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7Executive Summary

Executive
Summary

Behavioural data that shows how and what people do could help designers unlock new 
ideas and perspectives about their users. However, collecting this data is expensive 
and time-consuming, and ethical concerns inevitably arise because the data often 
contains personal information. Ortega presents designerly data donation as an efficient 
and ethical approach that encourages the active participation of users to obtain 
contextualised data (Ortega et al., 2021). This subtle switch of attitude towards data 
collection will help designers reduce concerns about budget or invasion of privacy. 
Designers can build up proper triggers to inspire users to donate their data and provide 
enough information to enable donors to autonomously participate in their control and 
choice. While its potential has been defined, there are a few challenges to further 
integrating this concept in practice. In particular, designers must understand the whole 
system to plan the right strategies to call for donors, taking the right action at the right 
time. With this in mind, the main focus of this project was how to deliver the concept 
of designerly data donation as a design method for designers in practice. A design 
challenge and related activities were conducted with UX designers of The Valley and 
the data-centric design lab at TU delft, after which I proposed the initial shape of the 
DDD toolkit that can be used in practice as a result of this project.
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A-
Introduction A - Introduction

A.1.1. DATA-CENTRIC DESIGN

The ubiquity of the Internet of Things (IoT) traces and digitalises countless human 
behaviours that occur in our daily lives. This behavioural data is mostly collected 
by businesses and organisations using IoT technologies, and its use is constantly 
expanding. This trend presents a great opportunity for designers and researchers to 
understand their users, predict their needs and provide more targeted and personalised 
services. While its potential is proven, there is still limited accessibility for designers 
from the ‘big-data sets’ (Bornakke and Due, 2018) that are commonly collected by most 
digital businesses. 

Behavioural data that shows how and what people do could help designers unlock new 
ideas and perspectives about their users. As there are various methods to generate 
‘thick data’ in traditional human- centred design approaches, such as generative 
toolkits and interviews, current technology enables designers to collect and employ 
various types of data through multiple mediums. Examples include connected probes, 
prototypes, and existing systems, which make it easier to capture users’ behaviours and 
patterns (Speed and Oberlander 2016). However, collecting those data is expensive, 
time-consuming, and ethical concerns inevitably arise because the data often contains 
personal information. As such, users should be more reluctant to provide their data, 
which can be a major obstacle because their cooperation will be indispensable for 
further data activities. (Dove et al. 2017; Gorkovenko et al. 2020). 

A.1.2. DESIGNERLY DATA DONATION (DDD)

Ortega presents designerly data donation(DDD) as an efficient and ethical approach 
that encourages the active participation of users to obtain contextualised data(Ortega 
et al., 2021). This subtle switch of the attitude toward data collection will help designers 
reduce the concerns about budget or invasion of privacy while they are using intimate 
user data. Instead of putting efforts into finding the right participants for interviews 
or struggling with limited access to data, designers can build up proper triggers to 
inspire users to donate their data and provide enough information to enable the donors 
autonomously participate in their control and choice. Within this process, users are able 
to protect their privacy by deciding the conditions for donating and giving their consent 

A.1. Project Context
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for transparently informed purposes and usages. The data is neither big nor multi-
scaled, it has the potential to be highly contextualised through the active collaboration 
of data donors. Moreover, this collaborative approach for user data collection can make 
a great synergy when it is interpreted with the current big dataset (Ortega et al., 2021). 

1.1.3. Challenges

Whereas its potential has been defined, there are a few challenges to further integrating 
this concept in practice. Diverse factors such as individual project circumstances, 
suitable donor incentives, useful data types, and ethical concerns must be taken into 
consideration. Therefore, designers must understand the whole system to plan the right 
strategies to call for donors, taking the right action at the right time. In other words, the 
ability of designers to manage the whole process of designerly data donation is one of 
the crucial parts of a successful collaboration. However, compared to its importance, 
there is a lack of approachable information and guidance for designers yet, which makes 
it difficult to implement this new concept in more cases. This thesis explored how to 
reframe and deliver designerly data donation as a design method for designers of digital 
design agencies.

A.2.1. STAKEHOLDER MAP

The main purpose of this thesis is to deliver the concept of designerly data donation as 
a new design method for designers.

The Valley, a digital design agency based in Amsterdam, was the research context. With 
their resources and the cooperation of their UX designers, the concept of designerly data 
donation is to be repackaged in a more communicative format so that designers can 
actively adjust their processes. In addition, this new method is expected to be a strategy 
for design agencies to promote their methodological capabilities as an expanded usage 
of user data to their clients. (Van Boeijen et al., 2014).

Data-Centric Design Lab at the Delft University of Technology is one of the main 
stakeholders that has the infrastructure and resources related to the main theme 
of this project. While their experience and resources were a fundamental source for 
this project, I expect to open the discussions about their research topic to external 
stakeholders (Figure A.1).

A.2. Research Setup

A - Introduction
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A.2.2. RESEARCH QUESTION

Chapter B- Background (Literature Review)

RQ B-1: What is the DDD? 

RQ B-2: What is the design method? 

RQ B-3: What is the right format to deliver DDD to designers? 

Chapter C- Preliminary Research (Expert & End-user Research) 

RQ C-1: What is the process of DDD?

RQ C-2: What information need to be given for designers on each phases?

RQ C-3: What makes designers to find new design methods?

RQ C-4: What are their expectation towards DDD? 

RQ C-5: What are the missing information? 

RQ C-6: What are the difficulties? 

Chapter D- Design Challenge (Generative Session & Prototype)

RQ D-1: What are the difficulties during the journey? 

RQ D-2: What information needs to be included in the method?

RQ D-3: How to solve the problems?

RQ D-4: What are the values for the stakeholders derived from the method?

A.2.3. APPROACH AND METHOD

The research focused on the integration of designerly data donation in practice, and it 
aimed to validate its value in the context of a digital design agency. Therefore, it was 
expected to provide valuable insights by trying it out in a real context as a research 
activity. As such, a design challenge (D) was planned as the main activity of this project. 
It was conducted with the cooperation of the UX designers of The Valley. During the 
design challenge, they attempted to use designerly data donation in their project context 
following the given guidance. With the empirical research approaches, a scenario for a 
new design method and a toolkit to deliver its concept was developed and validated.

The research consisted of three parts. The first and second phases (B, C) went in 
parallel with the purpose of creating a testable prototype for the design challenge (D). 
In the first phase (B), literature was reviewed to fix the theoretical knowledge in the 
research theme, such as data donation and design methods. In the second phase (C), 
expert research and end-user research were conducted. The expert research aimed to 
learn about designerly data donation in detail using existing cases. A semi-structured 
interview and generative session with the designers of The Valley was conducted to 
learn about the context of end-users before the design challenge. Taking the insights 
that are framed through research activities during the early phases, a prototype was 
created for the design challenge (D). Based on the results of the design challenge, 
research questions and interaction vision were reflected upon and discussed, which 
led to further challenges.  (Figure A.2: Overview of the research activities)

How can the concept of designerly data donation
be operationalizing as a design method that
UX designers of The Valley can actively integrate
into their design process? 

D. DESIGN CHALLENGEB. BACKGROUND

RQ B-1 RQ C-1 RQ D-1
RQ B-2 RQ C-2 RQ D-2
RQ B-3 RQ C-3 RQ D-3

RQ C-4 RQ D-4
RQ C-5
RQ C-6

E. DISCUSSION F. DDD TOOLKITC. PRELIMINARY RESEARCH G. CONCLUSION
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B-
Background

Data donation is one of the approaches for data collection. Donating data means a 
person transfers their personal data to another one with an agreement that the receiver 
can access and use the given data within an informed project context or case (Floridi 
and Taddeo, 2019). 

Currently, data donation and its relevant studies were mostly conducted for healthcare 
purposes, where the data can present unique features to help other people by better 
understanding personal health (Ortega et al., 2021). For example, longitudinal data 
generated by self-tracking applications by users can provide evidence for developing 
new medications and treating chronic diseases (Skatova et al., 2019). 

