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(1) Document the Participatory Design (PD) processes that engage learners and program providers directly in the design of a digital badge system that
recognizes informal science learning.
(2) Identify the design goals held by stakeholders to inform the design of future badge systems that recognize informal learning.

Left: Job skills. Middle: Science knowledge. Right: Soft skills.

•

•

Figured Worlds: individuals
work together within
frameworks of socially
constructed rules and norms
to create meaning and shape
each other’s practice
(Holland, et al., 1998).
Communities of Practice:
Building knowledge in
collaboration with others and
through the creation and use
of artifacts. PD sessions
represent a particular
community of practice for
participants to learn about
and contribute to the design
process from those with
greater expertise across
knowledge domains (Lave &
Wenger, 1991).

Over the course of 6 design sessions, participants
engaged in the following PD techniques based on
existing practices (Walsh, Foss, Yip, & Druin, 2013):
• Rapport building
• Stickies
• Layered elaboration
• Big paper prototype
• Badge-user personas

Using a grounded theory approach (Strauss and Corbin, 1998),
we identified emergent themes from the design sessions
related to students’ and program providers’ design goals.

Participatory design sessions took
place the Pacific Science Center, a
science museum and informal
learning environment where the
Discovery Corps teens are employed
to interpreted exhibits for visitors.
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Discovery Corps youth: 14-18 yrs.
Discovery Corps supervisors
(adults)
UW researchers
Concentric Sky (web developer

We identified four primary design goals expressed by design team members:
(1) Make life easier: integrate the badge system into their everyday practices in a way that
supports PSC program logistics;
(2) Support social life: the badge platform should support & strengthen existing social practices
(3) Make sharing easy: give students control over where and with whom they share their badges
outside the program; and
(4) Ensure validity: the metadata associated with each badge should be clear and robust enough to
be meaningful to external stakeholders (i.e., college admissions or workplaces).

references:

The design team using the big paper
prototype PD technique.

This research informs our
understanding of how the
perspectives of students and
adults can be leveraged for the
design of a digital badge system.
By bringing these stakeholders’
voices into the design process, we
show how PD can be used to
design science-based learning
environments that align with the
participants’ values and goals.
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