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Abstract

Humankind has separated from non-humankind in the endless pursuit of 
economic growth. We have turned nature into our playground—exploiting 
its scenery and resources for gain—and ignored the environmental 
consequences. Consumption and production is increasing and encouraged. 
This is particularly evident in commercial air travel in the UK. Consumers 
have come to value the cheaper and faster mode of travel, so much 
so, it has driven us to take more flights for work and/or leisure. This 
dissertation sets out to explore the values and perceptions related to 
air travel and whether they can be shifted within the context of design 
workshops. The research shows that design workshops are effective in 
challenging participants individualistic and indulgent values. Some people 
can change their behaviour with the right motivation but society needs 
new governance and structure for a cultural shift. The paper focuses on a 
participatory design approach. It describes how certain creative tools and 
techniques such as brainstorming, provotyping, and scenario planning 
successfully engage participants and help them to reflect on and imagine 
different values and futures. 

Keywords: design workshops, air travel, flying, values, perception, 
behaviour change, participatory design, degrowth
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Chapter 1:  
Introduction

There is an urgency to significantly reduce our emissions to prevent a 1.5 
degree increase in global warming. The UK has committed to a net-zero 
greenhouse gas emission target for 2050 (Gov.uk, 2019). The government 
claims to have improved emissions from sectors such as power, waste, 
and buildings, yet emissions for the aviation industry remain the same 
(Committee on Climate Change, 2019). At the same time, the government 
also supports the growth of the aviation sector despite being aware of 
the environmental impacts (Department of Transport, 2018). Cleaner 
alternatives such as bio-fuels and electric flights have been proposed but 
there are rebound effects to these (Alcott, 2005). For example, bio-fuels 
containing palm oil involve the destruction of rainforests, and the fuel burn 
produces seven-times more emissions than kerosene (Heuwieser, 2017). 
Similarly, electric planes are powered by heavy batteries containing lithium 
and cobalt, both rare metals that cause a lot of human and environmental 
damage (Flight Free UK, 2020). A measure which attempts to make flying 
sustainable is carbon offsetting, but it offers no real change in behaviour 
and policy, leaving others (particularly the Global South) to bear the cost  
for a small percentage of people who continue to fly (Stay Grounded, 2019).

With the aviation sector’s reliance on fossil fuels, the only way to 
realistically reduce emissions is to cut back on flying. However, Covid-19 
has shown that airlines in the UK will go to great lengths to return to 
business-as-usual, demanding the government bail them out with no 
environmental restrictions (Laville, 2020). A reluctance to cut back on 
aviation is also evident in the travel behaviour of citizens in the UK, 
especially frequent flyers. Households with higher incomes are responsible 
for the majority of flights (Cohen and Gössling, 2015; Friends of the Earth, 
2019). Travelling for business or leisure has been portrayed as a desirable 
activity – glamourised by friends, family or strangers on social media. It is 
also encouraged by airlines and travel agents who use sunny imagery and 
attention-grabbing lines such as ‘It’s time to give in to wanderlust’ (easyJet, 
2020) or ‘Time for an escape?’ (British Airways, 2020) in their marketing. 
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Excessive consumption of air travel has led to a hypermobile lifestyle 
(Cohen and Gössling, 2015), and even to addiction, also known as ‘binge 
flying’ (Cohen et al., 2011).     

Air travel is closely linked to tourism. Holidays and flights abroad are very 
cheap, and the relative ease of booking, makes them the favoured option 
over booking a trip in the UK or using an alternative mode of travel like 
the train. Not only that, but the economies of other countries like Spain 
become dependent on tourism from countries like the UK. Society places 
so much value on travel and flying to places, the longer we continue to do 
so, the more entangled society becomes in mass consumption. As Victor 
Papanek (1984, p.24) argues, there are consequences to what we design, 
make, and use: “All of our tools, objects, artifacts, transportation devices, 
or buildings have consequences that reach out into such diverse areas as 
politics, health, income, and the biosphere”. Air travel is a wicked problem 
(Rittel and Webber, 1973) that requires not only individual change where 
people need to fly less, but a system change that involves community, 
government, and private organisations to enable sustainable change 
(Dubois et al., 2019; Lamb et al., 2020; Flight Free UK, 2020).

Western society must undergo a paradigm shift in order to change our 
cultural values (Latouche, 2015; Boehnert, 2018). Degrowth argues for 
the scaling down of production and consumption, acquiring only the 
resources humans need, and a shift towards sharing and conviviality 
(D’Alisa et al., 2015; Kallis, 2018). The same perspective has been taken for 
this dissertation. Degrowth informs the argument that our consumption of 
goods and services need to reduce, including air travel because it is not a 
sustainable practice (Stay Grounded, 2019; Hickel, 2020). 

The issue being investigated in this dissertation is the excessive 
consumption and production that exists in Western society and the values 
associated with it, in particular to flying in the UK. The paradox is society’s 
awareness of climate change and the need to take action, and continuing 
to fly regardless (Randles and Mander, 2009; Kroesen, 2013; Kantenbacher 
et al., 2019). Consumers delay climate action by redirecting responsibility, 
pushing non-transformative solutions, emphasising the downsides, or 
surrendering (Lamb et al., 2020). 

The reduction of air travel is a multi-faceted issue. To better understand 
people’s values and perceptions of flying, their knowledge of the 
environmental impact of flying, and what change they might make to 
reduce their flying, an open design approach has been used. Participatory 
design invites users from different backgrounds to explore an issue by 
taking part in creative activities (Sanders et al., 2010). These activities 
involve making objects or artifacts, talking through ideas and thoughts, 
and/or acting out imagined futures (Brandt et al., 2013). Participants are 
very much the experts in the design process and the designer’s role is 
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to prepare the appropriate tools and techniques required to encourage 
learning and sharing of knowledge (Simonsen and Robertson, 2013).     

The research question for this dissertation is how design workshops can 
help to shift the values and perceptions of people related to flying. Chapter 
two is a literature review on participatory design. It will analyse the 
contributions of several key designers in the field of participatory design 
including the ethics, tools and techniques, and the types of communities 
designers work with and for. This is followed by chapter three, the 
methodology outlining the qualitative research methods chosen to help 
answer the research question. Chapter four describes the research findings 
from the design workshops. Chapter five is a discussion of the impact of 
design workshops and their role in large-scale change. The dissertation 
concludes in chapter six.
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Chapter 2:  
Participatory design

2.1 An overview
Participatory design is a human-centred design approach that involves 
designing with and for users (Simonsen and Robertson, 2013). Developed 
in the 1970s, it was a way for employees to better understand the use 
of new information technologies and shape how they were used in 
Scandinavian workplaces (Simonsen and Robertson, 2013). Today, 
participatory design is used not only in businesses but in communities as 
well, and is an effective method for learning from each other, sharing skills, 
and designing futures together (DiSalvo et al., 2013; Brandt et al., 2013). 
Control and agency are shared amongst the people directly concerned with 
the issue, instead of an outside person or body who decides what the final 
outcome should be (Vines et al., 2013; Simonsen and Robertson, 2013). 

In this literature review, three topics from key authors in the field of 
participatory design will be analysed. These topics include ethics, tools 
and techniques, and communities. Understanding the ethics involved in 
participatory design is important since a designer must work with many 
people and acknowledge them all in the design process (Robertson and 
Wagner, 2013). There are varying tools and techniques designers and users 
can employ that fall within the framework of making, telling and enacting 
which will be explored in more detail. Finally, the field of community-
based participatory design will be discussed and how it aids groups who 
deal with societal and environmental issues. Many different approaches 
exist in participatory design, but the topics described above are important 
to consider when creating design workshops to explore people’s values 
and perceptions related to flying.  
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2.1.1 Ethics
There are a number of ethical questions that should be asked when 
engaging in participatory design. Who do designers engage for?  
How do designers engage with participants? How do designers  
represent the participants and their work? And what can the designer  
offer the participant? 

