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Social Pleasure & Design and Social Innovation: 

Community Work in Greece 2015-2017







My talk is about social pleasure and design and social innovation.  

How do we frame ‘design and social innovation’ in ways that are not 
dominating or objectifying the people we work with? 

Social pleasure in the community is one factor. 

I’m going to show two contrasting examples. 

Both have the goal of creating positive social interactions in communities 
to solve problems. 

One is a qualified failure, and the other is a partial ongoing success. 



Example one: the empty public square.















“The Emerging Issues Commons, is a suite of inter-
actives that shares the narrative of North Carolina, 
focusing on the core issues of Economy, Education, 
Environments, and Health. More than just a physical in-
stallation, the Commons is an invitation to participate, 
an experience with democracy woven into its DNA.”

Communicator Awards, Gold Award of Excellence, 
Film/Video: Educational Institutions, April 2014
Rosey Awards, Merit, Experiential, December 2013
Interaction Awards, Finalist, Connecting, 
December 2013
Creativity International Awards, Honorable Mention, 
Film & Video: Public Service Film/Video, May 2013
ixda.org 2014
ADC Global Tomorrow Award 2014









Precursor: community work with students 2011 in North Carolina USA-- 

Different than official urban 
design-
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“The household’ or Oikos leads to this now:

Topically the projects we are working on now include exhibition design, signage, and infor-
mation visualization on projects in- 

education, 

bio-diversity, 

local history and archaeological research, 

and in Thessaloniki 

urban regeneration and social capital to for sustainable economic growth. 

with 

students, professors, business people, and those working in NGO’s.



For me, dealing with the needed sustainable changes that are mainly cultural and behavior 
change, the pivotal moment has been when I moved from saying “What can I do to help peo-
ple change behavior?” toward the discovery that a lot of people (even if they aren’t yet so 
visible) had already changed, and in a good way, their behaviors. And that therefore, 

the right question is: “What can I do to trigger and support these new ways of thinking and 
doing? How can I use my design knowledge and tools to empower these grass-roots social 
innovations? ... in other words, if you don’t recognize that design can also be strategic you 
cannot imagine that design can play an important role in triggering, supporting and 
scaling-up social innovation.” 

-Interview with Manzini on “design and social innovation.” (Brooks 2011)


