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Understanding wellbeing is not enough

Human–Computer Interaction (HCI) and Interaction Design (ID) focus increasingly on 
designing technology in ways to increase users’ subjective wellbeing through interaction 
(see Diefenbach, 2017). Consequently, a number of models attempt to describe ‘wellbeing’ 
and ‘positive experiences’. For instance, Desmet and Pohlmeyer (2013) provided a ‘frame-
work for positive design […] that includes three main components of subjective well-
being: pleasure, personal significance and virtue’. Jordan (2000) distinguished four types of 
pleasure: physio-, socio-, psycho- and ideo-pleasure. Hassenzahl et al. (2013) introduced an 
approach based on psychological needs, such as autonomy, relatedness, competence, stimu-
lation, and popularity, which provide ‘potential “sources” of positivity, meaning – and ulti-
mately – happiness, when fulfilled’. Those approaches mainly provide a general mindset, 
that is, a high-level model of how wellbeing might be best understood in the context of 
technology design. However, in design the devil is in the details. While understanding 
positive experience is a good start, this alone does not provide sufficient support to design 
for wellbeing. In other words, there is a substantial gap between the abstract models of 
wellbeing in HCI/ID and the concrete design of wellbeing-driven technology. 

In this chapter, we suggest a practice-oriented approach to begin to bridge the gap 
between abstract experiential design objectives and specific products and interactions. 
We start with a short introduction to our theoretical understanding of wellbeing-driven 
design and show how elements of social practice theory can inspire a set of practical 
design-supporting activities. Then, we present and discuss a case study to highlight chal-
lenges and opportunities of the suggested approach. Finally, we discuss potential future 
work and some ethical challenges.

Linking wellbeing and social practice theory

Subjective wellbeing (i.e., happiness) is essential to people. Lyubomirsky (2007) describes 
happiness as the ‘experience of joy, contentment, or positive well-being, combined with a 
sense that one’s life is good, meaningful and worthwhile’ (p. 32). Obviously, this descrip-
tion is too unspecific for design. Furthermore, it is a pressing question how positive expe-
riences are formed, and what role technology might play in this process.

Sheldon and Lyubomirsky (2006) argued that intentional activities are an important 
source for wellbeing. What people do and how they do it can increase or decrease wellbe-
ing in everyday life (see also Diefenbach et al., 2017). While Sheldon and Lyubomirsky 
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(2006) focused on carefully arranged, intentional, therapeutic activities, such as reflecting 
on personal strengths or being grateful, we assume that wellbeing is also made through 
mundane everyday activities (see Huta & Ryan, 2010), such as preparing coffee.

Hassenzahl et al. (2010) introduced a set of needs into HCI and ID (see Figure 11.1). 
They understand this particular set as a multifaceted lens increasing the comprehensibility 
of the sources for positivity in everyday activities. Needs offer a valuable way to charac-
terise and categorise positive experiences. They constitute a starting point as well as an 
objective for design.

Conceptually, in order to provide greater need fulfilment, it seems to be a small step 
to design for wellbeing by arranging and crafting mundane everyday life activities delib-
erately (Hassenzahl et al., 2013). Practically, the gap between possibilities for need satis-
faction and actually creating specific activities in a fulfilling way is substantial. Moreover, 
HCI and ID focuses primarily on things such as artefacts and technology. The emerging 
interaction of people with technology and artefacts could be seen as a way to shape the 
activity and ultimately the experience. What is needed is an action-oriented framework, 
which explicitly includes the material as an important constituent of action.

To this end, social practice theory (Reckwitz, 2002) provides a number of ideas which 
help to bridge the gap between abstract need fulfilment and concrete, situated, everyday 
use of technologies (Hassenzahl, 2018). First of all, a social practice can be understood as: 

a routinized type of behaviour which consists of several elements, interconnected to 
one another: forms of bodily activities, forms of mental activities, ‘things’ and their use, 

Figure 11.1  Overview of a set of needs.

Hassenzahl et al., 2010; based on Sheldon et al., 2001.