People live in a world where massive amounts of personal data are generated via 
connected products and services. These data provide rich insight that have the 
potential to understand the behaviours and lifestyles of people. Data donation enables 
designers and researchers to actively utilise personal data when it is given by donors 
for the informed context. In particular, current rules of the EU’s General Data Protection 
Regulation (GDPR) and the right to portability (GDPR, 2018), allow people to request 
data gathered about themselves by third parties in order to reuse it and share it. 

In data donation, there are no economic profit motives that happen during its 
transfer. However, the practice of giving and receiving and its consequences cannot 
be understood outside of the personal, social and economic relations surrounding the 
donor and receiver. Although the donation is not directly reciprocal, it can affect the 
relationships between the people involved (Floridi and Taddeo, 2019). With this in mind, 
understanding the relationship between donors and receivers, how donation happens, 
in what situations, and the factors that motivate people to donate become important 
aspects of data donation.

B.1. Data Donation

B - Background
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Ortega presented designerly data donation for designerly contexts which requires more 
context  and meaning on data. (Ortega et al., 2022) In this part, literature relevant to 
the concept of designerly data donation was reviewed to understand its process and to 
deepen the knowledge on related theories.

B.2.1. PROCEDURE

Designerly data donation consists of three different phases.

• Plan: First, data receivers start by defining their data donation journey. In this stage, 
they should be able to understand which data will be collected for what purposes, as 
well as how to collect that data and from whom. Also, they should keep in mind the 
ethical principles because it will be a practice of using intimate user data.

• Reach Out & Receive: Then, they need to reach out to potential donors and retrieve 
the data from them. For a successful data donation, they should consider what will be 
the value for the donors. Data donation never works without the active participation of 
donors. As data receivers may take affordable and timely access to personal machine 
data, donors should be able to assume what they will gain after their participation in 
the activities before actually engaging. Once receivers call for donors with all kinds of 
information that donors need to know, they will start receiving the data. While they are 
receiving the data from donors, they should keep communicating with the donors to 
help them make informed decisions during the process.

• Reconstruction: Reconstructing data is one of the notable features of designerly 
data donation. It is more common to find the project or research cases related to data 
donation in medical fields, where data donation is presented to help others, to better 
understand people and to improve such areas as treatments and medical devices. 
However, relative to the field of medicine, where statistical data is valuable, design 
research or practices require multi-scaled data that is highly contextualised. Thus, 
having a reconstructing stage here could open up great opportunities for designers to 
have richer insights about their user data. For this contextualisation, receivers can plan 
interviews or sessions with donors who have agreed upon those extra steps. In the end 
of this process, receivers can work with the collected data as they want within the given 
contexts that are provided in the beginning to donors.

B.2. Designerly Data Donation (DDD)
B.2.2. DEFINE THE VALUE

Defining the value of data donation for both receivers and donors is important not just 
for collecting user data but also for inspiring designers to select this method under 
the right circumstances. In other words, the outcome of this project should be able to 
deliver the value of data donation to data receivers, and designers should be able to 
produce proper values for donors (Krutzinna & Floridi, 2019). In this regard, the value 
of the data for receivers and donors within the specified context is defined based on 
the literature. 

• Value for the Designer: Over the past decades of human-centred design development, 
various methods and methodologies have been developed to understand the needs 
and contexts of users and customers, which are always an important basis for creative 
thinking (Gericke et al., 2016b). The development of IoT smart devices has made 
it possible to record people’s actions in various perspectives and layers, and the 
availability of such human behaviour data often opens up much greater possibilities for 
designers (Gabriele & Chiasson, 2020). Data donation can be an efficient methodology 
for designers by reducing the ethical or financial burden by allowing users to donate 
behavioural data. There are endless types of behavioural data that designers can take 
from data donation (Strotbaum et al., 2019). Designers can freely choose data types 
for collection according to the context of their project. Regardless of their expertise on 
the data, they define useful data types according to their situations. This also opens 
up opportunities for designers who are unfamiliar with data to actively use their user 
data in their design process, which can be meaningful in terms of how the approach will 
enable a wider range of designers to experience data-centric designs. 

• Value for the Donors: According to the literature (Bietz et al., 2019), the possible value 
for donors through data donation can be categorised as follow;

Social duty: a desire to serve society and give back to the community.
Self-interest: a need to gain a personal benefit as a result of data donation.
Positive feelings: satisfaction; it feels good to help others.

The value for donors can be determined by different project contexts. Therefore, it can 
be a defined by the data receiver who is planning to donate data. Clearly defined values 
will trigger more people to donate and participate in the project. 

B - Background



• Value of Designerly data donation - Data centric design in practice: Behavioural data 
is a collection of specific information, referring to data from sensors, self-logging, 
telemetry, or social networks which capture people’s behaviours and patterns (Gomez 
Ortega, van Kollenburg, et al., 2022). Behaviours that represent people’s habits and 
lifestyles do not necessarily reveal facts about the social and natural world. Moreover, 
data is meaningless if isolated from the humans and artifacts that created and sustained 
them  (Leonelli, 2016). In other words, people’s behavioural data could be saying more 
than designers are currently seeing through big data analysis. Designerly data donation 
opens up opportunities to learn about behavioural data by encouraging collaboration 
with data donors who are experts about their data. 

• Value of Designerly data donation - Participatory design:

Dunne and Raby described ‘preferable futures’ as ‘not trying to predict the future but 
in using design to open up all possibilities that can be discussed, debated and used to 
collectively define a preferable future for a group of people from company to society’ 
(Dunne & Raby, 2013). In this context, they refer to citizens who are involved with 
fictional products or services. They are the ‘consumer-citizens’ who critically engage in 
social issues. Understanding people as both citizens and consumers is very important, 
as each will bring different effects on the future. The decisions made by consumers will 
determine the direction of the future, but decisions are not always ideally made for our 
society; there are many other influences that affect those decisions (Dunne & Raby, 
2013). 

Nevertheless, some people are open to discussing social challenges. Participatory 
design approaches can make more people aware of their surroundings and how their 
movements might influence their future (Knutz et al., 2014). In other words, people, 
citizens and consumers have the right and power to autonomously drive toward their 
preferable future (Dunne & Raby, 2013). This approach will encourage people to 
participate in the design process, which can eventually be the driving force behind 
creative thinking for complex design challenges. 

In the context of designerly data donation, it is impossible to utilise intimate user data 
without the active participation of data owners. They are primary domains that may 
provide valuable insights about the data; their participation is becoming more crucial, 
especially in the contextualising phase (Ortega et al., 2021). Therefore, a proper 
understanding of the value of participatory design would help data receivers make more 
users engage in the data donation process. 

B.2.3. RESPONSIBILITIES FOR DESIGNER

When designerly data donation is come to a method for designers and in order to utilize 
data donation during a design project, it is important to clarify the role of the designer, 
who is the subject of using the data donation method, and to know the responsibilities 
by the designers themselves. Responsibilities of designers are as follow (Gomez Ortega 
et al., 2022): 

Inform

Firstly, a designer should be able to deliver the value of data donation and provide the donor 
the necessary information at the right time, as information flow is at the core of successful 
collaboration. The information includes: How the collected data will be handled for what 
purposes. Sufficient information should be delivered within a clear and communicative format. 

B.2. Main takeaways

• Data donations allow designers and 
researchers to actively use personal data 
based on information provided by donors

• The practice of giving and receiving cannot 
be understood outside of the personal, social 
and economic relations surrounding the donor 
and receiver. understanding the relationship 
between donors and receivers become 
important aspects of data donation.

• The value gaining is a significant factor that 
making this relationship happen successfully. 

• Compared to the great responsibility for 
data receiver, there are lack of guidelines for 
data receivers to be actively used this method 
by designers.

• Therefore, the outcome of this project should 
be able to deliver the value of data donation to 
data receivers, and designers should be able 
to define proper values for donors depending 
on their project context.

Make Autonomy

By providing sufficient information, designers 
should allow donors to define their own terms 
and limitations upon their data, such as 
whether to donate, what to donate, how to 
participate.

