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Track 1. Design for Territories and Cultural Contexts

Serena Del Puglia

This article studies at length the role of design within territorial
socio-cultural transformation. It investigates and describes the
industriousness of projects/processes which are particularly
effective for social and territorial innovation and are applied
above all, to fragile and problematic urban contexts. It focuses
on communities and its inhabitants who are often excluded
from traditional narrative through some particularly significant
projects, with an emphasis on concrete experiences of recent
projects in southernitaly. Thus, the article, traverses topics and
critical points of a more extensive and profound disciplinary
reflection, it explores innovative roles of design in the social
transformation of places and resources and in the use of public
spaces, through the description of participatory processes and
of identity construction. addressing some relevant issues which
are inter-connected (such as sustainability, innovation in fragile
contexts, cultural identities) the article weaves the necessary
interdisciplinary approach of Design for Territories and Design
for Social. By attributing specific attention to social impact

and design applied to social policies, it is attainable to project
and promote interactions which are capable of determining
behaviour chancing experiences, thus creating a positive and
sustainable impact, accompanying people in the design and
development of a new SOCIETY (manzini, 2015).

participatory design, territorial innovation, cultural processes, social
sustainability, design as a process.
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Introduction

Disciplinary reflections, new challenges and new roles for design
“The design of the 21st century [is] an expert design which pre-
sents itself as a set of skills, sensitivities and cultural

tools (the tools and culture of the project) applicable to any type
of problem” (Manzini, 2015Y).

Human beings interact with each other and with objects and
places around them. In doing so, they continually and creatively
re-adapt this system of relationships, to create something which
is missing.

Since the 1970s, design has moulded to the needs of people
and their behaviour more carefully, placing them in their context;
the designer was the observer whilst the user was the object to
be observed. This relationship, however, was highly disbalanced
and this observation led to the definition of a new user figure:
as an expert actor, as an active subject and bearer of knowled-
ge, thanks to their direct experience with the context. On the
contrary, this debate has had an impact on the evolution of the
figure of the designer: from analyst to interpreter. The designer
has thus become an observer who, on the one hand, must
know how to interpret the active story of people and, that is,
recognizing the meanings of their actions and their relationships
with places (Manzini, 2009, p. 8); on the other hand, he must
interpret and capitalize on these meanings, facilitating processes
that are useful for stimulating and orientating the creativity and
planning skills of the actors themselves, through the projection
of future visions and actions. Therefore, by aiming at the active
participation of people who can be considered as contributing
multiple ideas and suggestions, design can structure ideas sui-
table for generating innovation and planning ad hoc activities to
stimulate creativity (Rizzo, 2009).

By definition, planning in close contact with the user and with
society, oriented towards the production of specific cultural
innovation and the construction of experience and knowled-

ge process, based on involvement and participation, design is
able to promote connections within the complex dynamics of
communities (Trapani, 2016, pp. 16, 17). As a discipline, the-
refore, it is capable of designing mediation strategies between
knowledge, sectors, territories, actors (Lotti, 2016), design itself
becomes a process, a service, an activity capable of establishing
connections and creating synergies between different systems
(Irace, 2013), in order to use these synergies to generate the
conditions for a more favourable socio-material environment.
The general objective of these processes is primarily to improve
the quality of life for people and to make the inhabitants aware
of the concrete possibilities of real change through the autono-
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Track 1. Design for Territories and Cultural Contexts

mous enhancement of cultural and environmental, social and
economic resources which are present and available.

In light of these new perspectives, the designer, who is able

to analyse and interpret the complexity of phenomena, is thus
recognized as holding privileged role in their ability to articulate,
mediate, coordinate, with awareness and effectiveness, the gre-
at complexity implemented in a network of collaborations exten-
ded to experts of specialized disciplines and to create conscious
social communities, capable of sharing, enjoying and benefiting
from knowledge, intellectual and cultural experiences.

