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Background Continual improvements to health systems, products, and services are necessary for improvements in
health. However, many of these improvements are not incorporated into everyday practice. When designing new
health systems, products, and services, involving members of the healthcare community and the public with
personal healthcare experience can help to make sure that improvements will be useful and relevant to others like
them.

Methods Together with healthcare workers and family members with healthcare experience, we developed and
applied a step-by-step guide to involving those with personal experience in the design of health system
improvements.

Results Our guide has three phases— ‘Pre-Design’, ‘Co-Design’, and ‘Post-Design’. This paper describes each of
these phases and illustrates how we applied them to our own project, which is to use virtual healthcare methods
to improve care for children with chronic healthcare conditions and their families. In our own work, we found that
healthcare workers and family members with personal healthcare experiences were able to use their knowledge
and creativity to help us imagine how to improve care for children with chronic healthcare conditions and their
families. We have created action items from these family member- and healthcare worker-identified needs, which
we will use to shape our virtual healthcare system.

Conclusions This paper may be useful for those seeking to involve members of the healthcare community and the
public in the creation of better healthcare systems, products, and services.
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Abstract

Background Challenges with the adoption, scale, and spread of health innovations represent significant gaps in
the evidence-to-practice cycle. In the health innovation design process, a lack of attention paid to the needs of
end-users, and subsequent tailoring of innovations to meet these needs, is a possible reason for this deficit. In the
creative field of health innovation, which includes the design of healthcare products, systems (governance and
organization mechanisms), and services (delivery mechanisms), a framework for both soliciting the needs of end-
users and translating these needs into the design of health innovations is needed.

Methods To address this gap, our team developed and applied a seven-step methodological framework, called A
Generative Co-Design Framework for Healthcare Innovation. This framework was developed by an interdisciplinary
team that included patient partners.

Results This manuscript contributes a framework and applied exemplar for those seeking to engage end-users in
the creative process of healthcare innovation. Through the stages of ‘Pre-Design’, ‘Co-Design’, and ‘Post-Design’, we
were able to harness the creative insights of end-users, drawing on their experiences to shape a future state of
care. Using an expository example of our own work, the DigiComp Kids project, we illustrate the application of
each stage of the Framework.

Conclusions A Generative Co-Design Framework for Healthcare Innovation provides healthcare innovators, applied
health science researchers, clinicians, and quality improvement specialists with a guide to eliciting and
incorporating the viewpoints of end-users while distilling practical considerations for healthcare innovation and
design.

Keywords: End-user engagement, Healthcare innovation, Co-design, Patient and public involvement

Background
Internationally, efforts to cultivate the inclusion of pa-
tient partners in research for the purposes of creating
meaningful change in patient-important research out-
comes have been driven by funding bodies, patient com-
munities, and government initiatives [1]. In support of
these growing calls to action, the literature base detailing
practical techniques for operationalizing patient partner-
ship in health research is expanding (examples [2–4]). A
2019 systematic review by Greenhalgh and colleagues
summarized over 65 frameworks designed to support,
evaluate, or report on patient partnerships in health re-
search [5]. From these diverse frameworks, a taxonomy
of five framework categories emerged, including frame-
works that were focused on: power dynamics, priority
setting, study processes, reporting, and supporting pa-
tient partnerships [5]. Concomitant with increasing ef-
forts to include patient partners in the aforementioned
research endeavours, the need to include end-users in
health innovation efforts is becoming increasingly recog-
nized. This includes engaging patient partners and other
stakeholders invested in the outcomes of health innova-
tions in creative health innovation efforts such as the de-
sign of healthcare products, systems, and services [6, 7].
When designing new health innovations, the value of
creativity in the design process cannot be understated.
Creativity is defined as the generation of new ideas,

while design is a structured process, whereby creative
ideas are transformed into specific products, systems, or
services – serving as the link between creativity and
innovation [8]. Environments which encourage and nur-
ture highly creative ideas have been linked to more ro-
bust research and development efforts, which in turn
drive more successful innovation outputs [8]. It is vital
that innovation end-users including patients, caregivers,
clinicians, and healthcare decision makers are included
as partners within these creative innovation efforts, so
that innovations may be influenced by end-users’ know-
ledge as ‘experts of their experiences’ [9], thus shaping
health solutions to focus on end-user priorities, ultim-
ately leading to better patient outcomes and greater up-
take [10]. However, while a multitude of frameworks
exist for gathering insight from end-users (e.g. the use of
narrative interview techniques in Experience-Based Co-
Design), none describe immersing end-users in highly
creative environments and guiding them through a cre-
ative process of health innovation. Thus, end-user en-
gagement frameworks specific to the field of health
innovation and tailored toward creative innovation
methodologies are largely absent in the literature. Build-
ing on the work of Greenhalgh et al. [5], we argue the
need for a sixth category to be added to the taxonomy of
patient partnership frameworks, focused on engaging
end-users in the creative process of health innovation
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design. In what follows, we illustrate our search for, and
subsequent construction of, an engagement framework
for health innovation, using our work, The DigiComp
Kids Project, as an expository example.

