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METADESCRIPTION
Reagente quality label is a service, a process, a brand to recognize value to
bottom-up actions and temporary reuse of abandoned parts of our territory.
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ABSTRACT

The spreading of re-cycle and temporary reuse practices on abandoned
spaces in our cities reveals a shift of paradigm of design discipline toward

new ways of acting. It is also expression of social innovation and DIY attitude,
that focuses on people more than on goods, throughout bottom-up actions
connected to every day's life needs more than to consumption.

Designing a quality label is an opportunity: Reagente is a strategy to simplify
oolicies, to recognize value to actions on territory and to enhance social
iInnovation. Genoa and its community are an experimental field for a co-design
Process.




1. Enhancing places, discovering and envisioning territo-
ries through recycling and temporary reuse practices

Lately we have witnessed to an exponential growth of
empty spaces in our cities and territories, caused by the eco-
nomic crisis and changes, and the transfer of activities from
real physical spaces to the Internet, according to the diffu-
sion of the so-called sharing economy. Therefore, our cities
are full of urban areas that have lost their original functions
and remain unused', due to complex decision-making pro-
cesses and to speculative logics. If on one hand these are-
as are resources taken away from the cities, unsafe places
of physical and social decline, on the other they represent
a breeding ground to experiment social relations, actions
and events promoting new contents and methods. Histori-
cal buildings and sites also improve and define the view and
character of our territories. They contribute to building iden-
tity and stories. Buildings and empty spaces are now an ex-
perimental laboratory, where informal actions, events and
temporary reuse practices become innovative instruments.

In this sense recycling and reuse practices on abandoned
areas, that have been deprived of meaning, have progres-
sively spread in the latest years, becoming the subject mat-
ter of research groups who investigate the potentials of such
strategies. The activist-designer, according to Fuad-Lukas
(2009) is an happener and his project is an essential human ex-
pression able to smooth our transition towards a more sus-
tainable future. Through recycling practices, urban makers

1. There are over 6 million empty spaces (housing, industrial, commercial and public
buildings) of which a portion, from 3 to 6%, are spaces in good condition, that do not require
interventions. In addition to these there are many abandoned historic buildings and sites, that
testify the history and image of our country. Retrieved from http:/ / www.riusiamolitalia.it.
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State of use and planned areas in the city of Genoa. Genoa Lab Re-Cycle.

reuse devices and instruments and combine them with new
meaning, they look for solutions working on waste. Recy-
cling is not only a physical process, it implies a change in
meaning that involves the social, cultural and economic con-
text, the various stakeholders and the citizens’ lifestyles.
Such process also involves those temporary reuse practices
of residual spaces, leading to reconsider recycling as a con-
ceptual and operative tool for facing emergencies that arise
within a project, in terms of economic, social and environ-
mental problems. Not only a political advantage, recycling is
one of the most modern and sophisticated ways of making
expressive research on projects.



With a certain delay compared to other European coun-
tries?, Italy started its route towards recycling with the
Re-Cycle exhibition in 2012 in the MAXXI museum in Rome,
which launched the PRIN Re-Cycle Italy® research, involving
11 universities with the aim of exploring the operational con-
sequences of recycling processes on the urban system.

The Genoa Lab Re-Cycle has carried out its activities in two
synergetic subject areas, one regarding the abandoned pat-
rimony, the other focused on the community: from footprint
to promoting temporary reuse policies. The research team
have started tracking the abandoned heritage with a system
of parameters, in order to evaluate the signs and impact left
by those empty spaces and to facilitate transformation ac-
tions and processes, and then have experimented recycling
practices aimed at producing operational instruments. An
agreement with Genoa’s Municipality* has allowed to moni-
tor experiences made by active citizens, that have contribut-
ed to the creation of a reference system for managing tempo-
rary reuse policies and procedures. It’s been an opportunity
to prove design as a tool for enhancing territory.

2. Asin the Urban Catalyst project (Oswalt, Overmeyer, & Misselwitz, 2013) funded in the 5th
Framework Programme (2001-2003) o the research Reuse funded in 2005 (www.urban-reuse.
eu) where the aim was to identify recurrent issues in the social re-use processes. The regulation
of temporary uses, often inserted somewhere between legal and illegal, is the goal in Italy of
Temporiuso project (Inti, Cantaluppi & Persichino 2014).

3. see also www.recycleitaly.it. The research team in Genoa was coordinated by M. Ricci with
R.Fagnonu.

4. Research Agreement — Comune di Genova. 2015 - 2017- Re-Cycle Practices and temporary
reuse on abandoned buildings and underused areas. Processes, experimental projects,
communication and events. Academic research management: R. Fagnoni, with C. Lepratti, C.
Vannicola, S. Pericu. Municipality management: G. Vicenzo - Participation office, A. I. Corsi -
Special projects, and A. Colombini, S. Zarino — Patrimony office.



2. Re-cycle. New social, political, and environmental par-
adigms empowering design actions as new field for design
activities and education

[t was during the Nineties that designers started to be di-
rectly involved in the problem of waste and in the necessi-
ty of reusing it to create a meaningtul transformation from
waste to substance. Our project challenge is to reach this
goal without losing beauty, by working on the edge and
avoiding those common ideas that associate beauty with the
glazed and shiny rather than rough and matt surfaces of re-
cycled materials. The matter is to find “a new idea of beau-
ty, closer to our condition of human beings, who are subject
to refusal and discrimination. A beauty that preserves traces
of the past, signs of what has been. A beauty that is not ab-
stract, but firmly anchored to what is corruptible, and con-
tains a hope for resurrection, when not for human beings at
least for things” (Morozzi, 1998).

This role of designers committed to the public patrimony
and welfare, ideologically opposing the most commercial as-
pects of industrial design, outlines the field of action of so-
cial design, which “highlights design-based practices towards
collective and social ends, rather than predominantly com-
mercial or consumer-oriented objectives. It operates across
many fields of application including local and central gov-
ernment, as well as policy areas such as healthcare and in-
ternational development.” (Armstrong, Bailey, Julier & Kim-
bell, 2014)

Design discovers its active role within the social, cultur-
al, political and environmental context we are living in, and
contributes to facilitate processes of social innovation, pro-
viding designers with new opportunities to intervene in a
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world where everybody designs (Manzini, 2015). According
to Gui Bonsiepe, “To raise our awareness of the contradic-
tions that become apparent between the socially desirable,
the technologically possible, the environmentally beneficial,
the economically viable, and the culturally tenable should
be one of the central goals of contemporary design ethics”

(Groll, 2015).

Reuse of former market of Cor-
so Sardegna in Genoa.
Re-cycle action carried out by
RiprendiomociGenova.

The political potential of design (Markussen, 2013) has
been introduced by Victor Papanek (1971) with his so called
activist behaviour. It is a call for designers to face the emer-
gencies of our daily life and act for social concerns. Design
Activism is defined as an act of developing new processes
and artifacts tocusing explicitly on social, environmental and
political issues without losing the intervention to function-
ality (Julier, 2013), a way of thinking and practicing design
to generate a counter discourse against mainstream drivers
of the industry that can make a positive social, institutional,
economic, and environmental change (Fuad-Luke, 2009).

The role of design in these new scenarios offers a series of
possible explorations and considerations:

Interaction - The project is no longer the work of a single de-
signer, but it becomes a collective space where necessities and



sensibilities are shared. Concepts such as open source trace
a route that through participation leads to a soft but active
complicity, that reveals itself in the contamination and spread
of ideas and information. The culture of re-contextualization
and recycling not only of products and spaces, but also of no-
tions and visions, leads to reconsider the opportunities of-
fered by a change of direction which has already started.

Intuition and event — Every human being is born with an im-
mediate ability of understanding reality, that unfortunately
they lose year after year growing up in a society founded on
the cult of rationality. Intelligence analyzes and theorizes,
classifies, distinguishes and smashes real duration. The abili-
ty of intuition is immediate like instinct and aware like intel-
ligence (Bergson 1907). Any event is the opportunity to create
systems according to which ideas can contaminate and be-
come bigger than the sum of their single parts. Therefore, the
increase of connections is a way to access information on the
work of our ancestors and combine it with present intuitions,
thus transforming it into something new, whose results will
be eventually combined once again by someone else.

Education and training - The spreading of design activism,
social design and social innovation practices has an impact
on the conventional design education, that in Italy, exclud-
ing some specific cases, has not yet developed the social, po-
litical and economic aspects of design. “To educate design-
ers for this era, from Transdisciplinary Design, to Design and
Urban Ecologies, exploring the complex forces that influence
urban growth and development, mean to provide opportu-
nities for self-directed learning, cross-disciplinary collabora-
tion, and exposure to academic areas beyond the traditional
boundaries of art and design”(Allen, 2013).

DIY and spontaneous processes - The risk and limit of


http://www.archdaily.com/tag/design
http://www.archdaily.com/tag/design

spontaneous processes have been often attributed to their
difficulties of being institutionalized and to the poor effec-
tiveness of their projects, developed without the intervention
of public institutions. Local administrations tend to institu-
tionalize relations, forcing processes into official methods and
procedures and remaining anchored to them. It is therefore
necessary to adopt a new approach, in order to consider such
actions not as fixed practices but in their global context. We
should not merely interpret such phenomenon as a new way
of doing things, but adopt a new point of view to consider
what it is done, in order to maximize its effect on the public

sphere.

3. The concept of a label, brand, service, network or de-
sign process for temporary reuse and new co-design poli-
cies and practices

A brand can work as a meme, a cultural unit that spreads
from mind to mind. The most powerful memes can catalyze
collective changes. They generate perceptions-thoughts-ac-
tions-behaviors through trust and reputation on one’s social
network and so create a chain-effect able to spread those per-
ceptions-thoughts-actions-behaviors across other networks.
The creation of a quality label can be a way for spreading
values related to interventions, and for proving urban, en-
vironmental and process quality. The quality label proposed
proves urban, environmental and process quality. It is as-
signed according to the fulfillment of specific parameters re-
lated to the launching of recycle processes of artifacts, areas,
buildings, spaces and urban infrastructures. It guarantees
the enhancement of cultural and environmental patrimony;,
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service culture, resources” availability and use, as well as the
quality of such use. It represents the beginning of a route
that leads to the synergetic promotion of the cities that have
joined it.

The brand tells us a story on how we can face the pres-
ent-future of our cities. By means of a symbol we state a
community and its administration’s attitude towards recy-
cling, in this sense the brand is marketable to interlocutors
and represents the optimization of resources, according to
established and quantifiable criteria.

e Design tools for Reagente:
. _ ' stencils Label.
pe Authors: R. Fagnoni, S. Pericu
" with C. Olivastri, E. Angella e
N. Raffo.

Through its topics and values, as core elements to reinforce
its audience’s emotional and evocative ability, the brand
proposes a clear moral. Its relationship with the audience is
based upon an instant aesthetic and perceptive experience,
and the brand’s challenge is to find a new positioning able to
communicate thanks to its own personality, through sensa-
tions, emotions and aesthetic effort.

The launch and promotion of our brand aim at enhancing
single interventions, rewarding the cities-communities that
carry out the largest number of actions, and the institutions



that are actively involved.

Through a shared process (from project to promotion) the
brand gives visibility to its network and the related actions.
Thanks to its distinctive quality, internal (cohesion of all sub-
jects involved) and external awareness (proven quality, pro-
posal of a development model, incentives to act and invest
according to its direction), the brand plays a central role in
affirming its reputation, and proves its attractiveness and
prestige through the values it promotes.

Creating a brand implies many activities, from building its
system of values to studying its visual identity, from validat-
ing it according to quality standards and criteria set by su-
pervision authorities, to organizing its communication and
promotion. It is a complex process, that could though start a
new cycle of activities and give birth to a new development
logic, founded on collective and results-based rather than
punishing-regulatory systems.

4. Reagente label: co-design method and process

Reagente quality label, following the principles of the
Re-Cycle Italy research, concluded in 2015, intends to reu-
nite into a single label, subjects who are conscious of the im-
portance of reusing territory and reducing soil consumption
in the city of Genoa, in order to connect them through the
Internet and help them recognize the value of their own ac-
tions. Genoa is a shrinking city and its population has been
declining for many years; as a consequence, the city is full of
abandoned properties, mainly industrial buildings linked to
the port, which are no longer in use.



The Design research group® has collaborated with the city
administration that, as well as other Italian cities, is working
to adopt a formal Agreement on cooperation between citizens
and administrations for a shared management, care and re-
generation of common urban areas. Thanks to this collabora-
tion, a series of events were organized addressed to active and
interested citizens, with the aim of creating a label to be joined
through a collective process, that gives the opportunity to de-
velop connections, share specific values and, in the end, give
visibility and spread reuse actions outside the project.