In these processes, creativity and a new cultural paradigm be-
come the subject of the design driver thanks to which territorial
innovation strategies can be developed. David Throsby (2001)
with the Concentric Circle Model expressed the driving force

of development that, starting from the art sector, is also able to
involve the other sectors of the Cultural and Creative and non-
cultural industries, which make up the economy of a territory
(Parente & Sedini, 2018, p. 214). In more recent years, the focus
on creating a system suitable for the development of activities
in the field of creativity and culture has been reaffirmed both
internationally and nationally. Primarily, the ability to react to a
status quo is one of the peculiarities recognized by the Cultural
and Creative Industries, as noted by the studies of Stumpo and
Manchin (2014) which highlight how in times of crisis the Cul-
tural and Creative Industries have improved resilience skills, in
comparison to other sectors. Furthermore, in the Culture: urban
future report (UNESCO, 2016), culture is placed at the centre
of urban renewal and innovation, becoming a veritable strategic
asset for the creation of more inclusive, welcoming, sustainable
and creative cities (Parente & Sedini, 2018, p. 214). In support
of this vision, the Italian report | am culture provides a defini-
tion of culture, as a “driver of territorial development” (Symbo-
la Foundation - Unioncamere, Report 2016, p. 250) which
includes both the system consisting of cultural heritage such as
museums and galleries, both include events such as festivals and
performing arts, also related to literature, cinema and various
productive activities utilizing creative lymph from culture.
Internationally, the Cumulus 2005 conference, held in Lisbon,
entitled Pride and pre-design. The Cultural Heritage and the
Science of Design? has woven similar important links between
cultural heritage and design culture; design allows for a conti-
nuous regeneration of heritage while safeguarding local diversity
through acquisition, representation and appropriation of the
tacit knowledge of places and typical productions by allowing
tradition and memory to dialogue with contemporary identity.
Hence, it is evident that thanks to design, the maturity attained
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via the design field of cultural heritage is mainly expressed by
enriching the traditional concept of enhancement with models
capable of activating cultural heritage as a lever for development,
to recontextualize, actualize and incorporate into meanings,
products, processes which people are attuned with, redistributing
the cultural value within the territory and in communities. ‘It is a
question of combining the project for cultural heritage with the
project together with cultural heritage” (Lupo, 2019, p. 122).
Furthermore, to have a effective impact, it is necessary to re-
imagine the value of cultural heritage, planning not only cultural
offers for end users, but also enabling opportunities for the va-
rious actors and stakeholders of the system, such as institutions,
policy makers, cultural and creative enterprises.

The widespread diffusion of design driven participatory projects
documents an ever deeper rooting of the project discipline, in
interdisciplinary and inclusive multi-actor systemic processes
capable of operating in complex multicultural contexts.

Through the ability to recognize the most promising social dyna-
mics and to work with them, design can promote and support
social innovation, as a producer of a new system of meaning,
which redistributes the value of places and relationships, from
which originate new cultural processes promoting collaborative
work aimed at a new idea of collective social well-being, addres-
sing the definition of a new project culture capable of genera-
ting shared meanings, models and good practices® that can be
exported and declined at different scales.

Territory and capitale sociale

At this point, it is necessary to look primarily at two basic con-
cepts: that of capitale territoriale®, namely the group of material
and non-material elements, knowledge, endogenous resources,
economic activities, infrastructure, networks, but also of physical
and social interactions that convey the experiences of people
present in a specific territory (not yet sufficiently capitalized in
order to support the process of economic and institutional inno-
vation mandatory for sustainable development), and that of the
circuito cognitivo (Rullani, 2006) which represents knowledge
settled in a territory together with its own capitale sociale, able
to characterize its identity and social practices, through material
artefacts, production processes, industrial districts and people
who share that same knowledge (Parente et al,, 2017, p. 4).
Each project, due to its programme rooting in local dimension of
the geographical and social context and the indispensable active
role of the community, thus represents a unique and constantly
changing reality as is defined in a dynamic way starting from
resources, relationships and specific local processes.
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Track 1. Design for Territories and Cultural Contexts