Make Trustworthy

Finally, to make data donation possible, 
designers should care about the interaction 
with (potential) donors and make the whole 
process reliable and trustworthy by following 
the rules and principles of GDPR as it is could 
be related to intimate user data.

19B - Background
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Before conducting the research, it was necessary to clarify the terms about what is 
actually going to be proposed as a result of this project. Will it be a design method, 
a guideline or a tool? There are several ways of transferring knowledge into practice. 
By clarifying the term in the beginning, it was expected to clarify communication with 
stakeholders but also clearly defining the scope of the project. Gericke et al. framed 
the definition of different terms around design methods as follow (2017) (Figure B.1): 

(1) A design methodology includes Methods, Guidelines, Design Process and Tools. 
Moreover, it guides how relationships and sequences are managed. (2) A design method 
describes how certain results can be  derived from cerain ways. The information can be 
recommendations of specific tasks, tools or the way of communication. (3) Guidelines 
are more specific requirements to get certain results. This can includes rules, principles, 
heuristics and bes practice.(4) A tool can be a software tool, toolkit, template or 
checklist, which makes it easier to apply design methods or guidelines in practice. 
Design methods or theoretical knowledge can led to a design tool.

In research from Blessing and Chakrabarti, they defined design methods have different 
layers depending on the purposes for using them (2014) (Figure B.2). The frameworks 
led to the outline of the project scope in the early stages of the project. Thinking about 
the context of the current project together with the framework of different terms, I 
identified the primary purpose of the project, the information I already have and the 
information I need to learn and complete through further research activities.

The main challenge of this project was to transfer into practice the existing knowledge 
about the designerly data donation from the data-centric design laboratory by discovering 
the research concept from a designer’s perspective. As such, for the research activities, 
I intend to frame the knowledge as a design method. At the same time, however, the 
final deliverable can be a design toolkit that may include the core idea, representation, 
procedures and intended use. 

B.3. Methods, Tools and Methodologies

B - Background

Figure B.2: Elements of a method 
and scope of the project

Figure B.1: Relationship 
between central terms
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B.3.1 FORMATS

Although various design methods and methodologies are continuously developed by 
academia, only a few of them are transferred into design practice (Gericke et al., 2016). 
However, new technologies and social duties result in complex design challenges, 
and these require the need for new design tools, techniques and methods developed 
by practitioners and design researchers. Gericke et al. highlighted the importance of 
supporting the knowledge transfer between industry and academia and discovered 
how design practitioners discover, select and adapt design methods and methodologies 
through several interviews (2016).

B.3.2. TYPES OF DESIGN METHODS

Gericke et al. framed the three different types of design methods and methodologies 
(2016). From textbooks and archival publications, people can expect consistent and 
reliable content and it uses to focus on pure descriptions, however, there are limitations 
to update information once it is published. Web repositories can resolve those problems, 
but the quality of information can be low as people have less responsibilities to contribute 
to the platform without clear motivation. Considering the right format for the method 
of this project, it was found that taking web based platform has greater advantage 
compared to the printed publications in terms of that it needed to open the possibilities 
to edit and update the information as designerly data donation is an upcoming concept. 
In particular, when a web platform is supported by community, the information can be 
more reliable. Furthermore, as designerly data donation was developed within the data-
centric design laboratory, Community based design support(CBDS) came to be given 
priority (Daalhuizen et al., 2008).  

B.3.3. COMMUNITY BASED DESIGN SUPPORT (CBDS)

Community based design support (CBDS) exchange knowledge and experiences about 
design method applications (Daalhuizen et al., 2008). The concept is motivated by 
the lack of information in the practical application of methods. Its challenge is the 
availability and quality of knowledge and the willingness of practitioners to share it with 
others. Gericke et al. defined with several hypothesized characteristics of a successful 
knowledge management system: (2016) • Present clear advantages that system can 
provide (1) Present clear advantages that system can provide (2) Share a common 
infrastructure (3) Keep standarized, yet flexible structure (4) Having an articulated 
purpose and clear language (5) Keep generating inspiration to create, share, and use 
knowledge (6) Provide channels to transfer knowledge B - Background

A CBDS consists of three features: domain, community and practice. ‘Domain’ here 
means a group of people who engaging in a specific area to share their knowledge. 
Domains have activities and discussions as a ‘community’, which allow for collaborative 
learning and support their positive relationships. In community, domains should have a 
specific knowledge area, which is referred to here as a ‘practice’. Resources related to 
the interest area can be shared and developed through the activities within a community 
(Daalhuizen et al., 2008) (Figure B.3). 

Furthermore, people tend to be motivated to share their experience in an online 
community by five different factors and those factors can be considered to inspire the 
designers and researcher of a community about why people would like to join and share 
knowledge within the community (Hew & Hara, 2007): (1) A willingness to learn and 
contribute to a particular field of expertise. (2) A desire to improve career. (3) Feeling 
obligated after receiving knowledge that has been offered by others. (4) Participating in 
an environment that is polite and non-competitive. (5) Engaging in subject-appropriate 
dialogue.

Figure B.3: Elements of a CBDS 
and  their relationship

Community Based Design Support (CBDS)

People

Focus Area Activities
Knowledge sharing activities

People of research lab ( DCD Lab)
Design practitioners ( The Valley)

Designerly data donation
/ Data-centric dessign
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B.3. Main takeaways

Concluding this section about the format of the 
final design, a community-based platform is 
considered a suitable framework to deliver the 
method to designers for following reasons:

•  Designerly data donation is an evolving 
concept and is to be established as a design 
method for practical implication. It is mandatory 
to open the possibilities to edit and update the 
information. Therefore, it is limited to start in an 
inflexible format, such as printed publications or 
web repositories.

•  As this project is conducted with the 
cooperation of a research laboratory and a 
design agency, there are existing infrastructures 
and a community that could be considered 
as being involved. Therefore, CBDS can be an 
efficient approach.

•  With collaborative activities and relationships 
between a design laboratory and a design 
agency, they could expect different benefits from 
each other. The laboratory can have rich and 
broad insights about their research area through 
practical implementation in various cases, while 
the agencies are broadening their capabilities 
through experimental design approaches. 

Moreover, to deliver a new design method 
to designers, it is essential to attract their 
attention. This means that understanding the 
mindset of designers who are engaging with 
the CBDS will be one of the core considerations 
when designing the structure of the platform.
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C-
Preliminary
Research

In this phase, empirical design research was conducted with both an expert and end-
users of the final design. Overall, it aimed to explore research themes with stakeholders 
and gain insights from the interactions. The stakeholders were sorted into two groups: 
experts and end-users. During a session with an expert in Designerly Data Donation, 
a journey map was created that presented the overview of data donation from the 
perspective of the designers. With the end-user group, a semi-structured interview and 
a generative session were completed, and the key insights were framed to support the 
concept of the prototype for the design challenge.

C - Preliminary Research
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C.1.1. SETUP

Expert research was planned to ground the 
knowledge of Designerly Data Donation. 
The challenge of reframing the research 
topic as a design method was gaining an 
in-depth understanding of the concept of 
what had happened in the whole journey. 
Therefore, insights from experts who had 
experience with real cases were a crucial 
part of the research. Designerly Data 
Donation is one of the research topics 
of the data-centric design lab at Delft 
University of Technology (TU Delft). This 
project is initiated from the research of 
a Ph.D. candidate from the lab presently 
conducting research around the theme 
of designerly data donation with aims to 
facilitate access to data for designers. 
As such, she was the most appropriate 
stakeholder to represent this research 
theme’s expert.

C.1.2. METHODS

(A) Case study: To prepare research 
activities with Ortega, case studies 
were reviewed to understand the flow 
of designerly data donation in depth 
within a real world context. Cases were 
selected from the latest cases using 
designerly data donation or data donation 
as a research method. (B): Co-creative 
session: Co-creation is a research method 
for collaboration with stakeholders which 
is helpful to learn various constraints 
(Sanders & Stappers, 2013), processes 

C.1. Expert Research
about a product or its journey. Through the 
session with Ortega, it aimed to complete 
a journey map. (C) User journey mapping: 
User journey map is a visualisation of 
a user flow which helps organise user 
interactions over the journey (Stickdorn & 
Schneider, 2012). The process of mapping 
can encourage and remind stakeholders to 
consider their entire experience following 
the timeline (Figure C.1).

