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Abstract

We need more critical collaborative design practices in a world
fraught with meta-crisis, both exacerbated and alleviated by design
and technology. This one-day workshop explores how arts-based
methods can support this criticality through challenging harm-
ful consensus that contribute to meta-crisis and encouraging a
generative conflict within community-based collaborative design.
Central to this is the configuring of an equitable positionality that
recognises difference. We look towards Freirean praxis, centering
making and reflection, to challenge assumptions inherent in com-
puting and collaboration that contribute to social injustices. We
foreground concepts from arts-based participation which disrupt
social norms and reveal hidden experiences through generative
friction. Workshop participants will gain insights on how position-
alities are configured and negotiated, ideas for how conflict and
“equality in difference” might be evoked in collaborative practices
and how making activities can interrogate harmful norms, advance
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diverse standpoints, build mutual understanding and support more
open and critical participatory processes.

CCS Concepts

« Human-centered computing; « Human computer interac-
tion (HCI); - HCI design and evaluation methods; - Field
Studies;

Keywords

Participation, Socially Engaged Art, activism, sustainable HCI, con-
flict, arts-based methods, dissensus
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1 Introduction

We are a group of design researchers and socially engaged artists
with broad social justice-oriented practices [2, 18, 21, 22, 29, 32,
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34, 38, 39, 42, 45, 52]. We are interested in integrating socially en-
gaged arts-based methods into collaborative design practices to
facilitate critical participation, challenge harmful assumptions, and
cultivate agency to address them. To do so, we explore “dissensus”,
a political philosophy and practice that focuses on how to disrupt
oppressive social norms (also called “consensus”) to make visible
and heard experiences outside of dominant paradigms [6, 15, 37].
Core to dissensus is establishing equality in difference (an equality
that doesn’t assume sameness but instead recognises and values
difference [6, 31]) and the facilitation of a constructive conflict
(where recognition of equality in difference forms the basis for a
generative disagreement and dissent [37]), leading to social change.
Arts-based transformative praxis (from the Freirean position of ac-
tion - reflection - (re)action as a basis for conscientization [19]) can
be integrated into design to examine how positionality is configured
and to work towards more open, equitable and critical participation.

We contribute to the growing workshop and panel space within
design that explores how computing can mitigate technological
harms and challenge dominant narratives and norms that contribute
to injustice [1, 3, 4, 13, 27, 40, 41, 48]. We focus on how to prac-
tically achieve dissensus through arts-based practices in design
research processes, and how to create conditions of equality in
difference. To do so, we start with participant explorations of con-
flict and equity challenges experienced in community-based social
justice-oriented design and research. Specifically, we focus on re-
flexivity and the act of making to interrogate the various positions
that are configured and reconfigured throughout a participatory
process. We will identify commonalities and differences (includ-
ing shared assumptions) across experiences and look for ways to
support constructive conflict and to establish equality in difference.
The workshop will be generative, exploratory and open, and we
are interested in what we might learn from such a process to in-
form future social justice-oriented collaborative and participatory
design.

2 Motivation and Background

This workshop builds on social justice-oriented design, arts-based
research and critical pedagogy [19, 24, 25, 30, 37, 47], to draw re-
searchers, practitioners, designers and artists together in an explo-
ration of what an open participatory process focused on supporting
conflict and equality in difference through arts-based reflection,
reflexivity and making activities can contribute to more diverse,
equitable and effective design. We are motivated by our individual
design, research and art practices, as well as meta-crisis that impli-
cate computing as both part of the problem and solution [35, 44, 53].
There is potential in integrating arts-based methods, such as collab-
orative making, into design practices to access hidden, marginalised
and ambiguous experiences [17, 33, 41, 45, 46] to support more di-
verse and representative design practices. The challenge is in the
cultivation of dissensus where equality in difference is established
and conflict can be supported in an open participation that allows
for multiple interpretations [31, 32]. Meeting this challenge can sup-
port design and computing research in the service of more sustain-
able and flourishing futures, research that values local knowledges,
situated experiences, diversity and dissent.
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3 Intended Participants

This workshop will be useful to those who have encountered chal-
lenges around facilitating conflict and equitable participation in
their community-based and social justice-oriented design and re-
search practices, and who are interested in how arts-based methods
and philosophies such as dissensus and transformative praxis can
inform their work to better support dynamics of constructive con-
flict and equality in difference in collaborative design practices. We
will examine a range of issues as experienced by participants, and
the process we use to interrogate these issues can be applied to
multiple design research contexts that hope to support construc-
tive conflict and equitable participation while disrupting norms
and making marginalised experiences more visible. This workshop
will also be useful to DIS participants hoping to embed a more
activist, change-making approach to participation in their work,
and to those who are interested in how the dynamic of making
can support understanding complex, ambiguous experiences and
power dynamics.

