremamente composita e sfaccettata. In quella che viene definita l’era della “super-
diversità” [Phillimore, 2011], gli elementi che contribuiscono a differenziare e rendere eterogenea la cosiddetta 
utenza straniera sono sempre più rilevanti: la condizione lavorativa e economica, il percorso migratorio e 
l’appartenenza alla prima o alle successive generazioni di migranti, il riconoscimento amministrativo e 
istituzionale della condizione di cittadinanza, l’origine etnica e così via. In un simile scenario, le traiettorie di 
accesso e le dinamiche di utilizzo dei servizi sanitari da parte dell’utenza straniera presentano pertanto una 
molteplicità di elementi di differenziazione. Ciò, sotto molti aspetti, amplifica la valenza sfidante, sul piano 
professionale, organizzativo e istituzionale, di questo processo. Alla luce di queste considerazioni, il paper 
intende proporre una riflessione sul ruolo giocato dai mediatori linguistico-culturali (MLC) nella relazione tra 
pazienti stranieri, professionisti e organizzazioni. La figura del MLC è centrale in queste interazioni e assume, in 
particolare, una rilevanza cruciale nelle fasi di accesso ai servizi. Il ruolo del MLC è stato esaminato 
prevalentemente nella sua dimensione funzionale, mettendo in rilievo le numerose implicazioni che la sua 
posizione e la sua azione assumono nel rapporto tra paziente e professionista [Farini, 2012]. Il tema che il paper 
intende invece focalizzare è l’idea del MLC come boundary subject tra utente, professionisti e organizzazioni 
diverse. Il concetto di boundary subject [Huzzard, Ahlberg e Ekman, 2010] deriva espressamente dal concetto 
di boundary object [Star e Griesemer, 1989] e connota l’agire di quei soggetti che si trovano in una posizione di 
confine tra diversi contesti organizzativi. L’elemento distintivo della loro azione non risiede esclusivamente nella 
collocazione in una posizione di frontiera, bensì nell’opera (continua e performativa) di attraversamento e 
connessione tra i differenti contesti. In questo senso, i MLC si contraddistinguono per la trasversalità della 
propria azione, che è al contempo situata e connettiva. Questa convinzione emerge dall’analisi dei dati raccolti 
nel corso di una più ampia ricerca condotta sul tema dell’accesso ai servizi sanitari da parte della popolazione 
straniera[1]. La ricerca ha preso in considerazione i reparti di maternità e ostetrico-ginecologia di tre ospedali 
della città di Milano e altrettanti consultori famigliari integrati (CFI) della stessa città. In ciascuno dei contesti 
organizzativi è stato esaminato, attraverso la raccolta di interviste semi-strutturate, l’evolversi delle dinamiche di 
relazione tra pazienti stranieri, operatori e professionisti. L’indagine si è concentrata sull’utenza femminile di 
nazionalità cinese, marocchina e filippina (si tratta dei gruppi di immigrati con i più elevati livelli di 
insediamento nella città di Milano negli anni recenti). Le interviste realizzate a professionisti e pazienti hanno 
messo in evidenza la centralità del ruolo del MLC, sia nella fase più circoscritta di interazione inerente una 
prestazione medica, sia come riferimento per la connessione di differenti contesti organizzativi, nonché per 
l’opera di orientamento dei pazienti rispetto alla complessità della rete di offerta di servizi sanitari territoriali. Il 
MLC si profila quindi come un boundary subject perché la sua azione, oltre a facilitare l’interazione tra utenti e 
organizzazioni, oltrepassa i confini delle organizzazioni, alimentando lo scambio e la condivisione di 
informazioni, allineando pratiche professionali e prassi culturali talvolta divergenti e, infine, promuovendo 
percorsi di empowerment dei pazienti che, indirettamente, interessano anche i professionisti. Questa polivalenza 
è resa possibile anzitutto dal fatto che molti MLC lavorano per diverse organizzazioni e ruotano settimanalmente 
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tra di esse. In tal modo, l’opera di connettività della loro azione è favorita da questa condizione di pluri-
appartenenza lavorativa. La declinazione del concetto di boundary subject appare quindi particolarmente 
calzante per gli MLC che operano per le organizzazioni studiate, sia per la loro specifica attività, sia per la 
condizione di multi-situatedness della stessa (che per molti altri aspetti si accompagna ad una situazione di 
precarietà lavorativa). L’analisi del ruolo degli MLC rivela tuttavia la fragilità delle dinamiche di inclusione 
promosse a livello istituzionale. Il risvolto dell’azione connettiva svolta da questi soggetti è infatti l’assenza di una 
dinamica di governo delle iniziative atte a favorire l’accesso dell’utenza straniera alla rete di servizi sanitari 
presente nel territorio. Questa criticità è più contenuta nel caso dei CFI, che dipendono dalla medesima Azienda 
Sanitaria Locale (ASL), mentre è assai più pronunciata nel caso degli ospedali, nonché nelle relazioni tra CFI e 
ospedali. Le iniziative promosse dai singoli ospedali (specifici centri di accoglienza, varie forme di comunicazione 
organizzativa, introduzione di figure come assistenti sociali nei reparti e così via) sembrano emergere da bisogni 
localizzati (a livello di quartiere) o da istanze competitive (riconducibile alla particolare architettura del sistema 
sanitario regionale). Esse sono prive di una regia tecnica ed istituzionale e ciò favorisce e sollecita l’azione di 
queiboundary subjects che, quasi accidentalmente, si muovono tra esse. L’azione dei MLC come boundary 
subjects si spiega, quindi, sia per la particolare conformazione e finalità della loro attività, sia per la peculiare 
architettura istituzionale del contesto inter-organizzativo nel quale essi si collocano. La gestione della salute 
dell’utenza straniera, nella sua eterogeneità e complessità, si può dunque comprendere anche considerando 
l’azione performativa di tali soggetti e il particolare allineamento che essa trova (e in parte riproduce) nelle 
frammentate politiche di inclusione sociale promosse dalle strutture sanitarie. 
La ricerca è parte di un progetto PRIN denominato “La costruzione della cittadinanza delle donne immigrate tra attese, 
comportamenti e culture organizzative nei servizi sociali e sanitari” sviluppato dal Dipartimento di Sociologia e Ricerca 
Sociale dell’Università di Milano Bicocca (coordinatore: prof.ssa Mara Tognetti). La ricerca rientra nel progetto PRIN 2009 
“Le condizioni del riconoscimento. Genere, Migrazioni, spazi sociali: cittadinanza di genere, transculturazione degli spazi 
sociali traiettorie di vita dei migranti nei contesti urbani italiani” coordinato a livello nazionale dalla prof.ssa Franca Bimbi 
dell’Università di Padova. 
 
 
Una tutela “by design” del diritto alla salute. Prospettive di armonizzazione giuridica e 
tecnologica 
Raffaella Brighi and Maria Gabriella Virone (Università di Bologna) 
 
Nel corso dell’ultimo quindicennio sono molteplici gli aspetti esaminati dalla Commissioneeuropea e dai Governi 
nazionali al fine di creare società inclusive, caratterizzate da buona salute edalti livelli di servizi erogati. La 
razionalizzazione della spesa sanitaria pubblica, l’organizzazione disistemi complessi, la collaborazione tra i 
professionisti della salute attraverso strumenti ditelemedicina, l’accesso alle informazioni da parte degli utenti, la 
disponibilità dei dati sanitari deipazienti sono solo alcuni esempi. Queste sfide caratterizzano in modo 
particolare la societàmoderna, connotata dai fenomeni di mobilità internazionale, multiculturalismo e 
multilinguismo. Leimplicazioni di tale realtà, tra cui quelle legate alla cura, sono estremamente importanti tanto 
per ipolitici quanto per i pazienti.Garantire l’equità di accesso al servizio sanitario, una migliore qualità 
dell’assistenza, lacontinuità delle cure (anche in relazione al progressivo invecchiamento della popolazione ed 
allaprevalenza di malattie croniche) sono alcuni degli obiettivi fissati nell’Agenda digitale europea, inattuazione 
della strategia “Europa 2020”, raggiungibili, tra l’altro, grazie alla diffusione di servizi ditelemedicina. Come 
sottolineato nel rapporto “Redesigning health in Europe for 2020”, conclusonel 2012 dall’eHealth Task Force, un 
utilizzo sistematico e ad ampio raggio delle TIC nel settoresanitario è di estrema rilevanza: le nuove tecnologie, 
infatti, contribuiscono al raggiungimento di unevidente processo di cambiamento, traducibile in risultati 
concreti, quali, ad esempio, un eserciziodel diritto sull’accesso ai dati da parte dei pazienti più efficace, la 
pubblicazione di dati sanitari deidentificatida parte della P.A., una maggiore trasparenza dei sistemi sanitari e la 
riduzione dellediseguaglianze sociali.Tenendo conto del quadro delineato, questo studio affronta il tema del 
design di infrastrutturesanitarie, esaminando il ruolo che il dato sanitario, digitalizzato e tradotto in sequenze di 
bit,assume per il paziente e per la collettività nei nuovi scenari di cura.Le infrastrutture tecnologiche per la 
gestione della salute anche fuori dalle istituzioni sanitarie(strumenti determinanti per le cure domiciliari), i 
sistemi di Personal Health, i sistemi di eHealthtradizionali localizzati in ASL e AO, operano su “dati”, creando, 
memorizzando e scambiandocontinuamente informazioni inerenti la salute. Molti dei sistemi progettati per la 
cura a distanza,siano essi reti di sensori, strumenti che aiutano il paziente ad assumere correttamente i farmaci 
odispositivi di telesalute e reti sociali per il collegamento del paziente con specialisti, parenti edamici, 
collezionano e trasmettono, infatti, un elevato numero di dati. Alcuni operano in maniera piùdiscreta (è il caso 
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degli strumenti event-based che svolgono un’azione al verificarsi di una specificacondizione), altri, invece, in 
modo più invasivo, registrando e trasmettendo durante l’uso flussicontinui di informazioni.La grande quantità di 
dati, anche personali e sensibili, che questi strumenti generano, concorre acostruire una vera e propria “identità 
elettronica dei pazienti” frutto della rappresentazioneinformatica. Il ruolo che tale identità assume è poliedrico: 
attraverso di essa, infatti, vengono erogati automaticamente servizi o applicati protocolli clinici. Inoltre, i profili 
creati da applicazioni didiverso tipo e per motivi differenti, aggregati e combinati tra loro, possono fornire, o 
meglio “ricostruire”informazioni nuove rispetto a quelle originariamente salvate nei sistemi informativi.Il valore 
che il dato sanitario assume è, dunque, fondamentale. In particolare, esso è strettamentecollegato alla capacità di 
raccogliere, analizzare e interpretare la conoscenza che trasporta.Nell’ultimo decennio, in ambito scientifico-
tecnologico, vari studi hanno definito modelli peresprimere in modo formale la semantica dei dati, con l’obiettivo 
di produrre un’informazione il piùpossibile condivisibile, accessibile ed integrabile, a fronte del proliferare di 
piattaforme chiuse eframmentarie. Molti progetti, nazionali ed europei, hanno promosso la creazione di 
infrastruttureinteroperabili (ad esempio epSOS project) e l’uso di standard medici (come HL7, DICOM, 
MLMs,GLIF etc.) allo scopo di garantire una migliore qualità ed efficacia delle cure in un contestocaratterizzato 
da una forte mobilità transfrontaliera.È, altresì, importante evidenziare che dalle nuove infrastrutture per la cura 
a distanza provieneanche un potenziale informativo sui comportamenti dei cittadini, utile per finalità secondarie 
disanità pubblica, quali l’organizzazione più efficiente ed efficace di servizi, la razionalizzazionedella spesa, la 
ricerca scientifica etc. Per tale ragione alcuni auspicano l’apertura dei dati sanitari,apertura che non 
riguarderebbe esclusivamente le informazioni già a disposizione dei sistemisanitari nazionali (come i dati 
gestionali), ma anche quelle raccolte in Electonic Health Record ePersonal Health Record.Il dato sanitario è, 
quindi, elemento essenziale nella protezione e promozione della salute, inquanto portatore di informazioni che 
possono rivelarsi decisive sia per i processi diagnostici e dicura del singolo sia per la salute della comunità. Al 
contempo, però, la sua gestione digitalizzatanon deve costringere il cittadino a rinunciare alla propria sfera 
intima ed alla propria riservatezza;un’eccessiva intrusione nella dimensione personale può, infatti, portare il 
paziente al rifiuto delletecnologie impiegate, con il conseguente fallimento del percorso di cura. Da qui, la 
necessità diprogettare framework, giuridici e tecnologici, che tutelino i diritti fondamentali 
delcittadino/paziente.Le analisi giuridiche e tecniche evidenziano il bisogno urgente di definire modelli armonici 
chefavoriscano un impiego dei dati sanitari tale da garantire sia gli interessi del paziente sia gli interessidella 
collettività; tre sono le direzioni strategiche individuate a questo fine: (1) l’armonizzazionedelle norme, (2) 
l’armonizzazione delle regole tecniche e giuridiche, e (3) l’armonizzazione deldesign degli strumenti informatici e 
tecnologici.In riferimento ai profili normativi, è particolarmente interessante richiamare il processo direvisione 
della direttiva del 1995 in materia di protezione dei dati personali, avviato il 25 gennaio2012 (ed ancora in 
essere) dalla Commissione Europea con la proposta di una “General DataProtection Regulation” per armonizzare 
le regole esistenti sulla privacy in accordo con i progressitecnologici e i nuovi metodi di collezione, accesso ed 
utilizzo dei dati.In questa direzione, una grande attenzione è posta sull’adozione delle Privacy 
EnhancingTechnologies e sull’implementazione dei principi della Privacy by Design, il cui presupposto è chelo 
strumento informatico debba essere progettato in modo tale da contenere gli abusi di datipersonali e sensibili dei 
pazienti, attraverso opportune limitazioni d’uso e trattamento. Le regolesulla privacy devono, in quest’ottica, 
diventare un’impostazione di default ed essere integrate neldesign delle infrastrutture tecnologiche, affinché i 
dati dell’utente siano salvaguardati a priori daisistemi stessi. Sinteticamente, i principi che sottendono il 
suddetto approccio sono: prevenzionepiuttosto che rimedio; protezione dell’intero ciclo di vita del dato; visibilità 
e trasparenza e unavisione positive-sum che non costringa a scegliere tra funzionalità e privacy.Il paziente 
assume, dunque, un ruolo centrale non soltanto in quanto beneficiario finale dellemisure considerate, ma anche 
in quanto artefice del rispetto della privacy, possibile grazie astrumenti privacy-friendly. I principi della data 
minimization, la separazione tra identificazione econtenuto dei dati, l’uso di pseudonimi e di tecniche di 
anonimizzazione nonché la cancellazionedei dati personali in tempi brevi, attuano un vero e proprio meccanismo 
di prevenzione, che rende leinformazioni adatte anche per usi secondari. Implementare la “Privacy by default” e 
la “Privacy byDesign” è, pertanto, una strategia “win/win” che può facilitare nel design di nuove infrastrutture 
perla gestione della salute, consentendo di raggiungere un buon bilanciamento tra esigenze di curaindividuale, 
tutela di diritti fondamentali del paziente e interessi di salute pubblica. 
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Pratiche di welfare nel terzo millennio: verso l'integrazione sociosanitaria tra organizzazioni, 
tecnologie e professionisti. 
Roberto Lusardi (Università di Bergamo) 
 