The development of the label has two consecutive steps: a
first inside-oriented step is addressed to people directly in-
volved in the project or who might join it. Here the Label
is a tool for gathering people from a constellation of auton-
omous subjects to a real community, where all subjects in-
volved can identify themselves, participate and share the
creation of common criteria. In the second outside-orient-
ed step the quality label is a tool for corroborating, validat-
ing and spreading interventions. It is a results-based system
useful to those administrations who want to promote reuse
strategies for abandoned areas, forgotten or underused situ-
ations, that can be better developed to create social, environ-
mental and cultural benefits, thanks to light and reversible
systems, often more focused on soft rather than hard quali-
ties of projects.

More than else, the Label is an instrument to involve a local
community and afterwards become a label that can also be
applied in other cities to projects with a similar philosophy.
[t is an instrument able to involve activists, associations and

5. The quality brand has been developed thanks to the support of a Progetto di ricerca di
Ateneo (PRA) carried out in 2015: Quality Brand Re-cycle Italy. Coordination: R. Fagnoni with S.
Pericu and in cooperation with C. Olivastri, E. Angella e N. Raffo.



A quality label for temporary reuse. Co-design practices by Raffaella Fagnoni and Silvia Pericu

REAGENTE E

Il manifesto

: -.:%‘ s E
| REAGENTE
08.07— 2016
ore 17
| i E
i
Fi)
HF to UNO (st
{5 WT:H wpataeg dulls Rorbense® w _ﬂ. o
; £

Reagente call for action. Authors: R. Fagnoni, S. Pericu with C. Olivastri, E. Angella e N. Raffo.

common citizens, who are increasingly launching light reuse
actions of abandoned areas all over. Quality certification can
also become a way to promote recycle actions of abandoned
areas and guarantee their quality and respect of specific pa-
rameters, and it can be applied to actions carried out on
buildings, portions of buildings, parts of urban areas, infra-
structures, infrastructural networks, landscapes, permanent
and also temporary events focused on portions of territory
This modus operandi is also recognized by Italian law®,
which states how local administrations can define their
criteria and conditions to carry out projects of territorial

6. Art.24. Decreto Legge 12/09/2014.



interventions on common areas, designed by single or asso-
ciated citizens. This is the reason why the Reagente Label’s
targets are, together with activists, policy-makers, whose
policies support the investment of resources to enhance
abandoned heritage.

The creation of the brand should be based on the definition
of its own values, that in this case will be set according to the
Re-Cycle research principles, in order to produce new values
that, in addition to the previous ones, are developed through
a collective activity, shared with the activist groups, who are
the project’s targets.

Who.

A network of active citizens is established in Genoa, with
the aim of identifying the active subjects, the types of in-
terventions they carry out, their objects and, in the end,
their possible contributions to define the label’s parameters.
Through a series of events scheduled during summer 2016
it will be possible to define a set of shared criteria for the
brand, that will be then available on an online registration
platform. Results of this first process will be eventually ver-
ified with other stakeholders, represented by political insti-
tutions and authorities for the control and management of
territory. Scope of such action is to share values with all the
subjects involved in the project, in order to identify a com-
mon goal which is indispensable for the project’s success.
The values thus created will become the label’s guidelines,
which define the criteria in use for evaluating projects, initia-
tives and active groups who apply for quality certification.

What.
Since the brand’s registration criteria can vary, they will be



constantly updated during their spreading process. They re-
fer to parameters involving wider matters, such as public
benefit, citizens’ active participation, and the ways of inter-
vention on built areas, to indicate which part of the original
buildings should be preserved. The Label’s assignment pro-
cess must be absolutely clear and transparent, in this sense it
will be open and available to everyone on the Internet, in or-
der to fully share methods and instruments. The process for
registering to the Label is based on a self-assessment proce-
dure that the candidate follows by filling in an online form.
Once authorized and registered to the Label, he receives the
rules for using it properly, and becomes part of an open and
flexible database, where all the recycle actions carried out on
the national territory are inserted. Such database is in fact
constantly updated by the subjects involved in those actions.

Where.

Genoa and the cooperation with the city administration of-
fer the possibility of testing our project with a defined net-
work of subjects and with reference to specific cases. The
choice of using a method based on real experiences is due
to the intention of eventually exporting such experience al-
ready made to other contexts, after an accurate analysis of
results and the evaluation of each proposal’s strong and
weak points. In order to have an exportable brand, its pro-
cess of assignment must be based on a self-sustainable sys-
tem, able to work without the constant control of a so-called
supervision authority, a system than can be repeated by the
interested administrations according to a specific format.



5. Case studies selection

Nowadays design has more and more concentrated on ter-
ritory as the object of its planning activity and has there-
fore consolidated project practices in this sense. New design
experiments have spread with the aim of enhancing val-
ues focused on territory, proposing solutions for localized
communicative, productive and service processes (Lupo,
2009), although they are still lacking of a theoretical develop-
ment able to produce, at international level, an accurate and
shared definition of the role of contemporary design in the
improvement of place identity and enhancement of territory.

The work proposed for the Reagente quality Label as an in-
strument for sharing values and enhancing recycling actions
on territory, represents a way to explore how the identity of
territory and its resident communities should be considered
as a choice of project (Zurlo, 2003).

If the identity of a territory should be also built on a spe-
cific set of values that define its territorial capital, there is
no identity without a collective recognition of the values to
share and support in a coherent everyday practice of behav-
ior (Parente, 2012). In this sense, the concept of community
together with a collective awareness of belonging to it, be-
comes relevant.

The particular contribution of design to the enhancement
of territories is due to its ability of transterring meaning to-
wards a human dimension, not only as a reference, but also
as an element able to connect a system involving places,
communities, practices and processes so that it shares the
same values.

This process cannot be imposed from above. It should be
based upon the shared recognition of an identity within a



community and towards the system it is referred to. Place
identity still needs new tools and a further development to
its particular field of action — territory — as a consequence,
quality labels represent an instrument for enhancing territo-
rial capital, able to offer various unexplored opportunities
that are clearly and particularly intended to share values and
define reference parameters.

The use of quality brands applied to territories represent
a proven method to promote a system of recognition and
validation of those territorial entities that, sharing the same
goals, have committed to the adoption of responsible be-
haviors and contributed to the promotion of the culture
and methods of economic, social and environmental quality
certification.
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It is a results-based system that has initially developed on
products and then largely spread to guarantee and validate
the quality of diverse services, since it is a transverse in-
strument that can be applied to products, services and plac-
es, and that allows a territorial brand to guarantee quality
and become a process for creating a shared system of values
within a territory. It has a double function: internally it gath-
ers strategies from the various parts involved within a terri-
torial community, without being focused only on tradition-
al marketing. Externally it works as an instrument to spread
specific values as part of a wider system that can be joined
by whoever is interested. It does not exclusively work on
visual design techniques, which are typical of the large diffu-
sion of images and logos we have been used to in the latest
years by the touristic market; on the contrary, it is based on
communication and recognition of collective values shared
with a community’s stakeholders.

Nevertheless, the adoption of this type of instrument im-
plies the consideration of some issues related to the creation
and management of a quality brand. A brand is a collective
good, whose products are controlled by different subjects,
and in this sense it cannot determine individual choices
made by whoever might join it. It must proceed on and eval-
uate already existing activities and invite possible stakehold-
ers to participate within a system of shared criteria. It repre-
sents a strategic opportunity and not a coercive imposition,
with all the advantages and limits that such condition im-
plies (Demetz, 2015).

Two case studies have inspired the work on Reagente La-
bel: Quality Design for All Labels and territorial quality La-
bel Salento d’Amare.

Quality Design for All (DfA) Label was established as a label,



with the objective to certify the quality of the DfA’s prod-
ucts, environments and systems already accomplished,
which express significant principles connected to accessibil-
ity. It applies to all the realization of project of the material
and virtual reality and it has two steps: DfA-Start and, once
refined, the DfA-Quality Label. The work has been taken in
analysis for some similarities: for the ability to transmit the
values of the design for all through the assessment of pro-
jects accomplished and for the ability of the label to commu-
nicate complex values, which are not always easily identifia-
ble, in order to promote them for a full social inclusion of all
people. Finally it is a quality Label thought to be widespread
and replicated. The assessment procedure is conceived as a
prize, with a judgment done by members of a jury.

Since 2001 Salento d’Amare, as territorial brand, has become
a success story of the Italian territory: significant increase in
tourism, redevelopment of the area, cutting-edge initiatives
to promote environmentally sustainable development.

The Union of Municipalities of the Grecia Salentina has
launched a brand Salento d’Amare, welcomed by local busi-
nessmen who had the courage to experiment it in the field
of tourism and territorial promotion. The same Union veri-
fies compliance with the parameters of those who embrace
the brand (Oliva, 2006). The territorial label has been the tool
to make visible products and services of the territories in-
volved, a tool to promote a community which identifies it-
self with specific values. The shift from public initiative to

a project led by private operators is a source of interest. Al-
though not developed for the Internet it appears like a label
with a very easy access and regulation.



6. Conclusions

Reagente is a quality label revised in order to develop a
certification system for recycle practices and reuse actions on
abandoned or underused areas in our cities. It aims to im-
prove the effectiveness of active citizenship and to recognize
its value, addressing at the same time to undertaken initia-
tives, as well as to projects on areas waiting to be regenerat-
ed in order to promote this kind of approach.

The process is based on shared values able to ensure the
peculiarity of each stakeholder involved, to spread best prac-
tices, to simplify the regulation set in assigning spaces to
groups of citizens taking care of their environment. It aims
also to create a network as reference not only for partners in-
volved internally, but also at a national level for other exter-
nal subjects interested in it. Italian most important network
on active citizenship and urban commons, i.e. Labsus, al-
ready showed his interest on the project.

The strategy put in place by Reagente quality label points
to transform brand identity from a competitive mode to a
cooperative one, for the promotion of interventions that re-
flect the same values on the recycling of abandoned spac-
es. [t is conceived as an open platform, a mapping action to
show links between different ways of regenerating urban
spaces through reinventing a new meaning for them. From
the beginning Reagente shared its ambition with the City
Council of Genoa and the research team has organized three



meetings to involve groups of active citizens and associa-
tions, to know each other initially, and at the end of the pro-
cess to define together with all the participants evaluation
criteria and values of a shared labelling system that can be
used in different situations. Reagente involves Design’s role
through service design and design for social innovation. The
main abilities involved are the ability to analyze territory, to
communicate, to define scenarios, to create a brand identity
and to design artifacts for temporary actions.

Reagente is a process that could represent a contribution to
the challenge of social innovation and Design’s research for
policy. The sharing of Reagente represents for the commu-
nity of the city of Genoa an experimental field. Its improve-
ment through a national network can contribute to evolve
a collaborative practice capable to empower institution and
citizens to take part in the actual culture of the sustainability
and active governance.
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METADESCRIPTION
Artificio project arised from the need of an innovative cultural centre in Como:
design-focused, accessible, sustainable, widespread and participated.

KEYWORDS
Cultural Enhancement, Territorial Mapping, Participation, Design Methodology

ABSTRACT

The project Artificio (Centro culturale urbano diffuso - Spread urban cultural
centre) is an on-going project (originally co-founded by the Cariplo Fundation)
focused on the enhancement of the cultural resources of the city of Como,
carried out by a participated and accessible purpose in which design plays a
strategic role.

Indeed, design can be a tool for cultural and territorial enhancement,

not just as a catalyst of good practices through projects, but even as o
methodological tool for a deeper comprehension of a territory. In order to
deeply understand the territorial resources, a mapping of the cultural resources
of the city has been studied and realized. Quantitative and qualitative data
were crossed and compared to analogous realities, to help the emergence of
the real cultural needs of the citizenship.



Overview

In recent decades, the city is returning to play a distinc-
tive role for cultural, economic and political development.
The favourable geographical position of Como, its beauti-
ful landscape and unique morphology, its recent and past
history, in addition to its economic vocation, which relies
on an entrepreneurial internationally recognized for excel-
lence in production, could make the city competitive among
the small European cities. Unfortunately, its profile is dam-
aged by the lack of initiatives and insufficient care of its
landscape. Como therefore seems still far from thinking and
building an overall strategic project that promotes urban
competitiveness, able to renew his physiognomy and eco-
nomic and social dimension.

The project Artificio (Centro culturale urbano diffuso - Spread
urban cultural centre) was co-funded by the Cariplo Foun-
dation' (2013-2016) in response to the call “Valuing cultur-
al activities as a factor of development of urban areas”. The
Luminanda Association?, networking with the Cooperative
CSLS, the Association Nerolidio Music Planet and ComoN-
ExT, are the project leader of Artificio, born from the desire
to create an innovative and contemporary centre of art and
culture in the city of Como: accessible, sustainable, wide-
spread and participated.

