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What I will talk about 
Pt 1 

•  A broad picture of Malmö Living Lab 
•  Positioning of the lab in relation to the 

current co-design & innovation initiatives 
Pt2 

PD, infrastructuring & democratizing 
innovation? 

•  Cases 
– RGRA x 2 



KK-Foundation – Collaborative Cross-media 
-  experiment with new media formats and narrative 

structures, primarily in relation to cross-media 
-  create prototypes for new media production tools for 

collaborative media productions 
-  develop new collaborative ways of exploring the 

development of new media practices 

Vinnova – Malmö New Media Living Lab  
-  The aim is to create a laboratory to research how 

cultural practices can be supported by new media and 
new technologies 

-  How new services, experiences, products can be 
developed together with users 



Inkonst 



K3 INKONST 
Doc Lounge 

Kontra Musik 
The Rumble 

RGRA 

Institutet 

Debaser / G.Hauksdottir 

Collabo 

Mix musik 

Media Gymnasiet 

Plocke Pinn 

Malmö Kultur Stöd 

MKB 
Hyresgästföreningen 

Full Pull 

IM 

Share the cake 

Cumbustion 

Flippat/Parkeur 

Cultural network 



K3 

SVT 

INKONST 
Ericsson 
Consumer LAB 

Scandvision 
Communication AB 

TAT AB Good World AB 

Informator AB 

Media Mötesplats Malmö 

Do-Fi 

Qbrick 

Malmö Incubator 

Unsworn 
Industries 

Detta 
Lokatt Media 

Epsilon E. S. 

Skånetrafiken 

Veolia 

WG-film 

LTH 

Sveriges Radio 
Din Gata 

Bambuser 

Business network 



”Constitution”; a common protocol 

•  Initiatives can come from any lab partner 
•  Collaborations should be constructive and meaningful to 

those involved 
•  IPR’s signed are quite vague and open allowing for 

sharing of ideas 
•  Constellations can be formed swiftly and can grow if 

needed 
•  Experiments should concern new media products, 

experiences and practices and conducted in real life 
contexts 

•  Social values are just as important as profit 







Positioning of the lab 

From isolated labs focusing on 
individuals to multi-sited & multi-

disciplinary/multi-practice based labs 



Todays innovation landscape 
User driven innovation Practice based innovation 

Participatory design 

Relational aesthetics 

End-user computing 

Co-realisation Crowd-sourcing 

Living Labs 

Meta-design 

Co-design 

Lead user innovation Social innovation 

Critical design 

Triple Helix 







K3 INKONST 

RGRA 

Open-ended networking 

Do-Fi 

Epsilon E. S. 
Skånetrafiken 

Veolia 

BluePromo 



From HCI to PD 
•  HCI – Cognitive science 
•  AI or plans vs situated action  
•  Taylorism /automation – skilled work 
 
•  Participatory design 
•  CSCW & interaction design 

•  Participatory design & new publics  

Social/cultural 
workplace issues 
Workplace democracy 
Collective system design 

Cognitive issue 

Infrastructuring  
across practices/contexts  
through thinging?  



Participatory design 
•  Involves all stakeholders affected by the design, in particular 

resource weak groups typically excluded 
 
•  Respect for various practices skill and competence 
 
•  Design is an open-ended and negotiable process 
 
•  Design is a mutual learning process through doing 

•  Design activities need to be meaningful for all parties 
involved, but do not need to mean the same thing for all 
involved 

 



User engagement 

Figure from Liz Sanders ”Design Research in 2006” 



  Reactive users          People as active partners 

•  Service design 
•  Meta-design 
•  End-user programming 
•  Interaction design 
•  Relational aesthetics 

•  Participatory design 
•  Design for social 

innovation 
•  Contemporary interaction 

design 
•  Lead users 
•  Relational aesthetics 



Living Labs 

Public-Private-Partnership (PPP) of firms, public agencies, 
universities, institutes and people, all collaborating for 
creation, prototyping, validating and testing of new services, 
products and systems in real-life contexts” (CoreLabs, 
2008) 



The aim of Malmö Living Lab 
•  Mobilize competences from academia and public and private sectors 

around media R&D through open innovation 

•  Move the research lab out from innovation clusters and the university to 
the practices the issue concerns  

 
•  Building long term relations and trust with diverse stakeholders by doing 

things together 

•  Match partners according to arising initiatives and possibilities and 
recruit new partners if needed 

•  Develop new media products, services, practices with a particular focus 
on user-generated content 

 
•  Small scale experiments through real life interventions 

•  Develop knowledge around co-production and new media practices 
 



BLUETOOTH HIPHOP BUS 
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Participatory design, 
infrastructuring and 

democratizing innovation? 
...in the streets of Malmö 



? 
•  Now that IT and new media has become an important 

part of everyday life and media literacy has become 
essential who should be involved in its development?  