156  Holger Klapperich et al. 

a background knowledge in the form of understanding, know-how, states of emotion 
and motivational knowledge.

(Reckwitz, 2002, p. 294)

‘A practice forms a ‘block’ whose existence necessarily depends on the existence and 
specific interconnectedness of these elements, and which cannot be reduced to any one 
of these single elements’ (Reckwitz, 2002, p. 250). In this sense, practice theory is an 
action theory that focuses on the constitution of routine everyday behaviour through 
‘shared knowledge, which enables a socially shared way of ascribing meaning to the world’ 
(Reckwitz, 2002, p. 246).

Based on Reckwitz (2002), Shove et al. (2012) further simplify the notion of a social 
practice. To them, the practice as a unit of analysis consists of competence (e.g., skill, know-
how and technique), meaning (e.g. symbolic meanings, ideas and aspirations) and the 
 material (e.g. objects, tools and infrastructures). Forming a practice is understood as estab-
lishing new links between these elements. In addition, if any of those three elements 
changes or is changed, the remaining elements will change, too.

Shove et al.’s structure is especially helpful from a design perspective. First, it highlights 
the integral role of the material (e.g., technology in the context of HCI/ID) and asserts that 
practice and material are inseparable. Whether intended by design or not, the particular 
form of the material will inevitably shape the practice, in the same way the practice shapes 
the material. A close interdependence of action and the ‘tools for action’ are decisive fac-
tors to which extent the material has an impact on a practice. Second, competence in the 
sense of ‘technique’ underlines bringing in knowledge and skills by incorporating technol-
ogy (İhde, 1990). We have to bear in mind, that today’s technology design mainly attempts 
to ‘move’ competence into the material in order to enable the user to fulfil a task. For 
instance, almost every car is equipped with a navigation system. Skills of wayfinding (com-
petence) are moved into the car (material) in the form of navigation systems. Wayfinding 
as a practice changes dramatically or even disappears (e.g., Aporta & Higgs, 2005). Third, 
thoughts, emotions and motives are subsumed under the notion of meaning. Shove et al. 
(2012, p. 23) argue that meaning is ‘tricky territory in that those who write about social 
practices are in much less agreement about how to characterize meaning’ and therefore it 
should be dealt with cautiously. 

We suggest that the notion of needs helps to clarify the ‘tricky territory’ of meaning. 
The fulfilment of certain needs is the basis of the motivation to perform an activity, i.e., 
to engage in a practice. Although there are only a few needs, there are numerous ways in 
which they are fulfilled. We believe that this link between social practices and need fulfil-
ment outlines a comprehensible approach which helps to bridge the gap between abstract 
notions of wellbeing through need fulfilment and general and concrete ways of the same 
(see Figure 11.2).

Finally, Shove et al. (2012) distinguish ‘practice-as-performance’ from ‘practice-as-
entity’. Practices constitute themselves, change and dissolve through individual perfor-
mances: ‘[…] Through performance, through the immediacy of doing, […] the “pattern” 
provided by the practice-as-an-entity is filled out and reproduced’ (Shove et al., 2012, 
p. 7). The practice-as-entity is thus more normative, a potentially idealised representa-
tion of a practice. For example, if talking with other people about practices of riding a 
bike, most people will know that the material is a bike, that particular competencies are 
required in order to be able to ride the bike. The potential meanings might be resource-
saving, weather-dependent, slow, healthy, exhausting or dangerous. This practice pattern 
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is constituted through single performances and experiences but provides a more abstract 
blueprint of what it means ‘to ride a bike’. At the same time the pattern impacts the way 
the practice is performed. Changes in practices happen through deviations in perfor-
mances, which eventually alter the pattern. For example, people who grew up in a time 
when it was still unusual to own a car, used bikes frequently, making it the dominant mode 
for individual transportation. The practice was related to feelings of autonomy and free-
dom. Later, the car took over and today, in the Western world, riding a bike is more closely 
related to leisure time, health and sustainability than to getting from A to B. As a result, it is 
important for designers to understand that they are able to modify practices by changing 
the material, the meaning and also the competence involved.