Le pratiche di cura, nelle società europee, stanno virando da modelli basati sulla centralità della struttura 
ospedaliera a modelli basati sulla complementarità tra ospedali ad alta specializzazione, servizi sociosanitari 
territoriali, soggetti del terzo settore e una pluralità di altri attori sociali provenienti dalla società civile. Questo 
passaggio sta configurando nuovi scenari di presa in carico, di assistenza e di trattamento in cui le pratiche 
risultano sempre più eterogenee, policentriche e frammentate, sia spazialmente sia temporalmente (Allen, 
2009). Il termine stesso "pratiche di cura" rende conto solo parzialmente della complessità dei fattori attraverso i 
quali si realizzano i percorsi di assistenza e trattamento sanitario e supporto socio-assistenziale ed economico 
che compongono il welfare del terzo millennio. La ridefinizione della mappa degli attori sociali, delle 
competenze, degli strumenti tecnologici ed organizzativi per raggiungere l'effettiva integrazione tra le due anime 
del welfare (quella sanitaria e quella sociale) è tuttora in divenire (Tousijn, 2012). Nel mio intervento intendo 
illustrare come gli artefatti tecno-organizzativi possono facilitare od ostacolare il processo di integrazione tra 
mondo sociale e sanitario che contraddistingue le nuove "pratiche di welfare", sempre più orientate a costruire 
un ponte tra i tradizionali spazi di cura (in primis gli ospedali) e i concreti luoghi di vita delle persone. Discuterò 
infatti i risultati di uno studio etnografico, finanziato dall'Agenzia Sanitaria e sociale dell'Emilia Romagna, sulle 
pratiche di welfare realizzato in due città emiliane: Modena e Bologna. L'obiettivo del mio lavoro è stato far 
emergere i processi socio-organizzativi situati attraverso i quali si realizza l'integrazione sociosanitaria. In 
entrambi i campi empirici ho realizzato un periodo di osservazione partecipante presso i servizi sanitari e sociali 
e diverse sessioni di shadowing dei principali attori professionali coinvolti in tali servizi, ovvero infermiere 
domiciliari, assistenti sociali e responsabili dell'attività assistenziale. L'analisi comparativa dei dati mostra due 
realtà radicalmente differenti, nelle quali l'integrazione sociosanitaria assume connotazioni diverse, in 
particolare nell'accompagnamento dei pazienti anziani al momento della dimissione ospedaliera, uno dei 
momenti più delicati nelle traiettorie di welfare. Utilizzerò due metafore per sintetizzare le caratteristiche salienti 
dei due casi: i binari ferroviari nel caso bolognese e la rotatoria stradale nel caso modenese. A Bologna, la 
componente sociale e quella sanitaria si muovono indipendentemente su binari paralleli, con scarse occasioni di 
contatto tra i servizi e i professionisti afferenti. Entrambe procedono nella stessa direzione, individuando i 
bisogni della persona e provvedendo ad erogare i rispettivi servizi. L'incontro tra le due componenti avviene nella 
"stazione di partenza", in cui vengono raccolte e distribuite, principalmente attraverso supporti informatici, le 
informazioni circa i bisogni delle persona e modalità di erogazione dei servizi e in quella di arrivo, al domicilio 
della persona o presso la struttura in cui è stata ricoverata. Nella "stazione di arrivo", l'integrazione si incarna nel 
corpo e negli spazi di vita del paziente stesso, attraverso la realizzazione dei rispettivi interventi. Non vi è quasi 
mai simultaneità nell'erogazione dei servizi pertanto il contatto tra i due mondi è prevalentemente simbolico. I 
binari incrociandosi solo occasionalmente, in alcuni momenti istituzionalizzati. A Modena, le due componenti 
convivono sia istituzionalmente sia fisicamente all'interno dello stesso servizio, il cui mandato è definito da 
norme organizzative elaborate congiuntamente dall'Azienda Sanitaria Locale e dal Assessorato alle Politiche 
sociali, sanitarie e abitative del Comune di Modena, così come il traffico in una rotatoria è regolato dal codice 
della strada, conosciuto da tutti gli automobilisti. I due gruppi agiscono seguendo corsie parallele, i cui confini 
non sono sempre delimitati in modo netto ma che la consuetudine ad interagire ha reso familiari per entrambi. 
La metafora della rotatoria stradale vuole esprimere anche un certo grado di autorefenzialità che il servizio ha 
sviluppato, per il quale l'integrazione interna si è consolidata a discapito di quella esterna, con gli altri servizi 
territoriali sociali e sanitari. Dicotomizzando le modalità di coordinamento nei due contesti, il primo appare 
prevalentemente digitale e il secondo più marcatamente analogico. L'integrazione a Bologna infatti è demandata 
principalmente a due artefatti, uno organizzativo e uno tecnologico: il primo è costituito dalla Unità di 
Valutazione Geriatrica  e il secondo è l'infrastruttura gestionale informatica, denominata GARCIA. Si tratta di un 
coordinamento di tipo puntiforme, non continuo, in cui l'interazione tende ad essere gerarchicamente 
preordinata e circoscritta a specifici contesti e canali interattivi. L'integrazione a Modena sembra invece avvenire 
per "contaminazione" reciproca dei due mondi, a causa della costante permanenza all'interno dello stesso 
contenitore organizzativo e dell'esposizione congiunta al problem solving quotidiano. Condizioni strutturali 
(prossimità logistica, Unità di Valutazione Multidimensionale e Unità Operativa Locale) e rituali collaborativi 
(riunioni mensili d'equipe e routine informali) alimentano questo processo di contaminazione che ha condotto 
ad una ibridazione delle culture professionali, verso la definizione di un tessuto culturale più omogeneo e 
condiviso. Da un lato questi elementi sembrano facilitare l'integrazione sociosanitaria all'interno del servizio, 
mentre contemporaneamente problematizzano le interazioni con l'esterno, con i servizi sociali territoriali e i 
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servizi sanitari territoriali e ospedalieri, esclusi dai processi di costruzione e consolidamento della cultura 
comune. L'analisi comparativa dei due casi mostra come lo stesso obiettivo organizzativo si concretizzi in 
differenti modalità operative, in cui la diversa articolazione delle risorse (organizzative, tecnologiche e 
professionali)  genera pratiche di welfare che rispondono in modo differente ai bisogni della popolazione anziana 
dei due contesti cittadini. Intendo porre l'accento anche sul diverso ruolo delle tecnologie informatiche nei due 
contesti, partendo dai principi ispiratori che hanno guidato la realizzazione delle piattaforme per mostrare come 
le diverse modalità di coordinamento possano condizionare le pratiche di welfare.  
Allen, D. (2009), From boundary concept to boundary object: The practice and politics of care pathway 
development, in "Social Science & Medicine", 69(3), 354-361. 
Tousijn, W. (2012). Integrating health and social care: Interprofessional relations of multidisciplinary teams in 
Italy. Current Sociology, 60(4), 522–537.  
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+TUO Project 3D Printers as tool for co-design with and for users with Rheumatic Diseases 
Francesca Ostuzzi, Silvia Ostuzzi, Valentina Rognoli and Marinella Levi (Politecnico di Milano)  
 
For people living with an on-going condition occupation is important to perceive good health and to support a 
process of empowerment. Adopting assistive devices supports daily activities and facilitates the occupation. 
Involving actively the end users in the creation process can bring advantages such as meeting more precisely 
their needs.The problem we outline is focused on the production phase, infact industrial mass production cannot 
always meet the need of everyone. This presented study aims to identify opportunities and limits deriving from 
the introduction of use of 3D printing (3DP) open source technologies in codesign processes involving 
codesigners with Rheumatic Diseases. We also outline in the paper some needed adjustments to previous 
validate methods of codesign.  The method shown in the paper consists of two different codesign / coproduction 
stages anticipated by a preliminary stage. STAGE 1 stimulates codesigners to work on the doing creativity level 
and/or the adapting one [Sanders, 2009], and its goal is to introduce the technology and stimulate creativity. 
STAGE 2 –taken after a period of ideas/stimuli incubation- will be open to creativity at all levels. The stages can 
be iterated. By the introduction of 3DP technologies some advantages are proposed: Less manuality needed. No 
differences between prototypes and products. The user is involved in the whole design process. Possibility to 
create unique (but replicable) products. Creation of a community. Also some disadvantages raise: the need of a 
common vocabulary (shared between designers, partecipants, occupational therapists, researchers) to better 
understand the technologies and to work in a such specific context of impairments; the need to clarify which are 
the usable tools in this scenario; etc. In conclusion this study highliths as the introduction of 3DP in codesign 
processes with people with disabilities is a real challange that can bring to new products and solutions. This topic 
should be deeply explored to better understand advantages, limits and methodological implications. 
 
 
How to enroll and mobilize vulnerable actors in co-designing activities 
Hanne Lindegaard and Signe Pedersen (Aalborg University) 
 
How to enrol and mobilize vulnerable actors in co--‐design activities --‐ 1:1 mock--‐ups as mediators. How is it 
possible to enrol, engage and mobilize social vulnerable groups in co--‐designing processes? How do we stage the 
enrolment and mobilize knowledge sharing processes? In the paper we present, analyse and discuss two design 
experiments engaging and facilitating dialog processes with vulnerable actors as drug users and children with 
disabilities. In the experiments the designers used 1:1 mock--‐ups early in the process and we discuss how these 
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‘objects’ mediate translations (Latour 2005). The use of mock--‐ups (Brandt 2007) help the designers to facilitate 
a dialogue and knowledge sharing process with ‘non--‐standard’users. By using the theoretical concepts of 
mediators vs. intermediaries (Latour 2005) and the four phases of translations: Problematisation, 
Interessement, Enrolment and Mobilization (Callon 1991) the paper unfolds how field studies, design thinking 
and co--‐design activities are helping the designers to give voice to less privileged groups. In the project 
‘Mobilizing enjoyable therapy’ a design team wanted to enrol a group of children with disabilities in design 
activities. The children were riding ponies as a therapy activity to improve balance, co--‐ordination and reducing 
spasms. But the research and field studies showed no enjoyment or experience for the children. The focus on 
‘therapy’ didn’t motivate the disabled children and also the helpers were bored. During development of two 
different 1:1 mock--‐ups the designers involved the children, the helpers and the physical therapist and they co--
-‐developed a hose--‐riding game. A mock--‐up inspired by the game ‘twister’ allowed the participants to co--
-‐develop an experience new therapy activity. In the project ‘Enrolment of vulnerable actors’ a local civil society 
organisation and the social workers wanted to help drug addicts who where injecting drugs on the street in an 
urban area. The idea was to try to find solutions for a ‘safer place’ for the drug users but also for the citizens 
living in the area. The enrolment ‘on location’ seemed to be a method where the design team actually went from 
observing the users (user--‐centred design) to engaging the user (participatory design). The design team involved 
the drug addicts as well as the local CSO at an early stage in the design phase and gave, with help from the mock-
-‐up, voices and engagement to the vulnerables. 
References 
Brandt, E. (2007) How tangible mock--‐ups support design collaboration. In: Know Tec Pol.20:179--‐ 192 
Callon (1991) Callon, M. (1991). Techno--‐economic networks and irreversibility. In J. Law (Ed.), A sociology of 
monsters (pp. 132--‐161). New York: Routledge. 
Latour, B. (1999): Pandora’s Hope. Essays on the Reality of Science Studies .Cambridge, MA: Harward 
University Press, 1999. 
Latour,B (2006) Reassembling the social. An introduction to Actor--‐network--‐Theory. Oxford University Press. 
Star, Susan Leigh, and James R. Griesemer. "Institutional ecology, translations' and boundary objects: Amateurs 
and professionals in Berkeley's Museum of Vertebrate Zoology, 1907--‐39." Social studies of science 19.3 (1989): 
387-‐420. 
 
 
Design partecipato e pratiche della sicurezza nei cantieri. 
Silvia Pericu (Università di Genova) 
 
L'ambito di ricerca proposto analizza il conflitto ormai diffuso nelle pratiche dei cantieri edili per cui esiste 
un'accentuata distanza fra le prescrizioni normative sulla sicurezza e le procedure realmente seguite, una 
distanza tale da rendere necessaria l'individuazione di strategie capaci di stimolare la sensibilità collettiva su 
questi temi all'interno e all'esterno del cantiere per ridurre i rischi di infortuni con approcci alternativi al sistema 
prescrizione/sanzione che ha ottenuto risultati limitati nel corso degli ultimi anni. La necessità di declinare 
strategie di comunicazione, intercomunicazione, informazione e valorizzazione del cantiere impone la 
definizione di nuovi paradigmi, tra cui spicca a livello europeo il progetto di un modello che va verso una 
coscienza condivisa del lavoro in sicurezza, attraverso l’azione attiva e la partecipazione dei lavoratori, modello 
che è in linea con le linee guida promosse dall’Agenzia Europea per la Salute e Sicurezza sul Lavoro. Se 
immaginiamo la normativa sulla sicurezza rivolta ad un utente finale che è il lavoratore, la partecipazione e 
l'interazione di quest'ultimo devono diventare atti fondativi nella definizione dei processi e nel potenziamento 
dell'efficacia delle strategie messe in atto ai fini della prevenzione del rischio. Il metodo applicato proposto è 
quello del design partecipato, attraverso cui si confrontato utenti e progettisti nella definizione di procedure e 
nello sviluppo di dispositivi della sicurezza e artefatti comunicativi. Nell'inverno 2014 sono state condotte diverse 
interviste a lavoratori di cantiere edili di medie dimensioni nel territorio genovese attraverso cui sono stati 
individuate parole ed espressioni chiave riferite alle criticità/punti di forza prevalenti in relazione a situazioni, a 
dispositivi e/o a fasi delle lavorazioni. Sulla base di questo lavoro finalizzato a capire l'utente, comprendendone 
bisogni non solo espliciti ma anche latenti o taciti, si sono definiti alcuni temi o ampi di necessità su cui 
organizzare in una seconda fase un'attività di progetto coinvolgendo un gruppo di lavoro del Corso di Laurea in 
design della Scuola Politecnica di Genova. Cosa accade se i designer/progettisti ripensano i dispositivi impiegati 
nei cantieri e immaginano il progetto coinvolgendo direttamente i lavoratori/utenti che debbono mettere in atto 
le pratiche della sicurezza. Lavoratori e designer possono cercare insieme nuove strade di collaborazione e 
confronto per progettare nuovi apparati della sicurezza e nuovi strumenti, in una logica dove il lavoratore 
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reinventa le sue pratiche, dove il progettista incontra il mondo del cantiere e della trasformazione della città per 
rileggerne le regole in modo creativo. Così dall'analisi delle procedure e dei conflitti si arriva alla definizione di 
linee strategiche e metodologiche di individuazione di strumenti per la costruzione di un dialogo tra i diversi 
attori coinvolti, con lo scopo di valorizzare il cantiere nelle sue diverse fasi di trasformazione del territorio. La 
sperimentazione di soluzioni attraverso attività collaborative utilizzando le competenze degli operatori e del 
design è volta allo sviluppo delle specificità proprie del gruppo di lavoro e dei requisiti prestazionali di prodotti, 
ausili ed accessori per il cantiere attraverso il loro re-design e/o lo sviluppo di nuovi concept per la riduzione dei 
disagi nell’interfaccia cantiere/città. 

