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On page 180. Fig 7.3 UUS! Community.
On page 178. Fig. 7.2 UUS! community.

Fig. 71 UUS! SWOT Analysis

WIDE AND DIFFERENTIATED NETWORK
SOCIALLY RELEVANT

COMMUNITY

CO-DESIGN

7. CONCLUSIONS

UUS!, however, is way far for its real conclusion. The research, the
current development and the fruitful prototyping surely gave great
and solid bases for this project to be a reality, to impact its social
frameworks and happen in all its forms

and phases of design process, pursuing its principles, its values
and its objectives.

The following SWOT analysis (Fig. 7.1) define in its parts the actual
stage of the project development, and open the actual ways to the
last and 5th ‘T’ of the design process: the Iteration.

SPACE AVAILABILITY/USAGE
SUITABLE SPORTS
SECURITY AND RESPONSIBILITIES

UUS! IN-CAMPUS PERMANENT AREAS
WIDER COMMUNITIES
SCALABLE PROPOSITION

OPPORTUNITIES

CONFLICT OF INTERESTS
UUS! AS A AGONISTIC COMPETITION
BAD NETWOKR MANAGEMENT

UUS! Will leverage its strengths looking forward to always imagine
and structure itself on the potential future opportunities, further
working in improving the level and the impact of its proposition
among its stakeholders and in the places in which UUS! want

to exist, believing in the power of people and in the endless
possibilities that people themselves can bring to societal and
behavioral change.

UUS! Starts from its Community.
A community generated and moved by common values, by



As a strategy, I wanted to generate valuable partnerships able to
satisfy the needs and the dreams of the students acting in the
places they belong to, for their social and personal growth, the
Universities, and let those places be even more open (co-open, as
we said) to accept the attention of the Private Sector, to co-work,
co-imagine, co-structure possibilities following common social
goals, common social dreams.

Design is a real enabler of this, and UUS! wants to be its tangible
proof.

So what’s now?

At the current stage the project has caught the attention of
numerous people, from students, to citizens, to sponsors. Here the
direction to follow.

Make it real.

My closer aim is to have the possibility to pitch UUS! to all

the stakeholders that the project wants to involve, to set, test,
prototype and validate valuable co-design sessions for real, able
to generate new ideas and further developments of the project,
working on its weakness and understanding together scenarios
and potential new collaborations, satisfying common needs and
uplift the overall experience and value generation.

The Living Labs.

The research structured for this work, in all its phases demonstrate
how much University Campuses are real social containers, able to
gather people belonging to different social pattern, citizens, kids,
elderly, together with the students. And this is even more real in
contexts like China.

The idea of involving actively and in a better-structured way those
external people in the design process is something that I would
consider as a next step. The Living Lab Shanghai case, active

in the Siping Community are a vivid example of how students,
Universities and citizens can collaborate for social improvements.
It worked bringing the students to the the people’s community,
why couldn’t work on the opposite way? How can we involve even
the citizens in the UUS! process, to let them feel active part of the
Campus and so to let the Campus be constantly seen as an open
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laboratory of exploration, of growth?
A place that foster ideas leveraging knowledges and skills from the
outside, creating wider communities around and into it.

UUsS! app.

The app represents a tangible touchpoint I would like to further
explore, test and improved. Conversation with expert developers
and promoters are planned to happen soon. The main questions
are related to the contents and the process. to understand
whether the functions designed and thought are complete and
well communicated, if there are changes to be done, and if it can
be build. Then for each of these questions there are much more,
starting with how, what, why, when. Finding the right answers
won'’t be easy but it will bring us to the real app.

Apart from the outcome, dealing with Sports in university gave
me chance to get in contact with real people and a real system.
Real not only because existing, but also because tangible, in a way
that I could personally experience the effects and the results of the
design. The biggest reflection which emerged from this project and
which concludes this chapter, focuses on the role of the designer
in the context of the social innovation. Designers’ tasks for
innovations that can affect the social patterns they work with and
for are extremely wide and fertile.

Designers, ethnographers, and design researchers face a challenge
in positioning their new roles in this to make the most difference
for social and business outcomes. New roles within established
cultures will take time to fully socialize across departments and
service lines. For public and private organizations, discovering the
best allocation for design-driven initiatives will require trial and
error, and experimentation across projects. This is a shifting era,
to me. Although the tools and the methods used in this project
represents and demonstrate the ability in the effectiveness of the
PSSD approach on a research level, I felt sometimes that these
tools themselves don't allow the designer to explore the processes
in a creative way, for creative interpretation, tighing the research
and the researcher to a series of technical and scientific analysis
without a real creative mindset. Complex practices and institutions
may require us to develop a different methodology for service



design, methodology that could be less tool-centred and maybe
more empathic oriented, which can, in my opinion, valorize even
more the real, new, modern role of the designer as a contributor for
the development of the contemporary and future societies. And

of course this is even more relevant when, as this thesis work, we
design for social innovation in complex systems/environments.