In particular, in the field of cultural productions, design is called
upon to develop new ways of enhancing, communicating and
using territorial assets and resources by exploring their multiple
aspects, also through highly experimental design methodologies.
By carrying out multiple investigations of heritage (tangible and
intangible), design can thus decipher and favour, the conditions
for activating virtuous processes of requalification and re-mea-
ning of environments, practices and knowledge, through forms
of dialogical interaction with the community and with different
territorial actors.

With the Me.design® research (Politecnico di Milano), for exam-
ple, through some design experiments conducted in specific
contexts, the methodological foundations have been laid for a
design-oriented approach to enhance the territories, which is
characterized by the centrality of the community as an active
subject in the processes decision-making, and for the visionary
and directorial capacity of design in prefiguring strategic multi-
sectoral and multi-actor scenarios. In line with this project, the
design for the territories has deepened in recent years the areas
of interest, the methodological approach and tools, forming the
DA4T research network of the Design Department of the Politec-
nico di Milano®.To transform territorial resources from potential
to actual, it is necessary to redefine methods and sensitivity

of observation and disclosure. Read the territory, interpret it,
visualize it; build areas of shared meaning and visions; promote
forms of participatory planning and community empowerment;
transforming visions into actions and initiatives; design product
systems and resulting service interfaces; promoting and imple-
menting effective communication of the entire process are the
main activities characterizing a design-oriented approach to the
territory (Parente, 2016).

Narrative tools in participatory processes

What can be noted, at this development stage during the
debate on co-design and participatory processes, is that there

is no systematic elaboration in progress defining themes and
principles; moreover, it is possible to report the experiences in
progress. These are experiences aimed at understanding the
most useful tools required to support creative collaboration and
to generate innovation processes.

These are processes that open up to communities and individual
histories, pursuing the objective of a necessary cultural revolu-
tion, which favours the construction of a terrain of dialogue and
cooperation between individuals, discussing its ethical dimen-
sions and investigating how it can move towards the creation of
a synergistic and interconnected global society. This highlights
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the existence of a new trend in research on design methods
which is not based on the response to the requirements neces-
sary for the realization of a project, but focuses on the process
of co-designing the requirements themselves and on the need
to generate an empathic relationship between designers and
citizens (Koskinen et al., 2003).

“The goal of this new design approach is to discover rather than
respond; imagine new opportunities that become visible right

in the process; mediate between the needs of spontaneous
and local planning and their directing towards a systemic vision”
(Rizzo, 2009, p. 129).

Firstly, to engage the user as a tester, as an information resource
and as a designer, design research and professional practice
drew on the tools of social sciences and ethnography, such

as interviews and tales or participatory observations, but they
have also been able to produce a series of original tools such

as design probes” and workshops. Tools adopted and organized
on collaborative activities to explore users' ideas (Mattelmaki,
2005), through the activation of listening practices capable of
putting users at ease in telling visions, experiences and sensa-
tions related to the lived context and, at the same time, to pro-
pose and share future life scenarios with respect to the services
deemed most significant by the people who live there.

Stories are composed of characters, objects, places, actions and,
at least, of a conflict that moves the story along and triggers

an arc of transformation (Vogler, 2010). The stories therefore
reflect cultural and social change and, in the telling of these
stories, they form a shared heritage. They build upon reference
imagery, organizing a repertoire of knowledge, continually rege-
nerating its meaning, providing interpretation keys and beha-
viour models to deal with relationships, overcome obstacles and
grasp opportunities. They define a common ground for compari-
son from which it is possible to activate a process of understan-
ding, knowledge and projection (Piredda, 2018, p. 155).

