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The Copenhagen Institute of Interaction De-
sign (CIID) is a physical space and an interna-
tional network bringing together students, 

experts, professionals, researchers and entrepre-
neurs from very different backgrounds, all sharing 
a life-centred innovation approach. 
 

This network of 500+ world class experts in design and innovation from 
40 countries aims to have a high impact on society, designing and de-
ploying new products and services that create market and social value in 
alignment with the Global Goals by the United Nations.
 
The Balthazar project is a good example of this interest towards mean-
ingful solutions and social impact, and of the holistic approach adopted 
at CIID. The project, funded by the Danish Ministry of Education and 
Research, was initiated by CIID-Research in collaboration with the FabLab 
Copenhagen and AeldreSagen; during the course of the project, both 
CIID students and professionals participated in the process,building on a 
highly life-centred and learning by doing approach. The whole project is 
effectively documented and shared in the form of an interactive maga-
zine developed by The Exposed, one of the start-ups hosted by the CIID 
Nest Incubator.
 
Balthazar represents a research exploration in which CIID challenges 
both mainstream research on active ageing and the traditional participa-
tory design approach, while suggesting intergenerational exchanges and 
team-work as the keys for active, ageing populations.
 
With this project, CIID opens up its design process to new members from 
heterogeneous generations and with diverse working experiences, going 
beyond the traditional involvement of users as respondents in the par-
ticipatory design practice; and it explores the possibility to replicate this 
format for citizen engagement and intergenerational exchange in public 
spaces like FabLabs and cultural spaces.
 
Not only does the value of practicing design through people from differ-
ent background represents a great opportunity, but it also becomes a key 
responsibility for everyone who beliefs in life-centred innovation, as we 
do at CIID.

SImona Maschi
CEO & Co-Founder
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INTRODUCTION

INTRODUCTION

BALTHAZAR

Balthazar unfolds through a series of workshops for 
intergenerational teams, focusing on peer-to-peer 
sharing and learning of skills while tackling specific 
social challenges.
 
Balthazar enables people of different generations to 
meet and work together around projects that matter to 
society, by applying a People-Centred Design process.
 
Generation #1 includes already retired and soon-to-
retire people who would like to engage with social 
challenges and be part of an intergenerational team. 
 
Generation #2 includes designers, researchers, and 
“makers” whose practices focus on improving people’s 
life through a People-Centred Design approach.

Both groups, previously trained in the People-Centered Design process, 
work together in intergenerational design teams sharing experiences 
and skills starting from the very beginning of the project, up to the final 
delivery of a design solution.
 
The project was conceived as a joint effort among the Copenhagen Insti-
tute of Interaction Design, 
FabLab Copenhagen, and AeldreSagen and funded by the Danish Ministry 
of Education and Research.

BALTHAZAR

1 In the first version of Balthazar, as performed in October-February 2017, the young and 
the more mature generations have been trained together in joint classes attended by 
both groups  during the People-Centered Design class at CIID.
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GOALS & STRUCTURE

GOALS & STRUCTURE

 FOSTERING RECIPROCITY BETWEEN GENERATIONS

Balthazar creates a hands-on learning environment to promote dialogue 
and reciprocal acceptance between generations; supports the creation of 
meaningful relationships and a sense of community; establishes shared 
meanings from different perspectives. 
The Balthazar environment sustains the rise of reciprocal relationships 
between adults and young people, where continuous intergenerational 
exchanges of knowledge and meanings occur towards the creation of a 
more inclusive society.

 GENERATING INNOVATIVE DESIGN CONCEPTS

Balthazar encourages intergenerational encounters and collaborative 
work to answer real social issues through innovative design solutions.
By enabling people from different generations to work together, new 
shared meanings could emerge and innovative design concepts could be 
developed beyond any narrow mindedness and generational gaps.