In sum, practice theory provides a relevant theoretical frame, which links action, 
knowledge, material and meaning with each other and suggests a reciprocal relationship. 
Design artefacts (i.e., material) provide opportunities for action, and the performance of a 

Figure 11.2  How practices link the particular dimension of ‘How’ (e.g., design) and the general 
dimension ‘Why’ (e.g., research).
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practice creates meaning through the particular configuration of all elements. Moreover, 
practice theory addresses the way practices change over time. Finally, it provides a way to 
understand single, situated, highly context-dependent instances of performed practices as 
part of a more abstract, culturally shared and understood overall pattern. By introducing 
a link between the meaning of specific practices and psychological need fulfilment, the 
present approach constitutes a reasonable conceptual and methodological approach to 
wellbeing-driven design.

The practice of wellbeing-driven design

We divide our approach to design for wellbeing into six steps: (1) to delimit the design 
space, (2) to gather positive practices, (3) to consolidate, (4) to design ideal practices, (5) to 
specify the material and (6) to realise the material.

In the following, we introduce each step by (a) clarifying its purpose, by (b) describing 
the main activity to achieve this purpose and by (c) presenting some illustrative insights 
from one of the case studies we conducted to explore the approach.

Step 1: Delimit the design space

Most practical design projects require to limit and structure the design space beforehand, 
mainly due to limited resources in terms of time and money. In general, our approach 
assumes a top-down perspective (see Figure 11.2): design for wellbeing should ideally 
begin with ‘designing’ positive moments which are experienced within meaningful prac-
tices, and only later should it address the ‘things’ (i.e., technologies) which are required in 
order to shape the practice accordingly. For example, one can take a certain interest as a 
starting point, such as looking for ways to support couples in long-distance relationships. 
Such a ‘theme’ will help to focus on a group of practices, such as how couples try to feel 
close over a distance. This limitation reduces the research area and makes the design work 
more manageable. The ‘theme’ itself does not need to be justified, as long as the design-
ers who are involved agree on its relevancy. However, in reality many technology design 
projects are bottom-up, that is, they start from the materials which are to be used later. 
For example, when designing in the context of cars, one may focus on practices related 
to cars. When designing a coffee machine, one may focus on practices of brewing coffee 
(as in our case study). In general, there is a danger of setting the limits too narrow. Thus, 
we always recommend broadening the scope a little further than one would typically 
consider given the material at hand. For example, in the context of brewing coffee, one 
may focus on broader practices, such as the ‘coffee klatsch’ (a spontaneous get together 
for having a coffee and a chat), rather than on narrow issues of, for instance, operating 
the coffee machine.

To familiarise oneself with the theme, initially, a number of practices from one’s own 
everyday life experience should be compiled, in order to get a feel for the design space. 
Of course, it is possible that the research area at hand is not ubiquitous and there is no 
connection to the designer’s personal experience. For instance, it may be difficult to name 
practices of parenting without the experience of being a parent. However, even in this 
case, culturally shared notions of practices exist. They may lack detail and may even be 
overly stereotypical; nevertheless, they can and should serve as a starting point for future 
research. If resources allow for it, a number of additional open conversations with other 
people outside the team may add further depth to the initial design space. Another source 
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for practices can be found in movies or literature (Blythe & Wright, 2006). In general, the 
practices gathered in this first step should be as authentic as possible.

Step 2: Gather positive practices

Typically, empirical explorations of tasks and contexts which support design, attempt to 
answer the question of what people do and what types of problems they experience – on 
average. Design is then used to supposedly ‘solve’ these problems. In fact, the gap between 
the knowledge which is gathered through this type of analysis (e.g., average notions about 
the problems people have with brewing coffee) and potential solutions (e.g., new ways of 
brewing coffee) is wide, potentially leading to the disconnection of ‘data’ and ‘idea’ (design 
gap, Wood, 1997). We advocate a different strategy, namely to analyse people, we call them 
‘positive practitioners’, who particularly take joy from a practice within the limits of the 
given theme (Step 1). Those instances of outstanding performances of positive practices 
in terms of need fulfilment will serve as further inspiration for the deliberate (re)design 
of practices.

