An investigation of the interplay of visualization and
participatory design approaches for the creation of iterative
mutual learning process and accessible places of exchange in
the context of development cooperation

*Expression in Ewe Language: We are together.

One of the major challenges in develop-
ment cooperation is the creation of mu-
tual understanding as a basis for a com-
mon learning process and the sustainable
development of the project. This thesis
researches the potential of visualization
tools and participatory approaches in
the context of West African country
Togo, on the model farm of Donomadé.
The projoect was executed in two phases:
The development of tools, and the test-
ing and learning of their potential during
the implementation process. In both
phases the cooperation involved different
groups of local stakeholders in participa-
tory workshops. The developed tools and
workshops are seen as tools that allow
the designer to develop and test possible
strategies and criteria that promote
mutual understanding and exchange.

The insights generated through this case
study are reflected and summarized in

a card set that covers the description

of the case, the problems and the social
factors, as well as methods to takle the
situation. This toolset is seen as a start-
ing point of an extendable instrument to
share, collect, visualize and exchange
experience and knowledge in the field of
intercultural communication projects.
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Research & Analysis

The intention and the problem field

The field of development cooperation involves stakeholder with diverse back-
grounds and interest, looking for a solution to a wicked problem, caused by
numerous factors, some of which can't be addressed directly. From the history
of development cooperation we learn that it is a challenge to document a sus-
tainable solution. A deep understanding of the real problems, the mindset of
the stakeholders and their decision criteria are all important factors for suc-
cess.

The case Model Farm in Donomadé (FeMoDo), Togo

The model farm is located in the rural area of the West African country Togo,
where agriculture accounts for the largest share of gross domestic product.
The development of rural areas is hardly supported by the state and the pro-
fession of small farmers is not appreciated.

The farm project is carried out by three collaborating structures: The Swiss
association Happy Togo, which is responsible for the financing and monitoring,
the Togolese association Etoile verte, which is taking care of the management
and implementation with the team of the Model Farm and the authorities and
population of the village Donomadé, who support and contribute to the devel-
opment.

The farm researches location specific agroecological cultivation principles and
processing techniques and invites the local population to participate, learn on
the farm and integrate the knowledge on their own fields. The diversification of
the harvest, the organization of a cooperative, and the establishment of a net-
work of purchaser are measures that are planned to guarantee a more stable
income. The Model Farm also provides a platform for research and ecotourism.
The challenge of the project is to gain the trust of the population and find
strategies and tools to support a shift of populations mentality towards long
term, self-responsible, community oriented and ecological thinking in a context

Research process and analysis

The research process is organized along five phases. The immersion phase in-
cludes the analysis of the context, the problem field and proposes an approach
that is tested on the case Model Farm of Donomadé during the stimulation and
exploration phase. The stimulation and exploration phase take place in Togo at
the Model Farm of Donomadé. In the evaluation phase insights of the applica-
tion are analyzed as a basis for the creation of a transferable card set.

The work on the case study in Donomadé is developed in collaboration with
different stakeholder groups along five interaction areas. The case study pro-
vides insights from multiple perspectives that play different roles in the pro-
cess of creating and testing visualizations and physical tools for knowledge
organization and exchange (Fig.2). The interactions and observations are doc-
umented in detail within the process documentation booklet, and summarized
below.

Farm Team: Observation and exchange with the farm team forms the basis for
the understanding of the farms ecosystem. The challenge was how access to
organization and planing processes on the farm can strengthen the feeling of
responsibility, that they as a team create the image of the farm.

Village Kids: The weekly workshops with the village kids, addresses them as
members of a future cooperative, focusing on the discovery and documentation
of the farms ecosystem. Their drawings created in the workshops form part of
the symbol development process. The challenge is to create a story from the
different elements discovered on the farm from the perspective of the kids and
make it accessible to the broader public.

Village Population: In the workshops with the village population their percep-
tion and knowledge of the environment is researched and integrated into the
tools. The challenge lies in understanding how abstract information has to be
designed to create an overview, make connections and long term processes
accessible to strengthen them as partners of the farm.
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Generate knowledge about the ecosystem of the farm through ob-
servation, playing, drawing and singing and document it to make it
accessible to a broader public.

Deepening the un-
derstanding of the
principles of the farm
to foster interest in
the participation.

Local Craftsman: The collaboration with the local craftsman allows the con-
struction of the tools with local materials and techniques and which gives

insight in the organization of working processes. The challenge lies in the cre-
Leverage point and role of Designer

The field of development cooperation with its vaste problem context provides
different intervention possiblieties for Designers (Fig.1). The thesis focuses on

ation of a reciprocal understanding of the process and results.
Cultural Context: The exposition to the very different life circumstances on the
farm and in the village gives possibility to understand cultural patterns and

knowledge transfer and communication, combining participation and visual- decision criteria in a life that take place in the here and now
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Relevance & Impact

Results and insights from the case Model Farm in Donomadé

In an iterative process of participatory workshops, the visualizing of their re-
sults created different physical tools that describe the components of the
farms ecosystem (Fig. 4). The symbolic language developed serves to play the
location, time and provides different stakeholders an entry point to abstract
concepts.

In a context of low educational level and strong hierarchical orders, the focus
of life lies in the here and now. People show very little self-initiative, the ex-
pression of one's opinion is not common. Participation requires different orga-
nization and criteria. To generate insights, a prototype that provides a basis
for discussion is indispensable. For the stimulation of an idea, various options
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rocal learning process and deepening mutual understanding. The tools embed
a long term oriented process of the Farm development as components that add
the visual and haptic level of information exchange. The addressed topics are
deeply rooted in society and the effects will be take time to evolve.

Transfer of insights and the expandable card set

The reflection of the insights of behind the work in Togo led to the develop-
ment of a card set for the intercultural communication. It is seen as a starting
point of an expandable catalogue of cards, that can be reviewed and further
developed with time. The card set can also be used as an exchange instrument
for people in a similar context or for joint exploration and discussion of a prob-
lem. The set consists of four categories of cards: The Case Cards, that de-
scribe the context, organization and the intention of the project; The Problem
Cards, that serve to explore the problem context and set a focus; The Factor
Cards, that support further exploration of the levels of impact of the problem;
and the Action Cards that describe methodological approaches in the context
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