A creative city is not just a city open to differences, but it
is able to stir its diversities towards designing the future.

So a creative city feeds on interaction between values, on

1. Cariplo Foudation - http:/ /www.fondazionecariplo.it/en/index.html

2. Luminanda Association, main partner of Artificio project, is managed and animated by four
women: Chiara Gismondi (President), Veronica Bestetti (Vice-Chairman), Ivana Franceschini
and Anna Buttarelli (www.luminanda.net).



relations and on the sharing of talent, technology and toler-
ance, which when shared turn into culture, communication
and cooperation. Therefore, the first design intention and the
primary goal have been to foster the relational skills of the
city of Como.

1. Designing Artificio: the role of design for urban and
cultural enhancement

To deepen the knowledge of land resources, in the drafting
phase of the project was carried out an info graphics map-
ping of the cultural resources of the city by a team of the De-
sign Department of Politecnico di Milano®, where quantita-
tive and qualitative data have been crossed and compared to
analogous realities, to help the emergence of the real cultural
needs of the citizenship.

Indeed, nowadays qualitative data must be interpreted
and possible solutions envisaged in terms of sustainability
and no longer in terms of unconditional increase in produc-
tion. Comparing rapidly obsolescent artefacts with a model
of long-term validity, which can be applied and replicated in
different contexts, has highlighted the key role of design to
analyse, visualise and build up possible models that are able
to steer strategic decision-making.

The contemporary design has a wider scope for action than
a few decades ago, no longer relying just on the strength of
the practical design activities, to fit as a fluid discipline, tan-
gential both to the design worlds and the social sciences.

3. The Design team was managed by Rossana Gaddi and Federica Gallarati (Design
Department, Politecnico di Milano).



Design feeds on the evolution of the disciplines that could be
called “classic” or “solid” but it is a discipline indefinable, in
its being “liquid”, constantly changing. Liquid in being ad-
aptable to the large container that is contemporary era.
Design System* is a complex and branched apparatus that
from the research point of view touches tangentially the hu-
manities and from an operational point of view defines the
procedures, the practices and the methodologies concerning
our daily lives. A design strategy not only looks at the crea-
tion of a beautiful and quality products, but also to the iden-
tification of a specific identity, an effective focus, a collective
aspiration to planning. Philip Kotler® proposes a reflection

4. The definition of “Design System” is born from the research SDI (Sistema Design Italia -
[talian Design System), a network of agencies for research, innovation and promotion in the
field of design, which was founded as a spin off of a two year research program co-funded
MIUR (Italian Ministry of University and Research), consists of 8 active branches at universities
spread throughout the national territory (Milan, Florence, Rome, Chieti, Genoa, Palermo,
Naples Federico Il and Second University of Naples) in such as a nucleus of research and
training is active for design. Its mission is to produce research opportunities in collaboration
with organizations, associations, institutions to promote design as a competitive factor in the
national economy and to spread the culture linked to the design also in other national contexts
of production, focusing on the relationship existing between design and local production
systems (and particularly in the industrial districts). The network also promotes concrete
project actions that use the integrated approach of the product-system (the design action as
the sum of the strategic aspects, service, communication and product) within the territories.
These actions shall be realized through an original action research approach, which acts on

the potential development of an entrepreneurial culture through local production and growth
processes from the bottom and are addressed to local communities, to local administrations
and training institutions, research and government, individual companies and consortia
interested to implement innovation processes guided by the design contribution (design
driven).

5. Philip Kotler (Chicago, 1931) is Professor of International Marketing at the Kellogg School

of Management at Northwestern University in Evanston, Illinois. It was listed as the fourth
“management guru” of all time by the Financial Times (after Jack Welch, Bill Gates and Peter
Drucker) and hailed as “the greatest expert in the world in marketing” by the Management
Centre Europe strategies. It is also considered one of the pioneers of social marketing. He

has made an important contribution to the structuring of marketing as a scientific discipline,
directing the formation of many students and managers worldwide. His main work is
Marketing Management (first edition in 1967), which is generally recognized as one of the most
authoritative texts on marketing, and is the most widely used in universities and business
schools around the world, with a percentage close to adoptions 60%. Through his consulting




on the role that design can have in a company as coordinator
of media plurality (buildings, places, products, services, dis-
tribution choices, interfaces) with which the company is on
the market, defining its identity, but giving also shape their
strategy.

Well-designed and well-structured services, such as cities,
also represent an important opportunity for encouraging re-
sponsible behaviour and therefore help regenerate the social
fabric by solving problems (such as accessibility) and to all
intents proposing solutions for an advanced welfare.

According to the original call, the priority of Artificio pro-
ject is to formulate proposals in order to create sustainable
cities, implementing and testing a model resulting from col-
lecting ideas workshops in a bottom-up approach. In par-
ticular, the main objective is to create a network of perma-
nent structure in order to improve a design thinking ap-
proach to the urban regeneration.

Artificio is intended to make citizens more aware of their
belonging to the future of a place, of their context of living,
their role within their cities and history. Moreover, the pro-
ject aims to promote a process of urban regeneration through
an interdisciplinary approach involving different sectors of
the society (creative people, decision makers, local and na-
tional authorities, designers, artisans, students, entrepre-
neurs) in order to reinforce economic, cultural and touristic
cooperation at different levels between countries.

firm, the Kotler Marketing Group (KMG), Kotler has worked with many major multinational
companies, including IBM, General Electric, AT & T, Honeywell, Bank of America, Merck and
Motorola.



Mapping the territory for cultural development by Rossana Gaddi
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Since the project is expected to demonstrate if and in which
way design planning may contribute to the urban develop-
ment in terms of social innovation, it has been appropriate
to set up a strategic “reflection phase” dedicated to pilot ac-
tivities where the project partners will have the possibility to
test processes, models and techniques in order to verify solu-
tions applicable to a wider set of users and territories.

The purpose of the project had been originally the net-
working of skills and public and private resources for the
production, promotion and cultural offer as leverage to plan-
ning a creative urban development, vital and sustainable.

The primary objectives of the project were fixed in these
following points:



e NETWORKING to build a common identity for local cul-
tural operators recognized and recognizable;

e COMMUNICATION AND TRAINING to renew the rela-
tionship between citizens and the cultural identity of the
city and allow the emergence of local talent;

e PARTICIPATION FROM THE BOTTOM to stimulate the
active participation of the population to the city cultural
planning;

e TOURISM AND COMPANY to allow a new characteriza-
tion of the role of culture, no longer marginal and sectorial
aspect but true urban development factor.

2. The mapping of the Culture in Como

Simultaneously to the pilot actions, necessary step of em-
pirical audit of the analysis postulates of the cultural realities
in Como, the Design Department of Politecnico di Milano,
made for Artificio project the mapping of the cultural reali-
ties of the city, a “state of the art” of production and dissemi-
nation of culture in the city. The analysis was carried out fol-
lowing three main steps:

e A first quantitative mapping, which allowed the emer-
gence of “facts and figures” about culture in Como;

e A second phase of mapping, this time qualitative, where
the different realities that emerged in the first step are
compared with regional and national indicators;

e A third phase, parallel and not sequential to the first two
has been the development of two different types of ques-
tionnaires: one addressed to associations, organizations,
cultural organizations from different backgrounds, the oth-
er to individual citizens, respectively, “dispensers” and



“users” of urban culture. The results of both question-
naires helped and guided the emergence of data otherwise
not perceptible by an only theoretical analysis of the urban
cultural structure. Data such as the expectations about the
future, cultural habits, past attempts to create a network
between similar associations.

e As it has been written before, during the feasibility study;,
it was decided to match the cultural mapping carried out
by the Politecnico di Milano with some creative actions on
the territory, in order to stimulate the participation of cit-
izens, as well as inform them on Artificio project and test
the feedback of possible initiatives to be implement later. A
significant finding was the interdisciplinary nature of most
of the actions: the coexistence of various integrated artistic
languages has allowed to test the work team between the
various realities of the network.

In particular, the creative actions have had the following
specific objectives:

e Test the partnership and support network in the realiza-
tion of joint initiatives;

e Validate the findings from the mapping of the culture in
Como;

e Evaluate the response and participation of the public cul-
tural offer potential Artificio;

e Contribute to building a communication strategy and pro-
motion of the project Artificio.

All initiatives have resonated on artificiocomo.it website
and on social networks linked to the project. Many actions
were also promoted on partner sites and supporters and
some of them have had a lot of visibility in the local press,
both online and offline.



Methodology

The interpretative and methodological key that led the re-
search was therefore based on a multi-channel system where
the active participation of citizens (through questionnaires
and creative actions organized during the research and map-
ping period) was intended as a guide for interpreting the
phenomena transformation of contemporary urban culture.

The multi-channel approach in this research context was
interpreted expanding the technological significance, and be-
coming a way to show the infinite possibilities of participa-
tory construction of the brand and the urban identity of the
city branding.

The research wanted to refer to Action Research method-
ology, historically used for the social sciences, then reconfig-
ured for design. Action research is a cyclical action and ver-
ification process that comes from the awareness that the ac-
tions on the territory must necessarily start from below and
refer to real situations. Precisely for this reason promotes the
establishment of survey opportunities, the development of
projects located in specific contexts ot land resources, and
the development of local systems, linked to places, to know
how productive individuals.

Given the high variability of possible outcomes in an ur-
ban scale research (vitiated by social parameters, economic
and political context), the operational line of action research
is a methodological line was flanked inspired by Grounded
theory (Glaser & Strauss, 1967) where qualitative research
allows developing conceptual categories directly from the
data, and then make new observations by further develop-
ing these categories.

Specifically, the quantitative analysis allowed the defi-
nition ten typological categories (visual arts, plastic arts,



performing arts, music, literature, history and archaeolo-

gy, nature and tourism, science and technology, sports, as
shown in Fig. 2). Characteristic of a qualitative study is the
immersion in the present context, where the researcher is op-
erationally involved in the interrelationships that the actors
put in place. The hypotheses are then taken directly from the
data, without the need to create a priori models. The collec-
tion of data and information, follow the coding of the cate-
gories and subcategories, and analysis of data, in a continu-
ous process of interaction.
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Fig.2. Activity density based on ten typological categories (right to left: visual arts, plastic
arts, performing arts, music, literature, history and archaeology, nature and tourism, science
and technology, sports, transdisciplinary activities)

Original Scheme in ltalian language, La Mappatura culturale della cittd di Como — Progetto
Artificio, Politecnico di Milano, Design Department.

Emerged results

The results of the questionnaires and the SWOT analysis
carried out, from both citizens of organizations and associa-
tions of the Como area, shown a strong demand for cultural
innovation. Enhancement of cultural assets Como is an ex-
plicit request of citizens and revival of city competitiveness.

The city of Como is characterized by a cultural offer rather
poor and poorly planned, that little remains attentive to the



needs of contemporary life, continuing to offer cultural and
tourist offers single-issue, targeted mainly at a high and tra-
ditional target.

This trend, in addition of not meeting the needs of a large
section of the population, in the long run, risks to impover-
ish and even paralyze cultural fabric of the city, and further
lowering the strategic urban ecosystem quality, presenting to
Como the role of a dormitory city. Despite the location of the
city extremely favourable at both national and European lev-
el, much of the Como population moves to the neighbouring
centres such as Milan or the nearby Swiss cities as Chiasso
and Lugano, where the cultural offer and consequently the
participation to culture, is more developed and advanced.

Nevertheless, there are cultural events and with a strong
identity: this refers particularly to the programming of the
Teatro Sociale, with a rich variety in terms of exhibition, with
more than ten different sub-performing; Parolario, a literary
and cultural festival; the prestigious initiatives and training
activities of the Antonio Ratti Foundation; ComON, an in-
ternational creativity sharing event dedicated to young de-
signers and creative talents, in synergy with the local indus-
trial excellence. However, this cultural calendar is poorly
arranged and planned: the cultural programming appears
sacrificed the urban dimension in favour of a sectorial di-
mension or even individual and cultural proposals seem to
overlook the appearance of a global vision of the context in
which they are under reflux with accordingly negative both
in numbers and in terms of communication and relation-
ship with the public. Moreover, they remain little synergistic
and integrated, far from becoming promoters of new mod-
els of urban innovation and unable to pursue a strategic in-
vestment for a real renewal of the cultural and social capital.



This little integrated planning is also the result of poor appe-
tite networking by institutions and associations, which tend
to establish vertical relations to major institutions, creating
little cooperation between similar realities. Hence the need
to invest in new horizontal networks, as well as to strength-
en and rationalize the cultural and networking the existing
structures resources.