 

 

Track 22 
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Knowledge Management Solution Design In Call Centers 
Alessandro Pollini and Maurizio Mesenzani (BSD design) 
 

This paper addresses the role of Customer Relationship Management (CRM) into large international 
organizations and discusses a case study that interweaves work and organisation to the use of artefacts and the 
design of the technological systems. In this work CRM is investigated and advised as a complex socio-technical 
system addressing technical, social, organizational and design issues. The development of CRM is associated 
with customers’ demand for a quick, efficient and cost-effective facility, which can meet many of their needs. To 
satisfy that demand is both an organizational challenge and a design opportunity to affect the organization at 
different levels. The present case study deals with design and deployment of communication and information 
technologies in the workplace to support online customer relations management, and how this relates to 
transformation of organizational procedures. The paper will present the overall design approach, the design 
concept as well as the purposed solution in terms of interaction and organizational models. CRM processes are 
successful only when the knowledge flow is well managed and supported by a combination of technological and 
organizational solutions as well as cultural behaviours. Knowledge Management (KM) in call centers and in 
customer operations becomes a strategic asset making the difference for customers and suppliers. Knowledge 
must be applied to manage each customer case: to understand customer needs and business opportunities, to 
solve problems and to manage relations and issues. In a call center the knowledge management processes are 
designed according to three main drivers: content quality, speed and information usability. These represent only 
a few factors explaining why a knowledge management solution is so important in call centers environments. By 
intervening in the KM system, the project aims to apply the tenet of distributed knowledge in the design of the 
software services that the heterogeneous community of users adopts. A broad variety of professionals is involved 
in the customer operations, like marketing managers, call center team leaders and coordinators, and certainly 
call center operators, as single workers and workgroups. The service and interaction design implementation has 
been particularly enriched by participation and joint build-up of knowledge. The design team defined the 
relevant user requirements and use cases trough activity analysis and user research (i.e. contextual interview and 
focus groups). Such outcomes provided input to the scenario-based design of the interfaces and interaction 
flows. The boundaries of the design space were explored proposing innovative and creative solutions; by 
continuously comparing the results with the target users. The team iteratively refined high-level design concepts 
to progressively incorporate the innovation, organizational, and technical requirements developed in whole 
project. While the service and interaction design gave value-added opportunity for transforming the call centers 
into a smooth solutions-oriented customer relation's workplace, they themselves are often sources of stress. 
Stress-related diseases can affect people productivity and work quality, reducing process and business 
performance in a while. In this sense we can hypothesize a direct link between knowledge and information 
management and the Health and Safety system of call center organisations as future development of the project. 
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Innovare per (ri)allineare pratiche, tecnologie e saperi 
Barbara Pentimalli (Università di Roma La Sapienza) 
 
Il lavoro e le organizzazioni prendono sempre più corpo in oggetti tecnici richiedendo l’apprendimento e la 
padronanza di saperi tecnologici sempre più complessi. Le nuove tecnologie dell’informazione e della 
comunicazione hanno ridisegnato i luoghi di lavoro e lavorare in ‘ambienti tecnologicamente densi’ implica 
l’azione congiunta di attori umani e oggetti tecnologici che devono cooperare e ‘andare d’accordo’. Il paper si 
propone di raccontare la storia di un’innovazione tecnologica cui è stato conferito il ruolo di implementare la 
riorganizzazione del Tribunale per i diritti del Malato (TdM) che raccoglie le segnalazioni dei cittadini sui 
presunti errori medici, fornendo un parere medico-legale sull’eventualità di intraprendere un’azione per ottenere 
il risarcimento del danno subito. L’organizzazione è articolata su tre livelli: una sede nazionale, capofila, che si 
coordina con le sedi regionali, munite di centrali di ascolto, e con le sedi locali, situate negli ospedali. La 
riorganizzazione, veicolata dall’introduzione di un nuovo artefatto, mira a potenziare il livello territoriale e a 
razionalizzare le pratiche di raccolta e codifica delle segnalazioni nelle varie sedi per farle convergere e archiviare 
in un unico database. Situandosi nella prospettiva degli studi sulla scienza e la tecnologia, il paper adotta una 
prospettiva diacronica, simmetrica ed ecologica per ripercorrere la ‘vicenda tecnica’ della nuova Scheda Unica 
nelle sue fasi di progettazione, sperimentazione e riprogettazione, studiando la rete sociomateriale di attori 
umani e non umani coinvolti nel progetto. Sebbene la sede nazionale stia cercando di realizzare una 
‘progettazione partecipata’, per non calare la tecnologia dall’alto e riuscire cosi ad arruolare nel progetto le sedi 
territoriali che dovranno integrare e ‘naturalizzare’ nelle loro pratiche l’uso del nuovo oggetto, la fase 
sperimentale ha incontrato diverse difficoltà. Già nella fase di progettazione erano sorte incomprensioni tra 
ingegneri informatici ed esperti intermediari del Tdm nell’accordarsi sugli scopi e le esigenze della scheda. La 
fase di sperimentazione ha poi svelato le rigidità tecnologiche della nuova scheda e ha richiesto negoziazioni per 
renderla più flessibile, moltiplicare il ventaglio di categorie non esclusive e consentire un campo libero 
estensibile per il racconto delle storie di presunti errori. L’introduzione del nuovo oggetto tecnologico, che deve 
imparare a familiarizzarsi e a convivere con altri oggetti, pratiche e saperi quotidiani già consolidati, ha dato 
luogo a pratiche sovversive, bricolage artigianali e accomodamenti che, oltre a ostacolare, ritardare e talvolta 
preparare la sua mise en contexte, hanno spinto i progettisti a tornare sull’oggetto per modificarlo tenendo conto 
delle obiezioni incontrate. Fin dalla sua prima progettazione, la nuova scheda unica è investita del ruolo di 
oggetto frontiera, ovvero di uno strumento di raccordo tra diversi mondi sociali situati a distanza per 
(ri)allineare e innovare le loro pratiche, tecnologie e saperi, calandosi nelle loro comunità professionali, pur 
mantenendo la sua robustezza e plasticità e rendendo riconoscibile la sua identità per gli attori che la consultano 
e compilano. L’innovazione è ora in fase di riprogettazione e sta per dare luogo a un ulteriore viaggio dell’oggetto 
tecnologico nelle diverse comunità professionali. 
 
 
Doing stuff with stuff: designing the everyday metamorphosis of collaborative work 
environments 
Charles Walker and Chris Berthelsen (Auckland University of Technology) 
 
“In any working environment, both the degree of inventiveness and creativity, and the possibility of discovery, 
are directly proportional to the number and kind of variables in it”  (Nicholson, 1972:6).  
This paper will present early results of a longer-term research project to examine the ‘variables’ (e.g. people, 
organizational structures, artefacts, technologies, bodies, software, spaces, processes, relationships and physical 
phenomena such as electricity or magnetism); the ‘loose parts’ or the ‘stuff’ with which we work, interact, 
experiment or play in socio-material environments. The project asks;  
- What role does all the ‘stuff’ (variables) around us play in generating or inhibiting new ideas, 
relationships, progress, change and/or unexpected directions in the work that we do?  
This paper briefly establishes and presents some starting points for identifying and investigating the notion of 
the generative function (generativity) of loose parts, through, for example:  
- The agency of individual artefacts and interrelated complex systems, and the ways in which objects and 
practices co-evolve (Shove, et.al, 2007). In addition to humans, this study (following Latour, 2005) looks for the 
non-humans “below the level of human agency” and, after Gell’s (1998) theory of an agency of art, looks through 
them “to the embedded human agency we infer that they contain” (Miller, 2005:13). This in turn raises issues of 
“intentionality, affections and expectations” (Gassner, 2009:123). 
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- The rhythmic, temporal and story-like nature of things and technologies which positions them “at the 
confluence of actions and responses” (Ingold, 2011:154) and relates to the improvisatory capacity of people in 
their everyday environments (Brandes, Stitch and Wender, 2009). 
- Complex networks and alliances between various human and non-human actors that can extend notions 
of participation and become stages for the “experimental and tentative process of bringing everything together” 
so that they can be an active part of research, making and policy (Kera, 2012 and e.g. Latour, 2004). 
These are framed for further development in relation to knowledge and knowledge transformation, concept-
knowledge theory, play and making, and bricolage. 
More specifically, in this paper, we analyse current discourses around the efficacy or importance of collaboration 
and cross-disciplinarity as drivers of innovation and change.  We present case studies of spaces and practices 
starting with ‘co’: collaboratories, co-work spaces, community centres, co-creation, convergence, etc; 
environments whose function (in part) is to increase inventiveness, creativity and the ‘possibility of discovery’ by 
increasing the number and kind of variables within them. From this, we offer a theoretical model for the logic of 
collaborative practice, and show how this plays out in the complex, day-to-day lived experience of collaborative 
research and learning environments. The paper concludes with a speculative design proposition for how loose 
parts may generate new socio-material work models. 
 
 
Designing Genetic Technologies: The Status of Genetic Information 
Maggie Curnutte (Queen Mary University of London) 
 
The biotechnology industry has been a major driver of genetic breakthroughs. As new technologies are designed 
and configured to make genetic information more accessible, the status of such information continues to be 
contested. The bioethics community often focuses on questions, such as, whether we have a right to our genetic 
information and whether it is medical. I argue, however, that these questions are intractable, and are constantly 
negotiated in the marketplace and through a regulatory climate that emphasizes a distinction between “raw” 
genetic data and interpreted genetic information. The status of genetic information, its value and meaning, 
therefore, co-emerge in a social context. In this paper I focus on two examples from the biotechnology industry, 
direct-to-consumer (DTC) genetic testing and next generation sequencing technologies. The advent of DTC 
genetic testing and the industry’s confrontations with FDA and Congress emphasized concerns about the 
accuracy and reliability of genetic information when it slips the bounds of medical practice. FDA has taken a 
clear stance that it does not want to deny people access to their genetic information, as long as it is safe and 
reliable. This emphasis on the technical aspects of genetic testing shapes genetic information as a commodity. In 
addition, the next generation sequencing industry is evolving in ways that further demarcate “raw” genetic data 
from its significance. While some companies will only provide “raw” genetic data, more companies are 
developing business models to provide interpretation and analysis. This fracturing of services, which in part 
reflects the regulatory climate, is further shaping un-interpreted genetic information as a non-medical 
commodity.  
 
 
Managing organization uncertainties: dynamic evaluation and processes design 
Stefania Sardo and Valentina Anzoise (Ca' Foscari Università di Venezia) 
 

Uncertainty and foresight horizons are amongst the most critical issues of contemporary labour market and work 
organization, partly deriving from a progressive and global flexibility and unpredictability in the variables 
influencing them. As a consequence, when it comes to design and manage a project, one cannot expect it to be 
like a linear sequence of steps that will eventually hit the target in time, ignoring changes both stemming from it 
and coming from the environment, which could induce deviations in the project itself.This is true both for 
projects within mature contexts, where relationships are sedimented in time, mutual trust is given for granted, 
rules and contracts are set, and for projects designed for new contexts, where there are no pre-existing 
relationships, no alignment around common attributions, no structures on which one can rely.The European 
Centre for Living Technology is designing, within the Emergence by Design project (GA n.284625 FP7-ICT-2011-
C funding scheme), a new approach (Dynamic Evaluation, DE), based on the theory of innovation developed by 
Lane and Maxfield (1997, 2005) and within the ISCOM project (2002-2006) which is related to Project 
Management practices. Such a theory is based on the idea that any innovation process is characterized by 
“ontological uncertainty”, which makes agents incapable to foresee the “innovation cascades” that could stem 
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from interactions pathways among agents and artifacts. One of the ways through which agents make sense of 
where they are heading and of what is happening around them is by embedding that unpredictable context in 
narrative structures, assigning to themselves and others roles which are coherent with given individual and 
collective narrative logics. This could help them in representing the reality and in taking decisions through the 
enactment of those narratives.From these considerations it emerged the necessity of rethinking the project 
management process, as well as the roles and competences of those carrying it on, which has to be flexible and 
inclusive enough to consider the possible variations and alternative narratives that can influence the course of 
the project.By referring to three projects - where management issues have proved to be quite critical for an 
efficient and effective run of the project - we will discuss how the introduction of a new agent – the Dynamic 
Evaluator - if appropriately integrated within the management team, could support it by providing ongoing 
feedback based on information and interpretations about the changes underway and the (narrative) logics 
guiding agents’ actions.The projects, different in size, funding scheme and organization model, are: a three years 
EU research project, bringing together several social groups (different for affiliation, aims, commitment), which 
experienced halfway the necessity of introducing a PM role; a one-year ministerial funded national project, led 
by a selected team that run it without really engaging thetargeted community; a "bottom up" project, under 
construction and led by an informal group, where the lack of funds and process management is straining its 
sustainability and feasibility to the limit. 