In the field of communication design, research applied to the
territory has developed languages, tools, technologies for infor-
mation design over the years, which make even very complex
scientific content accessible. These are interactive and narrative
artifacts and are devices which reveal the abilities of a territo-
ry, the memory of communities, the reading of the contexts

by individuals, through a meaningful narrative construction

that knows how to produce connections, sharing and aware-
ness (Rossi, 2016, p . 65). Activating the planning potential of
the local actors has a significant dimension, precisely through
narration (audio-visual language and participatory video) and
developing engagement strategies®, in the awareness of the fact
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to initiate the process of em-
pathy between these two fi
gures. The first type of probes
developed by design research
was that of cultural probes,
developed during the 90s
within the Presence Project
(Gaver et.al, 1999) in which
designers from all over Europe
participated. The project, fun
ded by the European Union
and coordinated by the Royal
College of Art, aimed to col-
lect inputs for the design of
new technologies to support
the active participation of the
elderlies in local communities.

SMany ongoing processes de-
velop collaborative tools typi
cal of design thinking, but also
introduce tools developed ad
hoc for listening to the stori-
es of users and communities;
the collaborative construction
of stories. These processes
are based: on listening, throu-
gh the documentation of
both the transformations un-
derway and the good practi
ces already active; on envisio-
ning, that is the visualization
through communication devi-
ces to activate conversations
between stakeholders; on the
promotion of reference values
with respect to the subject of
the research, as an opportuni
ty for socialization and reap-
propriation of urban space.

Track 1. Design for Territories and Cultural Contexts

that the lack of participation from people culturally has limiting
and unequal effects also in cultural, social and economic terms.
On the one hand, various envisioning processes, through various
prototypes and communicative artifacts (paper mock-ups,
textual micro-scenarios, story boards) allow users themselves to
view their stories, providing the design with useful data to see,
and thus to be able to interpret and translate them for project of
community strategies; on the contrary they can be reworked to
visualize and render the results of the research accessible to all.
Many experiences have demonstrated the effectiveness of
these methods and how they create a new generation of toaols
which are being produced from traditional ones such as wor-
kshops, laboratories and design toolkits to newer and more
experimental ones, such as tools for remote collaboration, made
available by web 2.0 technologies with open and peer-to-peer
architectures (Piredda, 2018).

Design can thus make use of narrations, more generally, to sup-
port the different phases of the project and to trigger virtuous
processes of dialogue and action within communities and sta-
keholder systems. Manzini (2015) identifies two dimensions of
the role of design: on the one hand, design as a problem solver
(Simon, 1969) is capable of offering solutions to the problems of
users and communities; on the other hand, design is capable to
"collaborate actively and proactively in the social construction of
meaning" (Manzini, 2015, p. 35). The sense-making dimension

is closely linked to the story, both in terms of creative processes
and expression (individual or collective), and in terms of conflict
management (real and/or narrative) that trigger a need for chan-
ge and determine a transformation path. To do this, however, it
is necessary to work by sharing objectives and actions with city
institutions, local administrations, as well as associations and
companies; activate opportunities to deal with other disciplines
and skills, such as social sciences, philosophy, territorial mar-
keting, finding the interest and support and collaboration of
researchers and professionals.

Projects

“The study of the territory through its material and intangible
peculiarities leads to the relationship with complex situations,

in which the designer has to make choices: a dualism, but also
an overlap, between narratives, stories and collective memories
compared to those of individuals or small groups (Augé, 1992).
From the design point of view, the interpretation of this comple-
xity translates into design actions that from time to time must
mediate the universal and the particular, the objective and the
subjective, or favour one of these aspects” (Parente, 2017, p. 14).
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PUSH. Borgo Vecchio Factory. Palermo, 2014.