The lack of spaces for cultural and artistic experimenta-
tion fruition is another important finding emerged strong-
ly from both the quantitative mapping analysis from ques-
tionnaires. About 80% of respondents to the question “How
do you think could be improved cultural offer in Como?”
replied “By creating new spaces for creativity and culture
to enhance the city”. Como boasts prestigious locations in-
ternationally recognized, but not exploited strategically and
underutilized for most of the year.

Citizens also lack places used to sharing and creativity,
where you can trigger fertile relational innovation process-
es. In this regard, the analysis of the cultural endowment of
the Municipality of Como territory has allowed the emer-
gence of a substantially clear picture. The cultural realities
of Como (which are about 260, about 7 per square km and 3
per inhabitant) does not offer a homogenous cultural service
to every possible functionality of space (exhibition spaces,
performance spaces, spaces for research, significant architec-
tures). Except for the area of visual arts, in many of these ten
cultural types it is found little research that, if present, is not
reflected in events, exhibitions, trade spaces.

In addition, from the strictly quantitative terms, the cul-
tural activity has no typological excellent tips that reflect the
natural conformation and historical territory:.

An example: although Como is a city known for its lake



and the beauty of the landscape, cultural activities related

to nature and sport are slim. Same goes for the architectur-
al legacy of rationalism, or the art of abstractionist “Como

group”. Following some focus on the most interesting fact
emerged from the analysis®.

Performing arts

The degree of diffusion of theater and musical performanc-
es, Como has an index of about 45 tickets sold per 100 inhab-
itants, compared with about 70 in Lombardy and 57 Italians.

[f we return to the first scheme, the activity density based
on typological categories (Fig. 1), we notice a substantial ab-
sence of theatrical experimentation. No school of higher ed-
ucation, no research center, and an activity that turns at only
three main theaters and a number of associations and theater
companies (see comprehensive document mapping for more
details). It should also be noted that there are two theatres
currently closed, Teatro Cressoni and the Teatro Politeama.

Despite the greater theatre Teatro Sociale has a very rich
offer in terms of exhibition (with more than ten different
sub-performing categories), the most relative turnout is in
the one and only exhibition of the Teatro Nuovo in Rebbio,
the dialect festival (sold the 94% of available seats).

6. For the complete analysis, please visit www.artificiocomo.it, or contact the author.
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Museums

If we consider the unique museums Como and compare
with the standards of the North Italy, we will notice that
they are very weak compared to the index of Istat’, which
highlights a small number of visitors to each museum of
Como civic museums circuit.

Even from the questionnaires to citizenship it has emerged
a little affection to Como museums, as they are now con-
formed. Therefore, the lack of attractiveness of museums
-not adapted to the contemporary and far from being a
strong place of identity, urged a rethinking of these spaces, a
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7. ISTAT - Istituto Nazionale di Statistica, Italian National Institute of Statistics, www.istat.it



change in their appearance and functionality on the basis of
a mode of use of the new cultural than in the past.

Cinema

The two active cinemas in Como try to make up for the in-
ability to offer a rich program with quality exhibitions that
have proportionally some success to reach the numbers of
ordinary programming.

Comparing the STAE® data input to the halls in Italy, where
on average there are about 2 inputs per inhabitant per year (the
figure is almost identical in Lombardy), it can be seen in Como
this figure is 4 times less, with 0,5 inputs / year per capita.

Despite the slightly varied and quantitatively limited sup-
ply, the questionnaires to citizenship emerges cinema as
the main leisure activities, which suggests that many Como
crossings to film outside the city. The shift of citizenship to
neighboring centers can be attributed not only to the poor
cultural offer, which presents the almost total lack of activi-
ty at certain times of the year, but also in part to an error in
communication if not deficient of the activity taking place on
the territory (since this emerged clearly from the qualitative
analysis it is that the questionnaires to citizens).
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3. The final result, Artificio project
www.artificiocomo.it

The main activities, available from a local and international
audience, of Artificio project are:

- Theatre Off “Visionaries Selection”, a series of shows select-
ed by the citizens, spread in the city, shared with the artists,
international.

Selected from below: shows “Visionaries Selection” are cho-
sen from about 50 citizens of Como, who selected each year
5 performances of contemporary theatre companies to be
presented to the city.

Spread in the city: the Theatre Off Artificio does not take
place in just one stage but spreads throughout the city, wher-
ever there is an available space.

Shared with the artists: after each show another begins, that
of the encounter between the public and the artists, who will
have the opportunity to cancel the distance between stage
and audience, discussing the show together.

International: all shows are subtitled in English to allow the
presence of an international audience, tourists, internation-
al students (Activity supported by Mibac, Italian Ministry of
Culture).

o Festival of Intimate Theatre: starting from the idea that the-
atre can be done anywhere there is an audience and that
there is no need for large stages to stage great works, there
is a new space to host performances and open rehearsals to
meet artists and spectators in an intimate place. The shows
will be presented to enhance the space of the Sant’Eufemia
cloister (headquarter of Artificio) turning it into a place of
performing art fruition.



o Artifiscio, the little big Variety of Friday night: in the first year
of activity, over 100 local and national artists and have per-
formed on the small stage called Artifiscio. Staged once
a month, from the first episode has always sold out. On
stage, performing artists of all kinds: comedians, acrobats,
clowns, musicians, singers, actors, dancers, and the public,
that can take to the stage to propose its own performance.

o [nternational residences for the performing arts: the Sant’Eu-
femia cloister is part of a network of Lombardia residenc-
es dedicated to the production and experimentation in
the performing field (dance, theatre, performing arts).
Through a call for selection issued at the European level,
in the year 2016/2017 will be selected companies and in-
ternational filmmakers who will be housed in the Como
area offering a rehearsal space to achieve an artistic pro-
duction. This practice has the aim of strengthening the link
between artistic creation and citizenship, through the in-
volvement of the citizens of each city in the creative pro-
cess. Moreover, the company will be allowed to establish
bonds with the city, its history and its contemporary cul-
tural experience.

* Music Courtyards - Festival of music and words: a review to
listen to quality music and meet the artists closely. Always
combined with an aperitif or a Sunday brunch. The mu-
sic comes from the repertoire of national and international
songwriters. In July 2015 Courtyards in Music has been re-
alized in the charming courtyard of the Sant’Eufemia clois-
ter, getting a great response from even international audi-
ence. The goal is to spread the event in other courtyards,
to rediscover and enhance urban environment, hidden and
evocative corners, out of the normal tourist trails.

e Performing Guides: unusual tourist guides in which visitors



are led to discover the city and its history from a different
point of view. Actors, musicians and dancers are involved
in the guide to discover the territory, not just describing
but staging it, narrating a story to the visitor.

Chiostrino di Sant’'Eufemia, Como.
Some of Artificio activities (Music courtyards, Intimate theatre, Artifiscio)



4. Conclusions

Heritage, architecture, history, landscape, geographical po-
sition: Como has a very strong competitive image, percepti-
ble not only in Europe but also worldwide, of which all the
social and economic fabric of the area could enjoy (citizens,
public administration, businesses in the tourism and cultur-
al sector, the manufacturing companies, etc.) that needs to be
supported and promoted.

Despite the presence of two industrial districts of absolute
international excellence as the silk and the wood and fur-
niture district, the mapping data shown a framework very
clear: a poor attitude to the strategic enhancement of these
competitive factors. These assets should be valued more sys-
tematically, because it could provide a strong cultural advan-
tage and, not least, a significant touristic and induced busi-
ness impact. In contrast, the city is likely to experience a de-
crease in possible new private investment and a consequent
cultural offer doldrums.

Policies towards culture, a shared orientation towards ex-
perimentation of new cultural strategies, oriented to inno-
vation and to the contamination, the dialogue and cooper-
ation between cultural operators, third sector, public sector
and manufacturing sector, could provide new opportunities
growth in Como, making it a creative city and state of the
art, which promotes the integration and participation as a le-
ver for the renewal and improvement.

Starting from a planned design attitude, Artificio tries to
respond to this imbalance between cultural needs and re-
sources, with an active, participatory, adaptive and constant
planning.

Artificio project in the year 2015 has consolidated its



presence in the city thanks to the partnership with the Mu-
nicipality of Como, which has entrusted the management of
Sant’Eufemia cloister, that has found new life, not just the
general headquarter of Artificio but a collection centre of all
the project activities taking place in different spread loca-
tions in the city of Como.

Artificio in 2015 has received a major recognition at the na-
tional level by achieving the approval and the consequent
support of Mibac, Italian Ministry of Culture, for the activ-
ities carried out in the first two years of training of a new
generation of active audience.
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METADESCRIPTION
Co-designing community gardens as a means for social inclusion in urban
public spaces: schools and universities as supporting labs for communities.

KEYWORDS
social innovation, strategic design, co-design, participatory action research,
community-centred design

ABSTRACT

This paper aims at gaining insights and reasoning on social innovation-based
experimentations developed within the research project “campUS. Incubation
and settings for social practices” — at the Politecnico di Milano. The project is
acting for a virtuous relation between university spaces and competence, and
the local context in which they are located.

The authors start analysing the theoretical basis of participatory action
research, its application in the research process and the reflective perspective
of community-centered design approach supporting design activism for
urban territories (social and spatial context). The paper focuses on the issues
of urban agriculture developed specifically within the research project and
more widely by the research team in general. It examines the design strategy,
methodologies and impact, in terms of social innovation, of two experiments
carried out in a nursery school and a middle school in Milan - zone 9 These
were project-based experiments connected to specific contexts and goals;
they were a step forward in a process working towards infrastructuring: “a
more open-ended long term process where diverse stakeholders can innovate
together”. (Hillgren, Seravalli, & Emilson, 2011). At the final consideration stage,
almost at the end of the project, the authors reflect upon future steps to take in
terms of outcomes and in terms of process development, starting by analysing
the achievements and failures of the experiments. How can the experience
gained in this and in previous research-actions on community-centred design
for social innovation lead to a more strategic approach to developing urban
territories through diffused hubs supporting communities?




1. Framework

campUS: objectives, actions and actors involved
“campUS — Incubation and settings for social practices”

(2014/16) is a research programme acting for a virtuous rela-

tion between University spaces and competence, and the lo-

cal context in which they are located. This relation between
urban neighbourhoods and universities can be made possi-
ble through the organisation of spaces and actions that are
able to increase resilience and facilitate interaction, integra-
tion and social cohesion. The campUS project falls within
this scope and aims to become a flexible model for the inter-
action of local, social spaces, and an agent for the implemen-
tation of social practices.

The project is organized into four main work packages, one
per goal to be achieved:

e WP1: the development of a new community garden on
common land close to the campus;

e WP2: the implementation of the web social-TV involving
“NEETS” (young people who are “Not in Education, Em-
ployment, or Training”);

e WP3: setting up a mobile pavilion in the neighbourhood
to host activities by different associations in a four-months
period during spring/summer 2016;

e WP4: developing an economically sustainable model to
support the long-term continuance of the three previous
goals.

The concept of this research originated in the Polimi De-
sis Lab! of the Design Department. In 2010, the process of

1. www.desis-network.org - DESIS NETWORK, Design for Social Innovation and Sustainability.
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creating a Living Lab at the university’s Bovisa campus began
with the aim of enabling local residents to discover and use
the campus, and to help students to come into contact with
real life needs and design opportunities. This paper discusses
the community gardens action (WP1), focusing on the educa-
tional urban agriculture activities developed in two schools in
the university neighbourhood.

Community urban gardens: a cross-research topic

The focus here is on the community urban garden action,
as part of a longer research process: campUS is the 2nd step
in a complex, structured path started in 2011 with the cre-
ation of “Coltivando, the convivial garden at the Politecni-
co di Milano”. In 2011, the Polimi Desis Lab research team
started to work in the context of the Milano Bovisa campus,
considering the main green area as a hidden public space to
be empowered. The campus, hosting the School of Design,
was built at the end of the 90s on the grounds of “Ceretti &
Tanfani”, a historical company producing cable railways,
which made the Bovisa neighbourhood a working class dis-
trict. The campus became an “island for students” and most
of the people who once knew the place as an industrial area
have never had the chance to see how it has transformed.
Coltivando attempted to change this tendency. For this rea-
son, the actors involved in this process are both from the ac-
ademic community (professors, students and researchers)
and from the neighbourhood (inhabitants and local organi-
sations). The co-design activities played a central role in the
design process, strongly involving the local communities
in the development of a new shared urban space hosting a
community garden.