 

 

Track 23 

To maintain, to repair: Infrastructures and design-in-use | Manutenzione e 
riparazione: Infrastrutture e progettazione-in-uso 
Convenors: Alessandro Mongili (Università di Padova); Giuseppina Pellegrino (Università della Calabria); 
Giacomo  Poderi (Università di Trento) 

 
 
 
Translating Users Technical Problems in an Originators hortus conclusus through the technical 
support. 
Alessandro Mongili (Università di Padova) 
 
How the routine accidents and problems  of technical devices, challenged in everyday experience by ordinary 
users, are translated in a set where the users are absent, like a group of designers, developers and technologists 
working on new devices is? During a fieldwork in an Italian telecommunication company this theme was relevant 
in the analysis of the clients management. These practices encompassed mainly the reduction of the emotionally 
charged reaction to the devices damage or breakdown into a controlled semantic and behavioral field by specially 
instructed operators, the analysis of their needs in order to introduce them in a classification included in a 
database, and the writing of special documents (“tickets”) to be trasmitted to the device originators. All this 
process has no special  outcomes in originators (designers, developers, technologists) practice but it is useful to 
define a design-defined enclosure where the users are absent, and also to define what is a real problem for 
devices. During the maintenance and repair process the roles are negotiated but the outsiders (the “users”) are 
marginalized by special routines. To define what is a problem and who can decide what is a problem is left to 
people included in the design-defined enclosures. In these places and in these networks, maintenance and repair 
is current, but it is matter of the originators and people linked to them. They act often as users, changing and 
forcing parts of devices or using remote resources in order to compose and to assembly a new device, but they do 
that in absence of “real” users and excluding them. The presentation discusses the importance of that previous 
limitations created for keeping the ordinary users out the originators’ work, the forms of negotiations and of 
routines used in order to achieve this boundary work, and the consequences of this exclusion in the maintenance 
and repair of marketable devices. 
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When is a maintenance and a repair? Notes on the dripping of infrastructure out of their 
intended boundaries: the case of an oncologic Electronic Health Record 
Enrico Maria Piras (Fondazione Bruno Kessler) 
 

The design and deployment of infrastructure is often depicted as the result of highly rational processes in which 
technical means are arranged to reach predefined ends. Preliminary requirements analysis, involvement of end 
users in the design, building and testing of prototypes, pilot phases: all these and other strategies are commonly 
adopted to ensure intended users will eventually benefit from the intended functionalities offered by the 
infrastructure. As many works have shown, however, the infrastructures imagined by designers are different 
from infrastructures-in-use. The latter are far less straightforward than the former as they often need to be 
rearranged to accommodate in case of the “dripping” of infrastructure out of its intended boundaries, namely the 
unanticipated uses and users that commonly characterise infrastructures in use after some time. According to 
Star (1999) infrastructures are relational. In this work I argue that we need to extend this property to the 
practices related to the infrastructure. Maintenance and repair (but also “upgrade”, “improvement” and the like) 
are thus relational and have different meanings to different groups in relation to their mundane practice 
with/around the infrastructure.  As unintended groups join the number of “users” the infrastructure becomes an 
arena where power, mediation and conflict acquire visibility. In this perspective linguistic artefacts as 
 “maintenance” and “repair” are tools to be manipulated and used to affirm one’s vision and priorities 
influencing the reshaping of the technical tool. I will illustrate this through the analysis of the case of an 
Electronic Health Record (EHR) in use since 2002 in an oncological department. The EHR was originally 
designed to support the cooperative work of physicians but over time it become a daily tool for nurses, 
secretaries and lately also for pharmacists of other departments. Moreover, in the over ten years of since 
implementation many interventions on the system had to be made to connect it to the new and complex ecology 
of health information systems of the region. What used to be a stand-alone intradepartmental system used by 
doctors became over time a part of a larger digital platform accessed by many different healthcare professional. 
These changes brought about new requests regarding the infrastructure and a persistent  state of tension among 
different groups. What for some users was a “crucial maintenance” for others was instead an “unnecessary 
upgrade” or a “postponable improvement”. The case invites to reflect on the relational and positional nature of 
concepts such a maintenance, repair, improvement, upgrade (and others) considering them as privileged 
standpoint to observe the micropolitics of the infrastructure-in-use. The analysis of these seemingly minor 
activities sheds light on the unfinished nature of the process of infrastructuring revealing the processes through 
which it is reshaped by users and their practices. 

 
 
Participating in infrastructuring. The active role of visitors and curators in museum. 
Lily Diaz (Aalto University); Teresa Macchia and Vincenzo D’Andrea (Università di Trento) 
 
Infrastructures do not exist by themselves. The infrastructure is the result of diverse forces, actions and 
interactions. A set of different actors support the infrastructure and viceversa . The interdependency of 
infrastructure and human activities and institutions, can be seen through an ecological and inclusive perspective: 
Nardi and O'Day (1999) describe, for example, the environment is an active space where people's actions can be 
supported by diverse forms of technologies. In addition, the evolution of pervasive technology underlines the 
relevance and the implication of interaction� for example, BeaudouinLafon (2000), referring to both virtual and 
physical world, emphasizes the concept of mediation, which plays a key role in the interaction. The circularity of 
the infrastructure in maintaining the society and being maintained by the society,suggests us the relevance of 
Cultural Infrastructures (Marcotte and Bernier, 2011) in the sustainability of social interaction and to support the 
ability to express and preserve visual and concrete representations of culture. Talking about sustainability, we 
emphasize the continuous capability to reproduce and reconfigure the Infrastructure with the use of standard 
resources for a long period. In this framework, we stress the role of museum [Cultural Infrastructure] in 
influencing the invisible doubledirection relation between curators and visitors, who are participating in the 
maintenance and replicability of the museum itself. We consider this relation as a specific form of mediated 
relation, in fact the infrastructure can be considered as a channel to connect visitor’s experience to the curators’ 
design process of the exhibition. Moreover we underline the role of the Cultural Infrastructure as an embedded 
and active results of practices and power relations all vying for equilibrium, and emerging through the 
interaction between curators and visitors, who contribute in drawing the set of networks able to maintain the 



 111 

infrastructure, by supporting it. Towards this direction, we primarily describe the concept of Cultural 
Infrastructure (CI) and then we propose an understanding of the perception of the museum as an interaction 
support between visitors and curators. As an empirical case, we use an ongoing design project between the 
University of Aalto and the Finnish national gallery. The project has the aim to celebrate through an innovative 
and engaging format the life of the Finnish composer, Jean Sibelius.This project is giving us the possibility to 
stress the role of culture, the reconfiguration of the infrastructure environment, and the interaction between 
designers/curators and visitors. 
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"Taking care of drivers/taking care of technologies? Tensions and promises of advanced driver 
assistance concepts" 
Oana Mitrea (Alpen Adria University) 
 
Technical solutions for the assistance of drivers are developed according to “scripts” described by Akrich (1992) 
as: “the end-product of the designers’ hypotheses and visions about the entities that make up the world into 
which the object is inserted” (Akrich 1992, 207-208). The classical vision of “good and safe driving” (shared by 
users and designers?) relies on the fulfillment of main objectives such as: economy of time in travel, optimal 
situation awareness provided by context-dependent information; increased safety, economy of fuel, and 
increased comfort for drivers. The notion of driver assistance in ADAS covers a variety of scripts that play with 
the relative magnitude of human and technological overhand. According to Carsten & Nilsson (2001) they range 
from assistance as information providing (navigation systems, Traffic Master and RDS-TMC receivers), as feed-
back with the intention of reducing drivers errors and violations (longitudinal collision warning systems, lane 
departure warning systems and lane-change assistant systems), to intervention in vehicle control without 
completely supplanting the driver (intelligent speed adaptation, adaptive cruise control- ACC, Stop and Go), and 
even autonomous driving (Carsten & Nilsson, 2001). In the last time, designers ‘visions about how intelligent 
driver assistance should look like have extended beyond the notion of tactical and operational support of driving 
to a sort of “continuous human repairing”. Human drivers are currently regarded as dangerous and difficult to 
predict elements of traffic infrastructures. Consequently, their impact should be controlled and minimized as 
much as possible in order to enhance traffic safety and efficiency. Recent driver monitoring systems have been 
developed mainly to monitor sleepiness/drowsiness and distraction/inattentiveness on the road (Wang et al. 
2007, Regan et al. 2011. Park et al. 2011;  Rogado et al. 2008). A revolution in vehicle automation is expected, as 
being made possible by the low-cost sophisticated sensors (Bob Denaro, ITCS 2013). Will the meaning of driver 
assistance change in the direction of preventing humans of intermingling with “just and safe” decisions of the 
intelligent technologies? On the other side, how do users expect/desire to be assisted on the road? The current 
conference contribution aims at providing empirically based answers to these questions by comparing designers’ 
and users’ visions about advanced driver assistance systems. The analysis will draw on the results of participative 
observation of technical design processes and conference contributions in the field of intelligent transportation 
systems (ITS), respectively interviews with experienced drivers about various ADAS concepts. 
 
 
The informational infrastructure of 'beyond repair' in Cuba. 
Valentina Rognoli (Politecnico di Milano) 
 

In large part Cuba's material economy corresponds to that of a scavenger society due to the scarcity of new 
materials and the degradation of existing ones. Formal and informal repair infrastructures have been an 
important part of Cuban life since 1958 but as the limits of repair are reached, repair practices have opened out 
into broader practices of making do in extremis to maintain and restore function (Oroza, XXXX; Middleton, 
forthcoming). In this paper we talk not of the repair of informational infrastructures but of the informational 
infrastructures of repair in the unique Cuban context. We provide ethnographic examples which challenge the 
notion that infrastructures only become visible at the moment of breakdown (Henke, 2000: Graham and Thrift, 
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2007). Cuba displays both formal and informal repair infrastructures which are highly visible and performative 
at all times, spanning state and privately owned repair businesses across a wide range of categories and a highly 
evolved DIY repair ethic.  Given that systems and things break down on a daily basis repair knowledge is an 
essential part of everyday life. For example, car drivers inevitably know how to carry out most repairs 
themselves. Children grow up in a repair culture in which they learn to mend their own toys, which they have 
often made themselves in the first place. In this paper we explore the infrastructures of networked knowledge 
which the average Cuban navigates in order to make a broken thing work. These are complex and multilayered 
and almost always informal in nature. Expanding Gautlett’s (2011) concept of “making is connecting” we take  
“mending is connecting” as a theoretical focus for Cuban informational infrastructures of repair. We discuss the 
term 'resolver' which captures the essence of Cuban repair infrastructure and connect this to Steve Jackson's 
(2013) highly generative concept of 'broken world thinking'. Following his account of the secret history of repair 
which has always invisibly sustained globalisation, we argue that informational infrastructures of repair, and 
repair itself, are made and kept invisible as an intrinsic part of capitalist systems. We contend that the Cuban 
example is instructive in how it renders visible the invisible mark of capitalism on our practices of repair (or lack 
of) and, most importantly in this context, on our intellectual thinking on repair. 
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Track 24 
Space, Conflict & Technologies 
 
Convenors: Simone Tosoni (Università Cattolica del Sacro Cuore di Milano); Matteo Tarantino (Università 
Cattolica del Sacro Cuore di Milano) and Christine Leuenberger (Cornell University) 
 
 
 
Airports as an encoding/decoding device: a semiotic analysis of a designed space 
Alberto Cammozzo (Università di Padova) 
 
Airports are spaces designed to embed descriptive, prescriptive and predictive views (or “codes”) that reflect the 
behaviour of passengers. They are used to study and influence conducts not only in the airport space but also on 
a larger social scale.To a semiotic analysis this can be observed at the syntactic, semantic and pragmatic level 
(Morris 1946). At the syntactic level airport architecture is made of strong distinctions (eg. airside/lanside) 
separated by barriers, areas of passenger flow and stagnation, and spaces of sight organization (Adey 2008); at 
the semantic level it's a place densely populated with meanings: freedom, but also security and border passing, 
overlapping sovereignties and globalized surveillance (Lyon 2003); at the pragmatic level, we can observe that 
some airport-specific conduct is being induced, ready to be reused in non airport-contexts: the very bodily 
discipling required by security checks subverting customary conducts in public, the acceptance of privacy-
invasive biometric surveillance technologies, the one-direction flow of passengers and the “captive customer” / 
“impulse purchasing” behaviour for shops area (Crawford and Melewar 2003).In such an analysis of airport 
design, passengers are simplified but still well articulated subjects: customers, but also bodies carrying potential 
security threats requiring discipline and specific affective spacial conditions, and consumers wandering in a 
shopping environment. Along this view, airports are a an experimental socializing context testing societies of 
normalization at the intersection of a norm of discipline and norm of regulation taking in charge both the 
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regulation of population and the discipline of bodies (Foucault 1997; Foucault 1975). Wherever the same spatial 
syntax is put in place – whether at security checks for mega-events or the forced crowd flow at Ikea shops– the 
coded behaviour socialized by airports is ready to be enacted. Airports can be seen as prototypical devices 
decoding and encoding of social behaviours of huge travelling crowds. On the one hand arrangements to study 
interactions and customary habits (Barry 2001), on the other hand an enabling environment training passengers 
to keep a predictable conduct. Simultaneously a «structure structurée», a principle of vision and division but also 
also a «structure structurante» (Bourdieu 1972) that organizes practices, building the habitus of the citizen of a 
dystopian society of normalization. 
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Maps as Politics: Mapping the West Bank Barrier 
Christine Leuenberger (Cornell University) 
 
The West Bank Barrier increasingly reshapes Israeli and Palestinian land-and cityscapes. Its physical 
infrastructure - which consists of walls and an elaborate fence system - are depicted prominently in some maps, 
but disappear or are omitted in others. This paper examines how different Israeli, Palestinian, and international 
governmental and non-governmental cartographic institutions delineate the West Bank Barrier in maps. The 
focus is on how various visual and textual devices as well as spatial markers are used to communicate certain 
social and political concerns, construct particular spatial orders, and portray the West Bank Barrier as either a 
negligible feature of the landscape or as a significant obstacle to the freedom of movement. The cartographic 
construction of the barrier in maps shows how cartographers’ assumptions concerning its function, the map’s 
target audience, and the adequacy of various national and trans-national cartographic standards, may provide an 
authoritative and legitimate, yet, an inevitably political and locally produced, representation of the West Bank 
Barrier. 