We explore the main elements of a positive practice through applying a semi-structured 
interview and an in situ (re-)performance of the positive practice. To this end, we devel-
oped the positive-practice canvas (PPC) as a design-oriented, visual interview guide (see 
Figure 11.3). The PPC is printed on an A3 paper size format. On the one hand, it provides 
an overview of all relevant elements and key questions. On the other hand, it works as a 
notepad to document answers. As a first step, we ask participants to ‘pick a positive every-
day practice, associated with the [theme]’. We then ask participants to perform the positive 
practice they have picked. Ideally, researchers would find themselves in the right place at 
the right time. As this is only rarely possible, we encourage the interviewee to act out the 
practice as close to the original performance as possible. Subsequently, we ask participants 
to go through the practice just performed before step-by-step using the PPC. In each 
step we ask participants to elaborate on the meaning (e.g., ‘Take a minute to think about 
the selected practice’, ‘Tell me why you are engaging with this practice’, ‘What is your 
motivation?’), the competencies (e.g., ‘What kinds of skills and knowledge are necessary 
to perform your practice?’), and the material (e.g., ‘What kinds of objects do you use to 
do this?’). From a wellbeing perspective, it is important to gather the specific meaning of 
a given practice which is provided by the participant. While practices can be comprised 
of similar materials and competencies, they can differ in the way they are performed. For 
instance, the act of riding a bike requires a bicycle and the skills to ride it. However, an 
especially competence-oriented way to ride a bike (e.g., a BMX) certainly differs from a, 
say, socially-oriented way (e.g., touring with friends). When trying to pinpoint the needs 
which are involved proves to be difficult, the guideline offers clarifying questions (based on 
Sheldon et al., 2001), such as: ‘When you engage in this practice, do you feel close to peo-
ple important to you?’ (relatedness), or ‘… do you feel like experiencing something new?’ 
(stimulation). Through these questions, different types of motivations can be brought up 
and they may help to characterise the meaning which is experienced by the interviewee. 
It is advisable to first find out about the motivation which stands behind the motivation to 
perform a certain practice (i.e., meaning) as it helps immensely to gather information on 
the competencies and the materials which are needed. When talking about the materials, 
the interviewer must not only take material objects (e.g., tools) into focus, but also the 
context (e.g., location, time). In each step all three elements are present and remain con-
nected. Thus, the PPC helps to organise, structure and elaborate all elements of a practice.
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The interviewer should ensure that important information and insights are noted on 
the canvas (see Figure 11.4). Furthermore, the PPC is accompanied by a more traditional 
written guideline; both can easily be used together or as separate tools. The PPC’s overall 
goal is to capture the unfolding of a particularly positive performance of a practice over 
time, organise its content and select verbatim quotes, to make it accessible for design. It 
needs to be pointed out that from our experience, it is better to let participants describe 
different practices one after the other rather than mixing them up in one description. 

Figure 11.3  The positive-practice canvas (abstracted).
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In our case study we interviewed eight people who enjoy brewing coffee and gathered 
17 single positive practices. P1, a 29-year-old male civil engineer, enjoys ‘coffee brewing 
for guests’. He wants to be a good host: ‘[…] I want to demonstrate hospitality by giving 
only the best to my guests.’ He creates an atmosphere of comfort and cosiness through the 
warmth and smell of the freshly brewed coffee. This practice is driven by the need of relat-
edness: he takes care of his guests, as they are important to him. For example, it is important 
for him not to lose contact with his guests during the practice of brewing coffee. As a 
result, he gives a detailed explanation, attempts to keep them in a loop and tries to make 
the coffee brewing process more transparent. P2, a 35-year-old female student, engages in 
a ‘ritualised coffee brewing’. For her, the manual coffee grinder is the most important tool 
in the kitchen. Grinding the beans, taking care of the coffee is a sign of taking a moment 
off on a busy day. P2 enjoys the ritual and the security it provides: ‘[…] it is like a holiday 
from daily life, a break.’ These examples show how practices can be distinguished by the 
major needs they fulfil. Although both practices involve the preparation of coffee, their 
purpose is quite different, which in turn impacts the way the practice is performed.