This research project, now an established place in the



neighbourhood and recognised throughout Milan, led to the
campUS action-research, which is trying to expand the ex-
perimentation into other contexts of the Zone 9 district, ad-
vancing the idea of the community urban garden as a means
of social inclusion.

During the 2-years of research, the experimentation took
place in different contexts, engaging various combinations of
actors:

the Bovisasca community garden, involving local organisa-
tions, groups of inhabitants, the local middle school commu-
nity and Politecnico di Milano design students (masterclass,
master thesis for in-depth analysis and actions, trainees);

the Catone kindergarten community garden, involving
children, teachers, parents, and Politecnico di Milano design
students (master thesis for in-depth analysis and actions);

the Maffucci middle school community garden, involving
pupils and teachers, and Politecnico di Milano design stu-
dents (master thesis for in-depth analysis and actions);

All these actions experimented co-design methodologies
for social innovation and social inclusion, with a strong ed-
ucational component all along the iterative field research
process.

The project timeline

The research project started with a 3-months exploration
by mapping the operational entities in Zone 9 in order to se-
lect touchpoints in the context. In this phase, the research
team focused on intercepting local stakeholders (local or-
ganizations, informal groups, ongoing initiatives) and the
main contact — already focusing on the urban garden topic
— was “9x9 — Idee in rete”, an organization for the develop-
ment of a community garden in the Bovisasca community



(not investigated in this paper). The exploration continued
during the co-design and co-creation process of the Bovisas-
ca community garden and lead to contact with interlocutors
at local schools: the Catone nursery and, later, the Maffucci
middle school.

A getting-to-know-you phase was crucial for each stake-
holder: for this reason, a series of meetings between the re-
search team, the Coltivando gardeners group and the teach-
ers and children of the Catone kindergarten took place. Ac-
tivities were organised to exchange and disseminate the
good practices already tested within the convivial garden at
the Politecnico di Milano.

A further 6-months of involvement were fundamental for
the team-building process and the development of co-design
workshops to set up the community garden in the Catone
kindergarten. One year later, collaboration with the Maffuc-
ci middle school started: the same process was carried out,
adapting the workshops to the different ages of the kids in-
volved. A prototyping process was part of this step, plan-
ning and implementing activities for the co-creation of the
schools” community gardens (hard and soft components):
the system of actors (researchers, Politecnico di Milano de-
sign students, teachers and children) worked on: the orchard
layout and fencing, positioning and planting the different
species and building an insect house; the orientation and
communication system, including the orchard manifesto; the
distribution of tasks and roles for the following months.

Main focus
Almost at the end of the campUS research project (the pro-
ject will finish in October 2016) and in the light of the re-

search and teaching experiences, the authors reflect on and



attempt to consolidate the theoretical basis for future steps.
The reflection that follows starts by analysing the theoret-
ical basis of participatory action research, its application in
the research process and how contemporary issues are ad-
dressed through the dialectical and reflective perspective of
a community-centred design approach that supports design
activism for urban territories (social and spatial context).
With insight gathered from the experiments, the paper tries
to evolve the discussion into a strategic design approach that
aims to organise design thinking competence and method-
ologies into a system of actors able to address and support
diffused opportunities. This paper seeks to lay a theoreti-
cal foundation for a reflection on how these processes can
evolve from design experiments (that are fundamental to
building relationships in the specific context) to a more stra-
tegic, long-term development, based on the concepts of “ag-
onistic space” and “infrastructuring” (Bjorgvinsson, Ehn, &

Hillgren, 2010).

2. Methodology foreword: participatory action research

The contemporary context: a (designerly) participative
community

The social context today is characterized by the active in-
volvement of people in the transformation of their existence,
acting in their environment to achieve social change. This
change is “social” because people? are not just asking local
authorities or national governments - who are responsible

2. In this paper the authors use the word “people” to refer to groups of individuals not trained
in research, such as clients, customers, users or citizens, according to research branches.



for that change in a top-down model - for economic, political
or social transtormations in a passive and abstract way, but
are assuming a pro-active role through the development of
bottom-up activities and actions; they are involved in local
organizations and informal groups or through individual in-
itiatives. These processes reveal a growing awareness of spe-
cific problems, how to tackle them and how to bring to light
shared values and beliefs, increasing social networks in more
or less local contexts. Activities and initiatives include vari-
ous subjects, since they are related to specific concerns, but
all contribute to an immediate problematic situation. This
tendency is spreading more and more nowadays and what is
remarkable is how the innate creativity and design capacity
of human beings to invent and realize something new (Man-
zini, 2015) is bringing about a shift in contemporary society:.
The strength of this pro-activism lies in the level of diffusion
and in the overall impact of these transformational process-
es. The problems in question are the so-called “wicked prob-
lems” that the contemporary world is facing and that social
innovation embraces, addressing specific, complex and al-
ways changing issues in a diffused way, and involving mul-
tiple actors in multiple partnership configurations (individ-
uals, groups, organizations, local governments and trans-na-
tional agencies). This continuous process of inquiry into
social innovation can be carried out using the design think-
ing approach and applying a participatory action research
methodology:.

The co-design activities organized by the campUS team
are participatory action research based. During the first year
of the research, a co-design process with the Bovisasca res-
idents and a parallel path with the communities in the Ca-
tone and the Maffucci schools were organized at the same



time.

Both processes consisted of 8 co-design workshops with
the communities, but the order of the activities differed in
accordance with the different typology of participants. In
the neighborhood community most of the participants were
adults, so activities started by examining the possible mean-
ings of a community garden and its regulation and then
moved on to more practical activities. On the other hand, the
kindergarten community, consisted mainly of children, so it
focused firstly on various practical activities and moved on
later to the theoretical ones. Moreover, dealing with 3/5year-
old children and 11-year-old near adolescents also implicates
rather different approaches.

The processes were designed to fit the specific context: the
typology of participants, the specific dynamics of the ac-
tors involved and the specific design opportunity. These are,
briefly, key foundations of the methodology applied - partic-
ipatory action research (PAR) in co-design processes.

Participatory action research: reflections around the methodology
PAR is a methodology employed in various fields and set-
tings and its nomenclature underlines a variety of approach-

es and interpretations: action research, collaborative inquiry,
emancipatory research, action learning, contextual action research,
co-operative design, joint application design, are only some of
the terms used. From these emerges the basis of this method-
ology, highlighting its constitutive assumptions.

First of all, PAR is a social process and has its origins in so-
cial sciences: it is transformative in aim, contributing “both
to the practical concerns of people in an immediate problem-
atic situation and to further the goals of social science simul-
taneously” (Gilmore, Krantz, & Ramirez, 1986) It involves



researchers, practitioners and people in general (who),
through collaboration, inclusion and social action (how),
for a planned organizational change to solve real problems
(why).

Therefore, PAR is applied to real, specific contexts, and sees
the active engagement of both the researcher and the tradi-
tional object of social research: people.

The process of the action itself — cyclical, iterative and ad-
aptable to changing circumstances — is much more relevant
than its output, since it deals with a continuous co-learning
and adjustment. Action research is in fact about learning by
doing, through considering /reconsidering data, conditions,
standpoints and procedures in the dynamism of human ac-
tion, in dialectic exchange between theory and practice, sub-
ject and object.

The object we are talking about is a complex system com-
posed of:
1.space (a specific and defined place, area or territory);
2.time (a specific period taken into account, time range of/

for action);
3.people (for specific groups, communities, citizens).

These three main aspects are strongly connected one to the
other, so defining the context of the action. Thus, addressing
a (systemic) change or an evolution of a given situation re-
quires combining many elements in a new way and a change
in mind-sets.

Participatory action in design research

In design research, the level of participation and involve-
ment are widely discussed.

PAR, as mentioned above, has its origin in social scienc-
es and the research around this topic has been and is still



extensively examined and analysed.

The user-centred approach was acquired by the design dis-
cipline and later developed into co-designing with the user:
a human-centred design approach.

Co-design was defined by Sanders & Stappers (2008) as a
way “to refer to the creativity of designers and people not
trained in design working together in the design devel-
opment process”. Creativity is defined as the capacity to
contribute and participate - in different ways - in a design
process.

Human-centred design (HCD) scales up to communi-
ty-centred design (CCD) (Meroni, 2007) when facing com-
plex systems of challenges dealing with groups and com-
munities at society scale, in order “to create innovative new
solutions rooted in people’s actual needs”?. The design disci-
pline addresses a system of contradictory and continuously
changing elements, made of complex interdependencies.

This brief, in-depth analysis on methodology character-
istics, and these last quotes, together define exactly the ap-
proach the authors employ in the action-research projects
conducted, and especially in the on-going theoretical and ex-
perimental experience gained in the campUS project, which
is the main focus of this paper.

3. Community-centred design in urban public spaces
HCD and, better, CCD are decisive approaches to address-
ing social issues, the main action platform of which are ur-

ban public spaces.

3. The field quide to human-centered design: Design kit. (2015). San Francisco: IDEO.



In the post-industrial era, the public space of contemporary
cities is the scene of societal challenges, changes and actions:
its transformed uses are the evidences of new emergences
(individuals to sharing communities), new dominant struc-
tures (hierarchies to networks), of new design approaches
(technology-centred to HCD)".

CCD can support and implement the ability of design re-
search and practice to impact on societal challenges and to
promote a social change.

This is actually design activism (DA): a design act is “a de-
signerly way of intervening in people’s lives” and “urban
design activism is about introducing heterogeneous material
objects and artefacts into the urban field of perception which
invite active engagement, interaction or offer new ways ot
inhabiting urban space” (Markussen, 2013).

The urban territory is here interpreted as a complex sys-
tem, a diffused entity that goes beyond national bounda-
ries: a platform for global capital (Sassen, 2004) to be seen as
a holistic system in which actions and changes at the local
level have the capacity to influence the overall networked
structure.

This is why experimentation before, and a strategic de-
sign action after, are fundamental to improving places in a
participative way: an exclusively top-down action in pub-
lic space would lead to new spaces, while dialectical and re-
flexive approaches encourage the fulfillment of its existing
potentialities.

The role of the university as a lab for a design-driven innovation

4. Krippendorff, K. (2006). The semantic turn: A new foundation for design. Boca Raton: CRC/
Taylor & Francis. p.14.



In the contemporary city-system, universities can play a
central role not only for the internal community but also for
the external one, counteracting the decline of national reg-
ulatory capacity (Chatterton, 2000). Nowadays universities
play a pivotal role in-between public administrations, ven-
tures and citizens and are encouraged from both sides to
be active at their local level and leaders at a global one, in a
complex territorial dynamic.

Design universities, above all, bring with them a design
thinking approach, where user involvement, co-operation
and action-creation-testing and continuous learning mile-
stones can be introduced into governmental and civil society.

As stated in the first paragraph, the campUS project sees
Bovisa campus as the pivotal starting point for experimenta-
tion, reflecting on how a hub for design education could en-
hance social inclusion at the local level. The “citizens” of the
university (researchers, students) are actually part of a living
lab, an incubator of knowledge with the capacity to spread
it.

In the campUS experimentations, we shift slightly from the
educational hub of the university acting on the local territo-
ries, to the integration of other educational hubs — local kin-
dergarten, primary and secondary schools — realizing how
these can become trans-territorial spaces for spreading the
systemic change.

During the research process the communities we have cho-
sen as the main targets — elderly people over 75 years and
NEETs (Not in Education, Employment or Training) — and
especially the second target, have been very difficult to reach
through local organizations and charities. At the same time
many local schools contacted the campUS team to be guided
into the design process of developing their own community



garden.

For this reason, the research team started to work with the
kindergarten community and with the other two middle
schools involved, not only with the kids but also with their
teachers, parents and families. Coltivando, campUS pro-
ject and the university campus became a reference point for
the local schools and for the neighbourhood. The territories
close by the university campus were engaged through the
schools and their communities.

4. The goals of the experimentation

Through acquired knowledge and connections with the lo-
cal context, the Polimi DESIS Lab started several educational
programs to develop vegetable gardens in the local nursery,
primary and middle schools. From this perspective, the veg-
etable garden itself is a means of applying design thinking to
help, implement and motivate the final users to create inno-
vative solutions for the society in which they live and to in-
crease awareness of a sustainable lifestyle.

Schools often have underused green spaces. The goal of re-
designing and enhancing existing green spaces is also part
of a re-appropriation of common areas that may allow a
greater number of collective and shared (especially outdoor)
activities.

The purposes of the redesigned schoolyard are academic,
behavioural, recreational, social (increased sense of belong-
ing, self-esteem, and compassion), political (the schoolyard
as a visible community asset), and environmental improve-
ment (Blair, 2009). Schools are an excellent means for reach-
ing out to families, both the younger generation, and those



responsible for the children (parents, grandparents, teach-
ers). They also offer opportunities to deliver health promo-
tion messages regarding the consumption of fruit and vege-
tables (Collins, Richards, Reeder, & Gray, 2015).