 
The sociotechnical shaping of the smart city Italian field 
Davide Lampugnani (Università Cattolica del Sacro Cuore di Milano) 
 
“Smart city” is becoming a widespread concept employed to understand a range of new urban development 
models (Hollands, 2008). Depicting a scenario of global challenges – energy consumption, traffic, population 
growth, etc. – the “smart city” model aims at addressing them at urban level: cities are thus conceived as both 
problem and solution. Despite the apparently neutrality of the concept, the “smart city” urban development 
model conceals many complex controversies. Aim of the paper is to show off the controversial nature of the 
“smart city” concept. This controversy could be represented by the intertwining of three layers: an institutional 
layer, a socio-technical layer and an urban layer. The paper moves from a theoretical approach that tries to keep 
all the layers together relationally. The institutional layer is addressed within a New Institutional approach 
(Powell & DiMaggio, 1991), in particular through the concept of “organizational field”. The sociotechnical layer is 
addressed by the Science and Technology Studies approach, and in particular by the socio-technical construction 
of an assemblage (Latour, 2005). The last layer is addressed through an urban geographical approach, namely by 
conceiving the city as a relational assemblage (Jones, 2009; Jacobs, 2012). The theoretical frame is represented 
by an organizational field within which urban socio-technical assemblages are caught in a common controversy. 
The paper thus explores the controversial sociotechnical construction of the “smart city” model within the Italian 
field. By adopting a field approach (Wooten & Hoffman, 2008) the focus is put on the range of actors and their 
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sensemaking processes. Starting from three of the most important “smart city” Italian networks – Osservatorio 
Nazionale Smart City, Smart City Exhibition and Forum Pa – the most important socio-technical processes are 
brought in evidence. Through a methodological approach sustained by both document analysis (articles, 
conference texts, research reports and policy documents) and semi-structured experts interviews (policy makers, 
scholars, managers, etc.) the paper illustrates the context and the controversial construction of the “smart city” 
urban development model. 
 
 
Mobile maps and spatial perception: Uses of locative media as sources of urban explorations 
Didem Ozkul (University of Westminster) 
 
Mobility and location matter a lot to us. Starting with one of our first spatial explorations, crawling, we learn to 
make sense of our geographical world on the move. Our spatial and social interactions help us identify not only 
our being-in-the-world, but also places, constructed either as a result of those interactions or designed to host 
those interactions. We continuously make spatial decisions, which involve a continuous movement of our bodies, 
goods and information at all scales. These decisions range from how we get, or send things from any given 
location to another, which means and devices we use for those purposes, to how we deal with unexpected 
problems on our way, such as a train line suspension, a puncture on our tyre, or a low reception on our mobile 
phone. Technologies we use to accomplish different types of mobilities play significant roles in how we make 
those decisions. Especially, mobile communication technologies have an important contribution in how we 
perceive and understand spatial environment. Scholarly works on mobile communication technologies have 
tackled with the effects of these technologies on our everyday life, focusing on changes in social and spatial 
practices of everyday life and the large extent to which these technologies blur the lines between public and 
private space, work and personal life, and social cohesion. With the introduction of GPS-enabled features of 
smartphones, the focus of mobile media research has shifted towards the analysis of location-based applications 
and their use in everyday life. Although recent works explain locative media use in relation to theories of space 
and place and question the changing definitions of location, further empirical study is needed to explore how we 
use locational information to navigate in everyday life. On the other hand, many disciplines, such as 
environmental psychology and cognitive approaches to geography, have long grappled the question of how we 
acquire such spatial knowledge and navigate in any given environment, and how we locate ourselves in any given 
space. However, those studies were either not fully incorporated in mobile and locative media research, or taken 
for granted to explain certain phenomena. In this paper, I explore how locational information use on mobile 
communication devices changes spatial practices and navigation in London in relation to locations and places. 
My focus is on the use of locational information both as external references and sources of direct experiences in 
creating an experience of a city. Hence, the concern is not what mobile technology users do, but what they 
experience and how mobile maps could play a role in those individual experiences. Throughout this paper, 
participant maps (sketch maps of London) and focus group conversations are used to support the argument that 
mobile maps are not only external or supplementary sources in creating an experience of a place, but also are 
sources of direct experience and spatial participation. 
 
 
Unpleasant Design. Designing Out Unwanted Behaviour. 
Gordan Savicic (Haute École d'Art et de Design); Selena Savic (EPFL - École Polytechnique Fédérale de 
Lausanne) 
 
Unpleasant Design are phenomena, techniques and strategies in the design of urban space where social control is 
an inherent property of socio-technical objects. These objects are playing a significant role in the way we perceive 
and engage in public, private and semi-private space. Unpleasant Design is principally about the relationship of 
space, design and social interaction.  This research aims at offering a critical perspective on design patterns that 
emerge in contemporary approaches to public space. It seeks to reveal power structures beyond  surveillance and 
social control manifested through designed interactions. The objective is to identify a language of Unpleasant 
Design which can be employed in order to speculate on future unpleasant designs or respond to existing ones. 
We look into “silent agents” that take care of behaviour in public space, without the explicit presence of 
authorities (security, police etc.). These “agents” are materialised in objects and installations which ensure that 
control is implemented in the environment; through the design of urban spaces, urban furniture and 
communication strategies. One of the recurrent patterns in Unpleasant Design is that it targets specific social 
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groups and is acting foremost at certain demographic layers. The congregation of marginal groups is often a 
target of unpleasant design implementations. Teenagers, substance misusers and homeless people are frequently 
official reasons for “unpleasant” installations in public space. Unpleasant Design is not aimed at simply harming 
the users of public space in general. The language of unpleasant design is rather ambiguous. It discriminates 
against a particular behaviour in order to allow for another to exist.  For example, we all want our parks and 
streets to be pleasant. But in order to make them more pleasant for the majority of people, we have to make the 
space unpleasant for some marginal groups. These groups are not always threatening our security, they are 
sometimes simply a minority or powerless (the teenagers, the poor, etc.). Some unpleasant design solutions are 
employed by the city authorities, with the goal to make public space friendlier. Others are installed by corporate 
security and management systems, in order to secure the space for the ‘right’ kind of clientèle. Sometimes it is 
not easy to define the borderline between the public and private interest here. Unpleasant Design research 
recognizes the growing desire for controlled environments and the way citizens deal with it. What the Unpleasant 
Design research looks for are the qualifiers for something to act as “unpleasant”.  The research is an 
accumulation of field observations and developing a taxonomy of deployed technologies; interviews with 
scholars and practitioners in the field of urban design, urban activists. It includes as well several case studies of 
particular applications of Unpleasant Design.  
 
 
 “We, L’Aquila”: Redesigning the urban space through a social map platform after a natural 
disaster 
Manuela Farinosi (Università di Udine); Alessandra Micalizzi (Università Cattolica del Sacro Cuore di Milano) 
 
Sociotechnical objects can play a pivotal role in transforming and handing down the perception of a certain 
space. The most recent mapping software, social GIS and online maps allow representing not only the physical 
nature of the space but also the relational one. This practice takes on a new meaning when the offline physical 
space in question is a space that for some reason is no longer accessible and liveable for the citizens. For 
example, when a city has been destroyed by a strong earthquake, the representation of the urban space as it was 
before the disaster through an online social and interactive map and its reconstruction can pass through a "socio-
technical network" composed of heterogeneous actors. In this contribution we focus our attention on the analysis 
of a social map platform named “Noi, L’Aquila” (“We, L’Aquila” - http://www.noilaquila.com), created by Google 
after the powerful earthquake that hit the city of L’Aquila (Italy) on 6 April 2009. The platform is composed of 
two different sections: 1) “Explore and remember”, allows people to virtually surf and explore the city as it was 
before the earthquake using the old images captured by Google Street View technology, share their memories, 
testimonies and feelings tied to specific (private/public) geographic locations and upload photos, videos and 
short life stories related to the city and the days before the earthquake; 2) “Inspire the future”, allows to model 
the city in 3D to contribute to reviving the city's heritage and inspiring its physical reconstruction. The paper 
presents the results of the qualitative-quantitative content analysis of the posts (N=278) published on the 
platform from the launch until the end of November 2011. The main aim of the research is to verify how the 
urban space of L’Aquila is represented through the Google social map. More specifically, we focused our 
attention on a) the "locations" of the comments and memories left by people on the map; b) the narrative 
characteristics of the posts; c) the role of the temporal dimension in the content shared online. The main findings 
of our analysis show that, in the case of the “Noi, L’Aquila”, the social production of the urban space through an 
online map platform represents a complex process which involved different dimensions and highlight the role 
played by a sociotechnical object in emotionally supporting the impossibility to access to the offline spaces 
damaged by the earthquake. 
 
 
Mobility and the smart city - Innovative solutions for responsive urban spaces 
Marco Zilvetti and Fausto Brevi (Politecnico di Milano) 
 
In the late years the expression "smart city” is being used to define sentient urban contexts, capable to connect 
citizens and provide innovative solutions to their everyday needs. Technologies are therefore becoming more and 
more pervasive in the built environment and in this sort of revolution the attention is not only focused on the 
ways to solve spatial problems or improve the construction methods with the help of a new technology.  
The traditional debate between architects, policy makers, engineers and planners is set to a broader level, 
focused on the ongoing urban and societal change, with its possible impact on urban society at large. In this 
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sense, local administrations are called to take actions to provide citizens greener and more connected spaces, 
with high-quality urban services, where people can interact, exchange information and work together, enhancing 
new dynamics and new tools that hinge on the concepts of community, social communication, digital 
collaboration and networking (Greenfield 2006). From this perspective it is possible to subvert the traditional 
habits through a bottom up approach that makes citizens active actors in the value-creation process (Resch, 
Britter, Ratti 2012). Such knowledge-sharing processes can be therefore“smart”, since they are based on the 
digital technologies that trigger a constructive and innovative dialog among citizens, administrations and urban 
environment (Buscher et al. 2009). The collaborative patterns can also be applied to the manufacturing sector, 
where concepts like self production and limited series are gaining momentum, recalling processes and attitudes 
that were prerogative of the past crafts world. As a consequence, the involved actors – ranging from small start-
ups to well-framed enterprises – can cooperate as incubators of innovative ideas and make profits, while 
supporting the region in which they are located. These aspects are particularly important in times of crisis like 
the ones we are currently facing since they foster proactive responses to the market requirements, thanks to the 
flexibility of this kind of approach. Cities are redefining themselves as stages for innovation and the research 
intends therefore to focus on the urban mobility topic, that represents a knotty problem that may find answers in 
the implementation of the practices illustrated above. Due to the intertwined nature of the concurring aspects, it 
is crucial to introduce interdisciplinary perspectives to highlight good practices, actual trends and their possible 
evolution, in order to suggest a framework for the design and the implementation of ‘tailored’ solutions for the 
future urban personal mobility. In this regard, the introduction of flexible and participatory methods can lead to 
innovative sustainable and customizable alternatives for the daily intermodal commutes, meant to be owned, 
rented or shared in the so-called ‘last-mile’ mobility. The resulting vehicles will therefore be capable to support a 
better interaction with the surrounding environment through the implementation of information and 
communication technologies, in order to improve travelers’’ living standards in the tomorrow’s cities. 
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Using STS approaches to understand the role of media within urban socio-spatial production 
processes 
Matteo Tarantino and Simone Tosoni (Università Cattolica del Sacro Cuore di Milano) 
 
The most recent approaches to the study of media within processes of (urban) spatial production acknowledge to 
ICTs a more complex and nuanced role than a mere representational and symbolic function.  
Human Geography provides us with a relational concept of space that conceives space as emerging from a 
network of relationships among heterogeneous elements (symbolic, material and pragmatic). Media scholars are 
drawing upon this concept to integrate into their traditional theoretical and empirical approaches: (a) a focus on 
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the pragmatic aspects of media usage and their role in the shaping of space through the reconfiguration of the 
practices it hosts; (b) a specific focus on the material dimension of ICTs i.e. transformation of space related to the 
presence of  media infrastructures. Yet, the media studies methodological tradition has struggled to deal with the 
level of complexity implied by the  processes of spatial production. Yet, while sporadically used to address urban 
space, we argue that the STS tradition can offer media scholars a valuable toolbox to take on this challenge. This 
presentation will explore ANT and SCOT’s traditions to derive some instrumental tools to this end. In particular 
the concepts of “translation” (as a sensitizing concept to address the complexity of the heterogeneous network 
constituting space) and of “relevant social actors’ representations” (as a methodological tool to simplify this 
complexity down to empirical manageability) will be derived respectively from ANT’s and SCIT’s traditions. We 
will employ these concepts to investigate the role of media in a case of urban conflict (regarding the Milanese 
Neighbourhood of Paolo Sarpi) and their role in reshaping the neighbourhood’s space. As we will show, the role 
of media in the conflict and in the related process of spatial production can be addressed and interpreted only 
through a broadened focus on social actors’ conflictive practices and on the role played in them by material and 
architectural elements such as sidewalks, parking spaces, flowerbeds and trees.  
 
 
The digital layer of urban atmospheres 
Philippa Nicole Barr (University of Sydney) 
 

This paper uses the concept of atmospheres to look at how the intangible elements of places intervene in affective 
relations between people. The concept of atmosphere in architectual discourse was introduced by Gerhard 
Böhme in 1995  as the basic concept for a new aesthetics. Böhme defines atmospheres as “spheres of presence”, 
the manner in which we experience a space. They are not bound to a place but nonetheless pour out into it. 
Atmospheres are the sensory qualities of materials as well as the intangible properties of space such as air, light, 
sound and odor combine to create a particular affect. This paper develops a notion of atmosphere inclusive of 
affect to include the technological, spatial and operational concerns central to urban informatics and the 
development of the 'smart city'.  Rather than being measurable by space and weight,  the the intangible elements 
of places are made present to us by how they are experienced by the body. This intangibility and the physical 
response in turn affect social relations which are together constituitive of the atmosphere of a place. The way in 
which architecture impacts on the shared and intangible aspects of spaces will have a profound influence on the 
cultural, social and personal relations it helps to produce, which together will be counted as a spaces atmosphere 
– its impact on how we feel. Design is thus the production of atmospheres.  How can the analysis of urban 
change through the concept of atmospheres reveal the way in which the intangible, shared and inbetween aspects 
of our surroundings exert powerful influence on them and on the people and relations they uphold: from sound 
and odor to air and intangible infrastructure, or what is refered to as the digital layer of our city? This paper will 
explore how design ethnography can be used as a tool to investigate atmospheres, in particular the atmosphere 
created by urban informatics and deployment of the digital layer of the city. A case study will be the Milan Expo 
2015 which in collaboration with CISCO is rolling out a smart city strategy for the City of Milan through the 
development of informatics, which include web and mobile data services, urban scale displays and even 
installations within city architecture and infrastructure. Ethnographic techniques can be used to envisgae ways 
in which technology can create new urban user experiences, think about the smart city as a holistic system and 
consider ways systems produce affect and forms of comportment. How is the digital layer of the city interacting 
with the built environment and other atmospheres to transform the city into a resource?  How will this digital 
and wireless computing  influence, disrupt, expand and be integrated into existing social patterns? Which 
technical tools enable navigation and movement through the city and around the Expo site? How will these new 
technologies transform the meaning of place and create or disrupt community? 