Who do designers engage for? 

Who designers engage depends on the issue at hand, but those who 
are affected by the design should have a say in the design process and 
therefore be directly involved (Ehn, 2008). However, managing potential 
participants might be difficult. Cultural backgrounds or personal situations 
will differ so research must be done beforehand to find out what tools 
or methods are appropriate and to design for inclusivity and sensitivity 
(Scullion, 2020). Some might be limited by time constraints due to work 
or personal commitments. Byrne and Alexander (2006) state that women 
in particular suffer from time poverty. The designer must consider 
participants circumstances and that most will likely be giving up their time 
voluntarily (Robertson and Wagner, 2013). Therefore designers should take 
these points into account when planning and designing the content for 
workshops or activities.   

Ethics are not only for the designer but for the individuals themselves. 
They too are responsible for the knowledge and interests they bring to a 
participatory design project. Robertson and Wagner (2013, p.72) explain 
that participants are “accountable to the communities to which they 
belong”, that is, any practice or group that they might represent. 

How do we engage with participants?

Designers must always acknowledge participants as experts in their own 
field (Robertson and Wagner, 2013). This is also echoed in the Design 
Justice Principles (Design Justice Network, 2018), “everyone is an expert 
based on their own lived experience, and that we all have unique and 
brilliant contributions to bring to a design process”. Even though every 
person’s knowledge is valuable, it might be difficult to extract. There are 
‘practical politics’ one must consider when engaging with participants 
in order to gain trust and establish a space of shared knowledge and 
responsibility (Robertson and Wagner, 2013). Any vulnerabilities must be 
carefully considered, such as age or health, highly personal or sensitive 
issues, and value systems and understandings that may differ between 
the researcher and user (Robertson and Wagner, 2013; Nägele et al., 2018; 
Scullion, 2020).
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How do we represent participants?

In addition to the ‘practical politics’ in a participatory workshop, designers 
must also be considerate of the work produced by participants. The 
researcher should not tell users what their work is or what it means to 
them (Robertson and Wagner, 2013). Allowing users to produce and 
interpret their work is critical because it gives the creator accountability 
and invites others to join in a dialogue when discussing the design (Hagen 
et al., 2012). It should also be added, that another participant should not 
dismiss or interpret the work of another. If this was to occur the designer as 
facilitator might step in to ask the creator if they felt the same and/or ask 
other participants to respect each other’s work. 

What can designers offer participants?

Participatory design can often feel more rewarding for the designer 
than for the user since the designer leaves a workshop with the data, 
while users leave with nothing (Robertson and Wagner, 2013). However, 
participatory design is a reflective practice – one that can leave participants 
feeling creative and joyful. This is evident in projects like David Gauntlett’s 
(2007), where school children engaged in a ‘Video Critical’ study, are given 
cameras and asked to make their own videos about environmental issues. 
When children reflected on the project, they spoke about the excitement 
the activity generated, seeing things in a different light, and learning things 
about their environment they did not know. Time should be allocated at 
the end of a design game or workshop to reflect on what users enjoyed or 
disliked and what they might take away from it.

2.1.2 Tools and techniques
Participatory design consists of many 
approaches with varying activities or practices 
which can be used alone or combined to form a 
flexible toolbox for designer and user (Sanders 
et al., 2010). What is important is that these 
approaches encourage a participatory mindset 
and accommodate the voices of multiple users. 
Brandt et al. (2013) illustrate in their make-tell-
enact diagram (Figure 1), that the tools which 
encourage making, people to tell stories, and 
enact scenarios are never in isolation within 
participatory design. 

Tools and techniques for making

Making things helps bring the ideas and thoughts of others to life. 
Brandt et al. (2013) identify three approaches that are most common in 
participatory design: participatory prototyping, probes, and generative 

Figure 1: Make-tell-act diagram (Brandt et al., 2013)
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tools. Prototyping is used early on in the design process and involves 
creating a mockup to represent what an object or idea might look like in the 
future and also invites others to explore or question (Dam and Siang, 2019). 
Probes are self-documenting items such as postcards, disposable cameras 
or maps which help users to keep track of and reflect on aspects of their 
life (Service Design Lab, 2020). The information is collected by designers 
and used for further design development. There is some overlap between 
probes and generative tools, but generative tools are priming activities 
that prepare participants for later creative activities (Brandt et al., 2013). 
Predominately visual, users create a moodboard of sorts using different 
colours, shapes, words or images to express feelings, ideas and dreams 
(Sanders, 2000). The end results are artefacts such as collages, maps, or 
plans which can be imagined by the group.  

Tools and techniques for telling

Telling activities involve participants using games or visual materials to 
share their everyday experiences (Brandt et al., 2013). The outcome from 
these games create a starting point for planning the next practices. In 
workplaces, telling activities like illustrating a team’s flow of activities, 
allows technicians to share their stories and reveal knowledge and 
understanding around their everyday practice (Brandt et al., 2013). Future 
experiences can also be told to change perceptions and visualise the 
unknown. This might involve the use of metaphors to make futures easier 
to grasp and discuss, or provotypes which distort images of the present to 
prompts dialogue amongst participants and provide valuable reflections 
for the designer (Mindlab, no date; Haverinen, 2018). Fictional narratives 
can also help to immerse participants in a situation, in a playful and 
engaging manner (Brandt et al., 2013; Nägele et al., 2018). 

Tools and techniques for enacting

Enacting is useful to explore how futures with newly designed objects or 
ideas might look and how users might engage with them (Brandt et al., 
2013). Büscher (2018) adds that it reveals unintended consequences that can 
only be felt directly and offers the opportunity to creatively address them. 
How these futures are enacted depends on the aim and the mindset of the 
participants, but essentially it requires them to imagine or physically act 
out a scenario. Ideas can be planned or scripted beforehand and presented 
through embodiment or improvised in the moment (Brandt et al., 2013). 

Participatory design framework

The tools and techniques listed above sit within a framework which has 
three dimensions: form, purpose and context (Sanders et al., 2010). The 
‘form’ is the kind of action taking place with participants i.e. making, 
telling or enacting. The ‘purpose’ is why certain tools and techniques 
are being used: for probing, for priming participants, to get a better 
understanding of one’s experience, or to generate ideas or design for the 
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future. The context is where and how the tools and techniques are used. 
Four considerations for context are: group size and composition, face-to-
face or online, venue, and stakeholder relationships. Thinking about the 
purpose and context beforehand will help the researcher when forming 
design workshops. 

2.1.3 Communities
Participatory design tools and techniques can be implemented not only 
in workplaces but communities too. Community-based participatory 
design is of growing importance as people fight against the expansion 
of neoliberalism (DiSalvo et al., 2013). Non-profit groups dealing with 
social and environmental issues such as airport expansions, pollution, tax 
evasion, and poverty are looking for new ways to engage participants and 
work together towards a common cause (Friends of the Earth Scotland, 
2020; Possible, 2020; Stay Grounded, 2020). There are varying communities 
with different shared identities but what remains the same is a ‘shared 
imaginary’ – a vision that is agreed upon by all (DiSalvo et al., 2013). To 
get there, requires an understanding of the interests or practices of the 
community. If an ongoing involvement around a certain issue or practice 
is established, then a ‘community of practice’ forms, where people want 
to share their passions and talents or learn how to do something better as 
engagement continues (Brandt et al., 2013). 