Step 3: Consolidate positive practices

Gathering positive practices results in a collection of distinct, individual, positive perfor-
mances of practices. Depending on the number of ‘positive practitioners’ interviewed and 

Figure 11.4  A handwritten positive-practice canvas used in an interview.
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their practices, the collection of positive practices can become large. On the one hand this 
is good, as it represents a substantial pool to be inspired by; on the other hand, this pool 
might need to be consolidated. We suggest two different strategies. One is to take the most 
inspiring positive practice (with a clear need fulfilment and a strong connection between 
all elements) and to use it as anecdotal input for design. The other is to further consolidate 
the gathered positive practices. 

We suggest the above can be consolidated by grouping practices which are similar in 
terms of their meaning (i.e., needs fulfilled) (see above). This results in bundles of practices 
with the same meaning populating the same design space (in our case, to brew coffee). 
Similar practices are not ‘averaged’, but rather accumulated to enrich the designer’s under-
standing through different combinations of competencies and materials leading to a similar 
meaning. The overall aim is to gain an understanding of the underlying pattern of a practice. 
A tool that may assist in consolidating is an accumulation chart, a simple table. The idea of 
the chart is to compare the individual PPCs and their elements. Each row of the table rep-
resents an individual positive practice, since the unit of the analysis is the practice and not 
to be confused with the individual practitioner. Columns of the chart start with the title of 
the practice, the name or code of the contributing participant, the meaning and the ascribed 
need, the competencies and finally the materials which are involved. Here it is helpful to 
highlight needs by using different colours. The difference between raw data and processed 
data needs to be apparent (see Figure 11.5 for an exemplary accumulation chart). 

In our case study of brewing coffee, 17 positive practices were copied into an accu-
mulation chart and sorted into three bundles of shared meaning. The first bundle, labelled 
‘brewing a coffee as a ritual’, describes practices that fulfil the need of security and high-
lights the actual process of brewing a coffee and the positivity of a repetitive action. For 
instance, P1 characterises brewing coffee as a morning routine, that is, a fixed procedure 
that ensures that every day starts with a good coffee. For him, timing plays an important 
role. He mentioned: ‘I boil water while taking a shower. Thus, I can make a coffee right 
after showering.’ P1 experiences the efficiency, the interlocking of different activities, as 
positive. P3 describes a further security practice. She likes to brew a coffee in a way to 
always achieve the same quality: ‘[…] without my [particularly] coffee it is not a real start 
of the day.’ The second bundle of shared meaning is to ‘brew a coffee in a professional 
way’. It addresses the need for competence. A third bundle is ‘brewing a coffee for others’ 
(a relatedness practice).

Examining practices with similar meanings in a similar design space focuses as well as 
broadens the perspective on what people do and feel within a practice. In all of the three 
examples, the practice of preparing coffee helps the participants to feel competent, to feel 
safe and to feel related. Moreover, the particular needs stay the same, but the ways to fulfil 
these needs vary. The different practices of preparing coffee with the same goal of satisfy-
ing needs provide inspiring ways to design for different competencies and materials.

Step 4: Design ideal practices

Practices have a narrative structure: they unfold linearly over time through their perfor-
mance. However, even very positive performances are not always ideal. The purpose of 
this step is to write a story about how an ideal performance of a practice in terms of need 
fulfilment may unfold over time. Furthermore, Step 4 offers the possibility of including 
authentic research findings in the design process and making those insights traceable at 
the same time.