 
 
Sociotechnical objects of the communicative infrastructure of urban settings: reinventing public 
spaces as information exchange centers 
Simge Esin Orhun (Ozyegin University) 
 
The increase in the physical mobility and the alternative channels of communication provided by information 
communication technologies (ICT) created dramatic changes and transformations in the built environment, 
which caused a decrease in the use of public spaces and a loss in the urban experience (Mitchell,2005; Carmona 
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et al., 2003). Cities demand solutions to reshape public spaces based on the integration of the earliest and 
classical communicative actions with suitable technologies, in order to restore their social and strategic 
importance in the society (Schneider, Gabrielsson 2000; Fichter 1996; Habermas, 1962; Francis, Carr, 1992). 
Recent works for the integration of ICT and tools in public spaces could not overcome this conflict as these 
applications were adapted to the physical spaces without taking any account of the different needs of varying 
urban contexts, in addition to combining them with any suitable spatial planning (IDDJ, 2003; Lucchino, 2005; 
Sato, Lim, 2000). Researches carried out in the area of post occupancy evaluation of the buildings and institutes 
were not productive enough for long term results as they focused on the needs of the users and asked for their 
opinion for solutions (Watson, 2003; Preiser, Rabinowitz, White, 1998), rather than examining the social clues 
reflected by the built environment. The aim of this research was to develop a method that would explore the 
fragmented urban experiences in built environment based on the interactions between people and technology 
and renew and unite them spatially. In order to reinterpret the urban experiences, we, rather working on random 
urban zones, chose to focus on five different institutions and their surroundings with the expectation of 
collecting data for the performed social acts supported by the contexts of these institutions. Within the frame of 
this paper, libraries, museums, hospitals, universities and court houses were selected as pilot institutions and the 
built environment surrounding them were observed and analysed in terms of the public spaces with the aim of 
detecting the communicative demands of the institutions that appear in the surrounding regions. This paper 
includes the analysis of 20 different zones around the above mentioned institutes in the city of Istanbul and the 
proposition of 2 generic spatial organizational schemes that would serve as information exchange centres for 
zones of learning and zones of business. With this method, we hoped to sustain the urban experiences to be 
realized through many different physical levels ranging from a mobile vehicle to a stand-alone building or be 
placed in the institutions. We believed that reinventing the public spaces as sociotechnical objects would help to 
support the infrastructure of urban settings through social and technological means in future. 
 
 
 (Dis)Placement of/by Design: Social Construction of Pojang-macha (Re)Designing in Seoul 
SOOHONG MIN (Seoul National University) 
 
During the recent decades, the term of “design” and its literacy have become judge elements of “life.” One of the 
impact of this, as an issue of the institutional renewal of Seoul’s new identity, from the symbol of the nation’s 
successful industrialization to an international cultural destination, could be shown the changing socio-cultural 
forms of the ubiquitous pojang-macha(mobile/temporary street vendors serving food, i.e. fish cakes, seaweed 
rolls, blood sausage, stir-fried rice cake, etc. and drinks, literally translated as ‘covered wagon’) through the 
technoscientific and/or political lens. To do so, this research would try to demonstrate how the influence of 
today’s global concept of “design” has led to the concretization and/or generalization of this vernacular object as 
well as its regional and cultural conventions, a process which results in the acquisition of a new character for the 
object in question. In February of 2007 (under mayor Oh, Se-hoon), Seoul Metropolitan Government announced 
the introduction of a ‘Special Administrative Measure’ regarding vendors. Pojang-machas in particular were 
identified as causing discomfort to citizens at large in the course of their daily lives as well as having a negative 
impact on the street environment and its landscape. As such, the pojang-macha became a candidate for ‘rational 
and aesthetic modification.’ While this was by no means the first time the city experienced institutional 
rumblings with regard to the ‘problematic’ nature of pojang-machas (be it in the arena of aesthetics, health and 
hygiene, or difficulties of administration/accountability), the approach and goals of the 2007 project were 
markedly different; pojang-machas were clearly being considered as potential objects of cultural administration. 
Indeed, it is in the process of putting this consideration into action that the concept and role of “design” takes 
real effect. By tracing the administrative (re)treatment case of street vendors in Seoul, following questions could 
be implicated. Today’s science, technology and their aesthetics under the rules of artificial objects that are the 
effects of “design,” what place could justify and explain for themselves in everyday life, in which many of modern 
concepts and epistemologies are generalized? And then, there could be other questions, regarding the 
institutionalized nature of design today and the methodologies of its cultural realization. (Because, in “design,” 
the ongoing debate of it is usually—indeed, almost always— drawn from science and technology, from notions of 
rationality, efficiency and their (constructed) “facts”.) So, we could ask: which forms will come to be defined as 
“design” and how/what science and technology will (de)form those designs today? Keywords: Pojang-macha, 
Institutionalization & (Il)legalization of Plebian Artifacts, Social Constructed Design & Its performativity, Policy, 
Activities 
 



 119 

Open Track 
Sts and Gaming 
 
Chair: Assunta Viteritti 
 

 
 

L'immaginazione ludica, un sapere incarnato nel corpo e nella materia 
Francesca Antonacci (Università di Milano Bicocca) 
 
Bachelard ci ha insegnato che non è solo l'uomo a produrre immagini, ma che esse scaturiscono dalla materia e 
dalle sue forze, dal mondo sensibile e pulsante colmo di vitalità e energia. Le immagini archetipiche, sostanza del 
mundus imaginalis (Corbin), sono profondamente interconnesse in un reticolo indissolubile che lega 
l'immaginazione umana con l'immaginazione materiale e dinamica. Esse sono in costante, reciproca, transitiva e 
reversibile relazione tra loro e tengono ancorato l'uomo al mondo. In questo senso la facoltà immaginativa 
dell'uomo non può essere ridotta alla mera fantasia, alla capacità di inventare e creare forme nuove, ma è una 
facoltà conoscitiva peculiare, radicata in un contesto transculturale e transtorico e chiamata dai diversi studiosi 
del'immaginario: immaginazione creatrice (Corbin), fantastica trascendentale (Durand), immaginazione attiva 
(Jung) per descrivere una facoltà agente e operante nel mondo e peculiare soprattutto dello sguardo artistico o 
poetico (Mottana). In questa prospettiva nei processi conoscitivi acquista un ruolo chiave lo sguardo poetico che 
non è semplicemente un dono, o una capacità dell'artista, ma una complessa competenza che va ricercata, 
temprata e educata e che consente di trovare, e non creare, connessioni inedite tra le cose e di riconoscere le loro 
potenzialità ancora inespresse, perchè latenti. Chiamo questa funzione immaginazione ludica (Antonacci), 
perchè ho trovato in essa profondi legami con la sfera del gioco. Essa consente di innovare e inventare, come 
quando un bambino "vede" in una scopa un cavallo da cavalcare, riconoscendo nelle cose le loro forme implicite 
e potenziali. Credere nella realtà presente e al tempo stesso intravederne le trasformazioni, credere nel cerchio 
magico (Huizinga), è il potere del giocatore che riconosce e valorizza del mondo le qualità di un campo da gioco: 
la tensione tra regola e la libertà, la vertigine dell’aleatorietà, l’ebbrezza della competizione, il puro divertimento, 
poiché si muove sospinto dal desiderio, invece che dal bisogno. Si tratta della facoltà di vedere negli oggetti non 
già la loro mera datità e il loro valore d'uso, ma di rivelare la loro bellezza nascosta, mostrandoli come fonte di 
piacere. Tale facoltà deve essere però educata perchè il suo potere trasformativo prenda forma e espressione. In 
particolare dalla teoria del flusso (Csikszentmihalyi), dalle discipline performative (teatro, danza) e dalle 
discipline di perfezionamento orientali (arti marziali, meditazione, yoga) possiamo trarre insegnamenti per 
comprendere come si possa coniugare esercizio, tecnica e preparazione alla creatività per esercitare nel mondo 
una tensione trasformativa e rivoluzionaria, con lo spirito di un giocatore. La presentazione si propone così di 
mettere in relazione la facoltà immaginativa, la tensione del gioco e il sapere incarnato delle arti performative per 
rispondere alla proposta di dare corpo all'immaginario. 
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The game as social activator, between Design and Sociology. A shared framework to analyse and 
improve the ludic experiences and their social impact. 
Ilaria Mariani (Politecnico di Milano); Enrico Gandolfi (Luiss “Guido Carli” University of Rome) 
 
Nowadays, the gaming instance is an increasingly popular practice. From an academic lens, it has become a 
crossroad of perspectives and multidisciplinary hybridizations. Between tradition (Huizinga 1938) and 
innovation (Bogost 2011), from Game Studies to Social Sciences, from Design to Psychology, the game plays a 
fundamental role in the everyday life of common people (Fink 1957; Suits 1978) and in research activities. Our 
intent is to investigate through sociological and design tools how the game, as a communication system for social 
innovation, is capable of generating experiences that stimulate a reflection on socio-cultural issues (Flanagan 
2009). The designer becomes an activator of best practices and the game becomes a facilitator for content 
transmission: our aim is to understand how the immersion into ludic/fictional world, delimited by the 
boundaries of the magic circle (Salen, Zimmerman 2004), encourages players to open their mind to new ideas. 
Playing, we enter the “circle”: our mental and behavioural schemata are filtered, problematized and made 
relative (Goffman 1974; Consalvo 2009). In the ludic protected space, player can experiment and live 
representations that are reductions with significant communicative potentials (Baudrillard 1979). We propose a 
reflection oriented to build a “tool-kit” connecting Sociology, Design and Game Studies. The well-established 
references chosen to improve the creative process are frames of reference (Goffman 1974; Sclavi 2003), accounts 
(Garfinkiel 1964), patterns (Alexander 1979) and scripts (Abelson, Schank 1977); furthermore, we suggest some 
methodological guidelines (Silverman 2004; Giddens 1984).  Especially by playing in the city, people live 
experiences that can introduce benefits in their lives and everyday activities; for example, encouraging dialogue 
among citizens, mutual understanding and empathy towards others (McGonigal 2011; Bogost 2007; Bertolo, 
Mariani 2014). Therefore, playing, a process of social change can be activated: citizens can experience (and 
therefore understand) roles that are different from their usual ones. Experiences aimed not just to provide 
answers, but to raise questions to increase consciousness and sensitise to the community’s everyday dynamics. 
In this process, we emphasize how the figures of the designer and the sociologist can work together in synergy: 
their complementary and combined skills allow them to better collect and understand players’ meaningful play 
experiences. We intend to achieve this goal through a critical approach and a respectful attitude, aware of the 
context and cultures that surround, influence – and are often influenced by – the game (Mayra 2008; Huizinga 
1938). Together, Social Sciences and Design give us a powerful view for tracing and analysing player experiences 
in a structured, conscious and critical way. We propose a multidisciplinary view, enforced by several social 
design case studies (developed at the School of Design, Politecnico di Milano): an integrated framework 
dedicated to whom design and research, permitting the collection, analysis and mapping of the “experiential 
cornerstones” on which the game is based. This is a central step to rule the key-elements of the ludic instance 
within the design practice. The aim is to enhance the gameplay dynamics comprehension and – above all – add a 
social meaning to the ludic outcome. Keywords: social innovation; multidisciplinary approach; game design; 
social theory; player experience analysis; meaningful play; game as facilitator 
 
 
The human creator as an interface: Results from an empirical study 
Sandra Plontke (Ruhr-University Bochum) 
 
There is almost no domain in our lives and environments which is free of things. Things surround us, we perceive 
them, they attract us, they appall us, we collect them, we get rid of them, they muddy our waters, they help us to 
restore order, and we deal with them in manifold ways. Thus, things are essential parts of our individual, social 
and cultural practices which many of them derive from and which they co-constitute. Frequently, we use things 
as tools, e.g., a hammer, a pencil, a computer; and often we use these kinds of things to modify or create other 
things. Intuitively, within these creative processes the roles of the creator and his creation seem to be clearly 
defined: humans seem to be in the center and in control of the creation process, things just serve as clay which is 
brought to live by human creativity. However, at a second glance, human creativity seems to be quite dependent 
on the tools humans use, on their availability, and on the different potentials that different tools have. In this 
alternative view, the human creator can hardly be conceived the center of the process or the sole source of 
creativity; rather s/he appears as an interface where different things meet, exchange, change, split, disappear, 
etc. This metaphor, the human creator as an interface, aims at de-centralizing the subject. It portraits the 
human as one of numerous links in the chain of creation development and tries to draw attention to the patterns 
of relation between humans and things, between subjects and technology. In this regard, things and artifacts can 
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be seen as heterogeneous ensembles that can neither be adequately described as being solely material nor as 
being solely social. Therefore, drawing upon some key assumptions from ANT, the process of shaping, 
transforming and stabilizing certain artifacts and/or their design can be called “heterogeneous engineering,” as 
John Law puts it. Against this background, I will show how fruitful this perspective can be by presenting and 
discussing data (including video material) collected in the field of computer game development. The focus will be 
on a very specific aspect in the creation of computer games: the graphic design. Employing a post-humanistic 
perspective, I will demonstrate how a specific graphic task is tackled and solved and what kind of factors play a 
decisive role within this process in which humans, tools and other things constitute together what we usually call 
“human creativity.” 
 