The new role of design will be co-created. On this beliefs I thought
at UUS!, on the great power that Design and Designers have

in re-structuring the sometimes outdated and skeptical social
frameworks of our society. This project taught me a lot, but more
than the new knowledge, it did in the experience. I worked on
something that interests me, and that was meaningful to me at
the same time. I worked with people from different culture and
discipline. We take the risk of making things real, accepting the
challenges of a complex context. We started from what we had,

transforming the obstacles in opportunities.

I think that We, as Designers, are people having strong social
responsibilities, to merge, affect and nudge the actors involved in
the public life in order to notice, face and improve humans' life
conditions addressing them strong believes and values on which
built a better future. And that’s what I want to do. That's how I see
myself, pursuing the design values, striving in trying to educate
people to believe together, to work together, to feel together, to

imagine together.
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APPENDIX: SURVEYS

Investigation Survey.

Date of release: 2017.03.13
Channel: Baidu Survey
Target: University Students in Shanghai

Hello! I'm Giuliano, Italian Design Student. I'm working on my
Master Degree Thesis in China and I need your help for the
developing of my project. Don't worry, It will take a couple of
minutes of your time. What I'm asking you is to Answer to the
following simple questions.

Express what you have in mind and Don't be ashamed, this survey
is anyway anonymous. My project aims to improve the activities
and the social initiatives we currently live in University Campuses
with a particular attention to the sport events, to improve the sport
experiences on a social level. Thank you for your time, and Enjoy!
1. Are you male or female student?

[]male

[ ] female

2. How old are you?

[ ] write/select

3. Where are you from?



5. Among those options, which is your usual activity right after
class? (choose max 3 options)

[ ]I directly go back home/dorm.

[ ]1like spend time with friends.

[ ]1 practice some sport.

[ ]1play video games.

[ ]I usually continue studying.

[ ] other stuff. (If you feel to, specify, please)

6. Do you live outside or inside your University Campus?

[]inside
[ ] outside

7. Excluding the classes, are you generally satisfied about Tongji’s
IN-Campus activities and facilities? (sports courts, theater, labs,

tournaments, social gathering events...)

yes, there’s everything I need!

they can be better managed.

no, there’s nothing that really works.
I personally don't care.

[
[
[
[

[ S Y

Do you practice some kind of sport?

[]yes
[]no

[ ] sometimes

8. Among these, which one is your favorite? (not necessary to
be played)

[ ] soccer
[ ] basket

[ ] badminton
[ ] table tennis
[] rugby

[ ] tennis

[ ] volleyball
[] runmng
[lgy
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[ ] athletics
[ ] swimming

9. Are you able to practice the sport you like, whenever you want,
IN-Campus?

[ ] ves, facilities are always available to be used.
[ ] no, I don't feel they give me a lot of possibilities to play, so I
usually do it OUT of it, in external spaces.

10. Would you like to be involved in more social gathering
events around sport which would involve Students from other
Universities?

[1yes
[Ino

[]Idon't mind

Imagine to be the audience during a sport event. In which of these
situations you'd like to be?




Would you know more about this project?
Would you be interested in joining sports events tailored for
University students?

Add me on WeChat here and text me.
THANKS FOR YOUR TIME.
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Post-Prototyping survey.

Date of release: 2017.05.06
Channel: Survey Monkey
Target: UUS! Prototyping participants/ mainly students

Thank you for joining UUS!
We are welcome to hear your opinion about UUS! and furthermore
to see you helping UUS! in building this, together, as we like

1. Are you a student or a visitor?

[ ] student
[ ] visitor

2. If you are a student from which university you come from?

[ ] Tongji university

[ ] Fudan university

[ ] Sufe university

[ ] Jiaotong university
[ ] Not a student

[ ] Other (specify)

3. How did you get informed about the event?

[] a friend told me
[ ] through online channels (WeChat/Facebook)
[ ]iwas passing by and I joined

4. How would you rate the overall event experience?

5. Let’s go deep. How would you rate:

[ ] the event area (setting and space management)
[ ] the street-soccer match (visibility and entertainment)
[ ] the live painting activity



[ ] the music (level of sound and entertainment)

[ ] the level of social interaction (possibility to meet people, talk, be
socially active)

[ ] the communication (posters, flyers, stickers)

6.did you have the chance to meet people/students you didn't
know before, during the event?