The activities focused on the multicultural language of
food. Different recipes were discussed by parents, teachers,
designers and children starting with the same ingredients,
such as herbs and vegetables, to show different traditions
and cultures.

5. The two experiments

The kindergarten, where the first co-design journey took
place, is located in the private street “Catone”, in the Bovi-
sa district. The piece of land chosen by the school adminis-
trators for the vegetable garden is a rectangle of about 20m?,
with sides of 3.5m and 5.5m. The teachers decided to dedi-
cate a modestly sized space in order to see the children’s re-
actions following the first trial of cultivation activities and
then to decide later whether to increase the size of the space.

At the beginning of the design activities, the land need-
ed some basic work: thanks to the collaboration with “Colt-
ivando - The convivial garden at the Politecnico di Milano”
some garden tools were provided to remove the weeds and
turn the soil to prepare it for seeding. During the design pro-
cess with the children, it was decided to divide the beds into
six 1.5m square frames, in which the vegetables, which had
previously been sown and had sprouted during workshops
held in the classroom, were grown with the support of the
teachers.

The activities were carried out by four teachers and four
designers, initially working with two parallel classes at the



same time, for a total of about forty children (3 to 5 years
old) and then with a single class of about twenty children
(divided into two groups of ten children). The design team
together with the teachers decided to halve the number of
participants (forty to twenty) in order to be able to interact
more easily with them and improve the overall quality of ac-
tivities. The duration of the activities varied between 30 and
about 90 minutes.

The co-design process: 8 workshops of team building and
co-creation

As mentioned above, the co-design sessions were or-
ganized in different ways according to the ages of the
participants.

At the Catone nursery, with children aged 3/5-years, the
designed workshops were:

e Workshop 1.22/4/2015. “Germination of the sweet pota-
to”: was based on the growing process of the sweet potato
introduced by a short presentation about its characteristics,
where it comes from, where it is commonly used for food,
how to cook it and the germination process.

e Workshop 2.29/4/2015. “Co-designing garden layout
and combinations of crops”: the second workshop focu-
sed on the garden layout and how to combine the vege-
tables to be sown. The layout concept was presented to the
children through the metaphor of giving each vegetable a
“house” (garden bed) in which it could live with vegetable
“friends” (vegetable combinations in the same bed).

e Workshop 3.12/5/2015. “Creating the fences”: the third
workshop was focused on designing fences for the garden
by using recycled materials.

e Workshop 4.19/5/2015. “The insect hotel”: from the pre-



vious workshops, the design team noticed that the chil-
dren were extremely interested in small insects found in
the garden. Given their importance for biodiversity in a
garden and the children’s interest, the design team deci-
ded to dedicate the third workshop to co-designing the in-
sect hotel.

e Workshop 5. 27/5/2015. “How to set up a garden”: the
activity began with a brainstorming session stimulated by
some question-cues, and getting the children to draw the
answers to these questions on postcards: What is a garden?
What is it for? What does “shared” mean? With whom do
you share it? ... Then the design team showed the children
a story called, “The history of our garden”, a tale for chil-
dren used as a useful way of retracing the process and con-
firming understanding of the steps to that point.

e Workshop 6. 28/5/2015. “What are management roles?”:
the last workshop focused more on defining the roles that
the children would have to play in taking care of the gar-
den.

At the Maffucci middle school, with kids aged 11-years, the
designed workshops were:

e Workshop 1. 15-19/2/2016. “What is a shared garden?”:
the first workshop started with a guided visit to “Coltivan-
do: the convivial garden at the Politecnico di Milano” led
by local gardeners.

e Workshop 2. 1-4/3/2016. “Co-designing the layout”: The
second workshop included choosing crops, placing crops
on a mock-up and positioning other activities. The second
workshop was organized around an activity about co-desi-
ening space. The purpose of the activity was to encourage
young people to organize areas of the school according to



activities to be performed, types of spaces, position of ve-
getables and general layout of the garden.

Workshop 3. 14-18/3/2016. “Preparation of the ground”:
the final layout was presented; clearing the soil of rocks,
weeds etc. began. Students were asked to take a “hands
on” approach, and most of the activities were done in the
garden using garden tools. These were lent by Coltivan-

do to continue the strong relationship between the two
projects.

Workshop 4. 4-8/4/2016. “Soil preparation and germination
of the potato”: the fourth workshop focused on continuing
soil preparation and on the use of the “Potato germination”
workshop already conducted in the “Catone” nursery.
Workshop 5. 18-22/4/2016. “Seeding, transplanting and
borders”: the fifth workshop started with the presentation
of a format to be used in the following activities, an A3 sheet
with cards representing vegetables and the drawing of the
existing plants. The design team gave two different tasks to
each team: one team created the borders using a coloured
cable while other students filled the garden beds with fresh
organic soil. The final proposed layout met with the appro-
val of the students, who also remembered many details of
what was expected from them during the second workshop.
Workshop 6. 2-6/5/2016. “Garden care and decoration”:
the sixth workshop focused on stone decorations to make
signs for the vegetables.

Workshop 7. 16-20/5/2016. “Urban bees”: the seventh
workshop was focused on urban beekeeping. A lecture on
the importance of bees in the biological cycle was given by
a postgraduate student who was developing a thesis on
urban beekeeping. The thesis resulted in a handbook for
running workshops in schools through a series of exerci-



ses, named “Beehave”. It was aimed at teachers in primary
schools to help students understand the world of bees and
their importance.

e Workshop 8. 23-27/5/2016. “Co-design of the Manifesto”:
the last workshop was about summarizing the previous
ones through the creation of a “Manifesto” of the activities.
The task of drafting the five points of the Manifesto requi-
red considerable maieutic skill given the students’ low le-
vel of concentration.

The impact on the urban social tissue

As a result of these two similar experimentations, we
gained insight into the relationships within the actor system
involved in that specific circumstance. The interconnections
between them affected the level of impact of such a process
on the urban tissue.

Firstly, the research team had to adjust the workshop de-
velopment to fit the school timetable, unfortunately weak-
ening the possibility of involving parents and grandparents,
and of opening up the school to the different neighbourhood
communities as well as the school community. Secondly,
although the meaning of a “shared” garden was fully un-
derstood and the children’s level of involvement rose from
“neutral” to discovering new skills, the researchers were al-
ways presented as “teachers”, in a top-down educational
model, and the vegetable garden wasn’t understood by the
teachers as an educational, learning process to be integrated
in the programme, but as a secondary activity to be devel-
oped only in the presence of researchers.

The partially achieved goals suggest that a longer planning
phase is required by part of the users involved, in order to
successfully spread a design thinking method, to increase



CampUS: co-designing spaces for urban agriculture by Davide Fassi, Laura Galluzzo and Annalinda De Roso

Fig.1 campUS project, Bovisasca community
garden, first co-design workshop

Fig.2 campUS project, Bovisasca community
garden, second co-design workshop

Fig.3 campUS project, Bovisasca community
garden, third co-design workshop

Fig.4-5 campUS project, Bovisasca
community garden, Sabato della Bovisasca
event



Fig.6 campUS project, Maffucci School
garden, second co-design workshop
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Fig.7 campUS project, Maffucci School garden, third co-design workshop
Fig.8 campUS project, Maffucci School garden, fourth co-design workshop

for urban agriculture by Davide Fassi, Laura Galluzzo and Annalinda De Rosa

Fig.? campUS project, Catone school garden, first co-design workshop

: co-designing spaces

CampUS




the collaboration of all the reachable communities, and to
help, implement and motivate the final users to create inno-
vative solutions for the society in which they live.

After two years of work many things could be improved
but the most important is the relationship with the schools.
In the past two years, campUS worked with the schools but
in a temporary way, co-designing the community gardens
as experiments. The next step could be a more structured
path that transforms the schools into open-schools: opening
them to other activities and other communities also in out of
school hours, adding not only a community garden but also
new services (kitchen, theatre, sewing machines, etc.) for the
neighbourhood.

In the future we can imagine the schools as small hubs, em-
bedded in the territories like the Politecnico campus but on
a wider scale. The school communities are inside the terri-
tories and the social changes could start from there; also the
negative aspects of gentrification processes can be reduced
if a change starts from and with the local communities. The
schools could become perfect examples of widespread trans-
formation hubs within the territory. Through an urban ap-
proach that we can liken to acupuncture, the local schools
could become the needles of the territory.

6. Discussion on future implementations: a dialectic be-
tween project-based experimentation and infrastructuring

The campUS experiments act in specific space/time/ac-
tor-system conditions. Reflecting on how to move a step for-
ward, from experimentation to strategic action, the difficulty
emerges of being in a dialectic process between the essential



specifics of an always variable complexity and the need for
an adaptable strategy. The dynamism of any action and the
resulting environment change must be taken into account,
avoiding the stagnation of sterile models.

One of the final goals of WP1 in the campUS research is
to lay down community garden guidelines and share them
with the Milan municipality. The municipality is actively
supportive towards the openness of the social innovation,
community gardens and school spaces, and towards the
whole issue of reusing neighbourhood and public spaces.
The experiments in the research project were all developed
in collaboration with the Council Area (zone 9). The guide-
lines consist of different toolkits (developed also thanks to
the experiments): they are open, flexible models adaptable
to different variables (space, time, location, community, pur-
pose, etc.).

The definition of these guidelines unfolds the theoretical
reflection around how project-based experimentation can
guide infrastructuring in democratic urban development
processes. Ongoing design research and practice is reflecting
on how participatory actions, based on co-design processes,
could be merged with strategic design in order to increase
its impact in contemporary societal transformations and en-
vironmental challenges. When the micro-environments of
these initiatives permeate the platform of urban territories,
they act in a holistic way influencing the global system (Sas-
sen, 2004). How can strategic design amplify this potential to
regenerate the urban tissue?

In this paper, by focusing on a specific topic —urban com-
munity gardens — and in particular, on the present stage of
a research experiment — with local schools— at the end of a
longer and wider process started in 2011 — the development of



Coltivando the convivial garden at the Politecnico di Milano —, the
authors have attempted to highlight the “ripple effect” of the
research and experimentation carried out by the Polimi De-
sis Lab in the Milan Zone 9.

These prototyping actions on urban territories were con-
ducted in the short-term, in a specific time span and with
a partially agonistic perspective — the inclusion of margin-
alised voices — to set up forms of local alliance. This was
fundamental in order to amplify the strategy by involving
organizations, civil servants, municipalities and different
groups of inhabitants. The Polimi Desis Lab acts as an urban
living lab for local social innovation processes, precisely to
establish the above-mentioned “ripple effect”, actually a first
step towards infrastructuring. The purpose of Strategic de-
sign is to trigger systemic change by enabling the system to
evolve through a series of actions. In an iterative and adapt-
able process, constructed and reconstructed over time, the
innate temporariness of a single action is integrated into a
complex strategic system that supports diffuse (space - time)
opportunities. Thus a necessarily place-centred approach
(space) is integrated into a trans-territorial one (service).

The ongoing reflection could rest on the following steps,
which would seek to examine the effective role of these
guidelines. The first research opportunity, at the end of the
2-year campUS project, could be to experiment the guide-
lines in another context, so as to understand whether they
are applicable and whether the insights gained from a con-
text A could be applied to a context B, and in view of that, to
understand differences and similarities.

Another possible research opportunity would be to explore
possible exit strategies in-depth: What is the role of the de-
signer? Are all the inputs instilled in the social environment



fully acknowledged and assimilated, so as to enable further
development without the designer?

Summing up, this paper focuses on how the 5-year infra-
structuring process has been conducted, illustrating the role
of the university as a lab for design-driven innovation and
exploring the ongoing design research influences in what
has already been done, and in the possible next steps. The
dissertation contributes to the critical reflection around par-
ticipatory design and co-design for urban context social in-
novation towards strategic design.
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METADESCRIPTION
The definition of the actor team for each phase of the project as one of the
results of the research carried out to identify solutions for rural communities.

KEYWORDS
Systemic design, Rural development, Cooperation

ABSTRACT

The goal of this paper is to investigate and underline the importance of the role
that the actor-team plays in a project focused on Rural Development. More
specifically, the aim is to emphasise the relevance of the relationships among
different actors in the research (Department of Architecture and Design at

the Politecnico di Torino on Systemic Design Approach for Rural Development)
based on the case study applied in the Mexican State of Guerrero, in the small
community of Ahuacuotzingo. Especially the success of this research project

is the definition of the relations’ network that is generated in the designed
system in order to activate and revitalize the territory. It is necessary to foster
and manage the dialogue between the various actors during all phases of the
project. The birth of the cooperative of farmers and other active actors on the
areq, it is an index of the successful of the project.