 GOING BEYOND ASSISTIVE TECHNOLOGIES AND AGEISM

Balthazar tackles post-retirement demotivation and isolation of senior adults, providing 
moments for intergenerational learning and project-based collaboration. 
Instead of suggesting assistive solutions to solve ageing problems which end up stigmatiz-
ing the “elderly”, Balthazar switches the focus onto the creation of a new opportunity for 
society to gain from the experience, skills, curiosity, and free time of unemployed seniors. 
On the other side, Balthazar engages senior adults in peer to peer/intergenerational learn-
ing opportunities, where they can acquire new skills and apply them to  real social  issues, 
fostering both continuous personal development and social involvement beyond age. 
By allowing intergenerational learning and enabling project-based collaboration, senior 
adults could strengthen their self esteem, find new motivation, and feel they have an impact 
on society.

 CHALLENGING PARTICIPATORY DESIGN

Following a traditional Participatory Design approach, a team of designers engages senior 
adults in specific phases of the design process.
As Balthazar participants with some knowledge of the People-Centred Design process, 
senior adults play a more active role than that of project respondents: they collaborate with 
designers throughout the design process as proper team members bringing their fresh, yet 
informed, contribution especially in the domain of ageing related projects. 
By allowing people of different generation and professional backgrounds to get more famil-
iar with design education, the design practice could be enriched by the experience, skills and 
visions of the different individuals involved.

The Balthazar project was structured in three major phases:

Application phase. A first real experience of integrating the Balthazar 
approach in a European research project on Cultural heritage and Iden-
tity. The intergenerational teams were formed by Copenhagen citizens, 
including the Balthazar-trained Generation #1. Facilitated by CIID re-
searchers, the teams co-created design tools to investigate the topic of 
peace among different cultures, and Danish identity.

Learning phase. Generation #1 (senior adults) 
and Generation #2 (in this instance, students of 
the Interaction Design Program, IDP), attended the 
People-Centred Design class at CIID and created  in-
tergenerational teams working on the topic of “Inter-
generational Relationships”. Seven design projects 
were developed by the teams during this phase, as 
they explored the methodology and how to interact 
and collaborate as intergenerational teams.

2 Baschiera, Intergenerational Learning paper - Bruner 1997 - The Culture of Education, 
Harvard University Press, 1996

GOALS STRUCTURE

1

2

3

Introduction to the Balthazar project. Generation #1 
(senior adults) attended two workshops run by the 
CIID research team with the aim of becoming familiar 
with the general framework and the work they’d be 
involved in, in the following months.
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PARTICIPANTS

PARTICIPANTS

GENERATION #2

GENERATION #1

PARTNERS 

Simona

Abhiruchi

Beatriz

Linda

Raffaella

Taylor

Katrine

Laura

Derek

Rasmus

Eilidh

Osamu

Francesca

Kristi

Annelie Solvejg

Anoshka

Clara

Keyur

Somayeh

Oivind

Elsebeth

Jytte

Benedict

Esther

Kelvyn

Stephanie

Peter

Vibeke

Marianne

Arvind

Ine-Charlotte

Matt

Taishi

Yusra

Niels

Bora

Isak

Rachel

Vytautas

Povl

Can

James

Radhika

Yee Mun

Eva

Christopher

Jens

Sebastian

Sebastian

Monika

PARTICIPANTS

CIID
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PROCESS

PEOPLE-CENTER DESIGN

People-Centred Design is a systematic approach to problem solving. The 
goal is not only to develop a specific design direction, but rather to uncov-
er one or many possible futures. 
 
People-Centred Design encompasses a set of activities and interactions 
with people intended to inspire the design process. Research methods 
draw heavily from the tradition of cultural anthropology, in particular eth-
nography. Just like anthropology experts, the design researcher attempts 
first and foremost to make sense of the world (behaviours, attitudes, 
belief systems, etc.) and then distills this understanding into meaning — 
generalized insights that reinforce or challenge the general understand-
ing of a design challenge and inspire solutions.

At its core, People-Centred Design is about helping 
designers draw inferences about what’s important: 
the essential elements of a user experience that can 
drive and inspire solution development. People-Cen-
tred Design represents a chance to invite into the 
design process a set of views and perspectives that 
designers may have failed to anticipate by considering 
only their own experiences or values.
 
People-Centred Design doesn’t force design deci-
sions, nor does it reveal a straightforward path from 
problem to solution. Rather, it allows designers to add 
deep context to their understanding of a design issue  
and to translate what’s most meaningful into more 
tangible expression.
 