 
Uno spazio liminale per incontrare la follia. Il potenziale trasformativo dell’operatività artistica. 
Tania Morgigno (Università di Milano Bicocca) 
 
È possibile sensibilizzare alle dinamiche legate al tema della salute mentale attraverso il linguaggio poetico delle 
immagini simboliche dell’operatività artistica? E coltivare spazi non medicalizzati dove le pratiche delle arti 
performative possano affiancare specifiche competenze psichiatriche? Nella cultura simbolica si accede a un tipo 
di conoscenza che amplifica e contamina, intreccia, connette i diversi modelli conoscitivi dei saperi disciplinari. 
Muovendo dalla teoria di una necessaria pedagogia dell’immaginazione (Durand), per la quale il simbolo non si 
dà mai completamente nel suo significato e non semplifica la complessità dei fenomeni, è importante prima di 
tutto procedere a una lettura dell’immaginario sotteso alle teorie e alle pratiche impegnate nella prevenzione, 
diagnosi e cura di questa esperienza, forse destinata a una non – definizione. L’artista ha una facoltà ricettiva e 
creatrice grazie alla quale percepisce le forme sottili di un mondo intermedio e immaginale (Corbin, Mottana) e 
con cui trasforma la realtà, rigenerandola, con la quale intuisce e comprende i fenomeni nella loro natura 
dualistica. Lo sguardo degli artisti ci restituisce, così, immagini capaci di sostare in uno spazio liminale, di tenere 
insieme gli opposti, le contraddizioni, le ambivalenze, il razionale e i discorsi illogici, sintomi peculiari nel disagio 
mentale. Se gli sguardi specifici delle teorie determinano un immaginario peculiare, influenzano evidentemente 
anche le pratiche. Questo progetto di ricerca si propone di dare corpo alla possibilità di pensare, conoscere, 
comprendere il disagio mentale formando un altro tipo di sguardo e di approccio, attingendo all’immaginario 
seduttivo delle opere pittoriche, poetiche, letterarie, cinematografiche e performative. All’interno delle 
prospettive teoriche dell’immaginazione simbolica e di un’immaginazione ludica (Antonacci) è possibile pensare 
alla realizzazione di percorsi di formazione e trasformazione dell’immaginario. Luoghi e tempi circoscritti, soglie 
segnate da visioni evocative, esperienze di relazione per incontrare immagini simboliche, attraversate dalle 
dimensioni del disturbo psichico, e in cui sperimentare pratiche espressive corporee e teatrali. Percorsi da 
affiancare alle pratiche di cura già esistenti, che si facciano tramite simbolico e materiale di sospensione e di 
ricongiunzione con una parte dell’esperienza umana, troppo esposta alla luce atavica dell’uomo (Alda Merini) e 
spesso a un accudimento unilaterale da parte delle sue scienze. 
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Open Track 
Environment and Public Space 
 
Chair: Assunta Viteritti 
 
 
 
Today’s Culture Jamming aesthetics: An investigation to understand the consumption of visual 
resistance in public spaces 
Andréa Poshar (Politecnico di Milano) 
 
Based on graffiti, modern art and DIY punk philosophy, Culture Jamming (semiotic guerrilla warfare, ECO, 
1972) was, initially, a social movement created to go against the empire of normalized and hegemonic images. 
Using outdoor billboards as main medium, culture jamming re-creates billboards visual language “acting” on 
them with visual “attacks” and developing “contra-messages” to subvert visual language of advertising, especially 
the ones related to fashion and fast food. For many years jammers have created a visual impact going against 
what they used to believe are the worst social enemy: political/capitalism flaws, visual pollution, public space 
manipulation and consumerism. As a bricolage, changes were made to compromise their visual “legitimacy” and 
modify their reading. By retaking billboards, the one-way communication of ads was altered into an interchange 
of ideas and images (FYFE, 1998). At the beginning of the movement, jammers had a visual political language, 
however, the "matrix" of production changed. Many of the well known jammers nowadays, like Princess Hijab 
(France) and Vermibus (Spain/Germany), are visual artists with an aim of political visuality and criticism, 
although, in our opinion, only condescending to it: their “jammed” works are being sold and managed by 
international art galleries. That means, these works are being created to be part of what they should be 
criticizing: capitalism. We raise the hypothesis that this phenomenon is expression of what we identify as a new 
visual type of consumption since we recognize that jammed images are subjected to consumption. Further we 
claim that creative designers working in visual communication should be looking at this aesthetic since it 
appears to be suitable for new strategies of (guerrilla) marketing. To better understand it, this paper will be 
developed through the theoretical framework of commodity (KOPYTOFF), values exchanges (BAUDRILLARD), 
appropriation (DE CERTEAU), visual resistance (HAIVEN; KLEIN), political consumerism (MICHELETTI). 
Afterwards, we’ll present a visual comparison among the first years of jammed billboards and the ones that are 
being produced nowadays. This comparative work will enable the observation of changes in uses, form, function, 
languages, visual identities, and specially addressed stakeholders. The main purpose of this paper is to analyze 
new social issues and narratives of visual communication design. The relevance of this paper is due to the fact we 
want to comprehend current Culture Jamming not as an artistic/political movement but as a process of re-
signification of visuality with what regards images consumerism. This ongoing investigation may shed light to 
aspects not yet perceived on visual communication design. Keywords: Culture Jamming. Posters. Design. Visual 
consumption. 
 
 
Translating the crisis: A new typology of the visual communication of anthropogenic climate 
change 
Rebecca Susan Green (Queensland University of Technology) 
 
Public apathy on the issue of Anthropogenic Climate Change (ACC) is widespread, with more than half of 
surveyed Australians in denial that it is even happening. While much is known about media and influences, there 
is little in the way of research on the impact of designed visual communications of such a complex problem. 
Specifically, while there are a proliferating number and forms of visual communication oriented to influencing 
practices in relation to ACC, there is no comprehensive documentation of the rhetorical features of these 
communications, no research on how they are constructed, or the ways in which people from diverse 
backgrounds experience the different forms of these communications in terms of aesthetic style. Much of the 
empirical research into visual communications and media representations focus through a consumer-based lens. 
These studies often stem from the perspective of the individual consumer using the Attitude/Behavior/Choice 
(ABC) model (Shove 2010), that assumes that change will occur through a particular kind of logic. Studies also 
ignore key factors, such as context and types of exposure (eg McQuarrie and Mick 1996), or avoid the issue of 
aesthetic style altogether, considering the visual only as representation of object (eg O'Neill and Nicholson-Cole 
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2009). Styling an image, however, changes it from object representation to a piece of visual rhetoric, triggering 
an emotional response with the intention of tailoring understandings. In other words, how something is 
portrayed is different to what is portrayed (Kenney and Scott 2003). This styled imagery forms part of a 
designed layout that often involves text and other symbols or images, providing an aesthetic visual “script” 
(Fallan 2010) for the viewer to follow that may engender different responses based on their individual 
dispositions. Using three representative instances of case, this conference paper presents a new typology of ACC 
visual communications, drawing from visual rhetoric theory, Goffman’s Forms of Talk (referencing his Essay on 
Footing) and using script analysis as a methodological tool. While there are several existing typologies that help 
inform this type of study, none were designed to focus on the role of aesthetic style in mediating this complex 
issue. As each designed artefact of communication is created with the intention of transforming meaning, 
behaviour and understanding, an analysis of the socio-technical script of each piece provides a closer 
investigation of how these artefacts are constructed to translate these intentions (Fallan 2010). These approaches 
contribute to a new typology from which further questions can be raised and posed about the production, 
reception, and relationship to society of these crucial visual communications.  
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Open Track 
Innovation in Biomedicine 
 
Chair: Stefano Crabu 
 
 
 
Automating Pluripotency: New Vistas in Biomedical Design 
Luca Marelli and Giuseppe Testa (IEO – European Institute of Oncology, Milan) 
 
The Nobel Prize winning discovery that adult differentiated cells can be reprogrammed to a state of pluripotency, 
to yield induced Pluripotent Stem Cells (iPSC), has represented a major breakthrough in the field of stem cell 
research, bearing its significance on the progress it made possible in the study of development and cellular 
specialization but also - and crucially - on the decisive spur it gave to a whole new frontier of research into 
cutting-edge clinical applications. Greatly expanding on the potential of human embryonic stem cells, iPSC have 
indeed raised unprecedented - albeit in large part still promissory - prospects in the related yet distinct fields of 
disease modeling, drug discovery and regenerative medicine. Unsuprisingly, as a key site of techno-scientific 
innovation iPSC research has been invested with high socio-economic expectations, progressively positioning 
itself, through the mobilization of several biomedical platforms (Keating and Cambrosio 2003), as a pillar of 
stem cell-based bioeconomies (Gottweis, Salter and Waldby 2009). Against this background, drawing from 
extensive ethnographic fieldwork conducted within one of the major iPSC facilities in the United States, the iPSC 
Core Facility at the Harvard Stem Cell Institute, our paper focuses on a crucial moment in the standardization 
trajectory of these emergent biomedical entities, namely the automation of the iPSC lab. Specifically, we provide 
an in-depth account of how highly innovative practices of quantification and mechanization, enacted through the 
introduction of automated processes of cell derivation and culture, engender significant epistemic 
reconfigurations of the defining feature of this entire field, namely pluripotency, by refraiming it as a discreet 
binary category - in stark contrast with the complexity and multifactoriality of established reference standards 
(Müller et al 2011; Bock et al 2011). Analyzing the results of this ethnography through the lenses of a co-
productionist framework (Jasanoff 2004), we then aim at dissecting how iPSC automation functions as a 
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platform for mutually constitutive socio-economic and epistemic reorderings. Indeed, far from representing a 
mere technical and epistemic arrangement, the automation of the lab, and the concomitant refraiming of 
pluripotency as a digital category, emerge from our work as socio-economic reconfigurations that i) turn iPSC 
into highly portable, standardized commodities and ii) reinforce the clear-cut demarcation between epistemic-
driven research and industrial-like development that propels the present day stem cell-based bio-economy. 
 
 
IVF and After: Exploring the Success of an Unnecessary Technology 
Manuela Perrotta (Queen Mary University of London) 
 
Today, more than thirty years after their introduction, ARTs are globally accepted as a concrete alternative for 
overcoming unintended childlessness. They are, in fact, no longer seen as a ‘new technology’ or leading edge 
science but rather regarded as mundane practices. My contribution aims at looking the emergence of a “new 
technique” throughout this texture of social and organizational practices. Although ART is currently universally 
known as IVF (In Vitro Fertilization), exploring it inside laboratories allows to see how the more used technique 
is nowadays ICSI (Intracytoplasmatic Sperm Injection). ICSI was introduced as a solution to severe male 
infertility problems and as a possible alternative to the donation from 3rd party donors. By using a single 
spermatozoa, ICSI permitted the fertilization of an oocyte even in severe cases of azoospermia (a lack of 
spermatozoa in the seminal liquid) as it could be taken directly from the epididymis or from the testis. Since its 
introduction the percentage of use of ICSI has dramatically increased. The data presented by the Italian Ministry 
of Health, in concordance with international data, show that after twenty years of availability of the two 
techniques, ICSI is used most often (in 2011 ICSI was used in the 83% and IVF in 17%). The continual increase in 
the use of ICSI has been accompanied by several doubts on the possible negative effects of the technique on 
infants. Data published in medical reviews are controversial and there is no agreement about the safety of this 
technique amongst practitioners. Several professional opinion leaders in the ART field have recently criticized 
the overuse of ICSI. Moreover ICSI does not offer a better chance of pregnancy than IVF (for instance, in Italy in 
2011 the pregnancies obtained through ICSI were 25.5% against the 27.7% obtained with IVF). Despite all these 
elements, the increased use of ICSI continues unabated. As I have shown elsewhere, the progressive passage 
from the old to the new technique is integrated in a controversial technology and tied to knowledge processes 
that are developed through organizational activity and tied to the institutional setting. Re-analysing empirical 
data from previous research, my paper will explore several factors (related to organizational, social and cultural 
aspects, including gender) that explain the disproportionate use of ICSI using example from Italy and Europe. 
Moreover, I will use this example to explore dominant unquestioned path regarding the use of ARTs and ICSI as 
a common alternative for overcoming unintended childlessness. ARTs are not seen as socially controversial 
technologies, therefore a reflection on their development in terms of how they became socially acceptable and 
desirable is missing in the debate.  In my contribution I will propose a contextual analysis able to connect the 
situated analysis of technological practices in organizations to a broader understanding of innovation that 
includes the governance of ARTs. 
 
 
Improving medical information of blood tests results through the application of co-design 
Monica Silva Santos (University of Porto Fine Arts Faculty) 
 
Reading medical informal documents can be made from two perspectives. The perspective of the health 
professional and the perspective of the patient or user. The content and presentation of these documents is 
usually developed by health professionals and by this fact , often exceed the reading capacity of the public, which 
creates a negative emotional response to information. Misunderstanding the information in the documents is 
associated with the renoucement of information and the lack of motivation to effectively change risk behaviours.  
In this paper, we demonstrate through observation of 121 voluntary participants, users of the portuguese 
national health service, as they read and performed small tasks that were requested, the hindrance in understand 
the information, and we got more insights about the perspective of the people related with medical information. 
We perceived that most participants had difficulty in interpreting the blood results, didn’t know or could not 
localize the information, didn’t understand the symbols presente in the document, and didn’t know what to do to 
prevent disease when results are not well. Further observation in readind the document, some imagens were 
presented to the participants and they were asked to chose the solutions they considered best, more readable, 
understandable and balance.  This paper aims to reveal that, to hold people accountable for their own health, is 
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essential to develop medical information documents, based on real needs of the people, throught collaborative 
design and co-creation,  and provide design with tools for building effective health messages. 