C.1.3. PROCEDURES

For expert research, case studies and a 
co-creation session were conducted with 
the expert mentioned above.

First, existing cases reporting the 
process of Designerly Data Donation 
were reviewed. Then, the session to 
define the procedures of data donation 
from the designers’ perspectives was 
conducted. As a result of the case study, a 
user journey map structure was created, 
which included the steps, along with the 
principles and recommended activities 
of each step. A user journey map was an 
efficient way to present the overview of 
data donation with d ifferent layers from a 
user’s perspectives and could be used for 
the co-creation session material (Figure 
C.2). 

The aim of the session was to complete 
a user journey map with insights based 
on the expert’s experience. I guided the 
participants through the session, which 
lasted around an hour and took place in 
a meeting room with our faculty. A Miro 
board (a Collaboration platform) was used 
during the session to share the journey 

map based on the results of case studies 
and to co-create a journey map step 
by step with the insights of the expert. 
During the activity, steps, recommended 
activities, difficulties and limitations, and 
expected duration were discussed. 

(A) Case Study
(Structure of DDD Journey)

(B) Co-creative Session

(C) User Journey Mapping
(Designer’s Perspective)

Figure C.2: Overview of the curent 
phase

Figure C.1: The journey map in 
Miro board used in the session

C - Preliminary Research

C.1.4. RESULTS

The results of this study are organized 
within the format of a user journey map. 
It is divided into three different stages 
(Figure C.3). (A) Defining the journey is the 
first phase of the whole journey. In this 
stage, designer should be able to define 
what they want to learn, what they want 
to collect, who will be the targeted group 
for themselves. (B) Once completed the 
planning, designers can create a project 
on the platform they have chosen to 
request data from their data donors and 
advertise it. (C) This step is an optional 
but it is a unique feature of ‘Designerly’ 
data donation. Here, designers can plan 
additional sessions or interview with 
donors to reconstruct interesting user 
data.
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C.1. Main takeaways

• Based on the case study, the basic flow of 
the journey of designerly data donation was 
outlined. 

• An initial user journey map in a perspective 
of data receiver (designer) became a research 
material for the collaborative session with an 
expert. 

• A completed journey created during 
the session was including the practical 
information in detail and this journey map 
would keep developed through out the 
further research activities. 

• The input had limitations in terms of that 
the journey was created in a perspective of 
researchers, even if they are data receiver 
who were conducting data donation projects, 
they are not the designers who will be the 
actual user of this journey. 

Figure C.3: Journey map created 
during the expert research

Figure C.3: Basic flow created 
based on  the case studies

C - Preliminary Research

Read design principles

Frame a research question

Decide types of data to collect 

Decide how to collect data

Value gain event

Complete invitation for donors

Prepare Consent materials

Call for donors

Receive data

Plan reconstruction

Reconstruct the context

(Optional Phase)

Provide information for donors

Reach Out & Receive Contextualise
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C.2.1. SETUP

The UX designers of The Valley were 
the end-users of this project. Therefore, 
understanding their thoughts on the 
project ’s  themes,  such as design 
methodologies, data-centric design, and 
Designerly Data Donation, was a significant 
aspect of creating a new methodology. 

In this study, the following aspects were 
considered: (1) Method Selection: What 
makes designers select a new design 
methodology?, (2) Expectation: What 
do designers imagine about Designerly 
Data Donation?, (3) Data usage: How 
do designers utilise data in practice?, 
(4) Missing info: What information was 
missing from the current instruction? (5) 
Difficulties: What are the difficulties in 
practice?

Moreover, the study aimed to share the 
value of Designerly Data Donation with 
the designers and guide them in exploring 
the context of this new concept before the 
main activities began, design challenge. 
Two participants were recruited from The 
Valley. Both were working at The Valley as 
a UX designer for 6 - 14 months. Both were 
Female and did not have much experience 
working with data (Figure C.5).

C.2.2. METHOD AND PROCEDURE

A semi-structured interview and a 
generative session were conducted for 
this study. Both activities took place on the 

C.2. End-User Research
same day with two UX designers who were 
to participate in the first design challenge 
(Figure C.4). 

Semi-structured Interview

The interview was held with both 
participants and lasted for half an hour. 
It started with participants being asked 
for general information, including on 
their work experience, background, data 
expertise, and their current projects’ 
subjects.  Participant consent was 
requested before starting, and the whole 
conversation was recorded on video to be 
transcribed. Questions on methodology 
selection(RQ C-3), data usage, and (RQ 
C-4) expectations were asked, and 
the interview consisted of three focus 
areas: (A)Design Methodology, (B) Data-
centric design, and (C) Designerly Data 
Donation. Participants were asked to 
talk spontaneously with each other 
in accordance with the interviewer’s 
guidance. Full interview questions can be 
found in Appendix 1. 

Generative Session

After the interview, a generative session 
was conducted to introduce the concept of 
Designerly Data Donation and its process 
through different types of materials. The 
aim was to learn about the difficulties 
designers face in learning a concept 
and trying it out for the first time before 
creating a prototype for the upcoming 
design challenge. 

The session lasted for 90 minutes and 
started with written descriptions being 
provided. Then, a storyboard with three 
different cases was presented and a 
brainstorming session was held on certain 
key words. Paper boards was provided to 
participants for brainstorming and write 
down their thoughts (Figure C.6). 

Finally, designers were asked to use 
all the ingredients generated through 
the previous activities to initiate a plan 
themselves. The aim was to learn about 
the difficulties designers face in learning 
a concept and trying it out for the first 
time before creating a prototype for an 
upcoming design challenge

(Appendix 2: Setup- Generative Session).   

Figure C.5:  Information of the 
Participants 

Figure C.6:  Information of the 
Participants 

Figure C.4:   Time table of the  End-
user Research 

C - Preliminary Research
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Figure C.8:  The sensitising toolkit 
was completed by participants

Figure C.8: A Sensitising toolkit 
was created for the Generative 

Session 

Figure C.7:   Visual materials were 
used during the Generative session

C - Preliminary Research
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C.2.3. RESULTS

To analyse the results of the end-user 
research, all the conversations and 
activities are transcribed with the video 
recordings. Each quotes led to several 
insights which led to design opportunities 
in three different categories (Figure C.9) 
(Appendix 3: Results- Generative Session). 

RQ D-3: What makes designers to find new 
design methods?

• Designers use to look for design methods 
which is easy to adjust, rescale or combine to 
fit in their own project context.

• Designers find new methods when they 
feel lost during a design process or need 
to have more rational process to convince 
stakeholders.

RQ D-4: What are their expectation towards 
DDD?

• Participants were less confident in data 
usage ad they had lack of experience on data-
centric design, for example they were confused 
with what is behavioural data.

• Designers believe the power of data but they 
were afraid of being biases on user data. 
Sometimes they pick data in which they need 
to support their argument.

• Designers think designerly data donation 
seems challenging because it is not familiar 
for them, but interesting in respect of that they 
know the importance of data and they expect 
it will open up the possibility to work with data 
for them.

• Difficult to assume the results as its new term 
and not familiar concept to them.

RQ D-5: What are the missing information? 

RQ D-6: What are the difficulties? 

• Designerly felt easily feel overwhelming when 
they had to brainstorm on types of data and 
possible insights.

• Some research questions was not suitable to 
use this method.

• With brainstorming, there was limitation to 
come up with connect behavioral data and 
expected insights themselves without input.

• Storyboard with real cases helped a lot to 
make them understand the concept.

• What people understand and can actually 
perform is different. With different types of 
materials to deliver the concept, participants 
seemed that they have understood the concept 
but when they actually had to plan their own 
journey, more difficulties were arisen.

36

Figure C.9:  Quotes were clustered 
by the relevant research questions
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D-
Design Challenge

This section outlines the setup of the design challenge and methods used for each stage.