Finally, People-Centred Design is a practice that re-
freshes the designer’s mind. It’s a humble and collab-
orative activity that helps designers stay more finely 
tuned to their surroundings and the beliefs and ideas 
of others.

LEARNING THE PEOPLE-CENTRED DESIGN PROCESS

PEOPLE-CENTER DESIGN
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RESEARCH & ANALYSIS

RESEARCH & ANALYSIS

WHAT

The research and analysis phase starts with an initial fieldwork. Fieldwork 
is a set of research activities that allows the designers to understand the 
behaviours, contexts and needs of their intended audience. Conducting 
fieldwork requires the designer to be a good listener and synthesizer, and 
to be open to unexpected knowledge and inspiration. Teams usually do 
fieldwork at the very beginning of a project.
 
The most common methods of fieldwork include in-context interviews 
and observations. Interviews allow the exploration of big issues in a 
constrained period of time through deep and rich conversations. Obser-
vations complement this by uncovering needs and behaviours that are 
often unexpressed. 
 
This kind of research method can be used at multiple phases in the 
design process, for different purposes. It can be used when foundational 
knowledge about a specific context or user group is needed. It can help 
inform idea generation or evaluation. Finally, it can be used later in the 
design process when specific mental models, interactions or affordances 
need to be tested.
 
When conducting fieldwork, it is common practice to use tangible tools 
to help facilitate conversations. These tools can include simple mapping 
exercises, tangible props, cards, and prototypes among others. By using 
tools throughout a research session the designer naturally engage the 
respondents and create a feeling of comfort by taking the attention off 
of them. Tools are a great way to help unveil latent needs and, in many 
cases, they naturally document the research session.

WHY

The primary value of conducting fieldwork is to gain 
insights into the behaviours of the people we are 
designing for, which are then analyzed  and synthe-
sized into areas of opportunity. Field research helps 
the designers learn what’s really needed, not just what 
they think is needed. Ultimately it helps the designers 
to develop designs inspired by real people for real 
people.
 
An extremely valuable byproduct of conducting 
research is team alignment. By having a shared first 
hand experience of meeting your users, it builds a 
shared sense of purpose for the project – it also stops 
people from trying to design for themselves, or for 
everyone. 

RESEARCH & ANALYSIS

While learning the research and analysis process, the Balthazar teams, 
composed by senior Copenhageners (Generation #1) and CIID students 
(Generation #2), explored different contexts and interviewed people 
around the city. 

Generation #1 opened its spaces to Generation #2, which visited a 
church-choir at Vartov Kirke and attended a senior training group and 
a Cycling Without Age event in Herlev, and facilitated the meetings, bridg-
ing age and cultural gaps. 

Generation #2 introduced Generation #1 to realities like Labitat (a maker 
space), the Sparta marathon, and Absalon community dinners and en-
couraged them to experience these different environments and play with 
new technologies.

Overall, the Balthazar field research activity of the intergenerational 
groups was effective and provided a rich and poliedric shared under-
standing.

DOING RESEARCH AND ANALYSIS IN BALTHAZAR

RESEARCH & ANALYSIS
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BRAINSTORMING

WHAT

Brainstorming is a tool for creative thinking. It allows the  exploration of many different 
opportunities and directions that will ultimately start to shape and inspire a more defined 
solution. Teams usually do brainstorming after synthesizing opportunity areas from the 
fieldwork.
 
The first step is to create a design question to drive the session. The question, also known as 
innovation challenge, should be framed in an optimistic tone, be neither too broad nor too 
specific – and it should inspire a lot of ideas. During the brainstorming session the focus is to 
seed as many ideas as possible – at this point it isn’t about quality, but about quantity. 
 
To ensure a productive and rich session, participants should defer judgment at all times, 
they should build on the ideas of others and encourage the generation of wild ideas to keep 
providing new inspiration. Finally, it is important to have a visual approach during a brain-
storming session – this will help communicate ideas to the rest of the team and remember 
them later!
 
After facilitating a brainstorming session you can begin to look for affinities between in-
spiring ideas – these should be value-based as opposed to media and format-based. After 
discovering these affinities, ideas can be clustered and further developed.

WHY

Brainstorming is a tool that stops you from converg-
ing too quickly and jumping to obvious solutions. It 
allows you to diverge your thinking and consider many 
possible solutions before converging your thinking 
and focusing on one. 
 