Methods
Our project: DigiComp Kids
As a research team committed to engaging patient part-
ners and other end-users in our work, we sought a
framework to guide us in involving end-users in our
health innovation effort, the DigiComp Kids Project.
The aim of the DigiComp Kids Project is to co-design,
develop, and test a virtual care program that enables
children with medical complexities to receive compre-
hensive, integrated healthcare at home. A key objective
of this project is to leverage digital technology to con-
nect family members to home-based and hospital-based
clinicians who care for medically complex children. To
do so, we partnered with Ontario Health, Ontario Tele-
medicine Network (OTN) business unit, with the goal of
bringing families and healthcare teams together virtually,
in order to deploy a seamless and integrated approach to
care at home.
The existing model of care for children with medical

complexities and their families at our centre involves
family members as well as specialized home-based and
hospital-based clinicians providing care independently,
but without the means to effectively communicate and
operate as one cohesive team. The hospital-based Com-
plex Care Team provides specialized interdisciplinary
care via clinic and inpatient services to children with
medical complexities and their families, while home-
based clinicians provide close monitoring and care at
home. Telephone, fax, and email are all used to intermit-
tently communicate among siloed teams when necessary.
For example, a family member may telephone a Com-
plex Care Team member to help troubleshoot a problem
with a piece of equipment, or a clinician from the Com-
plex Care Team may fax a communication about a
medication change to be carried out by a home care
clinician. One of the key goals for a new model of care
was finding a way to streamline communication and care
processes amongst team members.

Our approach to co-design
To accomplish our project aims of integrating care and
connecting care teams, we set out to co-design a virtual
program that would allow for a seamless care experience
for children with medical complexities and their families.
Through our co-design process, we aimed to answer the
question: What are the optimal processes, features, and
workflows for a virtual care intervention to provide inte-
grated home-based care for children with medical com-
plexities? Table 1 (Additional file 1) contains the

definitions used in our work for processes, features, and
workflows.
From the beginning of the DigiComp Kids Project, our

research team agreed that a core value to guide our work
would be the engagement of our innovation end-users
including patient and family partners, hospital-based and
home-based clinicians, and system navigators in co-
designing a new virtual care model. In addition, as we
aimed to design a new model for healthcare service de-
livery, we were interested in methods that would accom-
modate for creative approaches to idea generation. A
diverse body of literature has exposed the integral role
that creativity has in innovation work, with some citing
creativity as the most central component of the process
of innovation [11, 12]. Within the creative design litera-
ture, a focus on generative techniques to solicit design
requirements has emerged. Generative techniques aim
to map participants’ latent needs and desires by allowing
them to explore challenges and create alternative future
scenarios by solving those challenges [9]. These tech-
niques encourage participants to create an artefact, such
as a story, about a future state in which present-day
challenges are resolved. Through the creation of arte-
facts, participants are able to tap into their creative
minds and express and harness their experiences to
solve present day challenges. Generative techniques have
been successfully used to gather patient insights in past
examples of healthcare service design by allowing partic-
ipants to imagine ‘alternative future scenarios’ or situa-
tions and contexts that are very different from their
current reality [13]. By employing generative methodolo-
gies with individuals with lived experiences of healthcare
challenges through the co-design process, healthcare in-
novations which are relevant, acceptable, and context-
specific may be created.
In searching for an existing model that would guide us

in our project, we reviewed the work of Greenhalgh [5]
and others [14, 15] to select a suitable framework for in-
cluding our end-users in creative design work for health
innovation. Through our focused literature search, we
found that our values of patient partner and stakeholder
engagement aligned closely with values guiding three
categories of engagement frameworks— Participatory
Action Research, Community-Based Participatory Re-
search, and Experience-Based Co-Design.
In Participatory Action Research, participants engage