Types of communities

A community can be something as simple as a label for a group of people, 
or with established boundaries such as neighbourhood. There are positives 
and negatives when working alongside community-based organisations. 
They can be resource-poor, and fall behind technologically compared to 
other participatory design initiatives (DiSalvo et al., 2013). However, it is 
easier to apply participatory methods since volunteers are motivated by 
the potential benefits for the services and people. Difficulties might arise 
in the time scale of projects due to volunteers’ schedules, or from lack of 
knowledge required to get projects off the ground so it is important to 
consider these issues in the design process. 

Activist and hobbyist communities overlap with community based 
organisations because they have a shared interest and want to work together 
to address an issue(s), but they are usually less structured (DiSalvo et al., 2013). 
A designer might come into the community to find information infrastructures 
that are not planned, but rather built upon as time has gone by. However, the 
amateur skills from members give them an advantage since they are in a better 
position to teach others and develop their own skills (DiSalvo et al., 2013). 
In both activist and hobbyist groups, establishing trust is essential since they 
often see themselves outside of the mainstream (DiSalvo et al., 2013). 
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Fostering creativity
Some key points that have been mentioned so far are that participatory 
design involves designing with and for others, more than one approach can 
be used, and that all voices must be heard in the process. What DiSalvo et 
al. (2013) and others add is that there does not need to be a pre-defined goal 
in participatory design (Johansson and Linde, 2005; Bratteteig et al., 2012). 
Tools and techniques are just as useful in their pursuit for creativity and 
getting participants to express themselves. The question is what is the goal 
of encouraging creativity and creative expression, and what is its purpose in 
a community context (DiSalvo et al., 2013)? Fostering imaginative ideas and 
supporting the use of artefact making or designing future scenarios shows 
that there is more to participation than just sitting in meetings, and that 
creativity has its place in communities and the rest of society.  

2.2 Summary
Participatory design is an experimental, playful, yet serious field that is 
capable of forming stronger connections between workers or community 
members to tackle the complex issues in society. Understanding the ethics 
involved in participatory design prepares the designer for working with 
people from different backgrounds and how to effectively engage with 
them. Thinking about the form, purpose and context of participatory 
design is essential but there is no strict way of doing it. Participatory design 
is a learning process for all actors involved. There are challenges such as 
overcoming cultural differences, preparing participants for engaging in 
activities, not knowing how long activities will take, or deciding which 
order to conduct them in. These are all part of the continuous exploration 
of participatory design, and the more people engage with it, the more 
knowledge we will have to share with others. 
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Chapter 3:  
Methodology  

For the purpose of this dissertation, a participatory design methodology 
was chosen because of its inclusive approach to working with people 
who are directly impacted by an issue (Ehn, 2008). This approach was 
appropriate because it encourages open dialogue and reflection on the 
experiences and values of participants of people who have flown.  
Design workshops were the primary form of research but in order to 
develop the content for the workshops, surveys and an expert interview 
were conducted.

3.1 Survey
Online surveys (see Appendix 4) served as qualitative research, used to 
gain an understanding of the reasons, opinions or motivations related to 
flying (Toepoel, 2017). The online survey was a starting point to find out 
the following: how regular of an activity flying is, the types of trips taken, 
whether people enjoy the experience of flying, and their willingness to take 
other modes of travel. 

The survey was conducted on Microsoft Forms and a link was shared with 
people on social media channels inviting people to take part. Participants 
also shared the survey through their own communication channels such as 
WhatsApp and email. The two requirements for the survey were: 

 ►  Participants must live in the UK at the time of the study.  
This was due to the research questions focus on the UK context.

 ►  Participants must have taken at least one flight in the last  
12 months of the study. This was to ensure data reflected a  
recent trip.

Thirty-six people responded to the survey. The results were collated into 
an excel spreadsheet and a list of values were drawn out. Other results 
were also highlighted such as length of trips, destinations, and number of 
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people who carbon offset their flights. The online survey was a useful way 
of collecting the thoughts and opinions of people to inform the content of 
the workshops.

Popular values that emerged were speed, the ability to disconnect, and 
excitement. Trips taken for work or leisure were no more than four weeks, 
and flights to European destinations were most common. An interesting 
insight from the surveys, was all but two people had never carbon offset 
their flights and did not know if their workplace did. This revealed that 
even when given a choice to try and offset the impact of their flights most 
people chose not to. This supported secondary research, that the tool in 
which airlines use to present themselves as sustainable does not get used.

3.2 Expert interview
An interview was conducted with Anna Hughes, the director of Flight Free 
UK. Flight Free UK is a campaign group which asks people to pledge to 
stay grounded for one year. The group was inspired by the first Flight Free 
campaign which started in Sweden. Other branches also exist in Australia 
and the United States. The purpose of the interview was to gather some 
initial insights on why people might fly. Further, the interview allowed to 
draw insights regarding effective methods that might help to encourage 
people to reduce flight consumption. A document analysis was also 
undertaken of the Flight Free UK website to gather further insights for  
the workshops. 

A consent form was emailed to the participant and completed. Ten 
questions were prepared beforehand as a guideline for the conversation. 
The interview took place over phone with the call lasting approximately 45 
minutes. The interview was transcribed and coded by the interviewer with 
key insights derived from the transcript. A number of techniques that the 
campaign group use to encourage people to fly less include:

 ► Raising awareness of the impact air travel has on others
 ► Highlighting the individual impact of flying 
 ► Enjoyment of travelling as a group
 ► Making others want to follow the crowd
 ► Policy change 
 ► Making alternative modes of travel look attractive 
 ► Sharing positive personal stories of people who have stopped flying
 ► Signing a pledge
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3.3 Design workshops
An online design workshop was the main primary research. Design 
workshops are a form of participatory design and are considered efficient, 
compelling and fun ways to build trust and gather input from multiple 
stakeholders (Hanington and Martin, 2012). Air travel might be a 
contentious issue as not everyone flies for the same reasons or at all due to 
socio-economic or environmental reasons. Therefore, using participation as 
a means of exploring values and perceptions related to flying was deemed 
an appropriate method.

Due to Covid-19 and lockdown restrictions, workshops took place online 
using Zoom. Volunteer participants completed a consent form beforehand. 
Miro was another valuable online tool in planning the content and 
running of the design workshops. It acted as a shared working space 
where participants were able to visualise their thoughts using post-it 
notes, strengthening the dialogue of the group. Despite not being able to 
host workshops in person, having them online still allowed people to, 
“come together and exchange information and views in a way that can 
incrementally build a big picture of a complex problem” (Conklin and 
Christensen, 2009). They ran longer than anticipated, due to the length of 
discussion during the activities. However, allowing the participants more 
time to talk resulted in an easy and open dialogue. 

All workshops were hosted by the researcher. Workshop 1 was a pilot 
consisting of four participants and Workshop 2 had three participants. 
Workshop 1 was split into two sessions over two nights and lasted 
approximately 2.5 hours each. The first half of Workshop 1(A) was 
a breaching experiment which included a values brainstorming, 
provotyping, and discussion of behaviour change designs. The second half 
(1B) was about future scenarios, and participants took part in a climate 
discussion, a brainstorm of the future issues for air travel, and finally a 
scenario planning activity. 