Firstly, a prototype was designed based on the results of literature reviews and 
preliminary research with stakeholders and it was built with Figma, including the 
essential content and interactions of the design toolkit that represented the new design 
method.

The prototype was validated and developed through a design challenge where end-
users explore the artifacts in the context of their use. This empirical research approach 
allowed to define the design of the toolkit and explain the strategies of  the method  in 
a broader context for the stakeholders. As the duration of the research was limited, the 
aim was to take the complete experience into account not just the quality of the case 
results.

D - Design Challenge
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D.1. Prototype

Figure D.2 shows the flow of the prototype, 
which are consist of three different 
phases; Learning - Doing - Sharing.  In 
learning phase (A), users can learn about 
the concept of designerly data donation, 
starting from overview, case studies and 
ended with principles. In doing part (B), 
users can try to plan their own journey 
following the guidance with the written tips 
step by step. Once users have completed 
their planning, they can reach out to donors 
with the project information.Furthermore, 
they can plan contextualizing sessions 
with some donors for interesting data. 
Lastly, sharing part (C) is connected to 
the repository page which are presenting  
existing cases. Therefore, the tool was 
planned to encourage designers and 
researchers to contribute to the method 
for further users. A prototype was built 
up with Figma(prototyping software) 
following the wireframe.

A B CA

Figure D.1:  An initial flow of the 
prototype

Figure D.2:  Service Blueprintmap 
of the prototype

D - Design Challenge



(A) Learn: Overview

(A) Learn: Principles
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Link to Figma Prototype 

(B) Do: Step-by-Step

(B) Do: Define Journey (B) Do: Reach out, Receive (B) Do: Contextualise

(C) Share: Project Repository

Figure D.3:  A Flow chart of the 
prototype

D - Design Challenge

https://www.figma.com/proto/CFIwArz1HG13V5YrvF8Hx8/Untitled?page-id=0%3A1&node-id=301%3A6257&viewport=1479%2C771%2C0.05&scaling=min-zoom&starting-point-node-id=301%3A6257&show-proto-sidebar=1
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The design challenge aimed to give 
designers the experience of using 
designerly data donation and a prototype 
of the toolkit to solve design problems 
across a series of processes and generate 
insights throughout. Following aspects 
were considered: (1) Difficulties: What 
are the difficulties during the journey?, (2) 
Missing Information: What information 
needs to be included in the method?, (3) 
Design Opportunities: How to solve the 
problems?, (4) Value  Define: What are the 
values for the stakeholders derived from 
the method?

The activities were planned under a semi-
structured format with the aim of collecting 
the results in such a way that data could 
be explored and analysed simultaneously.

 I recruited the participants recruited from 
The Valley, the same UX designers who 
participated in the preliminary research. 
The design challenge was conducted in 
three phases of generative sessions, as 

D.2. Setup
well as an extra session, and lasted for 
six weeks of two-hour sessions with the 
participants. I supported the participants 
with one-to-one guidance during the 
session (Figure D.5). 

The ‘say-do-make’ technique is an 
approach that records and combines the 
entire structure of a design challenge. As 
the name implies, it looks at what people 
say, do, and make. Conducting a generative 
session includes those three elements. 
As such, the planning of activities and 
the consideration of different information 
layers can complement and reinforce each 
other to provide additional value. In this 
regard, the study was divided into three 
phases. First, interviewing participants 
to hear what they ‘say’ about emotions 
in their own words. Second, observing 
what people ‘do’ while they are using 
the prototype and experiencing the data 
donation process. Finally, examining what 
people ‘make’ or think about when trying 
to improve their experience. Through these 
activities, participants were expected to 
gradually explore the experience from an 
explicit to a latent level (Figure D.4).

During the ‘say’ step, participants were 
asked to express their emotions in detail 
using Premo (see Figure D.7) and explain 
why they felt the way they did. In the ‘do’ 
step, the facilitator provided information 
to guide and help the process. Finally, 
during the ‘make’ step, participants had 
time to talk freely about how they would 
improve the experience by reflecting on 
the emotional journeys they had made 
with the written promos in the ‘say’ 
stage. With the consent of participants, 
these processes were audio recorded so 
that they could be easily accessible for 
analysis. 

(Appendix 4: Setup- Design Challenge) Figure D.6:  Premos were mapped 
out on the structure of a journey 

map

Figure D.4:   Say-do-make 
technique was the main method 

for design challenge

Figure D.5:  An Overview of the 
Design Challenge

Figure D.7:  Premo is Premo is a 
cartoon figure that can convey 

fourteen various emotions using 
her/his face, body, and voice.

With Premo, participants may 
easily express their emotions by 

pointing out one or more cartoons.
(Desmet, P.M.A., 2019).

D - Design Challenge
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The design challenge consisted of three 
main phases in accordance with the 
data donation process: Plan and Learn 
(D.4.1.), Reach Out and Receive (D.4.2.), 
and Contextualisation (D.4.4). One extra 
session was added before the donors were 
called upon to check ethics (Figure D.8). 

Prior to the research activities, project 
information was provided to both 
participants, which included the purpose 
and aim of the project and data privacy 
policies. As the participants were 
employees of a design agency, possible 
risks and ethical issues were checked and 
mitigating steps were added in advance 
following guidance from the Human 
Research Ethics Committee (HREC). 
After obtaining participant consent, the 
activities began. 

The main sessions had the following 
structure: (A) Say: On a Miro board, an 
online platform for collaboration was 
shared to the participants, and they 
were given a Premo and journey map 
to document their emotions before 
starting the data donation journey. A brief 
15-minute interview was conducted to ask 
about the participants’ reasons for feeling 
certain emotions. (B) Do: Participants tried 
the journey within the online prototype 
built with Figma, and researchers helped 
by responding to difficulties or questions. 
Their journeys were screen recorded and 
lasted around 50 minutes.(A-1) Say: After 
the ‘do’ step, participants returned to the 
‘say’ step. They were asked to express 
how they felt during and after the journey 
they had experienced with the promos and 
write the reasons behind their emotions. 
This lasted for 15 minutes. (C) Make: 
The participants were able to reflect on 
their emotions, and they recorded and 
discussed each way they would improve 
the journey for the last 30 minutes. 

A A A A

A A A

B C

A B C

A B C

A B C

A B C

A B C

D.3. Procedure & Method D.3.1. LEARN & PLAN

In this first session, participants were 
asked to use the information on the 
prototype to learn about Designerly Data 
Donation. Then, they started planning 
their own data donation journey according 
to the context of their actual project step 
by step. This included defining research 
questions, target groups, value gaining, 
and types of data to collect. 

D.3.2. REACH OUT & RECEIVE 

In this session, participants had time to 
plan calls to data donors based on the 
information written in the first session 
(D.3.1. Learn & Plan). They wrote the 
information, including basic information 
about themselves and their project and 
how the data donors could collect and 
donate data, following the steps of the 
prototype. When it was necessary, they 
were able to search information on the 
data they would collect. 

D.3.3. ADDITIONAL SESSION

Reaching out to donors and receiving data 
was scheduled for a planned session; 
however, an additional session was 
conducted to tackle the practical issues 
related to these matters, including ethical 
risks per data types and thinking about 
how to clean the collected data.

This project had to review data ethics in 
full, as it dealt with intimate user data 
that carry the risk of privacy invasion. 
Therefore, when it became clear what 

types of data  would be collected through 
the research, consent materials were 
prepared to prevent the possible risks, 
which were approved by the HREC. 

During the additional session, participants 
had time to study the appearance of the 
data they were collecting and think about 
what the ethical issues would be when 
they would work independently with the 
donor data. In consideration of preventing 
possible risks, consent materials for the 
donors were completed. Moreover, while 
they were reading through the data, the 
participants also thought about how 
they could utilise and analyse it for their 
design challenge, thereby supplementing 
the data collection strategy. Due to time 
constraints, donors were found from my 
personal network.

