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Design method to cope with co-creation phenomenon by digital fabrication
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Along with technological development and changes in the social environment,
there is a phenomenon of co-creation of design, such as the FabLab community where multiple people
across national borders use SNS to create designs by sharing intellectual property while sharing and

passing on ideas and data. This research was carried out jointly by a research group consisting of
a co-creation phenomenon analysis team of design and a design method proposal team while sharing
information. This research focused on the analysis of the current state of co-creation of designs,

case studies, and media art production practices that share and inherit the manufacturing
information accumulated in databases such as fabble and Thingiverse.
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