The structure of the Workshop 2 was similar to Workshop 1A, except 
for the inclusion of a short, positive overview of flying before the values 
brainstorming. Workshop 2 consisted of a breaching experiment, purely to 
obtain more data about values and provotype ideas. Future scenarios were 
not included since enough valuable data was gained from Workshop 1. 

Groups were shown presentation slides during the workshop and then for 
the activities and discussions the groups were shown a Miro board on the 
shared screen. To achieve diversity in groups, participants from different 
backgrounds were selected. They came from the non-profit sector, real 
estate, investment, media agency, ecological economics, academia and 
hospitality. Neutrality was also required in the design and facilitation of 
the workshops so participants would not feel their opinions were excluded. 
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‘Tools for understanding’ (Cottam, 2018) were adopted such as active 
listening and listening for silences.

The workshop was framed around two narrative questions. Workshop 1A 
and 2 was ‘We like to fly but how can we do it less?’ and were structured 
around the individual values of flying. Workshop 1B was ‘The world is in a 
bad state so how will air travel change?’ and addressed the climate impact 
of air travel and the future. Data was collected through different making-
telling-enacting activities (Brandt et al., 2013) in the workshop – the 
brainstorming activities, provotyping, discussion of the behaviour change 
designs, and the future scenario planning. While participants spoke, the 
researcher listened to the conversation and added post-it notes to the 
Miro board. Miro was an effective tool to document participants’ thoughts 
and opinions, and it also enabled everyone to see each other’s input on 
the screen and encouraged the group to contribute. A dialogue mapping 
technique (Conklin, 2006) was attempted for Workshop 2 during group 
discussion. Three different post-it note colours were used to represent the 
‘Question’, ‘Idea’, and ‘Argument’. 

The design workshops were recorded on Zoom and later transcribed using 
Otter. The data was analysed for themes and a values coding method 
(Saldaña, 2009). The transcriptions were inserted into a table format in 
Microsoft Word with three columns: one for dialogue, two for values 
and attitudes, and three for beliefs. Relevant thoughts and opinions were 
highlighted in the first column, and values, attitudes and beliefs were 
drawn out and added in columns two and three. A second table (see 
Appendix 2) was created with the most common values, attitudes, and 
beliefs from the two workshops. 
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Chapter 4:  
Findings

4.1 Exploring values
The workshops started with introductions and an overview of the 
workshop, followed directly by the breaching experiment (Garfinkel, 1967). 
The first activity involved brainstorming a list of values from air travel 
which took 30 minutes (Figure 2). Brainstorming was a generative tool 
which primed participants for the provotyping activity. The most  
common values were:

 ► Saving-time
 ► Affordability
 ► Ease
 ► Escapism
 ► Connectivity

Positive and negative aspects of air travel were brought up during 
the brainstorming practice. Participants began to identify reasons for 
why flying brought feelings of anticipation and relaxation. One person 
explained,

[M]y day to day, week to week would be like, right I’ve just finished work 
I’m meeting someone for drinks or I’m going to the gym, and then it’s 
very like time pressured. And then that kind of extends into the holiday 
experience where you like, I’ve gotta pack, I’ve gotta rush to the airport, 
peace on the plane, I’ve got to get my taxi or whatever. And I think the flight 
kind of it’s quick, it enables you to almost stretch out time and just kind of 
switch off and not be too pressurised by it. So it has been a great, kind of tool 
for that to kind of escape, the perils of modern time pressure.

Provotyping is the sketching of solutions to provocative, sometimes 
unrealistic ideas that would normally be difficult for users to imagine or 
put into words (Mindlab, no date; Haverinen, 2018). To aid participants 
in engaging with the detrimental aspects of air travel that may not 
be acknowledged or ignored, provotyping was considered a useful 
making and telling technique. Participants had 20 minutes to create their 
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provotypes – these could be drawn, a collage of magazine cut-outs, or 
mocked up on the computer. They were messaged or emailed over to the 
designer who uploaded them to the Miro board.

Values of air travel
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Figure 2: Values brainstorming boards from Workshop 1 (top) and Workshop 2 (bottom)
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In Workshop 1, the values ‘calmness’, ‘fast’, ‘childlike wonder’, and 
‘excitement’ were selected. In Workshop 2, ‘hospitality’, ‘ecological 
degradation’, and ‘excitement/convenience/time’. All participants 
successfully challenged the values they had chosen and participants shared 
similar experiences, relating or generally agreeing with each person’s new 
perspective of air travel. Three of the provotypes represented inverted 
values. In Figure 3 for example, ‘calmness’ from flying had changed to 
become a stressful and invasive experience. The participant compared the 
rush to and through the airport to a running race with different obstacles or 
points of disruption. 

The provotyping activity revealed aspects of air travel that were not brought 
up in the initial values discussion. In Figure 4, a participant had chosen 
the word ‘fast’ and drew different scenarios that contradicted his chosen 
value. He compared a short flight from London to Paris to a train journey 
and concluded that when you add the time it takes to drive to the airport 
and walk to your destination, the journey is not as fast as you think. He 
also added that booking a flight is not a quick process. There are many 
destinations, airports, and add-ons like insurance or car hire to choose from. 
This was a particularly interesting result since the same participant had 
earlier said, 

My thought is always gonna be air travel is quick. And when you have 
limited time because of work, you’re going to try and max out your holiday 
as much as you can. If that means going on a plane, even though it’s not good 
for the environment, you’re doing what’s best for you.

Figure 3: ‘Calmness’ provotype (above)
Figure 4: ‘Fast’ provotype (right)



Figure 5 shows how challenging values such as time, convenience and 
excitement, also changed perception of flying. The participant drew a 
passenger stuck on a plane in congested skies and related the experience 
to being stuck in a car in a traffic jam. For her this brought up feelings of 
boredom and exhaustion and raised the issue of air pollution. 

The four other provotypes were more like products or ideas that could be 
realised. A participant chose the childlike wonder of flying as his value 
(Figure 6). His concept had windows removed from planes and instead 
sold to passengers. A flight attendant hands one to a child but not the 
businessman because he is on his daily commute. His provotype brought 
up issues such as who is deserving of the flying experience, and how 
frequency removes enjoyment.

Figure 5: ‘Excitement/convenience/time’ 
provotype (left)
Figure 6: ‘Childlike wonder’ provotype 
(bottom-left)

2222
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Another participant chose the excitement of going somewhere, as his 
value. His provotype was an online platform that eliminated the need to 
travel (Figure 7). Similar to websites like Tripadvisor, he proposed that 
users could search for most-liked destinations, select a photo of a place and 
upload an image of themselves to it. This could then be shared with friends 
and family online. The provotype challenged the motives for why people 
travel. One participant replied, 

[T]hese are the people on Instagram, on Facebook, doesn’t really care about 
the place they’ve gone, but they always want to sell themselves out… the 
whole flight experience you don’t really care, it’s all about showing this is 
where I am, this is what I’ve done. I’m having a good life, that type of thing.

The internet supports and fuels a culture of commodified experiences.  

The next participant’s provotype also explored the use of technology. 
Choosing the value hospitality, his concept was 3D virtual meeting rooms 
for conferences, removing the need to travel (Figure 8). Drawing on his 
own experience working for a global hotel chain, he suggested that the 
need to fly for business is unnecessary, and that through faster internet 
connections and improved technology, tech companies would be able 
to offer this type of product to people and businesses that rely on social 
networking. The Coronavirus pandemic has already brought about this 
change but whether businesses will make it permanent is debatable. 