D.3.4. CONTEXTUALISE

The final step of the Designerly Data 
Donation was to analyse the data 
and find interesting or unclear parts 
for contextualisation. Depending on 
circumstances, this was optional; however, 
it is a unique feature of Designerly Data 
Donation. Participants looked at the 
donated data, analysed them in their own 
ways, and planned an interview for donors. 
They conducted a small interview with one 
of their donors to learn about the context 
behind the data. After the contextualising 
session, participants discussed insights 
they gained through the data donation 
journey and what they would do with the 
results moving forward. 

Figure D.8:  Methods used in 
design challenge D - Design Challenge
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D.4. Results

Through the design challenge, data is 
gathered while designerly data donation 
is tried out by two participants.

The types of data collected during the 
design challenge consisted of three 
different categories. (1) Emotions of 
participants towards the data donation 
journey with promos on the journey maps. 
(2) Quotes about the difficulties and 
positive experiences of participants during 
the journey and their opinions about how 
to improve the experience. (3) Results of 
each case, including data donation plans, 
data collected, and insights.  

As cases were conducted in twos, I 
compared the differences and similarities 
between them to reach meaningful 
insights. The following sections are the 
highlights of the results and the full 
content can be found in Appendix 5. 

D.4.1. LEARN & PLAN

Say- Premo (Audio record) 

• Before: Particiapnts were curious, excited 
and hopeful for learning new methods, and 
P2 was a bit worried about the pressure to 
complete the planning during the session.

• During: Participants answered they had 
difficulties to come up with their research 
questions as they had to artificially use the 
method within the context they are working 
on. However, once research questions were 
defined, they said it was relatively easy to think 

of a target group, and both were satisfied about 
it. P2, who understood the exact definition of 
value gaining said it was also easy to define 
the value for donors while it was relatively 
confusing for P1. P1 answered the meaning of 
value was unclear which made her confused. 
After coming up with data, P1 was satisfied 
while P2 was still concerning about if the 
data can bring valid insights for her research 
question.

• After: P1 was satisfied after coming up with 
the data and became more curious about the 
next step, while p2 was more confident about 
the next step because the process was difficult 
(Figure D.9).

Do- Prototype (Screen record)  

• P1 defined her research question as ‘How 
can we provide a trustworthy, relevant digital 
process for people who are applying for house 
mortgage for the first time’, and set target 
group as ‘starters who is trying to get their 
first house mortgage. The value for the target 
group was ‘They would like to take care of 
their administrative things online and they 
are willing to contribute to make the service 
to be online’. Types of data to collect were 
search keywords and website log to know 
their interest, concerns, what is their trusted 
resource and where they expect they can find 
certain information.

• P2 defined her research question as ‘How 
can we inspire people in international design 
agencies to cultivate inclusive design mindset 
in their working culture?’. Her target group was 
‘international designers at design agencies’ 
and value for them was ‘being helpful, and 
contribute to community’. Translate history was 

the type of data to collect because she wanted 
to know in what phase of design process, 
international designers use translation and 
what are the words that are often translated.

• Both participants wanted to see other case 
studies to define their research questions, and 
it seemed difficult to imagine the results with 
only the written tips below without additional 
explanation.

• Both participants had to iterate the process 
more than three times to complete those steps, 
defining the research question, target group, 
value, and data type. Those elements were 
connected so the separated pages seemed 
inappropriate.

• Both participants had limitations in 
brainstorming by themselves what data could 
be utilised for what purpose and what insights 
could be expected from different data types.

• There was a limit to imagining data without 
looking at it directly.

• The more they felt that they lacked experience 
in data (P2), the less confident they were in 
performing the task, and kept trying to check 
if their plan was appropriate.

Make- Miro Board (Audio record)

• P1: “Structure of value proposition canvas 
can be suitable for target group page. Adding 
advertising slogan would be nice. I would like 
to add multiple data in my plan.”

• P2: “Want to see the examples of what kind 
of projects are not suitable.”

Figure D.9:  Premos with Quotes 
from Learn and Plan Phase

D - Design Challenge

D.1. Main Takeaways

: Observed : Said

Planning part is a non-linear process

Designers tend to rely on case studies

Constantly doubting about their plans

Depends on data expertise, what they
could do is vary widely 

   

“... constantly worrying about
if the data is useful for my project.”
- P2

“Nice start with the potential useful data.”
- P1
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D.4.2. REACH OUT AND RECEIVE

Say- Premo (Audio record) 

• Before: After the previous session, both 
participants had expectations for the next step. 
P2 who was struggling during the last steps 
said she was worried and not so confident 
toward the session.

• During: Both participants had no difficulty 
in understanding about privacy and writing 
project information. However, both participants 
had difficulties to think about how to utilise the 
data when they have firstly downloaded and 
read the data. P2 said she was concerning 
when she confronted with data because she 
did not have experience working with data so 
much. (Figure D.12, D.13)

• After: P1 said it became clear that it was 
about data donation and what it collects, while 
P2 said it was still unclear about collecting 
sensitive data and how this data would help 
the project.

• Both participants said they were satisfied 
with the information they have searched, as it 
was easy to find the information about what 
they needed and how they could collect the 
data.

Do- Prototype (Screen record)

• Without help,  designers feel  easily 
overwhelmed to make strategies for data 
collection.

• Once designer have tried to download and 
see the data by themselves, they realized 
what they need to consider to collect data from 
donors.

• When they saw the raw data, they felt less 
confident about how to utilize it.

• Designer should consider ethical issues can 
be caused by donation.

•  Designer should have the plan for 
contextualisation before collecting data.

Make- Miro Board (Audio record)

• P1: “Depending on the support of data 
experts, the range of data utilization and 
insights that can be obtained varies widely, 
therefore I wish collaboration is possible.”

• P2: “It would be nice if someone could give 
me advice when I have a hard time.” 

• P2: “It would be helpful to provide various 
examples. “

Figure D.11:  Premos with Quotes 
from Reach out and Receive

D - Design Challenge
Figure D.10:  DDD Plan generated 

by both participants

Figure D.10.1:  Project Plan 
is  filled in the prototype  by 

participants

“Excited to collect data!”
- P1

“I wonder if donors understand why
I need this data.”
- P2



D.4.3. ADDITIONAL SESSION

After the second session, participants were 
able to complete the project infromation to 
call for donors based on the results of previous 
sessions. However, it was not enough to reach 
out to real donors as practical issues had to 
be considered to  work with user data. As 
such, during this addtitional phase, I helped 
participants smoothly go to the next steps by 
tackling the following issues. 

Ethics

There were mandatory steps for master’s 
students at TU Delft to have the approval from 
The Human Research Ethics Committee (HREC) 
to work on human research in particular when 
they are working with data which has potential 
to cause ethical risks during the research. 
Once types of data to be collected for each 
cases and how they will be used for what 
purposes became clearer, I could prepare for 
the approval and required documents were as 
follow: (A) A completed, HREC Checklist that 
has been signed by the Responsible Researcher, 
(B) Completed Informed Consent materials, 
(C) Data Management Plan. While I was 
preparing the documents, I realised some of 
this process should be a part of responsibilities 
of data receivers. By completing the checklists 
and data management plan, I could imagine 
possible situations that could happen during 
the research more in detail.

Data Usage Plan

As some data took time to extract, participants 
could see actual data after finishing the 
previous session (E4.2.2. Reach out & Receive). 
Therefore, it was limited to imagine how to 
work with donated data before seeing actual 
data. Participants of this design challenge was 
UX designers who don’t have much experience 
working with data. So, when participants have 
faced the raw data, they were doubting if the 
data could bring valuable insights without 
technical support. With this in mind, to proceed 
further in this research setting, I could get 
advice from data specialists from The Valley 
and realised cooperation with data specialists 
open up possibilities especially in this stage. 

Figure D.12:  Project Information 
is  filled in the prototype  by 

participants

Figure D.13:  Completed project 
information

53D - Design Challenge



D.4.4. CONTEXTUALISE

Say- Premo (Audio record)

• Before: Before looking at the data, both 
participants were looking forward to it, and 
when they looked at the data, P1 was confused 
and P2 answered that it was “interesting” to 
look at the data because she could already 
expect how does it look like from last session 
(Figure D.14).