 
 

 Open Track 
 (Un)Making the digital 

 
Chair: Marco Pedroni 
 
 
 
Interferenze digitali. Un'estetica delle pratiche digitali a supporto del discorso di design 
Francesca Piredda; Elisa Bertolotti and Federica d'Urzo (Politecnico di Milano) 
 
A partire dall'estate 2013 il gruppo Imagis (Dipartimento di Design, Politecnico di Milano) e il Network DESIS 
(1) hanno promosso un progetto di ricerca chiamato 'Desis in The Mirror'. (2) Il progetto ha analizzato le 
esperienze di produzione audiovisiva realizzate dai membri DESIS, la maggior parte dei quali non sono film 
maker, con l'obiettivo di definire possibili strumenti per facilitare iniziative a venire in campo comunicativo. Il 
primo passo del lavoro è stato collezionare una serie di interviste ad alcuni dei membri dei DESIS Lab che in 
questi anni hanno realizzato video. Le loro esperienze sono state messe in relazione con altre raccolte con video-
interviste a filmmaker e artisti che - da prospettive e formazioni diverse - si occupano di raccontare progetti 
legati all'innovazione sociale e alla sostenibilità. Il progetto rappresenta, dunque, un processo di riflessione sulle 
pratiche del design che includono artefatti multimediali digitali. Le video interviste sono state realizzate con 
Skype, quasi sempre da almeno tre località in contemporanea: le intervistatrici in Italia, Colombia e Germania si 
sono collegate di volta in volta con Cina, Brasile, Francia, Stati Uniti, Corea, Regno Unito, Sud Africa, Belgio, 
Tailandia. La piattaforma digitale utilizzata per i collegamenti e le registrazioni ha facilitato la conduzione delle 
video interviste impossibili da realizzare in presenza, ma ha comportato altri limiti connessi alla tecnologia 
stessa, introducendo elementi fortemente connotanti quali interferenze sonore e visive, nonché il punto di vista 
unico della ripresa video da webcam. Dunque, una sorta di estetica delle pratiche digitali fondata su una nuova 
materialità. Il saggio racconterà il progetto nato in seguito all’indagine: un format multimediale per la 
disseminazione della ricerca, rivolto sia ai membri del Network, sia a un pubblico più esteso di ricercatori. 
Usando il materiale registrato delle interviste, vengono elaborati testi, immagini, brevi montaggi video che 
moltiplicano le modalità di fruizione, fornendo percorsi di lettura via via differenti. Il racconto dei processi di 
costruzione del format mostrerà come non solo si è tenuto conto della discontinuità e spesso cattiva qualità della 
registrazione delle video-interviste, ma come, addirittura, questi elementi di interferenze digitali ne siano 
diventati cifra stilistica, spesso funzionali al montaggio dei contenuti. Partendo dall’idea di evidenziare, anziché 
nascondere, la presenza del medium, l’immagine viene rovinata ancor di più, elaborando graficamente un codice 
estetico in netta contrapposizione con gli effetti digitali di riproduzione della trasmissione analogica. Le 
sgranature, le interferenze audio, i fotogrammi cristallizzati rivendicano il loro ruolo di protagonisti della 
narrazione, poiché anch’essi raccontano una storia: quella della distanza fisica, quella dei limiti imposti dalla 
tecnologia, quella di come anche il mondo digitale trovi forme di espressione della propria materialità. 
 (1) DESIS (Design for Social Innovation towards Sustainability) è un network di Laboratori di Design che si 
occupa attivamente nel supportare e promuovere il cambiamento sostenibile.  
http://desis-network.org 
(2) Elisa Bertolotti, Andrea Mendoza, Francesca Piredda, Is everybody a videomaker? Audiovisual 
communication in the pursuit of austerity, proceedings of the Cumulus Conference, More for Less – Design in 
an Age of Austerity , Dublin 2013 
 
 
From bits to atoms: Displaying digital information by sensory media. 
Lucia Rampino and Sara Colombo (Politecnico di Milano) 
 
This paper explores the possibility to communicate bits of information to the user through dynamic changes in 
the product sensory features, as an alternative to digital interfaces. Indeed, nowadays the product appearance 
(intended as the mix of its sensory features; Desmet, 2012) can assume a dynamic quality: thanks to electronics, 
informatics and material technologies, the sensory features of products - its shape, temperature, colour, light 
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intensity, smell, sound, etc. – can be controlled and modified in an active and reversible manner during the 
product life, changing over time (e.g. a kettle that informs that water is boiling by showing a texture on its 
surface). Some studies have already faced the topic of the temporal and transitional quality of form, exploring the 
complexity, the implications and potentials of new forms of interaction (Mazè, 2007; Wiberg and Robles, 2010).  
Thus, on the one hand, an increasing amount of information are to be conveyed to users by products, on the 
other hand it seems that the designer can rely on a new language to perform this communication: the one of 
dynamic appearance. Therefore, product dynamic features might constitute, within bounds, a new language for 
the dynamic communication of information, replacing interfaces in search of a less complex, but potentially 
more engaging, kind of communication. We thus believe there is a new space to be investigated by the product 
design perspective, broadening the boundaries of traditional product semantics. Designers are starting to face 
this challenge, and a number of products and concepts are being developed in this direction. Nevertheless, this 
area, even if full of possibilities from the user’s experiential point of view, lacks any theoretical reference about 
how dynamic sensory stimuli can be used to convey messages. Thus, our study is a first attempt to fill this 
theoretical gap.  The aim is both to propose a descriptive framework for the analysis of this emerging category of 
dynamic products, and to investigate the role each sensory modality and media may assume in the transmission 
of different kinds of messages. To achieve the goal, a case studies analysis has been performed as first step. Then, 
as second step, qualitative interviews with users have been accomplished. Results show that dynamic products 
can communicate messages to users and can enhance the user experience, by making the communication both 
more effective and engaging. However, some difficulties have been highlighted by users in interacting with these 
products. The work constitutes a starting point in the exploration of an emerging scenario for the digital 
communication from products to users.   
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The materiality of code: Towards an understanding of network environments 
Winnie Soon (Aarhus University) 
 
This essay studies the source code of an artwork from a software studies perspective. By critically examining the 
source code, using the approach of critical code studies (Marino, 2006), I trace the network artwork, Pupufu 
(Lin, 2009), in attempting to understand how the live data is extracted in real time via social media platforms as 
Twitter, Facebook and MSN. The focus is not to investigate code functionalities and efficiencies, but to study the 
program level of code in order to trace the use of various methods such as third-party libraries and platforms’ 
interface. These are important to understand the socio-technical side of a changing network environment. 
Through the study of code, including but not limited to source code, technical specifications and other online 
materials in relation to the artwork production, I would like explore the materiality of code that goes beyond 
technical implementation, but what have been inscribed in the level of code socially? I argue that examining code 
is important to understand the dynamic nature of network environments. 

 
 
Open Track  
Design History and Innovation: convergences between past and present 

 
Chair: Marco Pedroni 
 
 
 
Historical approach to design. Stereotypes, aporias, paradigms (?) 
Giorgio Giallocosta (Università di Genova); Maria Cristina Tonelli (Politecnico di Milano) 
 
Discrasie non trascurabili, inerenti questioni di storiografia del design, convergono in altrettanti aspetti 
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problematici circa le molteplici accezioni di quest’ultimo: dal disegno industriale alle più recenti connotazioni e 
sviluppi disciplinari, in un flusso pressoché incessante di accrescimento di interessi, pertinenze, ecc., che ne 
ampliano positivamente background e sedimentazioni esperenziali ma che pure costringono, in tal senso, a 
continue ridefinizioni concettuali spesso adduttrici di slittamenti, anticipazioni, atteggiamenti aporetici, in 
ambiti inclusivi di attività di ricerca storiografica. Tali atteggiamenti, spesso determinati da assunzioni 
diversificate circa le ricorrenti dinamiche connotative della disciplina, scontano peraltro (per certi aspetti, o 
ambiti applicativi)  una tradizione relativamente recente di quest’ultima, o comunque (per altri) un’assunzione 
priva di riferimenti apprezzabilmente consolidati e pertinenti per la stessa. Ne conseguono eventualità (tutt’altro 
che remote) di tipo aporetico, o rischi di stereotipi qualora si producano (per/nelle diverse fasi storiche) 
occultamenti o marginalizzazioni/enfatizzazioni di talune esperienze rispetto ad altre. Letture insufficienti circa 
le relazioni che intercorrono fra molteplici antefatti esperienziali (logici e cronologici), motivanti e strutturanti 
determinati eventi storici a cui spesso si attribuiscono incipit  per nuove configurazioni di scenario (produzione 
artigianale – produzione industriale, per esempio), rischiano in effetti enfatizzazioni dei secondi e 
marginalizzazioni dei primi. Emergono in questi casi improprie disarticolazioni in quel continuum costitutivo di 
processi, dinamiche, rotture che pure talora sovvertono paradigmi consolidati: ogni sovversione in effetti non è 
priva di pulsioni anticipatrici che la legittimano, sul piano eminentemente storiografico, in termini 
motivazionali, contestuali, ecc. Similmente ogni storia dell’innovazione, sia che questa avvenga attraverso fasi di 
ottimizzazione progressiva o per rotture rilevanti (e mediante ricorsi, ossimori e contraddizioni, o relativa 
linearità, ecc.), affonda le proprie radici in quella fascia di confine che distingue ma non separa epoche, modi di 
produzione, modelli organizzativi, ecc., contraddistinti da proprie peculiarità (anche significative). In tal senso, 
atteggiamenti non deterministici nell’interpretazione dei processi attraverso cui si dipana la successione dei fatti 
storici si fondano anche sulle capacità di snidare quelli antefatti cronologicamente ascrivibili a epoche precedenti 
(soprattutto a fronte della scarsa numerosità con cui si manifestano), ancorché consuetudinariamente 
sottovalutati nella loro significanza, e che anticipano epoche successive (produzione artigianale versus 
produzione industriale, per esempio). Né le componenti socio-tecniche, spesso formalmente invocate in quanto 
costitutive di un corretto approccio al design e all’innovazione, sfuggono a rischi di riduzionismo in ricognizioni 
lacunose di fatti storici. La loro centralità emerge invece, e con evidenza decisamente fattuale, quanto più 
ridefinizioni e interpretazioni storiografiche tendano a rimozioni di lacune e consuetudini cristallizzate. In 
questo modo, e più in generale, possono restituirsi accezioni dinamicamente aggiornate di storia del design (e 
dell’innovazione), e con esse, ricostruzioni circa il senso (o i paradigmi?) delle loro ricorrenti connotazioni 
(pregresse e attuali). Historical approach to design. Stereotypes, aporias, paradigms (?) Both history of design 
and design itself (thanks its present, multiple meanings) introduce unsolved problematic sides, which enlarge 
positively their background, but enforce also new definitions, leading – often – to “aporia” or discordances. 
Inadequate expositions of design, or innovation as well, topics afford a stereotyped historical construction. If a 
new kind of exposition eliminates these omissions, it is possible to reach a more legitimate reconstruction for  
both histories of design and innovation. 
 
 
Il sistema della fotografia: dagli apparecchi quali oggetti tecnici, alla rappresentazione dei 
prodotti del design. 
Paola Proverbio (Politecnico di Milano) 
 
L’invenzione della fotografia con  tutti i suoi strumenti –dagli apparecchi, agli accessori fino alle tecniche di 
riproduzione – risulta certamente tra i sistemi socio-tecnici più incisivi creatosi a partire dalla prima metà del 
XIX secolo e fino ai nostri giorni.  Un numero via via crescente di persone ne è risultato coinvolto, dagli amatori 
ai professionisti al grande pubblico, con risultati profondamene significativi sulla modalità e sul sistema delle 
comunicazioni. Dal punto di vista della produzione industrializzata degli apparecchi, i passaggi importanti di tale 
vicenda sono segnati anzitutto dalla comparsa sul mercato di una serie sempre più funzionale di macchine. I più 
noti cases history, relativi alla diffusione di massa degli apparecchi, sono dati dall’americana Kodak (1888) e 
dalle tedesche Leica (1925) e Rolleiflex (1928). La condizione messa in campo dalla fotografia ha innescato un 
evoluzione permanente tra nuove tecnologie e sistema delle comunicazioni. Da qui ne deriva che se le invenzioni 
degli apparecchi che riguardano in particolare il decennio venti del Novecento ha portato alla creazione della 
nuova fotografia - che a sua volta ha veicolato e plasmato l’ideologia, l’immagine e la forma stessa degli oggetti 
del design -, a partire dai primi decenni del secondo dopoguerra la crescita esponenziale del design ha coinvolto 
viepiù il sistema stesso della fotografia, fissandone e restituendocene un’immagine precisa degli oggetti, forse 
non ancora sufficientemente valutata per le ricadute sulla storiografia contemporanea.  Il ruolo quindi che la 
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fotografia, con tutti i suoi strumenti, ha messo in campo nella società fino ad arrivare ai nostri giorni, rende 
legittimo “costruire un discorso storico sul design dal punto di vista dell’innovazione socio-tecnica che non [può 
essere] la mera trasposizione di una storia dell’innovazione”. E’ quindi possibile in un caso come questo 
analizzare la storia del design guardando oltre le reiterate interpretazioni soggette sovente a cliché. 
Bibliografia 
Fiedler, Jeannine (a cura di) (1990), Fotografie am Bauhaus, Berlin, Bauhaus Archiv. 
Wachsmann, Christiane, Koenig, Thilo, Koetzle, Michael (1991), Objekt + Objektiv = Objektivität? Fotografie an 
der HfG Ulm 1953 – 1968, Ulm, HfG-Archiv Ulm. 
Seelig, Thomas, Stahel, Urs (2004), The Ecstasy of Things: From the Functional Object to the Fetish in 20th 
Century Photographs, Göttingen, Steidl & Partners.  
Aubenas, Sylvie, Versavel, Dominique (2005), Objets dans l’objectif. De Nadar à Doisneau, Paris, isthme 
éditions – Diffusion éditions sept. 
Calvenzi, Giovanna, Gregorietti, Salvatore (a cura di) (2009), Ballo+Ballo. Il linguaggio dell'oggetto attraverso 
le fotografie di Aldo Ballo e Marirosa Toscani Ballo, Cinisello Balsamo, Silvana Editoriale. 
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In the Interior of Innovation: The FabLab Paradigm. 
Ricardo Saint-Clair (Politecnico di Milano) 
 

Forged by MIT at the Department of Bits and Atoms, FabLabs are workshop spaces for digital fabrication with 
openly available resources and know-how. These innovative places, blending the physical and the virtual, are 
spreading exponentially all over the world, along with its innovative end results. This paper investigates and 
maps the FabLab proposal, contrasting with linear, hierarchical, non-flexible and, often, tedious structures from 
traditional R&D Departments. FabLabs’ triumphs rely on disruptive political and economical dynamics, and 
become visible via a complex interdisciplinary ecology: open knowledge, co-creation, non-linear routines, high-
end accessible technology and fluid social interaction. In short, tangible and intangible systems escalating 
considerably productivity and successful outcomes. The ongoing empirical analysis focuses in nine FabLabs 
located at the European cities of Milan, Barcelona and Amsterdam, unleashing patterns and congruencies on 
these adaptive models of interior and social design, that often appears to be anarchical. In what extent does the 
design of a physical space influence collaboration? Is there a clear distinction between providing facilities and 
providing real innovation support? What does arise when learning and working topologies collide? Besides 
surveying and measuring interiors, frameworks and technology trends at these particular sites, it is pivotal to 
address a broader context and its influence factors of open knowledge management and distribution in a global 
realm. The findings of the study aim to delineate the strengths and flaws of the FabLab paradigm, defying 
particularly the conception of interiors and its blurring borderline between physical and virtual territories. 
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A possible turning point: the return of production through digital manufacturing 
Patrizia Bolzan (Politecnico di Milano)  
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Transitional spaces between healthcare facilities and the city. Sharing functionality in urban 
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Autocostruzione per la nautica: una proposta culturale 
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