•  What can collective design mean today and how can it 
be conducted? 

•  What publics should engage in and create? 

•  What notions of newness are premiered? 



Today's innovation landscape 

Product-, market-, and 
expert-driven 

 
•  Triple helix 

(innovation clusters) 
•  Open innovation  
•  Crowd sourcing 
•   Lead user innovation 

Issue-, knowledge- and user-
driven 

 
•  Living Labs? 
•  Social innovation 
•  Participatory design 



Infrastructuring & interweaving 
•  Information infrastructure occurs when the tension 

between the local and the global has been resolved. 
•  “Information infrastructure is not a substrate which 

carries information on it, or in it, in a kind of mind-body 
dichotomy. The discontinuities are not between 
system and person, or technology and organization, 
but rather between contexts” (Star ) 

•  Long-term relationships through artful integration where 
continuous co-development occurs (Suchman 2002) 

•  Pay attention to how technology connects to wider 
system of socio-material relation in the form of collective 
interweaving of people, artifacts and processes 
(Suchman 2002). 



Democracy & innovation 
•  Von Hippel  

– innovation = market/product/lead-user-driven 
- Democracy = increased access to tools & information 

•  Barry 
–  judge innovation by the degree it opens up for possibilities and 

questions, not only products 

•  Latour  
–  Democracy as the controversies played out in socio-material 

Things /assemblies 

•  Mouffe 
–  Agonististic – passionate constructive engagement with 

difference rather than consensus-driven 



Protocols, representatives and 
constituencies (Pedersen, 2007) 

•  What protocols are in play and who are the actors 
accountable to? 

•  How are representatives and constituencies constructed 
and upheld? And are they as homogenous as often 
perceived? 

•  How do these protocols affect what is being negotiated?  
•  Who initiates and how is enrolment carried out around a 

specific inquiry? 
•  How are matters of concern made negotiable and 

reportable? 



BLUETOOTH 
HIPHOP BUS 

Infrastructuring case #1: 
 



BLUETOOTH HIPHOP BUS 
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Constellation 
RGRA – a hip-hop youth organization 

•  Representatives: The leader of RGRA 
•  Constituency: teenagers in different parts of the 

city engaged in rapping, producing music and 
dancing  

•  Accountable to: RGRA members, The city of 
Malmö, other teenagers 

•  Protocols:  
–  Should promote meetings across cultures through 

cultural activities 
– Give voice to those not heard 
–  Should be informal and independent 



Constellation 
Do-Fi – IT design company 

•  Representatives: The two owners of the 
company 

•  Constituency: Same as above 
•  Accountable to: Themselves, clients, and 

competitors 
•  Protocols:  

–  Should explore new location based and near field 
communication products and services 

– Good if it leads to a good show case and valuable 
– Good if it has to do with cultural expression 
– Good if the projects are fun  
– Uphold good relations with the university 



Constellation 
MALMÖ UNIVERSITY – researchers 

•  Representatives: Senior and junior 
researchers 

•  Constituency: Fellow researchers at home  
•  Accountable to: Research communities at home 

and abroad and research funders 
•  Protocols:  

–  Should benefit all involved, especially those resource 
weak 

– Uphold good relations with partners 
–  Explore and develop innovative new media practices, 

products, services, interaction design perspectives, 
methods 

–  Should be prototypable in real life context 
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Early alignments 
•  RGRA together with researchers initiate the process: 

RGRA  want to experiment around how their music could 
become more visible in the city 

•  Researchers contact Do-Fi who are willing to participate 
in a first round of tests on a bus as it fits with their 
interest in near field communication.  