• During: In the process of cleaning data before 
contextualization activities, all participants 
were not confident and dissatisfied because 
they did not have sufficient techniques. 
However, in the process of discovering insights 
in their own way, both participants were 
interested, and data actually motivated for 
preparing sessions. Participants who found 
interesting points in the data answered that 
they were satisfied overall because it was easy 
to proceed through the interview with actual 
data(Figure C.16).

• After: Data donation gave more insight 
than expected to both participants, and both 
responded that they were willing to plan for the 
next data donation (Figure D.15).

Do- Prototype (Screen record)

• Data receiver should understand ethical 
issues to have further research with donors

• Data visualisation was a useful step to work 
with data, which is difficult to be done by 
designers.

• Both participants were good at planning 
extra session once they have insights about 
data and found interesting aspects.

Make

• P1: “Collaboration with data experts is 
essential to work with the collected data, can 
we add an optional role of data specialists who 
can interact with designers?”

• P2: “How can we deal with responsibility for 
ethical issues that may arise in dealing with 
data?”

Figure D.14:   An overview of the 
received data

Figure D.15:  Premos with Quotes  
After the last Session

Figure C.16:  A search history 
visualised  with word cloud by P1

55D - Design Challenge

“For the next Iteration, I would like to have a 
clear define scenario, so participants will...”
- P1

“I was doubting in the beginning but, 
I will definately use it again”
- P2
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E-
Discussion

Through empirical research activities, this study set out to discover whether designerly 
data donation could be beneficial for design agencies and how this could be made 
possible.

For the last three months, as a master’s project, a design challenge and related activities 
were conducted with UX designers from The Valley and the data-centric design lab at TU 
delft. I explored designerly data donation and followed its process with the participants. 
The data gathered through the journeys generated rich insights. This chapter discusses 
how the results are linked to design opportunities in proposing the DDD Toolkit. Lastly, 
I reflected on the meaning of this project and further challenges that I could not cover 
in this thesis.

E - Discussion
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The results of the design challenge led to several design opportunities to develop a 
method for designers. These can be summarised as follows:

Iterative Process: The DDD journey is an iterative process.

One of the easiest ways to learn a new method is to try it out. For the novice, it is difficult 
to make a perfect plan. Therefore, through iteration, designers will be able to reach the 
solutions they need to resolve their design problems.

Project Repository: Designers tend to rely on case studies. 

For data receivers, it can be unclear what kind of results can be obtained with this 
method. As such, the question of which situation they could use it can also be unclear. 
One of the most obvious yet frequent discoveries is that designers always look at 
various cases to get inspiration and outline possible outcomes. In particular, having 
various examples of which data can be used to get certain insights and how to trigger 
more donors to get involved was a valuable aid in planning and completing the journey. 
Therefore, it is important to have resources available where people can refer to many cases.

Ethics Checklists: Ethics checking is an important and time-consuming process.  

While ethical issues are a crucial and practical part of data donation, designers can lack 
the knowledge on how to prevent ethical issues from arising during the journey. Since 
the data collected through data donation is diverse, it can include intimate user data, 
which may not be a usual source for those UX designers.   

Collaboration: DDD opens up collaborations with stakeholders

The tasks involved in processing data, such as cleaning and visualising to produce 
meaningful information, are not within most designers’ comfort zones. Therefore, 
cooperation with data specialists should be considered in accordance with the data 
type and designers’ data knowledge.

Value for designers

Finally, since it can open possibilities to work with data for those who lack experience, 
data donation can be beneficial for designers. In other words, the toolkit can serve as 
a medium to make the experience of data-centric design available to more designers. 
When designers get closer to the data, they can discover a fund of creative material to 
inspire and empower their design decisions. 

E.1. Findings - Design Opportunities

E - Discussion
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E.2. Reflection and Further Challenge

This research sought to explore designerly data donation through its practical 
application at a digital design agency. Drawing on preliminary evidence from the last 
research activities, I discussed the feasibility of its usage in practice and the things to 
be considered in the process. As a result of this project, I am proposing the initial shape 
of the DDD toolkit that can be used in practice, following aspects that were discussed 
in this phase. More detailed recommendations for the new design can be found in the 
next phase (G. DDD Toolkit).

Designers have their own featured role in the DDD process. 

Both participants were user experience designers, and what they could perform was 
clear, as several features of the user experience (Micheli et al., 2018) were also beneficial 
for the DDD journey. 

• Human-centered design Mindset 

UX designers are specialists in human-centred design, and they are trained to explore user 
needs in a variety of ways. As such, they can be skilled at thinking from the donors’ perspectives. 
Moreover, many of their project goals should be aligned with the results that DDD aims for.

• Interdisciplinary working environment

Designers are used to working in a multidisciplinary team. The problems they face often require 
innovative thinking, and people having different knowledge can provide broader insights into 
problems. This feature of designers will also be beneficial for the DDD journey, as the method 
sometimes requires collaboration with people from different sectors, such as data specialists 
or data donors.

• Ability to visualise

Most designers are able to visualise their thoughts or information for the purpose of 
communication, definition, or exploration. In the DDD journey, data visualisation is a valuable 
skill for analysing data and preparing for the data contextualising step with donors. Designers 
can come up with ideas to present the collected data using their own skills or by collaborating 
with data specialists.

• Blend Analysis and intuition

Design thinking is a practice combined with analysis and intuition. DDD journey can provide 
designers with various inspirations by enabling designers to work with data as creative 
material. Also, when planning a journey, coming up with which data could bring which value 
may require the designer’s intuitions. 

DDD Toolkit can make designers actively work with user data. 

In this research, although both participants had a lack of experience in data usage in 
their design process, by following the toolkit step by step, they could actively plan their 
own data donation journey. By following the guidance and thinking about what kind of 
data can be useful in their project’s context, who the targeted donors might be, and 
what their value is going to be, designers can expand their own capabilities to work with 
user data.

DDD toolkit can benefit design agencies based on the broader client context.

In this research, search history and translating history from Google were explored. 
However, types of data relevant to users’ behaviours are varied. For example, using the 
sensor data of IoT appliances can bring rich insights depending on the project or client 
context.

DDD toolkit should support various designer contexts

The journey and results may differ depending on the data handling capacity, such as 
getting technical support from data specialists, or drawing on the designer’s own skills 
in data visualisation and analysis. Further research should recruit participants with 
different profiles in data usage so that the toolkit will guide a more suitable journey 
based on the capabilities and circumstances of participants. 

Ethics checking is always a priority for successful DDD journeys in practice.

On account of limited time, most of the materials for preventing ethical risks were 
addressed by me. However, further research should let participants manage this by 
themselves. As in real life, priority must be given to their considerations. To this end, 
enough guidelines about ethics should be provided in the DDD toolkit. 
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F-
DDD Toolkit

In this chapter, a plausible scenario (Dunne & Raby, 2013) will be presented with the 
reasons how it was derived through the insights discovered from previous activities.

Section F.1 presents the macroscopic direction the new interaction. Then, F.2 frames 
the difination of the toolkit and  the interactions between the stakeholders, who can 
partake in a journey, and their roles. The service blueprint map presented in section 
F.3 is an advanced version of the user journey map, which shows the overall flow and 
structure of how stakeholders and touch points can work to complete a new interaction 
from a user perspective. 

F - DDD Toolkit
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F.1. Visions

Defining the Roles and Relationships around the DDD 
toolkit.

Supporting Designers in learning and trying DDD by 
Connecting business with academia.

Spreading Knowledge on DDD that reflects the Data-centric 
Design Mindset for designers.

F - DDD Toolkit

As a result of this graduation project, I 
present the strategies for the development 
of DDD toolkit, and I envision the new 
interaction will bring following values.

Explicit /
Short-term
impact

Latent /
Long-term
impact

F.2. Overview

F.2.1. STRUCTURE

F.2.2. INTERACTION: ROLES AND RELATIONSHIPS 

I envision the DDD toolkit to be a medium between theory and practice. Experimental 
academic knowledge and educational information can be shared through the toolkits. 
I defined the roles in the following section, and their relationships can be found in the 
stakeholder map (See Figure E.2).