When a brainstorming session is well facilitated, it can 
have positive outcomes that go far beyond idea gener-
ation – it can affect team attitudes and relationships. 
Participants feel included, respected, and valued for 
their input. Individuals gain a sense of ownership 
towards the topic or problem at hand and a sense of 
responsibility towards each other to see it through. 
And what’s more, that goodwill will last much longer 
than the one-hour session.

BRAINSTORMING

During the brainstorming session, Generation #1 and provided Gener-
ation #2 a different point of view on the innovation challenges and a 
deeper, and more “hands-on”, life experience. 

On the other side, the visual and technological approach of Generation 
#2, which is strongly oriented toward speculation, contributed to unlock 
Generation #1’s knowledge and creativity and to open  their minds to new 
possibilities.

DOING BRAINSTORMING IN BALTHAZAR

BRAINSTORMING



20 21

PROCESS

CO-CREATION

WHAT

Co-Creation is a research session that uses low fidelity prototypes to 
build ideas together with the intended target audience, or with people 
who are experts on the intended target audience. Co-Creation happens 
after a concept has been developed, but before the final details of the 
solution are defined. It can be a 1-1 or group activity. 
 
Co-creation differs from contextual research as the prototypes and tools 
used should require decisions from (the) respondent(s). Co-creation is 
NOT about validating your solution – it needs to be open and provide 
room for surprises. A good co-creation session/tool should never be engi-
neered to validate your own assumptions and it should allow you to come 
away with actions on how to improve the solution you are designing.

WHY

Co-creation is important as it gives voice to the end 
user and unveils latent needs that are often unex-
pressed. It answers design questions about the expe-
rience we are unsure about, minimizes and challenges 
our assumptions, and provides perspective on how to 
solve problems in different ways. Finally, co-creation 
builds ownership in the idea and helps transition to a 
user-focused experience prototype or pilot.

CO-CREATION

The intergenerational groups approached the co-cre-
ation phase in a playful and open-minded way, more 
confident with the methodology and with a good base 
of reciprocal trust and respect. 

Generation #1 provided a well-informed and grounded 
perspective on specific contexts and situations while 
Generation #2 quickly turned inputs into concepts and 
prototypes. 

DOING CO-CREATION IN BALTHAZAR

CO-CREATION
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PROTOTYPING

WHAT

“Prototypes” are representations of a design concept 
made before final artifacts exist. They are created 
to inform both design processes and design deci-
sions. They range from sketches and different kind 
of models at various levels of resolution and fidelity 
— “looks like”, “behaves like”, “works like” — to explore 
and communicate proposals about the design and its 
context. 
 
Experience Prototype is any kind of representation, in 
any medium, that is designed to understand, explore, 
or communicate what it might be like to engage with 
the product, environment, or service we are design-
ing. This can include design prototyping techniques 
such as storyboards, scenarios, sketches or video.
 
Video-prototyping aims to create emotional and 
informative stories which focuses on the quality of the 
context, social interactions and particular interactions 
with our products or service/touchpoints. Film, pho-
tography, audio design, and roles enactment are the 
main methods of exploration and delivery.

WHY

In discovery, there is a continuum that extends from being told about 
something, to seeing for yourself, to doing it yourself. Quoting the Chi-
nese philosopher Lao Tse: “What I hear, I forget. What I see, I remember. 
What I do, I understand!”. Information becomes more vivid and engaging 
when it resonates with personal experience.  

Designers use prototypes to have informative personal experiences, to 
better grasp the tackled issues, and to feel greater empathy with the expe-
riences people may face.

PROTOTYPING

The Intergenerational groups conceived and devel-
oped narratives, videos and low-fidelity prototypes of 
the products/services envisaged. Members from Gen-
eration #1 were able to act as informed respondents, 
aware of the process, and to provide more relevant 
inputs.

DOING PROTOTYPING IN BALTHAZAR

PROTOTYPING
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CARDS TO SAVE HUMANITY

CARDS TO 
SAVE HUMANITY

Overview of solution:

Cards to Save Humanity is a card game concept that 
breaks down barriers on controversial topics using 
game mechanics. It uses familiar game conventions 
such as role cards and action cards, which aim to 
stress personal angle to argue multiple sides  
of a topic.