In the intent of providing a constructive and effective response
to the economic and cultural crisis which has been suffering
foryears in ltaly and especially in the South of Italy, several
initiatives were born in fragile and problematic contexts. PUSH,
for example, is a design laboratory for urban innovation based
in Palermo that designs and develops services with the aim of
making cities more sustainable (and citizens happier) through
applied research projects, participation activities or social inno-
vation initiatives, to address critical issues and solve problems,
capable of improving the experience of citizens or facilitating the
interaction between different actors in a given context. Borgo
Vecchio Factory, to mention one project among all, is a social
promotion project for the creation of artistic workshops for
children (FIG. 1) in a particularly disadvantaged neighbourhood
of the city; an ancient district of the centre of Palermo inhabited
for the most part by families with serious economic difficulties;
with an unemployment rate of 40%, widespread illiteracy and
an insufficient level of education. The neighbourhood experien-
ces a clear condition of social exclusion caused by the lack of
services and a high crime rate. One of the biggest problems, on
which the future of the neighbourhood depends, is undoubtedly

Figure 1. PUSH. Borgo Vecchio Factory. Palermo, 2014. Children at work

with the mural artist Ema Jons during the workshop; urban scenes of the
neighborhood of Borgo Vecchio in Palermo (Collage of images. Credits: Mauro
Filippi /PUSH_www.wepush.org/projects/borgo-vecchio-factory/)
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the school non-attendance. The project was born as a continua-
tion of Frequenza 200 project, an experience undertaken by the
Arteca Onlus and Per Esempio Onlus associations, in collabo-
ration with the muralist artist Ema Jons, who in 2014 involved
twenty children and young people, between 5 and 15 years

old, in workshops of street art after school. The drawings and
paintings produced during the workshops were used as sketches
for murals made by several hands on the buildings' facades in
the neighborhood. Borgo Vecchio Factory project has experi-
mented in the neighbourhood with a practice of involvement
and animation that has produced, in a short time, a real open-
air museum in the streets. About 30 large murals (FIG. 2) were
created, involving about sixty children of various age groups,
through workshops and creative working groups. Non-formal art
education, combined with the involvement of the entire urban
community starting from the younger generations, in fact, can
be a very powerful tool capable of "redeveloping" small parts of
the city and having a significant social impact, able to undermi-
ne and break the status quo, sometimes managing to influen-

ce systems on a larger scale, to shake institutions, innovating
them, or at least to suggest a rethinking. The practices of social
innovation - through art and culture, through new uses of space,
through regeneration processes - can change the configuration
of territories, through a process in which experimentation is
carried out locally, producing new forms of use and sociality.
The crowdfunding campaign and the related communication
strategy adopted in this project are applicable to other contexts,
not only strictly connected to the sphere of social promotion.

Figure 2. PUSH. Borgo Vecchio Factory. Palermo, 2014. Murals on the
buildings' facades of Borgo Vecchio. (Credits: Mauro Filippi /PUSH_www.
wepush.org/projects/borgo-vecchio-factory/))
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From technological innovation to artistic projects, there are
many areas in which to develop a project with similar characte-
ristics. Furthermore, street art, can also be declined in different
places such as theatres, training centres or prisons, aiming to
involve new subjects such as associations, administrations,
schools.

Simultaneoulsy, the Street Art Factory project is a digital map
which allows to locate urban works of art in the city, obtain
information on artists and buy prints and serigraphs signed by
them to support artistic projects with social purposes in the
urban area and in the territorial context.

Ecomuseo Mare Memoria Viva. Ex deposito locomotive Sant'Era-
smo. Palermo, 2014.

The urban Eco museum? Mare Memoria Viva (MMV) is another
example that was born in 2014 in Palermo. From the controver-
sial relationship of the city with the sea, sanctioned by a succes-
sion of political choices that from the second post-war period
to today have perpetrated a process of continuous removal of
Palermo from the sea®®, the MMV Eco museum was born with
the intention of conveying public attention precisely on those
relationships which, since the foundation of the Phoenician city,
constituted the identity reasons of the city, in its distinctive
relationship with the sea.