The last participant chose the negative value of ecological degradation 
(Figure 9). Her provotype depicted the skin of a rare animal species 
covering an airplane. Being a researcher in ecological economics she 
wanted to explicitly illustrate the impact air pollution has on non-

Figure 7: ‘Excitement of going somewhere new’ provotype
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Figure 8: ‘Hospitality’ provotype (above)
Figure 9: ‘Ecological degradation’ 
provotype (left)
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humans. Participants agreed this type of marketing, whether enforced by 
government or implemented by environmentally-conscious agents, would 
change people’s perceptions of flying.

4.2 Behaviour change designs
The final activity for Workshop 1A and B took approximately one hour, 
and required participants to respond to behaviour change designs which 
attempt to encourage people to fly less. These concepts were informed by 
the expert interview and are listed below:

 ►  The impact flying has on others (Figure 10) – a public poster high-
lighting how air pollution damages people’s health

 ►  Individual impact of flying (Figure 11) – a government advert on an 
airline site warning consumers of the emissions from the flight being 
booked

 ►  Not following the crowd (Figure 12) – comparison of experiences 
between a group travelling by train and their friend who decides to fly

 ►  Introducing a tax (Figure 13) – booking a flight on a mobile app that 
is significantly more expensive due to fuel tax 

 ►  Making alternative modes of travel look attractive (Figure 14) – a 
travel brochure for a holiday by train with price, time, and break-
down of journey.  

 ►  Positive personal stories (Figure 15) – the experience of someone 
who travels by train and its benefits 

Figures 10–15 (left to right)
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The purpose of the activity was to prompt further discussion around 
values. It generated mixed results between the two workshops. Workshop 
1 shared many thoughts and suggestions for how they or others might 
better respond to the designs. One participant for example, said that a 
price increase (Figure 13) punishes those who could no longer afford to 
fly, while the rich continue to break the rules. Instead, a tax was suggested 
once a consumer had gone over a certain number of flights. A second 
participant also rose an important point, that one concept working on 
advertising (Figure 10) is not effective on its own, but would work better 
in coordination with policy change (Figure 11). Alongside that, some sort 
of plan of action to avoid knock-on effects such as alternative transport 
or disruption to the economy. These comments supported the earlier 
expert interview with Flight Free UK. Anna spoke of the need for not only 
individual change but action from the government as well saying,

The situation we have now, is that we don’t have time to wait for that social 
shift to happen. So we need government to give us the structures so that 
we can make that shift. So, we need to be told why we shouldn’t be flying 
and we need to have those other alternatives put in place, in addition to us 
making those decisions ourselves, and within our peer groups.

In addition to a fuel tax, regulation, and cancellation all domestic flights, 
there must be stricter rules in place for individuals and groups to do the 
right thing.

The discussion from participants in Workshop 2 were more critical of the 
concepts and believed that the designs were relative to the individual. Figure 
10 was more provocative than others, sparking conversation around the UK 
government and how they would not support a campaign asking citizens to 
reduce their flying. One participant from Workshop 1 pointed out,

I don’t think Her Majesty’s Government would ever make this advert… I 
think we’d be encouraging you to fly to America as much as possible. Yeah, 
to maintain relations and make money and boost the economy… I don’t think 
like that compassionate thing runs through that government.

This also relates to comments from Workshop 2 about government being 
lenient with businesses that contribute to environmental damage. There 
is an impetus on individuals to change their behaviour instead of larger 
corporations. In response to the bus stop poster, 

You see these big petrol companies putting petrol in the sea and nobody really 
punished them or do something about it. So why do I need to renunciate my 
holidays to Ibiza, this summer, you know what I mean? It’s like the plastic 
straws or the plastic bags in supermarkets. Why are big companies not 
punished or forced to make a change, but the single person has to, so that’s 
why I think [people] will be like a bit sceptical with these policies.

Corporations as well as individuals need to change their behaviour. In 
addition to air travel, awareness and action must be raised about the 
impact of bigger polluters like shipping containers and cruise ships. As 
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long as they operate, there will always be people unwilling to change 
their attitudes and behaviours towards flying. In summary, the breaching 
experiment consisting of the values brainstorming, provotyping, 
and discussion of behaviour change designs were already engaging 
participants values and perceptions and getting them to question broader 
issues relating to air travel. 

4.3 Future scenarios
Workshop 1B started with the designer asking participants about the 
impacts of climate change and air travel. The group identified common 
climate issues such as flooding and warmer weather, pollution, as well as 
increased environmental activism and market for eco-friendly products. 
The group said the aviation industry’s use of fossil fuels and frequency of 
flights are contributors towards climate change. They also discussed the 
balance between human and non-human activity during Covid-19 and 
how pressing pause on human activity has allowed nature to take over 
again. The designer then shared information about the increasing climate 
change events occurring in the UK, and the impact the air travel industry 
has on society and the environment (see Appendix 1 for workshop slides). 
The group was quizzed on the carbon footprint of the average UK person, 
the ideal amount per person, the world average, and the goal for 2050. 
Participants were not aware of the concept of carbon footprints. They 
were also unfamiliar with the high amount of CO2 emissions related to 
flights. Some participants were surprised to learn that one long-haul flight 
amounts to half of an individual’s carbon footprint for an entire year. When 
given an example, participants were able to relate it with their own past 
flight activity and the average UK person’s footprint. They were however, 
not surprised to learn that the UK emits more carbon per person than the 
set target. So the UK is perceived as being a high emitter of CO2 despite 
their measures to meet targets, continuing to consume and produce at the 
same levels if not more. 

After learning about and discussing climate change, and the impact 
of the aviation industry and individuals, participants were asked to 
consider what issues and questions might arise for air travel in the future 
(another generative activity to prime the group for scenario planning). 
The group brainstormed as many issues/questions they could think of 
and the designer mapped them on the Miro board. A number of points 
were raised questioning growth and over-production which included 
‘reducing the number of routes’ and ‘too many airports’ (see Figure 16). 
Thoughts around nationalisation also emerged and the consequences for 
local government and community when large private businesses leave. The 
end of this activity required the group to choose the most uncertain issue 
(Sustainable fuel) and most significant (How to improve infrastructure).
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Figure 16: Brainstorming future issues

Scenario planning

From the Danish Design Centre (2019) – scenario planning is a tool that 
makes futures tangible and helps participants visualise and understand the 
challenges that might occur further down the line. 

‘Sustainable fuel’ and ‘How to improve infrastructure’ were assigned to 
the y-axis, and radical answers to both of these ‘No fuel’ and ‘Hyperspeed 
tubes for free’ went on the x-axis (see Figure 17). Each quadrant then 
became a scenario which each participant chose and came up with 
characteristics for. The top-left scenario was a privatised hybrid space 
network moving goods and people. The top-right scenario – the free 
hyperspeed tube which ran on renewable resources. The bottom-
right scenario again, involved the hyperspeed tube but considered 
infrastructure. The scenario in the bottom-left was about national hubs 
funded by the state. As participants described their future scenarios, 
a number of themes emerged such as governance, nationalisation, 
privatisation, and democracy. The group reflected on the matrix as a 
whole and noticed a consistent theme running through the scenarios. 
Long, hard work is required to achieve all of their outcomes but in reality, 
the government will rely on private organisations to complete large-scale 
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projects and bolster the economy. As one participant said: 

I think this is kind of a consistent theme actually. Because it will take years 
and years of work. Do you think there will be the political capital to invest in 
it? Or do you think governments will kind of chicken out and then they will 
try and say Amazon you build this?