Research Insights

Lene, Retired

Jessica, Young adult

 “It’s impossible to get a discussion with my children. 
They think they know me so well. They think they know 
what my opinions are. So they don’t ask”

“I really appreciate the longview that comes with age”

Supported stories

Value of solution:

The aim of gamifying discussions is to build a practice 
and culture around discussing both sides of hot topics 
as a means of becoming more informed. 

•  Young people seek a more complete perspective,  
a long view, from people with more experience

•  Assumptions about the preferences and inclinations 
of someone close to you often inhibits them from 
initiating a dialogue

A GAME TO HELP US BORROW 

PERSPECTIVES FROM DIFFERENT 

SIDES IN AN ARGUMENT.

CARDS TO SAVE HUMANITY

Team

Gen #1
Povl, Marianne
Gen #2 
Benedict, Keyur, 
Rachel, Stephanie
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DINNER MAKES HOME

DINNER 
MAKES HOME “We don’t talk about our loneliness. We just need someone to talk to.”

“My strongest connection at Humanitas is Marty, who is 
a 92 year old woman. She says that I’m like an adopted 
grandson to her.”

CONNECTING PEOPLE IN THE 

NEIGHBOURHOOD THROUGH 

HOMEMADE MEALS.

Jens, Retired

Supported stories

Overview of solution:

Dinner Makes Home is a service that connects young 
professionals who are too busy to cook for themselves 
and crave a homemade dinner, with the elderly in their 
neighborhoods who live alone and are looking for 
companionship. 

Value of solution:

The young get the opportunity to learn new recipes 
from the elderly in a family-like environment and the 
elderly get help from the young with picking up gro-
ceries and other household chores.

Research Insights

•  In order to generate a feeling of home away from 
home, people look for friends who can transform 
into substitute family members.

•  Due to their varying lifestyles and responsibilities, it 
takes a lot more effort for people in different stages 
of life to take the first step in establishing new 
friendships.

Sores, Student

DINNER MAKES HOME

Team

Gen #1
Elsebeth
Gen #2 
Bora, Can, 
Christopher, 
Sebastian
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FUTUREWISE

FUTUREWISE
HELPING INDIVIDUALS TRANSITION INTO 

RETIRED LIFE WHILE INVOLVING THEIR 

FRIENDS AND FAMILY

“When Marie started her trip for Norway, she said it would be her last 
trip; after she came back, she made a pact with her pilot that they 
should do another trip when she’s 100.”

“I really loved my job… I didn’t know what to do after retirement.”

Supported stories

Overview of solution:

A service that inspires and helps soon-to-be retirees 
to commit to fulfilling their life aspirations after retire-
ment. Value of solution:

To make you look forward to and 
feel excited about life after retire-
ment.

Research Insights

•  Making plans and creating new memories for the 
future enables a sense of fulfillment and meaning to 
the elderly

•  The need to feel valuable motivates the elderly to 
seek out ways of contributing and involving them-
selves socially

Ole, Founder

Kirsten, Retired

FUTUREWISE

Team

Gen #1
Solvejg
Gen #2 
Anoushka, 
Taishi, Esther
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AMBIENT CITY

AMBIENT CITY

“When I hear something interesting 
I would like to go there as a person”

I think the media covers the middle east in a one sided sided way”

Eva

Olga

Supported stories

Overview of solution:

Listen to boxes that broadcast live audio from places 
around the city. Find the boxes and take them to a 
new location.

Value of solution:

The concept allows people in the city to experience 
local culture around them in an engaging and mys-
terious way. By only listening to sounds the listener 
suspends judgement and opens up to a new way 
of experiencing the city. The honest and firsthand 
experience can in turn alter how they view their local 
community and other citizens. By letting people move 
the boxes to new locations we hope to give them a 
sense of being listened to.

Research Insights

•  People can feel a sense of community in a public 
space without direct interaction.

•  Rich, authentic, first-hand experiences change prej-
udices.