• Designers (Data receiver/Practitioner): Designers working in business sectors or running design 
projects can be the data receivers and main users of the DDD toolkit. Designers can improve 
their skills in data-centric design by learning DDD through the shared knowledge in the toolkit. 
At the same time, designers can contribute to the community by sharing their experience of their 
own DDD journey. 

• Researchers (Data receiver/Researcher): Researchers developing the methodology in academia 
with the theme of data-centric design or desigenrly data donation. Researchers keep developing 
and updating the current knowledge and sharing its value through research projects and 
collaboration with third party stakeholders. Those people can encourage more designers to be 
involved in their research theme and get insights from broader cases. 

• (Potential) Users (Data donor/Citizens): Data donors will be determined through the planning 
process. They can be any users or people relevant to the project context. Donors can participate 
in this journey with motivations of self-interest, the expectation for personalised service, or 
improved current service. Those values should be determined by data receivers depending on 
their project context.

Design Method

Procedure

Representation (Case studies)

Core Idea

Inteded use

(Project Scope)Toolkit for Designers

Community based web platform

People

Focus Area Activities
Knowledge  sharing  activities

Peer  review

People  of  research  lab  (  DCD  Lab)
Design  practitioners  (  The  Valley)

Designerly  data  donation
/  Data-centric  dessign

Figure F.1:  Project scope and 
format of the DDD toolkit

Figure F.1.1:  Visions of the  DDD 
Toolkit
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• Employees managing ethics: The Human Research Ethics Committee (HREC) at TU Delft. 
Potential ethical risks can arise during the journey. As such, consent should be confirmed by 
employees from a company following their rules. The materials and guideline from HREC can 
also be a useful resource. 

• Clients: Clients of design agencies will be an indirect stakeholder. Although designers are using 
DDD for a client’s project, depending on its planning, the client’s agreement is not mandatory. 
DDD can be an independent exercise for designers, and this can be an efficient way to gather 
data outside of their own products or services. 

• Data specialist: Data specialists can cooperate with designers for planning the DDD journey, 
cleaning and reshaping the data for the analysis and contextualising phase. While it is not 
mandatory to involve these people, their help will open up more possibilities for designers to 
work with data.

Figure F.2: A stakeholder map of 
the DDD toolkit

F - DDD Toolkit
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F.3. Service Blueprint Map
Figure F.3. presents how the initial journey is developed through the previous research 
activities. The initial journey map is integrated into the prototype 1. In the new scenario, 
the journey is divided into three phases; Discover and Learn, Do: Step-by-step, and 
Share the Journey. When a result is shared with the platform, the community could 
share it on the case study page. 

The overall structure is similar to the previous interaction but some parts have been 
reinforced which is highlighted on the blueprint map. First of all, case studies became 
a project repository (A), which is an efficient structure to upload and find information. 
In doing part, as iterations happened a lot, the structure became easier to create, edit 
and save (B). Also, results or plans, written in the platform can be directly shared with 
the repository to encourage more users to contribute to the platform and community. 
Moreover, it is important to read the ethics before and after conducting DDD, however, 
it gets clearer about what designers need to consider when the types of data to collect 
are defined or the project plan is completed. Therefore, ethics checks (C) will be a 
mandatory step to force designers to consider before reaching out to donors. Finally, 
cooperating with data specialists (D) will open more possibilities to work with donated 
data. 

Figure F.3:  Service Blueprintmap 
of the DDD Toolkit

F.3.1. FEATURED CONTENT 

(A) Project Repository: Shares case studies.

DDD toolkit shares case studies shared by other users. The case studies can give outline 
of the DDD to users. Project repository exists between learning and doing steps where are 
accessible at any stage of the journey. 

(B) Iterative Process

DDD toolkit supports Iterative process by providing ‘project editor’ that designers are easily 
create, edit and share their own DDD journey.

(C) Ethics Checklists: Reminds ethical risks.

DDD toolkit will force users (data receivers) to check ethical risks that could caused during the 
DDD journey. It can be read in detailed page, but it will be shown once again  after completing 
the planning and before reaching out to donors

(D) Collaboration: Encourage collaboration. 

DDD toolkit encourages collaboration with stakeholders. For example, working with data 
specialists will open more possiblities. Also, community activities such as feedback sessions 
among users can happen through the platform.

A B

C

D

F - DDD Toolkit
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G-
Conclusion

This graduation project explored how the concept of designerly data donation can be 
reshaped as a design method that the designers of The Valley can actively integrate into 
their design process. 

A literature review and end-user research were conducted, and the entire journey of the 
designerly data donation was developed through the activities from the perspective of 
the designers. The first prototype for the design challenge was outlined based on the 
insights generated. This is a representation of an online toolkit that delivers knowledge 
and guidance about the designerly data donation. In the design challenge, two UX 
designers were asked to participate in validating and developing the new interaction 
within the real-world context. Through this process, it was found that the new interaction 
should have a flexible structure to accommodate frequent editing, modifying, and 
sharing. In addition, it should be easy to access project repositories and ethics, and it 
should encourage collaboration with stakeholders around user data.

The findings from this research defined the roles and relationships around the DDD 
toolkit. The toolkit aims to support designers in learning and trying DDD by connecting 
business with academia. Finally, as a by-product, it aims to spread knowledge on DDD 
that reflects the data-centric design mindset for designers and their teams.

G - Conclusion
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Appendix 2: Setup- Generative Session
( D.2. End-User Research)
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Appendix 3: Results- Generative Session  
(D.2. End-User Research)
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Appendix 4: Setup- Design Challenge
(E.2)

Appendices



Contents 89Appendices



Contents

Read design principles

Frame a research question

Decide types of data to collect 

Decide how to collect data

Value gain event

Complete invitation for donors

Prepare Consent materials

Call for donors

Receive data

Plan reconstruction

Reconstruct the context

(Optional Phase)

Provide information for donors

Reach Out & Receive Contextualise

Physical Evidence DDD Toolkit Website (Online) DDD Toolkit Website / Data Storage / Meeting Room (On/offline) Website (Online)

Landing Page Sub-Pages

Tips and Tricks

Interview plan / questionsProject InformationSummary of the Journey

Discover & Learn DDD Reach Out & Receive Share the Journey

Front-stage

User Actions

Back-stage

Community Support

Line of Visibility

Line of
Internal InteractionUpdate Information / Maintain System

Share Knowledge & Experience 

Overview

Intended Use

Glossary

Roles & Relationship

Receive Data Explore and shape data

Plan Activities with donors

Contextualise

Value Gain

Principles / Ethics

Project Repository

Data-Centric-Design Conduct Interviews/Sessions

(Optional Phase)

Complete Invitation for donors

Advertise the Project

Research Question

Target group & Values

Types of data

Physical Evidence DDD Toolkit Website (Online) DDD Toolkit Website / Data Storage / Meeting Room (On/offline) Website (Online)

Ethics

Project
Repository

Sharing Form

Case
studies

Landing Page Sub-Pages Project Editor Project Editor

Tips and Tricks

Received Data

Interview plan / questionsConsent MaterialsSummary of the Journey

Discover & Learn DDD

DeÞne the Journey Reach Out & Receive

Share the Journey

Front-stage

User Actions

Back-stage

Community Support

Line of Visibility

Line of
Internal InteractionUpdate Information / Maintain System

Share Knowledge & Experience 

Overview

Intended Use

Glossary

Roles & Relationship

Cooperate with Data Specialists

Receive Data

Explore and shape data

Plan Activities with donors

Contextualise

Value Gain

Principles

Ethic
Checklist

Ethics

Check
Ethics

Data-Centric-Design Conduct Interviews/Sessions

(Optional Phase)

Prepare Consent Materials

Complete Invitation for donors

Advertise the Project

Plan data management strategy Fill in the formResearch Question

Target group & Values

Types of data

Do: Create - Edit - Save a DDD Journey 

91Appendices



93Appendices



95Appendices



97Appendices



99

Appendix 5: Results- Design Challenge
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