The main objective of the Eco museum project, outlined by

the needs, aspirations and community awareness of its local
resources, therefore, is, first of all, to highlight (and thus contrast)
the ruinous processes of de-territorialization caused by various
regional, national and global factors, to become a sort of garri-
son in defense of the territory understood both as a universal
value and heritage, and as a space of specific belongings that

Figure 3. Ecomuseo Mare Memoria Viva. Palermo, 2014. Meetings, interviews,
workshops within communities and stakeholder systems (Collage of images
from the MMV official website www.marememoriaviva.it)
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are rooted in the maritime landscape and its values, its history
and its profile they express themselves.

Deputy to narrate and explain the stories of sea and land in
Palermo, the ex-locomotive depot of Sant'Erasmo?®?, located
right at the mouth of the Oreto river, houses the Eco museum
(also involving a room in the Arsenale of the Regia Marina,
monumental seat of the Soprintendenza del mare®®). The MMV
Eco museum has aimed, above all, at exploring the potential of
the collaborative design dimension, through the construction of
listening practices, aimed at promoting and fostering knowledge
through an integrated and active reading of the various envi-
ronmental, artistic, productive and social aspects.

The project began with a wide-ranging reconnaissance of ma-
terials collected in the neighbourhoods of the coastal strip of
the city, meeting and interviewing the inhabitants of the seaside
villages, mapping the significant places in the area, collecting
stories, photographic and video material, even amateur ones,
organizing activities and meetings, in public spaces and meeting
places, organized together with the reference communities (FIG.
3). The landscape was read, interpreted, documented through
an interdisciplinary, participatory and integrated methodology,
based on horizontal cooperation between external and local ex-
perts, on the knowledge and direct experience of the place and
the stories of its inhabitants, on the comparison and dialogue
within the community and on the enhancement of opinions,
perceptions, individual and collective knowledge on the territo-
ry, applying co-design tools and methods for social and cultural
innovation, in territorial development processes.

From the exploration of the territorial context (especially re-
corded in photographies and videos) and from the analysis of
the results that emerged from the meetings with the various
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territorial actors (administration, associations, artists, operators,
entrepreneurs and citizens), with the support of community and
several interdisciplinary experts (from the fields of anthropology,
sociology, architecture, history of the territory and landscape),
the Eco museum hosts a series of communicative audio-visual
artifacts, designed by teams of designers and architects (FIG.

4), to communicate a composite vision of themes and related
material and intangible elements, inviting the community to
reappropriate from below the cognitive, analytical and represen-
tative tools of its territory.

The exhibition is based on the idea of building a large documen-
tary-photographic archive™, also through digitally supported
devices, including interactive ones, imagining that the purpose
of this archive is not the archive itself, but the new meanings
that can be traced from it, starting from a narration of Palermo,
as a city intimately linked with the sea. Inside the Eco museum
exhibition there are some user-generated installations, stations
where visitors can leave their narrative contribution as well as
small sets to host temporary exhibitions and installations for
artists.

The possibility offered by the web to share open and imple-
mentable visualizations on the network with constantly updated
data, has made it possible to design, within the MMV project,
Geo Blog®, a platform that allows to place texts, images, videos
and sounds, in a multimedia online map. The map, which can be
updated daily from the web platform, with personal narratives
of citizens, becomes a community map capable of recording the
different experiences perceived on the sea and on sea places by
the community.

‘In re-evaluating and reconstructing the wounded memory of

a place, the Eco museum can therefore contribute to re-attach
the community to its history, helping it to recover the sense of
a collective identity and individual one, through the sharing of
information, knowledges, perspectives, experiences and multiple
narratives. To do this, it is necessary to go beyond the conflict,
and not cancel it, allowing to deconstruct and reconstruct the
meaning of a sense of belonging, not only in antagonistic, oppo-
sitional and claiming terms, but also and above all through the
rediscovery of material and symbolic value of local knowledge,
practices and resources as potential tools of collective resistan-
ce” (Cancellotti, 2011).
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3The first Soprintendenza del
mare of Italy was established
in Sicily: a peripheral body of
the Assessorato regionale dei
Beni culturali e dell'ldentita
siciliana, which protects,
manages and enhances the
culture of the sea in Sicily
with tasks of research
census: protection surveillan
ce, enhancement and use of
the underwater archaeologi
cal, historical, naturalistic and
demoethno-anthropological
heritage of the Sicilian seas
and its smaller islands (art