Figure 11.5  An exemplary accumulation chart. 
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Take an anecdotal practice or an accumulated positive practice bundle as a starting 
point for the story. Do not simply recount what was gathered in Step 2 but create your 
own envisioned practice out of the existing material. Start adding ideas of how to improve 
psychological need fulfilment which fit the elements given. To be clear, this is not a fur-
ther step of analysis, but already an act of design. The ideal practice narrative’s purpose is 
to envision practices that should emerge through using the yet-to-be-specified products 
and/or services with the help of insights from the gathered positive practices. At best, the 
resulting narratives represent a realistic and rich description of how a future positive prac-
tice should unfold in everyday life.

The ideal practice serves as a reference for the later specification of the ‘material’. It 
allows revisiting the initial idea (as a reference) as well as giving to answer the crucial ques-
tion of whether the created product or service is able to shape the envisioned practice and 
experiences.

The following guideline helps to structure the narrative and to keep all necessary ele-
ments in view:

 • Context. Describe the situation in which the practice is placed through time, location 
and related previous and following events.

 • People. Introduce the acting practitioners who engage in the practice by age, gender, 
profession (if necessary), personality and other relevant elements of their life-world.

 • Motivation. State why the practitioner engages in the practice. Clarify the personal 
meaning of the practice and describe how the practice fulfils the needs.

 • Interaction. Describe in detail how the practice unfolds over time. Describe all sin-
gle activities and meaningful moments. Emotions and thoughts of your practitioner 
should be as detailed as possible. Use quotes from Step 2 to make it as authentic as 
possible. Keep the material vague. The narrative should focus on the interaction as if 
the material already existed.

 • Happy ending. Summarise the whole practice and make sure that your practitioner is 
happy and satisfied because of performing the practice. Describe the final state of the 
practitioner.

The author should stay positive throughout the whole narrative. A narrative of an ideal 
practice avoids all traces of a pejorative undertone and should not be negative or sarcastic. 
The story makes the practice accessible to others. To be sure, the narrative does not have 
to be a written story. Animated cartoons, storyboards (see Figure 11.6), theatre plays or 
videos are also ways to tell a story. They help people to understand the narrative based 
on additional visual information. Another advantage of, for example, video as a format, 
is that the speed and duration of the narrative can be better controlled. However, videos 
and cartoons need time and resources to prepare. This extra portion of effort does not 
automatically make a difference and can even make it more complicated. For example, 
video will inevitably show details unimportant to the story but nevertheless likely to grab 
attention, while written stories generally allow for a much better control of distracting 
detail (also see Diefenbach et al., 2010).

For our case study, three narratives were created. Coffee-Love is a narrative based on 
brewing a coffee as a ritual, predominantly fulfilling a need for routine and relaxation (i.e., 
security). The second narrative, called Experto, is based on brewing a coffee in a professional 
way and addresses the need for competence. The third narrative, called Share-Co, is based 
on brewing a coffee for others and tells the story of experiencing relatedness. Undeniably, the 
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number of narratives and the number of bundles of shared meaning match unintentionally. 
Based on the three bundles of shared meanings, more narratives would be possible and 
even beneficial. For a brief example of an ideal practice narrative, see Figure 11.6.

Narratives of ideal practices can be evaluated easily by potential users. Positive prac-
titioners from the interviews can be revisited and asked to comment on the stories. This 
input can be used to improve the narrative further.

Step 5: Specify the material to shape the ideal practice

So far, the material that was used to formulate the ideal practice narratives was deliberately 
left vague. In the fifth step, the material is specified, based on the narratives. In other words, 
the ‘design problem’ is specified by the material (i.e., product, service) in a way that it will 
evoke and shape the practice through the functionality and interaction offered.

To generate concepts for analogue or digital products and services is the heart of the 
design practitioners’ work. Most design agencies or companies follow their own pro-
cesses of how concepts should be generated. Thus, this step does not include a formal 
guideline or tool. We believe that designers and developers are far better off using their 
own processes and the procedures they are experienced with. However, we suggest that 
people involved in the creative process should familiarise themselves with the narratives 
and understand them as the objective and reference for their design work. At best, people 
participate in the design, who also conducted the interviews and developed the narratives. 
All in all, designers involved in this step should be able to relate to the narratives and use 
their capacity for empathy to create a ‘material’ able to evoke the practice.