[]yes
[Jno

7. Do you think that events like this one are able to generate new
connections and relationships among people/students?

[ ] definitely yes
[ ] potentially yes, but the level of interactions should be improved
[]no

8. Would you like to be involved in future events like this one?

[]yes
[Jno

9. If so, how would you like to contribute?

[]as a player
[]as an artist
[ ] as a volunteer
[ ] as a musician
[ ] other (specify)

10. Would you suggest some modification/implementation to the
overall event format? (For example: a different sport to be played /
different activities to be done)

[ ] open question

APPENDIX: SURVEYS

187



188

BIBLIOGRAPHY

1. Anthony Laker (2002). The Sociology of Sport and Physical
Education: An Introductory Reader, Routledge/Falmer.

2. ASC (2004), Problems and Issues in the Recruitment and Retention of
Sports Officials, Camberra,

3. Auweele Y. V., Cook E. ,Parry J. (2016), Ethics and Governance in Sport:
The future of sport imagined, Routledge

4. Bandura A. (1977). Self-efficacy: Toward a Unifying Theory of Behavioral
Change, Psychological Review, Vol 84, No. 2

5. Barnett, M.L. (2007). Stakeholder influence capacity and the variability
of financial returns to corporate social responsibility. Academy of
Management Review, 32

6. BEPA (2011). Empowering people, driving change. Social Innovation in the
European Union, Publications Office of the European Union, Luxembourg.

7. Bourdieu, P. (1986). The forms of capital. InJ. G. Richardson (Ed.),
Handbook of theory and research for the sociology of education

8. Brammer, S. & Millington, A. (2003). The Effect of Stakeholder
Preferences, Organizational Structure and Industry Type on Corporate
Community Involvement. Journal of Business Ethics, 45(3)

9. Business Innovation Observatory (2015). Design for Innovation Service,
design as a means to advance business models, European Commission

10. Cao, F. (2007), The relationship between impulsivity and Internet
addiction in a sample of Chinese adolescents. European Psychiatry, Vol. 22,
Issue 7

11. Carroll, A.B. (1991). The pyramid of corporate social responsibility: toward
the moral management of organizational stakeholders. Business Horizons,
July—August

12. Chen Yu, Fang Wei, Liging Li, Paul Morrisey, Nie Chen (2016). Social
Attitudes in contemporary China



13. China Youth Association for Network Development, China Youth
Internet Addiction Report, 2010

14. Davis, K. (1973). The case for and against business assumption of social
responsibilities. Academy of Management Journal, June.

15. Freeman R. E. (1984). Strategic Management: A Stakeholder Approach.
Boston: Pitman

16. Huang, R. (2015). International Review for the Sociology of Sport. Vol.
50(4-5)

17. James A. Phills, Kriss Deiglmeier, Dale T. Miller, (2008). Stanford Social
Innovation Review, Vol. 6, Issue 4

18. Jégou F. , Mangzini E. (2008) Collaborative services. Social innovation and
design for sustainability. Edizioni Polidesign, Milano

19. Keim M. , de Coning C. (2014). Sport and Development Policy in Africa.
Results of a collaborative study of selected country cases, ICESSD Editors

20. Kenyon, G.S., and McPherson, B.D. (1973). Becoming Involved in Physical
Activity and Sport.

21. Rarick G. Lowrence (ed.): Physical Activity: Human Growth and
Development. New York: Academic Press.

22. Kimberly S. Young,C. N. de Abreu, (2010). Internet Addiction: A
Handbook and Guide to Evaluation and Treatment, Kimberly S. Young,C.
N. de Abreu,

23. Kotler, P. and Lee, N. (2005). Corporate Social Responsi- bility: Doing the
Most Good for Your Company and Your Cause. Hoboken, NJ: Wiley

24. Kurucz, E., Colbert, B. and Wheeler, D. (2008). The business case for
corporate social responsibility.

25. Crane, A., McWilliams, A., Matten, D., Moon, J. and Siegel, D. (eds),

The Oxford Handbook of Corporate Social Responsibility. Oxford: Oxford
University Press

BIBLIOGRAPHY

189



190

26. MacCallum D., Moulaert, F,, Hillier J., Vicari, H. S., (2009). Social
Innovation and Territorial Development, Ashgate

27. MacGregor P S and Fontrodona J. (2008). Exporing the fit between CSR
and Innovation. Barcelona: Center for Business in Society, University of
Navarra.

