
 
 
   
 
 

 
0 

 
  

2019 

Participatory Design 
Model 

EXECUTIVE SUMMARY (IO2) 
 



 
 
   
 
 

 
1 

Project Overview 
 

CyGen is a co-funded Erasmus+ Key Action 2 strategic Partnership. The project engaged 
directly with children (aged 8-13), teachers and parents in four European countries 
(United Kingdom, Belgium, Denmark and Greece) to: 

 

1. Explore the digital opportunities and challenges as these are experienced by 
these groups; 

2. Develop a novel participatory design methodology and methods in order to 
work collaboratively with children and young people; 

3. Co-design a culturally, linguistically and age appropriate open-access 
multimedia education programme, a ‘web app’ with children in the four 
member states. Designed by children, for children, the web app recognises 
and builds on children and young people’s knowledge and experience to 
support their safe, informed use of the Internet;  

4. Produce online open-access guidance encompassing lesson plans and 
pedagogical resources to support teachers and educators in primary and 
secondary schools in diverse European education settings to support 
children’s online safety 

 
The CyGen project was created to understand the opportunities and challenges faced 
by children when they go online. The project worked with children, young people, 
teachers, parents and academics to map these opportunities and challenges and, with 
children, to design educational resources to support children’s safety online. The project 
was unique in that children helped the project team to develop and evaluate an 
evidence-based digital educational programme to promote young peoples’ online 
citizenship and safety across the four participating European countries (UK, Denmark, 
Belgium and Greece).  

The outputs created for this project are:  

 IO1: Scoping and needs analysis 
 IO2: Participatory Design Model 
 IO3: Design workshops 
 IO4: Co-designed digital education programme 
 IO5: Evaluation 

Further information regarding the evidence-based digital educational programme can 
be viewed via our website http://cygen.eu/resources/  

http://cygen.eu/resources/
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Executive summary:  
IO2 Participatory Design Model 
 
CyGen’s participatory design model is based on the methodology of participatory 
design. Put simply, this means that those who are the users of information technologies 
– in this case the CyGen digital education package – should have a central place in their 
development (Simonsen & Robertson, 2013). Participatory design literature 
incorporates a set of theories, practices and studies which engage end users fully in the 
design of technologies (Yarosh & Schueller, 2017).   
 

CyGen was designed around a series of Design Cycles: a 
series of development activities completed in each 
partner country. The first design cycle was completed in 
the United Kingdom, the second in Denmark, the third 
in Belgium, and finally the fourth in Greece. This design 
enabled us to fully embrace the principles of 
participatory design, developing our digital education 
package alongside data collection and digital education 
package development in each partner country.   
 

The principles of participatory design align 
to the values regularly used by the 
international CyGen team in their work 
(Lomax, 2012; Pyer & Tucker, 2017) across 
all our partner countries. The planning that 
underpinned the project developed from a 
single key focus; that children’s voices 
should be central to the research and its 
outputs. Within the project, we worked with 
children to position them as co-designers. We also worked with parents and teachers. 
They – along with children - were our key stakeholders; their voices and opinions 
underpin both our findings and the outputs of the collaboration. 

 
Child-centred methods were combined with flexibility of delivery within the project’s 
Design Cycle. Involving them in this way was key to ensuring that the educational 
outputs reflected their needs. The process of involvement in and of itself was also 
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designed to support their development (Biggeri et al., 2019). Children in Denmark 
supported the initial design and testing of the Design Cycle and the associated toolkit. 
This process of engagement and feedback was continued throughout each of the four 
design cycles with key messages about ‘what works’ fed-forward to the other partners. 
In these ways, the project sought to “investigate, understand, reflect upon, establish, 
develop, and support mutual learning between multiple participants…” (Simonsen & 
Robertson, 2013 p. 2).   
 
 The Design Cycle incorporated three phases, as shown below: 

 
 

 
During the Data Workshop phase, we completed: 

 A data workshop to find out about how children in each of the four countries 
access the internet, what they use it for, and some of the challenges and 
opportunities that comprise their experience; 

 A focus group with the Young People’s Panel (see below) to distil the key points 
arising from the data workshop; 
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 Focus groups and interviews with parents and teachers to develop an 
understanding of the ways in which they support children’s engagement with the 
internet. 

During the Design Workshop phase, we completed: 
 

 A design workshop to continue to build example situations that the children we 
were working with had faced online, and how these might contribute to the 
design of the Webapp; 

 A focus group with the Design Team (see below) to distil the key points from the 
design workshop, which were then shared with the Belgian Webapp developers; 

 Focus groups and interviews with parents and teachers, giving further ideas for 
the Webapp and supporting pedagogic tools. In some of the countries, this part 
of the data collection was completed by children, with the support of CyGen 
researchers. 

 
During the development and testing phase of the project, we completed: 
 

 Review and feedback of the Webapp with the Quality Team; 
 Delivery of a trial lesson from our teacher guidance; 
 Short interviews with children, teachers and parents to obtain feedback about 

the Digital Education Package, and the project as a whole. 
 
During the project, children assumed roles within the project alongside acting as 
participants. These roles included acting as members of: 
 

 The  Young People’s Panel: supporting the CyGen team in each country to 
capture the key messages arising from the Data Workshop; 

 The Design Team: supporting the CyGen team in each country to capture the key 
dilemmas arising from the Design Workshop, and participating in sharing this 
information with the Belgium Webapp developers; 

 The Quality Team: reviewing the prototype Webapp with the CyGen team and 
offering initial feedback to the developers. 
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The Partnership  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

The European Commission support for the production of this publication does not constitute an endorsement of the contents which reflects the 
views only of the authors, and the Commission cannot be held responsible for any use which may be made of the information contained therein. 


	Project Overview
	Executive summary:  IO2 Participatory Design Model
	References
	The Partnership