4 Workshop Themes

This workshop explores the potential of arts-based methods to sup-
port critical participation and access ambiguous, marginalised and
nuanced experiences in collaborative design. The workshop uses
digital and analogue making activities as a vehicle for discovery
and understanding. We will spend the morning of the workshop
on reflective and reflexive map-making to identify positionalities,
power and key players in past collaborative research and design
experiences. The afternoon will focus on rapid and playful creation
of digital and analogue representations of these positionalities with
the aim of further exploring complex participation dynamics, iden-
tifying and disrupting consensus, working towards “equality in
difference” and allowing space for constructive and generative con-
flict.

4.1 Making as discovery — artefacts to promote
mutual understanding,.

Central to transformative arts-based methods is the idea that cre-
ative and collective making in response to ambiguous and complex
issues and experiences can support mutual understanding, agency
and change [19, 25]. In this workshop, we draw on Freire’s praxis
[19], informed by hooks [24] to facilitate a creative process that
emphasises a dynamic of rapid making - reflection - (re)making, and
even unmaking of artefacts to support critical thinking on nuanced
experience and the examining of positionalities. Providing various
modalities of analogue and digital creation (such as paper, card,
maquette building, digital imaging etc.), dialogue and critique may
offer avenues into deconstructing experiences, making these more
accessible [11]. Co-creation of artefacts around serious topics can
support trust building [14] as a pre-requisite for any constructive
conflict, and we aim to centre joy and playfulness in our exploration
[9, 12, 25, 50].
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4.2 Equality in difference - is it ever possible for
all voices to be heard equally?

We take our understanding of “equality in difference” from Ran-
ciére [36, 37], in terms of establishing equality of individual posi-
tion, agency and voice while recognising and respecting differences.
Evoking a dynamic of equality in difference in a collaborative group
is difficult. There are in-built social norms and power hierarchies
in every situation and to ensure all participants have an equal
voice requires constant work [24]. Through reflexive exercises, we
will examine past situations for their implicit and explicit power
dynamics with a focus on an awareness of our own effects on oth-
ers. Through arts-based methods such as role-playing and making
processes, we will make these dynamics visible and use resultant
artefacts to investigate how we might evoke an equality in differ-
ence in actionable ways, while taking every effort to adhere to this
principle ourselves. This requires researchers and participants to
articulate their own positionalities [20, 24] and that these positions
do not dominate the participatory experience [16, 23, 25].

4.3 Facilitating conflict — confrontation and
dissent as positive forces.

The openness of a participatory process, where the focus is not on
agreement, but rather on understanding contrasting perspectives
and creating ways of moving forward, is what allows for alternative
imaginaries and new spaces of possibility [31]. A constructive and
respectful conflict is required to challenge norms and assumptions,
communicate experiences around difficult topics and ultimately
disrupt the accepted social order of things. It is considered core to
transformative arts participation [8, 31], where people need to be
free to not resolve their differences [5]. The question of facilitating
conflict in a constructive way, however, is challenging [28, 43].
Constructive conflict is necessary to recognise needs and agendas
that are invisible to certain parts of a collaborative group [7, 10, 26],
and is central in examining power [19, 49, 51]. Again we draw on
hooks’ idea of the need for inclusion processes to be disruptive
if they are to be equitable [25]. During the workshop, we will
encourage constructive conflict through role-playing scenarios and
the rapid creation and discussion of artefacts on positions.

5 Workshop Goals

Our goals for this workshop are (1) to build connections and com-
munity among researchers, artists and designers who are interested
in arts-based approaches to community-based and social justice-
oriented interaction design, (2) to share ideas and insights across
participants on how to cultivate a more transformative participation
in interaction design research (3) to increase our understanding of
how to evoke meaningful and generative dynamics such as conflict
and equality in difference in participant groups, rather conflicts that
can paralysis processes, (4) to gain experiential knowledge in how
playful and practical rapid making exercises designed for reflection
and to elicit equality in difference can support understanding of po-
sitionalities, tacit experiences and contribute towards more critical
design practices.
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6 Anticipated Outcomes

During the conference, facilitators will create a physical zine of
artefacts created. We will also print artefacts (with email contact for
the workshop) to leave in social spaces of the conference to spark
more conversation. Beyond the conference, we will submit findings
from the workshop to an ACM venue such as DIS ‘27 or Interactions
Magazine. We will transfer the physical zine into digital format for
wider distribution if agreed on by participants. We will organise
follow-up events at future SIGCHI conferences.

Position papers will be published on the workshop website
(https://sites.google.com/view/designingfordissensus pending au-
thor permission). We will publish a collection of the submitted
papers as workshop proceedings via https://ceur-ws.org. All partic-
ipants will be invited to contribute to a future publication arising
from the workshop inquiry. We intend to work towards editing a
journal special issue in arts-based methods in design research.

Beyond these tangible outcomes, the workshop aims to establish
arts-based methods to surface contradictions, provoke generative
conflict, and disrupt normative assumptions in design processes.
We hope to open pathways for mutual recognition, deeper un-
derstanding of sociopolitical complexity and sociotechnical inter-
ventions that value cultural difference and multiple perspectives,
advancing capacity to engage with tacit and ambiguous experiences
as foundations for inclusive and sustainable interaction design.
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