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ABSTRACT 
Art and installations in public settings are often created 
on commission from a municipality or similar public 
sector. Within the public sector there are many values 
that the community strives to enhance. Values related 
to democracy, inclusion, and aesthetics are but a few. 
When designing for public environments, the design 
process might be affected by the need to strive for those 
values in addition to, or even rather than, the more 
common considerations focused on user experience or 
commercial aspects. 

In this pictorial we present how identified core values 
influenced a design process aimed at designing 
innovative IoT-enhanced playground installations in a 
public setting. Inspired by annotated portfolios, we 
explicate how these core values influenced the final 
design.  

Author Keywords 
Value driven design; playful technology; playful internet 
of things; outdoor play; playing out; public settings; 
public sector; playground design;  democracy; inclusion.  

CSS Concepts 
• Human-centered computing~Human computer
interaction (HCI)~Interaction devices • Applied
computing~Arts and humanities~Media arts

SOCIETAL VALUES 
This pictorial presents design choices for Internet of 
Things-enhanced playground installations. Design 
choices were not primarily made for commercial reasons, 
and the main goal of the project was, even though it 
developed a real product, not to make that a sellable 
product. Instead the design aimed to incorporate and 
investigate certain values. Working towards the public 
sector, and working in governmentally funded projects 
and in research projects, this type of value-based design 
processes, based on societal values, often occurs. To work 
value based affects the design process, as well as the 
outcome. In the design process for this project the values 
were always in focus. They were identified at an early 
stage, and the design group aligned, as far as practically 
possible, all choices towards these values. 

This pictorial is not intended to be a thorough study on 
how to identify values, neither is it a complete guide on 
how to incorporate societal values in a design process. 
This should rather be read as an inspirational case study, 

a design-oriented paper, or maybe even a manifesto, 
pointing to the importance of considering how societal 
values can and should be integrated into design choices. 
It takes its stance in one case, and is a presentation of 
concrete manifestations of societal values in an actual 
design. 
PREVIOUS APPROACHES TO DESIGN AND VALUE
Value is a complicated concept, and we may not all even 
agree on what it means. There are many different 
approaches to working with values and design. 

Among these can be mentioned value sensitive design, in 
which values are approach through three main angles: 
conceptual, empirical, and technical [13]. In this 
approach, a formative design framework is constructed 
where theoretical constructs are translated through 
several levels into toolkits, methods and heuristics to help 
guide the design process [17].  

While value sensitive design have a strong focus on 
turning theory into practical support for design, a more 
practice oriented approach can be found in Schön [23], 
where active reflection in action is suggested as one of the 
forms of knowledge creation in design. By explicitly 
guiding this reflection, we can put a focus on values in the 
design process, while following a format that creators 
also outside of academia are comfortable with. 

In this work, we used a similar approach to value sensitive 
design in turning theoretical values into practical design 
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considerations. However, we have differing 
understandings of the meaning of the word ‘value’.  
While value sensitive design mainly is “concerned with 
what people consider important in their lives, with a focus 
on ethics and morality” [12], for us this results in an 
approach focused on protecting people’s rights/values. In 
this work ‘values’ should rather be read as explicating 
organisational and personal beliefs/values to incorporate 
these beliefs in the design process.  

While the translation of theory into actionable items in 
this work is similar to value sensitive design, and 

reflection in action was used to make sense of 
our prototypes, the approach to ‘values’ are 
rather inspired by Flanagan et.al. [11], where 
the act of value design is separated from a 
traditional passive approach where designers 
not explicitly consider their assumptions, and 
risk imbuing unspoken ideals into their 
design. In contrasting this with deliberately 
embodying values into design, this latter way 
becomes a form of political or moral 
activism, where designer values are 
communicated to the end user. 

  

 

  

Throughout an iterative design process, the values were 

updated, tweaked and polished to be implemented in 

accordance with the design groups understanding of their 

meaning. 

Similarly, the design choices were measured against, and 

adapted to the values at all times. By treating both design 

and values as somewhat fluid and possible to understand 

and develop, it gave the opportunity to understand both 

design and values better. This way the identified values 

naturally connected to the more practical understanding 

of what to do, that is needed for the implementation. 

SOCIETAL VALUES IN THE DESIGN PROCESS 
More abstract long-term project goals such as democratic 
values, sustainable development goals and similar can 
become so abstract that they are not used in the day to day 
work, thus getting lost in the design process. It becomes 
a value document on a shelf, or is limited to some 
inspirational workshops and buzz words for PR-material, 
instead of a practically useful tool. In this project we 
aimed to make the core values a checklist to measure 
choices against. Thus remaining active and relevant 
throughout the process. Instead of measuring towards e.g. 
customer happiness, the societal values were in focus. 
 

IDENTIFYING A WEB OF VALUES 

To identify values in public settings is not an easy task. 

The municipalities might be commissioners. Often they 

in turn get funding from a foundation or other project 

funder, who in turn have by-laws and values they expect 

to be filled by the projects they fund. At the same time in 

a democratic society the municipality is in the bigger 

picture run by the public and the values shared by the 

citizens, who of course also don’t agree and have different 

political ideas. This creates an intertwining web of values 

that affects the design choices, design process and final 

design. 

More abstract long-term project goals such as democratic 

values, sustainable development goals and similar can 

become so abstract that they are not used in the day to day 

work, thus getting lost in the design process. It becomes 

a value document on a shelf, or is limited to some 

inspirational workshops and buzz words for PR-material, 

instead of a practically useful tool. In this project the core 

values instead became a checklist to measure choices 

against. Thus remaining active and relevant throughout 

the process. Instead of measuring towards for instance 

customer happiness and sellability, societal values were 

in focus. 

SOCIETAL VALUES IN THE SANDBOX 
In this case we focused on a public playground setting, 
and the municipality's values related to children. These 
include, but are not limited to, pedagogical values, 
inclusion, and accessibility, both in location as well as 
access to the area. Public playgrounds fill multiple roles, 
e.g. as a place for learning, a place for pure play, and a 
palace for relaxation. It’s a place for both children and 
their parents. 
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