AMBIENT CITY

Team

Gen #2 
Jens, Kelvyn, 
Osamu
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HAPP

HAPP
Natalie, Young Adult

“We only have one shop here, Netto, a very big one. We 
meet each other and have a talk there. It is a natural 
meeting place between generations”

DISCOVERING THE 

COMMUNITY

Overview of solution:

Happ is an app that encourage people at all ages to be 
more active and contribute more to the social happen-
ings in the local community. 

Research Insights

Thomas, Student

“It’s not about which generation you belong to, but it’s about the context 
and what kind of activities are being shared that makes it an interesting 
event or not.”

Supported stories

Value of solution:

Meeting people from your local community based on 
shared interests, where age doesn’t matter. 

•  Small interactions with neighbors help people feel 
recognized and part of their local community

•  Excuses and personal motivations help and push 
people to naturally interact with strangers

HAPP

Team

Gen #1
Eva
Gen #2 
Clara,  
Ine-Charlotte, Isak
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SEEING THROUGH ARTIFACTS

“I practice quantum meditation. I spend 23 minutes in the 
evening to reflect on all of the encounters I had during 
the day... It gives me perspective.”

David, Entrepreneur

SEEING THROUGH 
ARTIFACTS

“ I went to school and work and then I had three children. 
Every day has a schedule. Now I’m retired and my sched-
ule is just empty!”

CONNECTING WITH PEOPLE THROUGH 

ARTIFACTS TO UNDERSTAND NEW 

CIRCUMSTANCES BY SHARING LIFE 

EXPERIENCE

Supported stories

Overview of solution:

Shift is a service focused on how you can learn more 
about your own identity and expand upon it by sharing 
your food hacks or recipe tweaks with other members 
of the community.

Value of solution:

Creating a new routine is an opportunity to become a 
new person or to discover a new identity. Our concept 
helps to connect with people through artifacts to 
understand new circumstances by sharing life experi-
ence.

Research Insights

•  In our research, we found that question of personal 
identity is intimately connected to daily routines. 

Benedicte, Sociologist

SEEING THROUGH ARTIFACTS

Team

Gen #1
Marianne
Gen #2 
Radhika, Vytautas, 
Yee Mun, James
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STORYTHREAD

 “When you come to a new city, you are more open, you 
want to meet new people and you say yes to everything.”

Ellen, Script Writer

STORYTHREAD

“When I met my mother’s boyfriend’s mom she was a bit 
cranky at the time and criticized my hair. She gave every-
one some hard truths which sometimes you need to hear. 
It was kind of hilarious actually.”

BRIDGING PEOPLE 

THROUGH STORIES

Supported stories

Overview of solution:

One sentence Inspired by popular game “Exquisite 
Corpse” , the solution is a service platform facilitating 
collaborative storytelling in public places.

Value of solution:

Through collaborative story making we aim to mini-
mize the communication barrier between generations 
and expose people to different perspectives.

Research Insights

•  As people age, speaking openly and bluntly becomes 
more attractive and can help break social barriers

•  Your desire to tell stories is proportional to your 
desire to meet new people

Ellen, Script Writer

STORYTHREAD

Team

Gen #1
Eva
Gen #2 
Arvind, Matt, 
Somayeh
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CO-HERE

PROJECTS

CoHERE EU PROJECT
THE FINAL BALTHAZAR WORKSHOP AIMED AT PROVIDING PARTICIPANTS WITH 

AN EXAMPLE OF AN APPLICATION OF THE PEOPLE-CENTRED DESIGN METHOD-

OLOGY IN A RESEARCH PROJECT AND TO APPLY THE BALTHAZAR APPROACH, 

WHERE INTERGENERATIONAL GROUPS WORK TOGETHER, WITH THE FIRST 

PILOT GROUP OF BALTHAZAR-TRAINED SENIORS.

The Critical Heritages (CoHERE) project, funded by the European Union, is the larg-
est and most comprehensive study to date exploring the differences in how people, 
groups, and institutions across Europe use the past to create a sense of belonging 
or non-belonging. The CoHERE project aims to identify, understand, and valorise 
European heritages, learn how and why traditions and stories about the past are 
presented by individuals, social groups, and institutions in Europe. The project 
researches this across many different countries and cultural practices from music, 
museums, and cultural policy to language, historical re-enactment, commemora-
tions, and food. 