•  Researchers contact fellow researcher interested in 
place-centric computing who join in on the experiment 

•  Researcher contact Skånetrafiken and Veolia who find 
the idea interesting as they see that it can minimize 
vandalism and can be used for spreading other forms of 
material. Veolia provides access to experimenting on 
certain bus routes 

 



Collaboration between K3 Malmö University, RGRA Skånetrafiken, 
Epsilon ES and Do-Fi 



K3 INKONST 

RGRA 

Open-ended network 

Do-Fi 

Epsilon E. S. 
Skånetrafiken 

Veolia 

BluePromo 



UrbLove 

Collaboration between K3 Malmö University, RGRA, Lilla Växthuset, 
Ozma, Epsilon ES and Do-Fi 



Infrastructuring 
•  The constellation of actors is not pre-determined.  

–  The process started with an open-ended inquiry based on the 
youth organizations already existing practice and issues. 

•  Actors change when connected to new ‘nodes’ 
–  RGRA: From informal to more formalized organization 
–  Viola: Shifts possibly from an exclusive to inclusive 

media space 
•  Reciprocal legitimization, which potentially strengthens 

each actor 
•  Each actor has multiple agendas, which are under 

constant negotiation 



Design Things  

•  Agonistic semi-public assemblies where 
matters of concern are negotiated 
–  IPR rights, economic compensation 
– Ethical issues relating to the network 

constelation in a glocal world 



Infrastructuring case #2 

MOBILE 
STREET 
JOURNALISM 





The glass cage, Gustav Adolfs Torg, Malmö,  2010 



Constellation 
Behrang Miri – leader of a youth organization, freelance 

journalist/debater, rap artist 

•  Representatives: Himself 
•  Constituency: his family 
•  Accountable to: fans, other artists 
•  Protocols:  

– Make a living through socially engaged music and public 
debating. 

–  Become part of the established media Sweden. 



Constellation 
Good World – a midsize media company 

•  Representatives: The CEO 
•  Constituency: temporary employees for this 

particular event 
•  Accountable to: Employees, SVT, Film funders 
•  Protocols:  

– Make profitable or break-even productions 
– Make television productions that matter  
- Change societal values through engaging storytelling 
through film and television 



Initiators and alignments 
•  Good World contacts researchers as she has been 

offered the organize events in a tent next to the 24hr 
studio to draw audiences to the square as well as meet 
help organizations and NGO’s 
–  Protocols: Earn money, show SVT the real street, 

promote Behrang Miri to increase the chance for a 
program being pitched to SVT would become 
produced. 

–  Researchers align to Good World and involve master 
students in the project and work with RGRA on setting 
up a mobile broadcast solution 

 
 











Jalla Upp På Scen 



Insights 
•   The experiment/production points out: 

–  how constituencies can have conflicting agendas 
–   how the defining of the identity of a central person is part of 

infrastructuring (Miri + RGRA or Miri + his own media carrier) 
–  how exclusion materializes in the naming of URL’s, logotype, 

and the structuring of webpages and is thus a central part of the 
infrastructuring of media practices.  

–  how the importance of such infrastructuring increases and the 
meaning of it changes when it is associated with and 
interweaves with mass media spaces and real world conflicts 

–  how grassroots media and mass media only indirectly meet 
–  how shared values and long-term engagement allow for 

continued collaboration even though the relationships 
experiences breakdowns. 



Insights 
•  Design from an newer PD & ANT-perspective 

implies designing new heterogeneous 
relationships /spaces/forums? 
–  Design activities are temporary infrastructuring 

processes?  
–  Or are these just “fake collectives” or foam-like 

worlds of difference? 
–  Are we just romanticizing network fluidity? 

•  Central to involve all relevant actors in the 
problematisation, intressement, enrolment, 
and mobilization of allies 

•  Levels of engagement inevitably has to vary 



Insights 

•  Our approach to democratizing innovation 
•  Question the basic assumption that democracy and 

increased productivity go hand in hand 
•  That it can involve a myriad of actors, not only lead-

users 
•  It means creating a space where conflicting views are 

negotiated 
•  Balances between raising issues/ imagining what-if 

worlds and making materials such as prototypes 
speak 



Malmö Living Labs 2009 -2012 

Inkonst/Möllevången 

Rosengård 

Stapelbäddsparken 

The Factory 

The Stage 

The Neigbourhood 

The west harbour 

Fosie 