28. Manzini, E., & Meroni, A. (2014). Catalysing social resources for
sustainable changes. Social innovation and community centred design in:
Vezzoli C., Kohtala C. & Srinivasan Amrit, Product-Service System Design
for Sustainability, Green Leaf Publishing, Sheflield

29. McWilliams, Abagail; Siegel, Donald (2001). Corporate social
responsibility: A theory of the firm perspective. Academy of Management
Review

30. Medalia,H., Shalam, S, (2013). Web Junkies

31 Murray R., Caulier-Grice, J., Mulgan, G. (2010). The Open Book of Social
Innovation, Nesta

32. Nilanjan R, , Dillip D, , Somnath C., Arindam G. (2015). Strategic
Infrastructure Development for Economic Growth and Social Change, IGI
Global

33. Pierre Bourdien, Program for a Sociology of sport, Sociology of Sport
journal, 1988,

34. Porter, M.E. and Kramer, ML.R. (2006). Strategy & society: the link
between competitive advantage and corporate social responsibility. Harvard
Business Review.

35. Post, J. E., Frederick, W. C., Lawrence, A. T., & Weber, J. (1996) . Business
and Society. Corporate Strategy, Public Policy and Ethics. New York:
McGraw-Hill.

36. Smith, N.C. (2003). Corporate social responsibility: whether or how?
California Management Review, 45



37.Sun B, Sun B and Li C (2000) New development of the Olympic
movement in China’s science since the 1980s. Journal of Beijing University of
Physical Education 23

38. Thomas,D.N. (1995). Community development at work: A case of
obscurity in accomplishment. London: CDF Publications.

39. Villari, B., (2014). Action Research Approach in Design Research, in P.
Roger & J. Yee (eds), The Routledge Companion to Design Research, Oxford,
Uk: Routledge, Taylor & Francis Group

40. Wang ] and Zhou S (2007) The past and present of Olympic studies and
the current characteristics in China. Journal of Capital Institute of Physical
Education 19(6)

41. W, J. (2013). The Study on the Development of Physical Education in
China, 2nd International Conference on Science and Social Research
(ICSSR 2013)

42. Xiong, H. (2007). The Evolution of Urban Society and Social Change in
Sports Participation at the Grassroots in China. International Review for

the Sociology of Sport, Vol. 42, No. 4

43. China Youth Association for Network (2009), Youth Internet addiction
Survey

BIBLIOGRAPHY

191



192

LINKOGRAPHY

1. BBC, Business, http: //www.bbc.com/news/business
2. China, Government, http: //www.china.com.cn/
3. Forbes, Foreign Affairs, Mike Patton, http: /www.forbes.com/

4. Metropolis Magazine, Design Education, Christian Guellerin, http://
www.metropolismag.com/

5. The European Business Review, Sustainability&Ethics, David De Cremer
on Management, Social Impact, http: /www.europeanbusinessreview.com/



LINKOGRAPHY 193



194

AKNOWLDEGMENTS

This Thesis work represents the real tangible manifestation of the
end of an important and crucial chapter of my life while being

at the same time the prologue of a new, intriguing and exciting
one. This project collects in its fibers all the achievements and the
knowledges I gathered and experienced in the last 6 years, both on
a professional and on a personal level. But most of all taught me
once again to never stop, to pursue the pleasure of the constant
discovery, to welcome evermore the challenges, to always enjoy
that incomparable feeling of doing the things for the first time.

For these reasons I would sincerely thank my academic tutor
Francesco Zurlo for the support on the development of this work,
even when the time-zones were not helpful at all. A big thank also
to all the teaching staff of Politecnico di Milano for the teaching,
the advices and the opportunities given during these six years.
Thanks to all the fellows designers I had the lucky chance to work
with, for the sleepless nights, the results, the success and the
failures shared together.

Thanks to all the PepsiCo China Design Team for believing in me,
for the stunning and incredible experiences lived together, for the
enormous satisfactions gained and for the constant support in and
out the office. And thanks to Gimmy, a mentor, a boss, a friend.

Huge thanks to all my family, for always being there, for always
supporting my choices, for always standing by me. To my heroes,
my mama and papa, who sustained me during all the moments of
this long path, with love and devotion.

Thanks to my sister Benedicta, for all those times she taught me
the power of freedom and bravery. Thanks to Cosimo, Lorenzo

e Simone, for the precious time spent growing up together, for
sharing with me this golden slice of life, everyday. Thanks to all
of my fellow friends, for being always the engine of my dreams.
Thanks to Bea, my rock, my inspiration, my guide.



AKNOWLDEGMENTS 195



196