In particular, CIID explores the role of digitally enabled conversations in constructing 
heritage identities in Europe and investigates how dialogic digital design methodolo-
gies can help us to imagine European possible futures.

Balthazar Integration

The learning goals for the Balthazar participants were: to understand 
the role of design research in academic/scientific context; to experience 
design research tools created in a custom setting for a custom audience; 
to learn about group workshop facilitation through experience; to be 
exposed to experimental research tools and group workshop facilitation 
techniques.

All the workshop activities successfully promoted continuous intergen-
erational exchange of knowledge. In particular, the co-creation activity 
of the workshop specifically generated innovative design concepts that, 
through their consideration by the CoHERE researchers, have potential 
large-scale social impact.

The Balthazar-trained members of Generation #1, already familiar with 
the design process and research, brainstorming, and co-creation tools, 
were creative and effective during the design-research experiences. The 
awareness of their role and their peer-learning ability made the process 
smooth and productive for Generation #2 as well as for the CIID re-
searchers facilitating the workshop. 

6 experiences and design-research tools brought together different generations to discuss, 
collaborate, and reflect upon their definitions and understandings of peace in Copenhagen.

Peace-Envelope: In an initial priming, researchers asked participants to bring something that 
represents peace to them - something that could fit in an envelope. Next, participants tested 
the potential of alternative name tags - “ID necklaces” - composed of physical pieces that rep-
resent answers to a series of questions about each person’s background and how they identify.

In the “Outside-In” experience, participants documented elements that contribute 
to or against peacefulness in CPH neighbourhoods - both online and offline - using 
their smartphones to create short videos. “Future-Past-Now” uses virtual reality, 
probing questions, discussion and then collaborative sketching to explore the past, 
present and future perspectives on the role of protests in Copenhagen. Participants 
can take a look through Virtual Reality at another moment in time in Copenhagen, 
specifically of various protests (some violent, some peaceful). In “Other-Shoes”, we 
experiment by discussing a topic from a given character’s assumed mindset and 
stance - for example, an entrepreneur who opposes borders in Europe, a mother 
who is in favour of borders, and a student who just asks questions of all statements. 

Transforming perspectives is not just about changing one’s mind. It’s also about 
having structures in place to allow for talking and listening - and being stimulated 
and pushed to reflect upon a specific topic from a different perspective. Then we 
invited participants to join a co-creation session where they faced design challenges 
based on our overall project’s goals. In co-creation, we imagined and inspired idea 
generation beyond the boundaries of the workshop, and stimulated  participants’ 
collective creativity, experiences and knowledge.

Team

Gen #1
Eva, Vibeke,
Elsebeth, Povl
Gen #2 
Sebastian, Oivind, 
Peter, Yusra

THE WORKSHOPCO-HERE 
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CONCLUSION

In February 2017, the first release of the Balthazar project ended, with 
both Generation #1 and Generation #2 completing the learning and the 
application phases of the People-Centered Design Process. Together, they 
tackled the social issues of “Intergenerational Exchange” and “Cultural 
heritage and Identity”.
 
This magazine wraps up this first collaborative experience among the 
Copenhagen Institute of Interaction Design, FabLab Copenhagen, and 
AeldreSagen. The project involved retired and soon-to-retire seniors living 
in Copenhagen, students from the CIID Interaction Design Program, and 
researchers from the CIID Research group. The project wraps up triggered 
real enthusiasm from both generations and thus encouraging CIID to plan 
follow-up iterations of the Balthazar project.

Even if it is too early to draw any kind of theoretical or 
scientific conclusion, the Balthazar experience done 
so far brought evidences of mutual exchange between 
Generation #1 and Generation #2, with both parties 
recognizing an enrichment from the intergenerational 
dialogue.
 
Being involved in projects from the early conceptual 
phase, which didn’t necessarily tackle “the ageing pro-
cess”, seemed to make Generation #1 more engaged 
and less concerned with the fact of being regarded as 
the “elderly ones”.
 
Moreover, having trained Balthazar participants in a 
design research team, such as in the CoHere project, 
seemed to enable deeper reflections upon the re-
search tools and to inform design direction during the 
brainstorming session.

CONCLUSION

CONCLUSION
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