28 Lr21/2003).

YThe recovered archive con-
sists of images in super 8 and
16 mm of the seaside leisure
in the 50s and 60s: inter
views with historical figures:
experts, fishermen, sailors
and citizens, ancient and
contemporary photos that
reconstruct the alterations
of the coast from the first
Twentieth century to today
To this initial corpus are ad
ded photos and videos from
the archives of the CRICD -
Centro Regionale per il Cata-
logo e la Documentazione, of
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and inhabitants of the city
who shared their work (Melo
Minnella- Sandro Scalia- Play
maker Produzioni are some
of these)

*Geo Blog was created
thanks to the participation
of many citizens of Palermo
and seafront inhabitants
within the Mare Memoria
Viva project, by a group of
passionate and creative
professionists: Carmela
Dacchille, Antonia Giusino
Davide Leone: Giuseppe Lo
Bocchiaro, Luisa Tuttolo
mondo, Valentina Bellelli and
Cristina Alga di CLAC.

1|CSID, International Council
of Societies of Industrial
Design, THAT Gathers DE
SIGN ASSOCIATIONS FROM
ALL OVER THE WORLD,

has appointed Turin as the
First World Design Capital
because it is a city that has
been able to redesign itself a
renewed international post-
industrial role also and above
all thanks to the processes
and methods of design. The
first meeting between resear-
chers and scholars of design
processes and methods

was held in Turin on 12 July
2008 on the occasion of the
Changing the Change inter
national forum conference
of design doctoral schools.
The Carta di Torino, so called
for these premises, is the
proposal for a manifesto for
the development of methods
and processes design, develo-
ped in 8 points and brought
to the attention of the
members of the permanent
forum, in order to propose it
to the international design
community. The manifesto is
available on: http:/arsfluen
tes.es/ddiseno/ddiseno-6/
doc/carta-torino-ita.pdf
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Conclusions

“We believe that the task of contemporary design culture is to
suggest and pay attention to certain research themes for design
[..]: design for the suburbs, the design of sustainability, the cen-
trality of man within one's own cultural system” (Carta di Torino,
2008%).

The projects contained in the text describe some models of
interpretation of the territory and cultural identity, capable of
producing design action schemes and good practices of social
innovation design centred and malleable for the different territo-
rial resources and dynamics. In these processes, design expands
its capabilities, proposing an increasingly close and synchronic
relationship between the analysis of reality, project of communi-
cation and of multidirectional fruition. The designer becomes an
essential figure of mediation between project and context, able
to activate virtuous strategies for the elaboration of experience
and for the communication of the complex aspects of a territory,
in connected, shared, multidisciplinary forms.

These original and hybrid design processes can allow people,
communities, companies and social actors to activate, manage
and experiment sustainable and collaborative ways of living and
act and develop a design methodology capable of forming new
skills and new values in the generations of professionals and
citizens, aware and ready to respond to the ethical challenges
centred on the territory in which they live.

These practices are based on the assumption that the crisis is
an indication of a necessary change in styles and needs, capable
of activating, starting from the knowledge, the skills acquired
and shared, the hypotheses of collective life pacts, acting for
the common good. Stories of re-appropriation, of generation
and generativity, of care. Actions occurring daily and politically
as they have the power to lead to other paths, accumulating
listening skills and empathy, critical sense, adherence to reality
but also an essential dose of imagination to give birth to new
futuristic visions and feasible utopias in the present (Manzini,
2018).
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