The efficiency of government comes into question. Can the long-term needs of 
people be met regardless of who is in charge? One participant’s response was:

[W]hen you have a complex problem, with lots of moving parts and many 
stakeholders, you start with good intentions, and then you pull the plug, in 
about 12 months’ time, that’s the reality of complex and wicked projects.

Instead of a top-down approach issued by the state, the group spoke of 
a middle-ground approach for building a big national network, where 
communities were consulted and involved in the planning process. In 
addition, the group realised that flying had mostly been replaced with 
another technical solution. This lead to them asking what might happen 
to unused planes; recycling, scrap, using the materials for a new transport 
infrastructure, and even a series of flats inside an A380 were suggestions 
for what might happen to the planes.

Figure 17: Scenario planning matrix
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Scenario planning proved to be a useful tool in getting participants 
to imagine different futures but could be tweaked for future design 
workshops. Instead of using post-it notes to characterise each scenario, 
participants said they would have preferred to draw their scenarios. 
Unpicking the different characteristics might have been easier this way, 
and a better link to the breaching experiment since the participants enjoyed 
drawing and disseminating their provotypes.  

4.4 Workshop insights
Future workshops might benefit from participants having access to the Miro 
board so they can actively add their own thoughts and points. This would 
also free up the researcher or research assistant to pay closer attention to 
any themes or insights emerging. Of course, this does depend on the users 
involved and their technological capabilities. If design workshops were to take 
place in person, a whole day would be recommended with a break in between 
the breaching experiment and future scenarios. Creative supplies would be 
supplied for participants to build their provotypes or future scenarios, and 
there would be more interaction between group members during these stages. 
A camera would also be needed to record the workshops for later analysis. 

Overall, the design workshops generated much discussion about 
individual values (positive and negative), personal experiences, and 
perceptions of air travel. At the end of the workshops, participants thanked 
the researcher saying they thought the topic was thought provoking and 
important to investigate, and the discussion enriching. 

I think your workshop was so well organised and the topic is extremely 
important to investigate, thank you so much for allowing me to participate! 
I’ve participated in research before and this time was the most beautiful 
experience.

Design workshops offer what Ehn (1988) aspired for participants – to 
experience transcendence and think about what might be needed for 
radical change through design. 

To continue the discussion of values and perceptions related to flying, 
‘Inversion Cards’ have been designed (Figure 18) for future workshops. 
These cards are prompts for participants to think about the values we 
associate with air travel, such as ‘excitement of going somewhere new’, and 
whether it is something we actually desire or imposed upon us as a result of 
our consumerist society. The Inversion Cards could be used in workplaces 
where flying is still preferred, or in activist or community groups. They 
could also be adapted for other contentious issues by doing new workshops 
and finding new values. However, Inversion Cards and design workshops 
are not effective on their own without the right structures in place to 
support people in changing their behaviour. Governance is also needed to 
help shift values related to excessive consumption. 
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#01INVERSION CARDS

VALUE

CONVENIENCE

DISCUSSION POINTS

• What are the consequences for
   convenience?

• What feelings arise from being stuck 
   in traffic?

• How might airlines enhance the flying 
   experience?

• When have you seen flight congestion?

• Would busy skies make you fly more 
   or less?

#03INVERSION CARDS

VALUE

ECOLOGICAL DEGRADATION

DISCUSSION POINTS

• How are you reminded of the consequences of flying?

• What is ecological degradation to you?

• How does this make you think twice about flying?

• Who does this impact?

#02INVERSION CARDS

VALUE

EXCITEMENT OF GOING SOMEWHERE

DISCUSSION POINTS

• Do we fly to places because others have been there?

• How does the internet impact travelling?

• Why do we take photos of the places we visit?

• Do we share too many experiences online?

Figure 18: Inversion cards
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Chapter 5:  
Discussion

Governance and individual agency

From the research, it can be seen that participants’ values and perceptions 
related to flying do start to shift in a design workshop setting. Making 
and telling activities in the breaching experiments and future scenarios, 
allowed participants to challenge their individual values. More than that, 
they also helped participants reflect on broader issues related to air travel 
such as privatisation, governance and individual agency. The research has 
revealed that the need to reduce air travel is a socially, economically, and 
politically complex problem. The urgency of climate change means bottom-
up, grassroots approaches are not enough, and that change must also come 
from above. This is also echoed by Manzini (2015, p.157), “To achieve far-
reaching transformations at both the local and larger scale, some top-down 
actions are also needed”. The results from the survey, the expert interview, 
and workshops indicated that individuals need structure from governments 
in order for more people to be aware of the impact of air travel and reduce 
their flying. Although, whether this structure is provided by the current 
conservative UK government is questionable since its neoliberal policies 
favour privatisation, deregulation, and competition (Monbiot, 2016). 

Structure from government

There needs to be a balance between handing down rules and guidelines, and 
allowing people to make their own choices. Top-down interventions from 
the government such as social-distancing, mandatory face coverings and 
campaigning to lose weight, can be highly contested as the ongoing Covid-19 
pandemic has shown – resulting in breaches and/or a lack of trust from the 
public (Meisenzahl, 2020). The way the state and its agencies interact with 
its citizens and their organisations needs to change (Manzini, 2015). Any 
communications or campaigns directed at the wider population “must reflect 
the nature of contested information and provide a space of debate’’ (Boehnert, 
2018, p.150). Participatory design in the form of workshops provides that space 
for an exchange of information and debate. They are a new way for people to 
interact with each other. Rather than being expected to change their behaviour, 
citizens are given the creative tools to reach a shared understanding.  
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Control and agency are shared amongst the people who will ultimately be 
affected most by the outcome (Vines et al., 2013; Simonsen and Robertson, 
2013). If structure is to come from the top, it is important to consider how 
much direction comes from the designer(s) and how much involvement is 
required from participants.  

Designing participation

In a research project, the designer initiates and directs the project. They find 
the participants, facilitate the workshop, and are the main point of contact 
for everyone involved. However, for wider social change such as shifting 
values related to overconsumption, or encouraging people to fly less, the 
participation process can be more complex. Who initiates the workshops and 
who are the beneficiaries? For large-scale change, workshops would need to be 
initiated by a government body. The workshops are ultimately for the benefit 
of everyone since reducing flying will lower emissions and consumption of 
natural resources, so the public are the beneficiaries. However, if the outcome 
is to change the behaviours and values of the wider population, who will 
participate? People who are already engaged with social or environmental 
issues, the general public, or both? Usually it is “those most inclined to 
participate in design innovations” (Vines et al., 2013). This can result in a 
misrepresentation of the people, a language that is not accessible to the wider 
population, and the exclusion of members of society needed for change. How 
participation is initiated and where is an important part of the context in the 
participatory design framework (Sanders et al., 2010). Designs workshops 
are not only for participants who fly but for people who do not fly, and those 
who are able to change policy. These different actors need to come together to 
understand one another’s viewpoints – how we are pressured to fly to places 
in search of relaxation, the impact of emissions on non-humans, or what is 
required to put a cap on flights. 

Following on from workshops with the general public, design workshops 
could be used for the development of policy related to the scaling down of 
air travel. Using research from the public workshops, and consulting with 
government stakeholders, designers would form new participatory activities 
for policy makers. Workshops can have a positive effect on participants’ 
understanding of policies, but as Kim and Nam (2018) point out, the 
government’s values might differ from the ideal value of a workshop.