In our case study, six coffee machines were created. Figure 11.7 presents the concepts 
and a short description of the design rationales and intended need fulfilment.

Figure 11.6  Excerpt of the Coffee-Love narrative. Note that the original story is more extensive, and 
more images are included in the storyboard.



Figure 11.7  Six concepts (two per narrative) that try to fit into and evoke the corresponding narrative.
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Step 6: Realise the material

In the previous steps, meaning and competence (Step 4) and the material (Step 5) were 
combined in a particular way to create an ideal practice. In the final step, the actual mate-
rial is realised. This requires a specialised set of design skills, depending on the used mate-
rial (e.g., particular technologies), which is beyond the scope of the present chapter. Keep 
in mind, that the design narrative itself no longer matters, as the material has to tell the 
narrative through its experiential qualities, functionality and detailed interaction – i.e., 
on its own. Step 5 represents the bridge between wellbeing and products/services we 
were looking for. The second version of the ideal practice narrative presents an integrated 
story, material, emerging practices and experiences together, as one interdependent unit. 
But while the material remains tangible and consistent, the practices and experiences are 
intangible and need to be reproduced through situated performances in everyday life. We 
believe that the process that is described in this chapter supports the inscribing of the 
practice and especially its meaning into the material. If the material is used in an intended 
situation, it will help to achieve a result which is as close as possible to the desired ideal in 
a practice-as-performance situation. As a result, this process can be supported by additional 
information given to potential users about the envisioned practice. In this respect, the ideal 
practice narrative can be used further as a reference document for marketing or any related 
purpose in an industrial setting.

Conclusion

Nowadays, to explicitly design for subjective wellbeing is an accepted objective of HCI 
and ID. Nevertheless, a very large part of this work in this area is still concerned with clari-
fying what wellbeing, meaning and enjoyment is. Up to now, design practice remained 
more or less unaffected by the research on subjective wellbeing. We believe this to be due 
to a gap between the abstract, intangible notion of wellbeing, needs and experiences and 
the concreteness of digital or analogue products. It seems easy to proclaim that it is ‘all 
about experiences’, without addressing the question of how concrete products and services 
can be designed to create those experiences any further.

The presented approach to design for wellbeing intends to bridge the gap between 
abstract and concrete. It uses Hassenzahl’s approach to experience design, i.e., to provide 
need fulfilment and positive experience through particular functionality, interaction and 
form bundled into a technology (Law et al., 2009) and combines it with social practice 
theory to connect meaning with the material. The step-by-step approach is meant as a 
sufficiently detailed, but still adaptable, process for practitioners. It is a starting point rather 
than a fixed process. It seeks to inspire a more systematic approach to the design of wellbe-
ing, without being overly prescriptive and rigid.

We believe that the described process is able to provide a more explicit grounding of 
products and services in wellbeing. Gathering positive practices, understanding them, com-
bining them, idealising them, turning them into a narrative and finally inscribing them into 
material is a highly reflective process. It helps to bridge the gap between theory and material 
(in our case a product/technology). As Dalsgaard and Dinger put it: ‘It is exactly this process 
of grounding, re-grounding, articulation and re-articulation that facilitates exchanges and 
thus reflections on the ties between theory and practice’ (Dalsgaard & Dindler, 2014, p. 1643).

In the end, design is always normative. Any new product will change existing prac-
tices – whether intended by the designers or not. Thus, designers carry responsibility not 
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only for the material and its quality, but also for the practices it encourages and experi-
ences that are mediated. Naturally, designers try to anticipate possible side-effects and 
misuses of the envisioned product or service. This, however, appears quite passive. With the 
present process we encourage designers to take a more active role by explicitly addressing 
wellbeing and envisioned practices before a product is designed.
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