1. Introduction

The main issue discussed in the paper is the importance of
the actor-team in the projects aimed to reach development in
a sustainable way (that works for people, planet and profit -
a ‘triple P’ challenge (Nattrass, B. and Altomare, M., 1999) in
marginal and complex areas, in particular, in rural areas.

The term “rural” defines the non-urban territory of the
land area of a municipality. It includes areas classified as
non-urban (or not intended to urban sprawl) in which the
main activities are agro-forestry and pastoral. The variety
of existing definitions of the term “rural” is justified by the
complexity of this topic. Depending on the specific case, usu-
ally, it is chosen the most fitting definition so that it is suited
to the political strategy that is adopted. Usually, these defini-
tions are related to geographical units combined with char-
acteristics linked to the population. Define the rural area and
its boundaries is not trivial or irrelevant. From this, indeed,
it depends if an area is eligible or not to the political strat-
egy. The United States Census (2000 Census) defines rural
areas as those with fewer than 2,500 residents with a maxi-
mum population of 999 persons and a minimum of 1 person
per square mile. Rural Development is a very relevant top-
ic because of the quantity of people that lives in the territo-
ry around the world. More than 3 billion people live in rural
areas and 1.4 billion people are extremely poor (IFAD, 2011).
Therefore, it is crucial the identification and definition of in-
novative processes for the local development of small-scale
farmers.

The main issue that is discussed in this article is the defi-
nition of the team of actors and the role of the farmers with-
in the application of Systemic Design Approach (Bistagnino,



2011) for Rural Development. We deal with rural and mar-
ginal territories where agriculture, usually subsistence agri-
culture, is definitely the most important economic activity,
sometimes the only one.

Design rarely deals with Rural Development. When it does,
it often focuses on the design of product or service. Mainly,
the designer has so far been committed to put his/her expe-
rience and expertise, related to product design, at the service
of local handicraft in developing countries. The designers
undertaken in this issue, work on design with or for the de-
veloping countries. In the first case there are projects devel-
oped from the contribution of local people, aimed to find a
balance between consumption and production. In the second
case there are mainly projects that research for solutions for
the daily life emergencies. In both cases the aim of the work
of the designer is to improve the quality of life in relation
to specific activities. More and more often, however, the de-
signer moves from being focused on the product or service
to the process. This is particularly true when the approach
that is used to develop the project is the Systemic Design
Approach (SDA). In the design field the approach is usually
considered systemic when it is able to put together the sys-
tems thinking and the human-cantered design theories.

The central role that play local resources and relationships
in the SDA makes it a very effective approach to support and
encourage Rural Development in a sustainable way. By ap-
plying the SDA, it is possible to manage local resources and
local products in a way that allows economic strengthening
of the farmers and communities that live in the territory.

Since farming is a mainstay of most rural economies, the
research aims to promote economic diversification com-
bining traditional agricultural skills and new technical and



technological know-how.

In this case the Systemic Designer (SD) makes a further
shift by moving the final goal of the project from the process
to the whole territorial system. This kind of approach allows
the SD to design and work on territorial level, on social net-
works generated in the territory. Especially this article looks
at the social network that is based on collaboration and co-
operation managed and conducted by the SD. This issue has
been investigated during the PhD research “Rural develop-
ment and sustainable innovation. How systemic design ap-
proach can contribute to the growth of marginal regions”
by the author in the Department of Architecture and Design
at the Politecnico di Torino. The research is based on a real
case study applied in the Mexican State of Guerrero, in the
small community of Ahuacuotzingo. The PhD had two ob-
jectives: on one side the development of the project carried
out initially with 6, then with 15 Mexican farmers. On the
other side the definition of models useful for future projects
in similar contexts. The aim of this article is to underline one
fundamental aspect that results from this research, particu-
larly relevant for the success of the project: the role of the lo-
cal Cooperative and the team of the actors involved in the
project.

Considering the relevance of the Rural Development top-
ic, it is essential that the projects that are dealing with this
issue are designed to be replicated and, possibly, scaled in
other similar context. This is why one of the most important
outcomes of the research has been the definition of 3 models
useful for future similar projects: the first one about the ac-
tors team involved in the processes, the second one is about
the 4 steps for the implementation of the project; the last
one is the framework of the whole project useful for other



designers that work in the same issue. As mentioned before
the article explores just the model related to the actor team
involved. In this model the participation is a crucial aspect:
very often, the local actors, farmers, are asked to make sub-
stantial changes in their behaviour and lifestyles. We speak
of a real, active participation, because they are not involved
in a superficial way, but they are those that make real the
implementation of the project. They are the ones who are
committed, for instance, to convert the current cultivation
in organic farming, to undertake new activities, they can de-
cide to participate workshops to learn, for example, self-con-
struction techniques, they can build micro-digestion plant to
turn waste they produce in the fields and houses into some-
thing useful for the land. They can change their eating hab-
its, aware of the link between this aspect and the impressive
spread of cardiovascular and chronic diseases. Above all,
they are the ambassadors of new values and different vision
of the future.

2. Presentation of the research
Ahuacuotzingo, State of Guerrero, Mexico.

The most demonstrative case study of the PhD research is
located in Ahuacuotzingo, Mexico, State of Guerrero. This
region was chosen because of its particular features related
to food, both the production and the consumption, and the
high level of crisis that strikes the area. Take action on these
aspects means managing environmental, social, econom-
ic and health consequences. Approximately one quarter of
Mexico’s people live in rural areas, and depend primarily on



agriculture. Farming is important for land use, for the man-
agement of natural resources and for their subsistence, thus,
farmers are fundamental social, cultural and economic actors
in rural areas. The agro-food networks are also important be-
cause they can be the leverage point of the changes.

The territory of the State of Guerrero, Ahuacuotzingo in
particular, has been investigated and analysed from several
perspectives with a complete holistic diagnosis.

Named from Vicente Guerrero, a leader in Mexico’s wars
for independence, the region became a state in 1849. Guer-
rero is divided into local governmental units called munic-
ipios (municipalities), each of which is headquartered in a
prominent city, town, or village. Much of the state’s popu-
lation consists of impoverished Indians and Mestizos, a sig-
nificant minority speaks an indigenous language as primary
language; more than two-fifths of the people live in rural ar-
eas. Considering the standard economic measures, it is easy
to notice that Guerrero consistently ranks among Mexico’s
most impoverished states. The rural population lives dis-
persed in scattered and often very isolated villages; in 2010
just over fifty-eight per cent of the state’s population was
spread among more than seven thousand communities with
fewer than 2,500 residents (INEGI, 2010).

For a substantial majority of the rural population, the sub-
sistence agriculture with supplemental commodity produc-
tion or seasonal wage employment, it remains a way of life.

Actor-team model

Among key results from the research there is the develop-
ment of the actor-team model. The actors involved are not
subject to a hierarchical structure. There is not a more pow-
erful actor than another one, but rather more significant



flows of information that run from one actor to another de-
pending from the phase in which the project is (Analysis,
Project and Action). The success of the project is closely relat-
ed to the positive interaction of these actors. The role of each
actor changes according to the objective and each one brings
specific expertise to the project aimed to achieve a common
and shared end-goal. The actors who have been identified

as key players in the process of rural development achieved
through the SDA are: the farmers, the cooperative, the connec-
tive actor, the SD.

What has been defined as connective actor is the one who is
responsible of linking farmers and communities with the SD.
He is essential during the whole process, from the analysis
phase to the action one, focused on implementation.

The mentioned actors are the ones always involved in
every phase. Furthermore we have identified, as important
actors, the whole community and the consultants. For instance
agronomists, biologists, sociologists that speak primarily to
the systemic designer. But also technicians, that speak direct-
ly to the cooperative of farmers; experts on organic farming
and methods for biological pest control, on self-construction
and maintenance of micro biodigesters, on compost produc-
tion, on green building, on self-construction of dry toilets.

The lack, the inefficiency of even just one of these actors
hinders the system development affecting the success of the
project.

Ahuehuetla Coop.

Since agriculture in Mexico is not only a fundamental eco-
nomic activity of the rural population involving about 37%
of the total population, but has also deep social significance
and cultural meaning, the farmer is the central figure around



which the PhD project in the community of Ahuacuotzingo
is developed. In the implementation phase of the project the
farmers organize themselves into a cooperative.

In the mexican case-study with the Ahuacuotzingo com-
munity, we initially identified 5 farmers (Nacho, Tonio, Jose,
Angel with the Cavideco - Centro de Apoyo para el Desar-
rollo y Vinculacion Comunitario, Beto) holding a total land
of 43 hectares, but currently cultivating only 12 hectares.
During the first year of the project other members of the
community decided to enter into the Ahuehuetla Coop.: 1
group of women that cultivate organic vegetables in a green-
house, 1 group of women who have recovered the activity of
production of panela which had been abandoned by their fa-
ther. The actors of the system work as if they were part of the
same organism. Each farmer or actor becomes specialized in
one particular activity. The waste of each activity are used
and returned in other productive activities on the territo-
ry: this allows the generation of new products. Nacho is the
farmer who recently became part of the Ahuehuetla Cooper-
ative. His role in the project is important as a farmer of fish.
For his breeding he uses worms arising from the production
of Tonio. Tonio, which is at the moment the farmer better or-
ganized and with the best production, in the project produc-
es sugar cane, which is useful for the feeding of animals but,
above all, is brought to the group of women for the produc-
tion of panela and derivatives. Thanks to a micro biodigest-
er he produces biogas used in his tortilleria. In this activity
he uses the corn that he produces on his own field. His oth-
er productions are butter, cheese and yogurt, worms, com-
post, agave. The main activity of Beto is instead the dairy
where he produces cheese, butter and yogurt. These prod-
ucts can be partially sold and partially used at the Cavideco.



Jose produces sugar cane, corn and nopales. He has a small
breeding whose products sells directly on the production
site. Angel is the operator of the Cavideco that was founded
in 2009. This centre was founded with the objective of devel-
oping the skills of men and women respecting environmen-
tal sustainability, promoting natural tourism projects and
volunteering using local resources for the community devel-
opment. This centre is one of the key locations for the pro-
ject. It's a meeting point for cooperative members. There are
the restaurant and the natural swimming pool for the whole
community, there are laboratories for the transformation of
the food produced by the farmers of the cooperative. Fur-
thermore, it’s the place where workshops and seminars will
be organized. An important part of the project provides that
the Cavideco will become an essential place to develop the
potentiality of the whole community. Seminars and work-
shops will be organized primarily to support the farmers
and other workers of the community in their activities. The
part of the project relating to the education and organization
of these courses is a practical outcome that we have already
achieved. Inside the event Verano Intercultural courses were
held to educate farmers in relation to self-construction of
micro bio digesters and greenhouses for vermicomposting.
Those are essential activities in the complex system project.
Cavideco will also be the point of contact, the link between
the Ahuahuetla Cooperative and the rest of the community:.
Here indeed it will be possible to purchase the products of
the cooperative that will become the main results of a virtu-
ous production system that uses in the best way possible the
resources of the area and considers the output of the system
not as waste, but as an important input for other productive
activities.



The role of the Systemic Designer (SD)

The team of the actors involved in each phase of the pro-
ject is multidisciplinary and requires the participation, on
several levels, of professionals and inhabitants of the rural
community, both during the analysis phase and during the
implementation phase, that’s a very delicate phase because
of the necessity to put together around the same table pro-
fessionals with very different skills. SD must collaborate and
communicate with different actors with special characteris-
tics and competences. This is necessary to design and sketch
the output and input flows that run from one system to an-
other, to organize and optimize all parts within the ecosys-
tem so that they can evolve consistently with each other.
Community participation in rural development projects is
now considered a necessary basis. The creation of partner-
ship and participatory forums structures pivotal point of any
action plan on rural development (Celata, 2008).

The collaboration between local farmers, linked by a com-
mon history, a shared desire for a real and active re-appro-
priation of the land they own, becomes a strong base and
a perfect substrate for the definition of the project. The role
of the farmers was different depending on the stages of
the project and on the objectives of the phases. During the
analysis, for the drafting of the Holistic Diagnosis, the SD
must investigate the context, approach the culture, under-
stand the key features background, the potential and criti-
cal issues. He /she must get in touch with farmers and com-
munity members that will become part of the cooperative
with which, then, he will develop the project. The SD must
be able to point out the specifically needs of the communi-
ty. In order to define the effective intervention strategy to
obtain the necessary information it is not enough a simple



interview or a questionnaire designed hundreds of kilo-
metres away. It is crucial the ability of the SD in generating
trustful environment. In this initial phase, the SD must learn
from the farmer. The farmer must teach the SD. It is not a
trivial, obvious and predictable concept. I have experienced
personally, that, cultural barriers, the distances that undeni-
ably exist between the SD and the farmer, especially when
you are working on a rural context, becomes in some ways
a constraint, or rather, an obstacle. This is why the SD must
create a good connection with farmers and he helped by the
connective actor.