In workshops initiated by the state, the overarching goal (for the purpose 
of this dissertation) should be shifting values related to overconsumption. 
Other stakeholders might have different goals, like making sure that local 
tourism is still supported, or making other transportation more affordable 
for example. And there might be tools and techniques inserted into design 
workshops to help users realise these supplementary goals, but the point 
of the workshop is for all actors to engage in the problem space together. 
Ideally, that would mean having the stakeholders and users in the same 
room. Other designers such as Hilary Cottam (2018) have demonstrated 
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the effectiveness of bringing different actors together, forming 
relationships, and creating the conditions for people to bring about change 
together. Sustaining these relationships and ensuring the shift does not lose 
momentum requires commitment and time from everyone involved.  

Beyond design workshops

For diversity of participants and public involvement in opportunities 
for socio-political, economic and environmental change, designers can 
look towards initiatives such as citizens’ assemblies. People are chosen at 
random by an independent body to meet and deliberate on a particular 
issue that is neither too broad or narrow. Stakeholders and people with 
lived experience are both given a platform to draft questions, listen to 
speakers and share thoughts (Innovation in Democracy, 2020). Having 
the time to reflect on all aspects of the issues means citizens are more 
informed and better able to provide valuable input for policy change. It is 
what Janzer and Weinstein (2014) refer to as, ‘Designing a Situation with 
an Inside Perspective’. This space of deliberative democracy has the most 
transformative social change. A citizen assembly could also provide the 
opportunity to learn and reflect on the wider impacts of air travel such 
as ecological degradation or job losses in aviation and work towards new 
solutions that will support the environment and people.  

Participation from household, the market, the community, and the state, is 
needed to achieve ‘Eudaimonia’, what Cottam (2018) defines as a society 
flourishing. Participation is key, and the role of designers, facilitators, and 
initiators is to build an inclusive framework that enables others to share, 
learn, and discuss in an open and respectful way.

Design and politics 

Households, the market, communities and the state need a new strategy 
for action to achieve large scale change. Design historian, Victor Margolin 
(2019) calls this strategy for action an ‘action frame’. He argues that 
alternative political and economic systems and institutions, rules and laws, 
and also customs and habits are impossible without a new action frame. 
“We need to rethink the way we organise our lives at every level from 
the local to the global” (Margolin, 2019, p.19), a direction also echoed by 
the Degrowth discourse. Society needs to move away from the capitalist 
ideology and towards an economy focussed on the wellbeing of people and 
the environment (D’Alisa et al., 2015; Kallis, 2018; Hickel, 2020).

Part of a new action frame would include the scaling down of production 
and consumption. Further, instead of a focus on exchange-value the focus 
needs to be on use-value i.e. focusing on satisfying people’s needs (Kallis, 
2018). Aspects of a new economy already exist in communities in the UK 
such as renewable energy projects, farmers’ markets, slow food clubs, tool-
sharing hubs, and volunteer-run gardening. Such a reconceptualisation 
of economy would allow people to contribute, support others, and live 
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without the need for extra materials and energy, creating a greater sense 
of wellbeing and achievement than any materialistic or consumer-based 
activity (Jackson, 2015). Reprioritising people and environment over profit 
will lead to a more egalitarian society. Redistributing wealth from private 
corporations to local and national governments and initiatives will help 
people see the value in community and conviviality. Instead of placing 
value on money and personal success, we should place more value in 
nature and our environments which “support the maintenance of life 
sustaining conditions over time” (Boehnert, 2018, p.133). 

Design is an important link between society, the environment, and politics. 
It is more than an artistic practice. It is a ‘great social laboratory’ (Manzini, 
2015) that involves building the framework for everyone to design new and 
sustainable ways of living – from practical drawing exercises to writing 
policies. It encourages empowerment and thinking beyond a specific 
object or issue. Design is also political. It is responsible for the creation and 
promotion of things, resulting in a culture that supports neoliberalism and 
capitalism (Julier, 2013). Therefore, it also has a responsibility to intervene 
and challenge markets, society, and governments. Designers should have 
an awareness of the dynamic state of design cultures; to identify and act 
when our environments and people are losing out to capitalism. Italian 
architect Adolfo Natalini (1971, cited in Block, 2020) rejected the status quo, 

If design is merely an inducement to consume, then we must reject design; 
if architecture is merely the codifying of bourgeois model of ownership and 
society, then we must reject architecture; if architecture and town planning 
is merely the formalisation of present unjust social divisions, then we must 
reject town planning and its cities.

And it continues today with design groups such as Occupy Design (2020) 
who question the design community about it’s role and responsibility 
within capitalism, and Do the Green Thing (2020) (run by a team from 
Pentagram) who challenge the assumptions and behaviours developed 
from unsustainable modern life.  

In summary, shifting values related to flying and mass consumption is 
a complex problem. It requires action not only from the bottom-up but 
the top-down. Governance provides structure to society but rather than 
informing with rules and policies, people should be more involved in the 
decision-making process, and this is the benefit of participatory design. 
Designers/initiators help to frame the social or environmental issue and 
work alongside stakeholders and participants to encourage discussion, 
learning and sharing of information. The beneficiaries are everyone 
who is impacted by the issue(s) so it is important that participants are 
representative of the wider population. However, greater social change 
is only really possible with a new action frame. The cultural shift needed 
seems to not be achievable while maintaining the capitalist ideology. 
Design offers tools that can support positive change, if designers and users 
are ready to experiment with them to envision new structures and systems. 
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Chapter 6:  
Conclusion

This dissertation set out to answer the question: how can design 
workshops help shift the values and perceptions people have related 
to flying. The research showed that participants thoughts and values 
are successfully challenged through breaching experiments, and future 
scenarios enabled them to imagine futures and reflect on wider socio-
political as well as socio-economic issues and values. A tension between 
governance and individual agency was revealed in the project. People 
will change their behaviours or actions if they are given the structures and 
support from above.  

Participatory design workshops are more than just a space to involve 
users in provotyping or speculative futures activities. They are useful and 
enjoyable spaces for learning, sharing, and reflection. However, there is 
no way of telling whether the workshops will have a lasting impact on 
participants. Improvements might include having a whole day to run 
the workshop with participants. Inversion cards could be used in place 
of provotyping, then the future scenario section could be expanded so 
participants can create storyboards or physically engage in enacting 
activities to make futures more tangible. This could be connected to further 
research, using participatory tools and techniques to explore benevolent 
and universalistic values. The design workshops and inversion cards could 
also be adapted for other contentious issues such as eating less meat, or 
using public transport instead of driving.

However, design workshops alone are not enough to help shift people’s 
values and perceptions related to flying. If the current culture of mass 
consumption and production is to change, further action is needed. 
Governments need to move away from economic growth towards an 
economy that helps people and environment to flourish. A new action 
frame requires the involvement of designers, policy makers, scientists 
and citizens to work together and make informed decisions about a more 
sustainable future for all. 
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Appendix 1

THE FUTURE
of 

Agenda
Introductions
Sharing values
Provotyping activity
Focus group
BREAK
Climate and air travel  
discussion
Scenario planning activity
END

BREACHING 
EXPERIMENT

PART 1

Values of air travel 
(10mins)

As a group, list as many 
values from air travel 
that you can think of

Provotyping 
Disrupting our everyday life

PART 2

Provotyping 
(20mins)

Choose a value and turn it on its head. 
How can you make the familiar unfamiliar? 

What does it look like?

You can use collage, paper, pencils and pens, internet images and Microsoft paint,  
your phone...if you need to leave your computer to take a photo that’s okay too!

