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ABSTRACT
_ Indonesia as the biggest archipelago country in the
Received: 13 May 2020 world has problem for the implementation of
Reviewed: 4 August 2020 participatory design, especially due to the poor
Accepted: 13 August 2020 communication infrastructure and the distance between
host and users. On the other hand, Indonesia

has more than 100 million of internet users. In addition, Indonesian also social media savvy
with Facebook, Instagram and Twitter serve as the top 3 social media platform in Indonesia.
This study explores the potential of Instagram to serve as Participatory Design tools through
experimentation method. The outcome of this study is conclusion that will serve as guideline
for any Participatory Design initiative in the future.
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1.INTRODUCTION

Participatory Design (PD) is a design methodology in which the future users of a design
participate as co-designers in the design process [1]. Itis often used by experienced designers
who recognize difficulties in correctly understanding cultural, social, or usage scenarios faced
by their users. C. K. Prahalad and Venkat Ramaswamy received appreciation for bringing joint
creations / designs together to the minds of people in the business community by publishing
their 2004 book, The Future of Competition: Co-Creating Unique Value with Customers. They
propose:

"The meaning of value and the value creation process is rapidly shifting from products and
company views to personalized consumer experiences. Consumers who are informed,
networked, empowered and actively increasingly create value with the company."

Dominik Mahr, Annouk Lievens, and Vera Blazevic through their research argue that the
buyer or user is the focal point of a design process, so understanding their needs and listening
to their opinions will lead to successful design results [2]. This is in line with the Human
Centered Design trend that is being widely echoed in the professional design and scientific
world lately.

Whereas Cecilia Oyugi, Jose Nocera, Lynne Dunckley, and Susan Dray concluded in their
research that the implementation of Participatory Design in third world countries experienced
problems mainly due to poor communication infrastructure, low interest in reading, distribution
of distant dwellings, and the distance between hosts and users [3].
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Indonesia, as one of third world countries has a problem with communication infrastructure
and the distance between host and users. However, Indonesia also one of the countries with
significant numbers of internet users, with around 119 million users [4]. In addition, Indonesian
also quite social media savvy with Facebook, Instagram and Twitter as the top 3 platform that
being use by Indonesian according to Statista [5]. This could compliment the problem of
communication in the context of participatory design.

This study aims to investigate the possibility of social media platform Instagram as a tool for
participatory design in Indonesia. The study will contribute to the literature of participatory
design in Indonesia.

2. METHOD

Experimental method was identified as the most suitable method for this particular research
because it provides a high level of control in order to find accurate results that specific and
validated [6]. This could be beneficial for Indonesian demographic where design is still
unpopular.

The experiment in Instagram was conducted in author's personal account with the address
(@fitorio) with 1266 followers, through Instagram Stories feature. Most of the followers are
Indonesian while the rest are foreign citizens. The experiment was conducted from March 6th
- March 18th 2020.

3.RESULT & DISCUSSION

Indonesian is a social media savvy, with Facebook and Instagram as the top 2 social media
platform in Indonesia. However, Instagram overcome Facebook in term of user's engagement.
A social media engagement study report that Facebook has 0,09% engagement rate while
Instagram has 1,6% of engagement rate [7]. Therefore, considering the importance of
participation in a participatory design, Instagram has chosen as the platform for this research.

Just like other social media platform, Instagram also has several features in order to
attract users. One of its features is Instagram Stories. Instagram Stories is a feature where
user can post related images and/or video content in a slideshow format [8].

In order to gain an objective result, the experiment was conducted in 4 attempts with various
design works, from product, graphic, until service. This experiment will cover tangible and
intangible design works. First attempt was designing stool that being shared in Instagram
Stories with Polling feature. The respondents were asked to choose the amount of the legs,
the material of the legs, then the detail of the legs, and finally the color application. In this
experiment, the limitation was the time limit for each step for only 30 minutes. Therefore, the
number of participants for this first experiment wasn't that many and from various professional
background. In average, there were 34 participants per polling.

The lesson from this experiment is:
(1) The enthusiasm and level of participation for participatory design quite high, probably

due to the polling feature that quite easy.
(2) The time limit was too tight that could affect the objectivity of the polling.
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Figure 1: The experiment for stool design session. (Sources: Author)

Figure 2: The final result for Stool Session.
(Source: Author)

Based on the evidences from first experiment, the second experiment was conducted with
longer time frame, which is range from 1-3 hours. The object chosen was still a 3D object
because the data that wants to be extracted was the interest of the respondents with the
relation of the time limit. Therefore, the object was still same with the previous experiment in
order to get the same benchmark.

The number of respondents that participate in the second experiment increased
exponentially. In average there were 82 respondents per polling. This experiment show that
the length of the time has direct correlation with the number of participants, which indirectly
will increase the objectivity of the polling.
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Figure 3: The experiment for Drinkware Session. (Source: Author)

After two experiments with 3D product, the third experiment was conducted with 2D design
in the form of logo design. This outcome was to testing if 2D design could get tested with
similar method. In addition, in previous experiments, the tool that being used was only Polling,
which quite convenience for the participants. In the 3rd experiment, the author adding the
feature of Question in order to testing whether the participants would participate if the
interaction is more than just a tap but answering the question.

The brief for this experiment was designing a logo for an organic fruit shop called MURNI.
Therefore, the design should be able to communicate the business concept. The number of
participants for this experiment were slightly increased comparing with previous experiment.
In average there were 104 participant per polling, with the exception for Question tool when
participant should write their answer, the number of participants decreased significantly, there
were only 12 people who participated in the Question. This shows that the participants prefer
an easier experience such as polling instead of question.
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Figure 4: The experiment for Logo Design Session. (Source: Author)
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Figure 5: The final result for Logo Design Session. (Source: Author)

The last experiment would be done with intangible design project, in particular a service
design. This experiment was quite challenging due to the object was different from all previous
experiments where the object was tangible, which mean participants could see the visual of it.
The object of the experiment is the service of Gojek, the first Indonesian unicorn. The
participants were asked to mention one of their favourite Gojek's services. Since the object of
discussion was an intangible object, therefore there was no visual elements that being used.
The participants were forced to engage in discussion.

The number of participants during the last experiment was decreased significantly. The
average of participants for every question was 10 people. This result was similar with the last
session of the previous experiment.
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Figure 6: The experiment for service design session (Source: Author)

CONCLUSION

Instagram, as one of the most popular social media platforms in Indonesia has a potential
to serve as the tool for participatory design through its Instagram Stories feature. This platform
could help to gather participants from all over the archipelago with minimal cost. However, this
method has some limitations.

1. The questions should be in the form of multiple choices; this will make participants
easy to choose option A or option B.

2. The option should have visual element in order to help participants to choose.

3. The timing should be chosen based on the user behaviour of Instagram. Usually it was
during lunch time or after office hour.
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4. The time limit for every question should be 24 hours in order to gain maximum

participants.

5. The project should be a tangible design, as proven from the last experiment about
service design. An intangible project would make the participants more difficult to
participate.
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