Finally the opening of decision-making has an intrinsical-
ly importance and represents a direct goal. It is about en-
couraging collaboration and the strengthening of the capital,
building institutions, collective learning and empowerment,
and promoting democratic participation by citizens. Partici-
pation is not only a way to increase the effectiveness of pol-
icies, but is itself the goal: “development is freedom” (Sen,
2000). The Indian internationally famous economist is not
the first one to explicitly connect the concept of freedom to
the opportunity to participate in political discussions or de-
liberations. Freedom is also connected to the social, political
and economic life of the community and to the training of
public decisions focused on how to foster development and
social innovation. Involving key stakeholders, or those that
are in local policies called beneficiaries, in a local develop-
ment project, rural or not, it is not a new concept, nor recent.

The application of a framework provides beneficiaries that
are not only actors involved in a superficial way, but they are
essential part of the project both during the Analysis stage,
the Project one, as the Action one.

The actors involved in the design process are many others,



not only the farmers, as already mentioned, inhabitants of
the community, such as the teacher or the doctor, who still
have a very specific social roles.

The model shows us how the actors will change depending
on the stage in which the project is. Actually, the actors do
not change, are the relations between them and the flows of
information that change.

As we can see in the picture, we have 3 different teams ac-
cording to the phase.

Analysis phase:

The SD initially have to learn about the cultural, natural,
social and territorial context and must build a strong relation
with the community by explaining them the objectives and
approach that will be used for the development of the pro-
ject. In this phase, the SD must listen, learn, he have to dip to
learn about the roots of the culture.

SYSTEMIC CONNECTIVE
DESIGNER ACTOR

Actor team In the

analysis phase of \ _COMMUNITY _ 7
the project. S~ _ -




Project phase:

The consultants come into play at this stage, not only to
provide their knowledge, but also to learn, from the SD,
from the cooperative and the connective actor, the informa-
tion about the system and the context. In this central phase
the more consistent information flow runs from the SD to the
cooperative and the connective actor.

Actor team in the
project phase of

the project.
CONNECTIVE
ACTOR
" &)
1 Ce®h
|| |
\ /
\ /
 _COMMUNITY . 7
Action phase:

The implementation implies the presence of consultants
who collaborate with the cooperative. The community be-
comes a relevant actor in the moment in which it buys prod-
ucts of the farmers cooperative and because it is involved in
the processes of production and transformation of the prod-
ucts of the cooperative.
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3. Conclusion

The innovative aspect that emerges from the diagram of
the team of actors, is reciprocity. If the DSA is characterized
mainly by flows of matter and energy, which are created be-
tween the actors, so also results to be the actor team. This
means that among the various actors there is a continuous
exchange, an input and feedback system, which allows SD,
but also the farmer and the consultant not to fit into a rigid
and pyramidal hierarchy but rather in a circular structure in
which relationships are built and develop into multi-direc-
tional way.

The role of SD, as connector and designer of flows, ends af-
ter the implementation of the system which, reached a situ-
ation of autopoiesis, generates itself without the need of the
designer.

In conclusion, with this article I want to highlight the re-
sults of research carried on the application of the SDA to
a rural context, specifically the small community of Ahua-
cuotzingo, State of Guerrero, Mexico. The research allowed
studying and defining a useful model for the construction
of the team working on projects for rural development. As
shown by the research work, by applying a SDA the key to
success it is no longer the product (or service), but the net-
work of relationships that is created between the actors, first
and foremost among farmer-tarmer, farmer-community,
farmer-consultant. From these collaborations it is possible to
builds a real network of relationships and output exchanges
that are converted into input. It is precisely this network that
determines and leads the revitalization of the entire territori-
al system.
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INnnovation.

Miriam Bicocca

PhD in Production Systems & Industrial Design, research fellow at Department of Architecture
and Design (DAD) of Politecnico di Torino. Graduated in Eco-design, her research is aimed

to promote sustainable growth and rural development through the application of systemic
design approach in the marginal areas. From 2013 she is editor of the online magazine
Graphicus.

Letizia Bollini

MS in Architecture, PhD in Industrial Design and Multimedia Communication, specialist in
Digital Media Design at the San Francisco State University, certificated in Mobile App Visuadl
Design from the Norman&Nielsen Group-London. Theorist, designer and educator her
research interests are focused mainly on multimodal user interfaces and interaction, digital
mediq, visual design, spatial representation and cultural heritage. She is currently assistant
Professor at the Department of Psychology at the University of Milano-Bicocca.

Marco Borsotti

Architect, PhD in Interior Architecture and Exhibition Design. He is an assistant professor at
the Department of Architecture and Urban Studies of Politecnico di Milano, and member
of AIMAC (Interior Architecture, Museums, Built Environment), a permanent research group.
He takes part in several research activities and international conferences on the topic of
exhibition, contemporary living and contemporary sacred architecture.

Anna Calvera

Graduated in graphic design, PhD in Aesthetic, she is full professor of History and Theories
of design at UB, the University of Barcelona. She has been teaching in BA, MA and PhD level
and currently she is also a teacher at 3d Tunis Master. She is member of ICDHS, EAD and
GRACMON, the Research Group of UB which deals with the history of art and contemporary
design.

Daria Casciani

PhD, lighting specialist, product designer, research fellow. She currently works at the
Department of Design, Politecnico di Milano, by teaching at the Master in Lighting Design &
_ED Technology and conducting research activities at the Laboratorio Luce.
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Annalinda De Rosa

PhD candidate at the Politecnico di Milano, lecturer for the Department of Design. Her
researches deal with mutual influences between design for services and public/urlban
spaces. She is involved in the European consortium GIDE (Group for International Design
Education), and in the projects: Human Cities, Challenging the city scale and campUs -
Incubation and settings for social practices.

Raffaella Fagnoni

Associate professor of design at the Polytechnic School and DSA (Dipartimento di Scienze
oer I'Architettura) of the Universitd degli Studi di Genova. Her research deal with design
capabilities for the re-development of territories in transformation, addressing health, safety
and sustainability issues. She collaborates with the Municipality of Genoa and currently is
participating at Urbact Network, 2nd Chance, action for a sustainable urban development.

Davide Fassi

Associate professor at the Politecnico di Milano and the Tongji University (China), member

of the international committee of DESIS Network (Design for Social innovation and
Sustainability). His research focuses on community centred design. He published “Temporary

Urban Solutions” (2012) and developed “Coltivando. The Convivial Garden at the Politecnico
di Milano" (2012).

Luca Fois

Creative advisor and lecturer of Event Design at the Design School of Politecnico di Milano.
Currently he is consultant for Cilab, Creative Industries Lab Network, at the Politecnico di
Milano.

Rossana Gaddi

Graduate in Industrial Design, PhD in Design and Technology for the Enhancement of
Cultural Heritage. She has been a visual communication designer since 2003. Currently she
works at the Design Department of the Politecnico di Milano, where is involved in researches
and teaching activities on the communication and the enhancement of the relationship
between design, fashion and territory.

Laura Galluzzo

PhD in Design, research fellow at Design Department of the Politecnico di Milano, lecturer at
the Design School. In recent years she designed interiors and services for the Expo Village
at Expo Milan 2015, and she was the project manager of the last Cumulus Conference in
Milan (June 2015). Currently she is working for campUS, a Polisocial research project, and for
Human Cities, a European research project.
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Helena Gentili

Architect, PhD in architecture and urbanism, lighting designer (professional member APIL).
Currently she collaborates as a teacher and tutor at the Master in Lighting Design & Led
Technology, Politecnico di Milano. Her independent experience in the field of lighting design
iInvolves the private and the public sector.

Debora Giorgi

Architect, PhD in History of Afro-Asian Countries, and associate researcher of design at the
Department of Architecture of the University of Florence. Since 1994, her research has been
dealing with cultural heritage and durable development of Mediterranean countries. She has
been coordinating a number of international projects. Currently she teaches Tangible and
Intangible Heritage and Strategic Design Stratégique at Master 3D, Tunis.

José Luis Gonzdlez Cabrero

MDP, researcher and professor of design at Facultad del Habitat, Universidad Autdnoma

de San Luis Potosi, México. He is developing design research approaches in the Industrial
design program, with the main objective to understand design processes and enable design
education through meaningful methodologies and innovation.

Yosser Halloul

PhD student of Sciences and Technics of Arts. She teaches Ceramic, Technics of Graphic
Representation and Histoiry of Art at the Institut Supérieur de Beaux Arts de Sousse (ISBAS).
She is a member of education at Master 3D Tempus, where she teaches Socio-Anthropology
and Aesthetic.

Insaf Khaled

Semiotician and historian of art and design, she teaches these subjects as well as Interior
Design at the Higher School of Science and Technology of Design (ESSTED) of the University
of Manouba, in Tunis. Currently she teaches also at the Master 3D. She is specialized in
Tunisian craft traditions with an approach related to the project of architecture, home and
decorative motifs.

Reham Mohsen

PhD in Sign Design, graduate in Applied Art & Design at the Helwan University in Cairo. Since
2012 she has been an associate professor at the Faculty of Applied Arts in Helwan University
in Cairo (Department of Decoration). She also taught Visual Communication at the German
University in Cairo, and published several papers about art & design perception, visual
communication, decorative arts and murals, calligraphy and typography.
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Marina Parente

Architect, PhD, associate professor at the Design Department of the Politecnico di Milano
and Coordinator of D4T- Design for Territories Research Network. She is engaged in strategic
design for the enhancement of territorial and cultural heritage, with research, teaching

and planning activities. She is the director of the high education course “"Brand of Territorial
Systems” and the coordinator of the Master in Planning Culture in Milan.

Silvia Pericu

Assistant professor of design at the Polytechnic School and DSA (Dipartimento di Scienze
oer I'Architettura) of the Universitd degli Studi di Genova. Currently she is cooperating with
the Municipality of Genoa and participating at Urbact Network, 2nd Chance, action for o
sustainable urban development.

Sonia Pistidda

Architect, PhD in Architecture, Urban Design, Conservation of Housing and Landscape, and
research fellow at the Department of Architecture and Urban Studies of the Politecnico

di Milano. She is involved in teaching, professional and research activities in the field of
preservation, protection and enhancement of cultural heritage, participating in important
cultural activities and international projects.

Rosa Povedano

Anthropologist, graduated at the University of Tarragona, Beaux Arts M.S. at the University
of Barcelona (specialisation in design). She teaches design at UB where is in charge of the
Experimental Atelier of design (tissue and product) ant the coordinator of BA last years
degree courses. She is a member of GRACMON UB. Currently she teaches Anthropology of
every day life objets in the Experimental Fabric Atelier at Master 3D, Tunis.

Maria Antonietta Sbordone

Architect, M.S. at the Ecole Polytechnique Fédérale de Lausanne (EPFL), designer and
researcher in Industrial and Fashion Design at DICDEA Department of the Second University
of the Studies of Naples (SUN). She teaches Industrial Design in the Master Degree Course
Design for Innovation at the SUN. She is a visiting Professor at the Nanjing University of
Science and Technology (Chinal).

Carla Sedini

Sociologist, PhD, photografer. Since 2011 she has been working as a researcher and lecturer
at the Design Department of the Politecnico di Milano, where she is currently research
assistant for D4T - Design for Territories Research Network.
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Andreas Sicklinger

Graduate in architecture at the Technical University in Munich, for 20 years he has been
working in different design schools in Italy, Politecnico di Torino, Universita di Ferrara and IED
in Milan), in the field of Product Design and Applied Ergonomics for Design. Since 2012, he

has been head of the Product Design Department at the Faculty of Applied Sciences and
Arts of the German University in Cairo, Egypt.
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DR. CORBELLINI'S PILLS

Tips for architecture beginners

ISBN 978-88-6242-208-6
12x18 cm, 80 pages, color print, paperback, english edition
€ 12,00



Architecture is doomed to a permanent process of reinvention that
oroduces constitutionally partial, transient, and guestionable truths.
Much of its charm lies precisely on this instability, which forces us

to insist on exploring, and at the same time makes it difficult to
classify and organize it into a consolidated and shared knowledge.
Architects are therefore always beginners: even the more seasoned
ones will find some tips among these “pills” to stay tuned with the
world of architectural design and make the most of practising it.
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