Workshop slides
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Steven and his three friends are on the start of 
their  one-week holiday. They’re travelling from 
London to Rome. They haven’t seen each other 
in a while so they are looking forward to catching 
up on the train journey and seeing different cities 
along the way.

Chris is waiting to board his flight from London to 
Rome. He chose not to join his friends who are 
travelling by train because he thought it would take 
too long. He is bored, sitting at the gate by himself, 
and wonders which country his friends are passing 
through.

Stories

Leo’s favourite places are by rail
06 July 2020

Leo has fond memories of growing up – walking and cycling everywhere, 
and being within a 20 minute train ride to Edinburgh. His summer holidays 
were by train too, with trips to Yorkshire and Wales being some of his 
favourites. 

Conscious of the impact aviation has on the climate, the natural world, and 
other people, Leo has chosen to continue his journies by rail. As an artist 
inspired by the natural world, he worries what it will be like when his two-
year-old reaches his age.

He now explores his home-country by train and documents his experience 
for others to enjoy. It’s a great way to explore the cities, wild nature, and 
famous islands of Scotland. Europe is also within realistic reach. Leo and his 
wife travelled to Paris, Bruges, Leuven, and even to Italy for a three week 
tour with an 11 month old. 

The train is so much more than a necessary part of getting there. It’s a 
journey, a voyage. It’s a rich and important part of the whole adventure. It’s 
memories. Train is simply the best way to travel. And you really are helping 
save those puffins.

Jennifer and Oren on the train from Scotland  
to Italy

From the sitting room, Helmsdale station

FOCUS GROUPBEHAVIOUR CHANGE
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SHORT
BREAK Climate change

Climate change in UK

WildfiresBritish wildfires  
are more frequent3

Fairbourne, Wales first town 
to be decommissioned

Rising temperatures
10 of the warmest years have 
occured since 20021

Image: BBC

Im
ag

e: 
Ian

 Sk
elt

on

Flooding
Worst floods for more than 550 years2

Image: The Guardian

Im
ag

e: 
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e G
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ian

1 (Kendon et al., 2019), 2 (Harvey, 2019), 3 (Bliss, 2020), 4 (Wall, 2019)

Displacement

An unachievable goal?

Impact of air travel?

Impact of the air travel industry
9% of CO2 emissions comes from aviation in the UK*

and the industry plans  
to double the demand**

* Aviation Environment Federation, 2020 **Stay Grounded, 2020

Extraction of 
fossil fuels

Pollution

Removal of 
homes & land

New technology 
is damaging

Biofuel alternative 
is just as harmful

Offsetting doesn’t  
absorb today’s carbon

Cheap flights 
increase demand

Airport 
expansions

Individual impact

UK’s 2020 target

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

10.5

(for food, stuff, household and travel)
Tonnes of CO2 per person per annum

Individual impact

UK’s 2020 target UK average

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

1.05 5 10.5 13.5

(for food, stuff, household and travel)
Tonnes of CO2 per person per annum
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Individual impact

‘Fair share’

this is where 
we need to be

World average UK’s 2020 target UK average

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

1.05 5 10.5 13.5

(for food, stuff, household and travel)
Tonnes of CO2 per person per annum

FUTURE SCENARIOS

Scenario planning
(20mins)

Useful links

Carbon calculators
Flight carbon calculator
https://shameplane.com/ 

Carbon footprint of your food
https://www.bbc.co.uk/news/science-environment-46459714 

Ecopassenger – travel comparison tool
http://ecopassenger.org

Organisations campaigning for reduced flying
Flight Free UK
https://flightfree.co.uk/ 

Stay Grounded
https://stay-grounded.org/ 

Alternative travel
The Man in Seat 61
https://www.seat61.com 

Workplaces
Travel policy advice from Jens Borken-Kleefeld
https://stay-grounded.org/webinar-grounding-organisations/ 

Universities
ExPlane
https://www.timetoexplane.com/  

Books
How Bad are Bananas? by Mike Berners Lee

THANK 
YOU!
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Values Attitudes Beliefs
Speed Anticipation enhances flying 

experience
Must always be on the move

Affordability Flying allows you to take time out You pay for a service

Human 
connection

Flying can be elitist Our lives are time pressurised

Quality Perception of time changes Travel enriches your life

Brands Flying for novelty is more common Technology will improve our way of 
living

Comfort Shorter flights normalised, no 
consequences

There are consequences for human 
actions

Freedom We fly to get away from everyday life Nationalism

Business Travel is cultural Business boosts lifestyle

Identity Tourism is shallow Always keep on the move

Wealth Luxury is fake

Productivity Waste

Amusement ICTs increase travel

Technology UK isn’t environmentally-focused We are experiencing climate change

Movement UK relies heavily on privatisation Nature benefits from less human 
activity

Affordability UK has too many airports Humans have a desire/instinct for 
progress

Power Sustainability comes at a cost Neoliberalism

Control Flying/transport exposes social 
inequalities

Nationalisation equalises society

Simplicity Top-down approaches for long-term 
projects inaffectual

Adapt to survive

Time Hard work pays off

Deliberative democracy

W
or

ks
ho

p 
1A

 &
 2

W
or

ks
ho

p 
1B

Appendix 2

Table of values, attitudes and beliefs
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Appendix 3

Expert interview questions

Interview with Anna Hughes – 07 July 2020

1.  What do you find is the most effective tool in getting people to change their flying 
behaviour?

2.  From your conversations with people around the country, do you think people are 
aware of the environmental impact of flying? Eg. one answer in my own survey said “I 
take the most suitable form of transportation based on distance and cost”– doesn’t account for 
environment at all

3.  What do you think is the best way of getting people to realise the environmental 
impact of flying? 

4. What are your thoughts on carbon footprint calculators?

5.  A lot of people value flying because it’s easy and gets them to places quicker. What 
values do you have from not flying?  

6.  What are your thoughts on provocation? Do you think it can be used to change 
people’s perceptions?

7.  Making pledges are great for encouraging individual change. What would you 
suggest for collective change? Local or National

8.  What do you think are the key big issues or questions that will need to be addressed 
in the air travel industry if we are to reduce our flying?  

9. Who will be the key figures in getting that change to happen?

10. What’s happening next for Flight Free UK?
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Appendix 4

Survey questions

1. Thank you for agreeing to take part in this survey. Your answers will be recorded and 
used for dissertation research. All the data will be safely stored and kept confidential and 
anonymous. Are you happy to proceed? 

2. Have you flown in the last 12 months?

3. How many flights have you taken in the last 12 months? (single or return trips)

4. How many of those flights were for work? (includes trips taken for school or research)

5. Please list your flights taken for work (eg. LDN to NYC return)

6. How long did you spend in your destination for work trips?

7. Please list your flights taken for leisure (eg. LDN to NYC return)

8. How long did you spend in your destination for leisure trips?

9.  Of the leisure trips taken, which were for the following? (you can select more than one) 
Weekend trip/Long vacation/To visit friends/Special occasion/To visit family/loved 
ones

10. Have you ever paid to carbon offset a flight?

11.  If you answered Yes, how regularly do you carbon offset your flights? 
Just the once/Every other flight/Short-haul only/Long-haul only/Every flight

12. Do you carbon offset your flights for work?

13. Do you enjoy flying? Why/why not?

14. Is flying your usual mode of travel for work or leisure trips?

15. If you answered No, what is your usual mode of travel for work or leisure trips?

16.  Have you ever opted for alternative modes of travel instead of flying?  
Eg. car, train, coach, ferry

17. If you answered No, why not?

18.  If you answered yes, please list which mode of travel you took instead of flying and 
why.