in critically reflective exercises to understand and change
systems and situations in which they find themselves
[16]. Researchers and participants in Participatory Ac-
tion Research often seek to create more evenly distrib-
uted social justice via the actions taken through their
work by using experience-based knowledge to change
practice [17]. In Community-Based Participatory Re-
search, the collaborative work of researchers and
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laypeople focuses on addressing community-identified
needs [18]. An equitable relationship between laypeople
and researchers ensues, with community members often
helping to identify research priorities, as well as the re-
search question and methods [19]. The ultimate goal of
Community-Based Participatory Research is the gener-
ation of information that will benefit the community
and support community capacity-building [19]. Fi-
nally, using Experience-Based Co-Design, patients and
staff collaborate with researchers by participating in
narrative interviews to detail their experiences with
the current healthcare system and services, which are
then used as a basis on which to improve future ex-
periences for others [20].
While each of these frameworks provides valuable

guidance for involving patient partners and stakeholders
in the research process, none speak directly to the role
of the creative process of end-users in health innovation.
Operationally, we required guidance that specified how
to channel deep engagement of end-users in co-design
via creative methods, so as to reveal latent needs and
generate alternative future scenarios. Our team thus de-
veloped and applied a new framework with these specific
aims in mind, entitled— A Generative Framework for
Healthcare Innovation. The three major stages of this
framework (pre-design, co-design, and post-design) were
conceptualized after our review of current frameworks
revealed none that were suitable for our needs. Using
these stages as a starting point, our team began the
process of moving through these stages in turn, begin-
ning with pre-design, and iteratively recording and refin-
ing the steps taken and operational decisions made in
each phase. In this way, the phases of development and
application of the framework reciprocally informed each
other. In what follows, we describe the end-user engage-
ment philosophy grounding our work, before presenting
our seven-step methodological framework.

End-user involvement in this study
End-user involvement is integral to the design, con-
duct, and analysis of the entire DigiComp Kids pro-
ject, and is reported here according to the GRIPP2
Long Form Checklist [21] (Additional file 2). The
central DigiComp Kids project team includes two
Family Partners (EMC and SVR, both mothers of
medically complex children) who have been involved
with the study since its inception. These Family Part-
ners are part of the research team and are remuner-
ated for their time spent on the DigiComp Kids
Project, according to recommendations set out by the
Strategy for Patient-Oriented Research Networks [22].
The aim of including Family Partners within the co-
design process as well as more broadly in the entire
DigiComp Kids project is to ensure that our research

prioritizes the concerns of medically complex children
and their families, so that the DigiComp Kids inter-
vention is relevant and useful to this community.
Within the larger DigiComp Kids project, Family
Partners have assisted in refining the research ques-
tion, reviewing and contributing to a grant application
to support this work, planning and preparing for the
co-design day, and guiding the project development
from their Steering Committee roles. In the overall
project, Family Partnerships are situated at the ‘Col-
laborate’ and ‘Involve’ levels of the Levels of Patient
and Researcher Engagement in Health Research, as
identified by Manafo and colleagues [23]. Within the
co-design portion of the project specifically, they have
also taken on a dual role as consenting research par-
ticipants by joining in and facilitating a portion of the
co-design session, as well as critically revising both
our co-design findings and this manuscript. During
these activities, their level of engagement in the re-
search process aligns with the ‘Participate’ stage [23].
Our team (including our Family Partners) chose to
specifically separate the roles of our Family Partners
into project team members (ongoing) and co-design
participants (time-limited) by undertaking a process
of informed consent for the co-design portion, in
order for information shared through co-design to be
protected by the rights afforded to research partici-
pants. Family Partners were under no obligation to
participate in co-design and were informed that the
choice not to participate would not affect their on-
going role as project team members, or their child’s
medical care.

Results
A Generative Co-Design Framework for Healthcare
Innovation, presented here, was designed to be adaptable
by healthcare innovators and end-users seeking to
change a specific healthcare process or system. The im-
portance of involving end-users in this process is crit-
ical— individuals living and working within a specific
context have a deep understanding of the challenges
they face and the intricacies of the environment in which
these challenges are embedded. There exists a gap in the
literature between the postulated benefits of health inno-
vations, and the actual outcomes of these innovations
when deployed in practice, which often fall short of their
predicted benefits [24]. In particular, health system
transformation via virtual care technology innovations,
which is the focus of the DigiComp Kids project, is often
undertaken by research teams without adequate atten-
tion paid to involvement of end-users in the design of
innovations, resulting in a lack of adoption, scale, and
spread [24, 25]. The complexity of both the health inno-
vations themselves, as well as the environmental context
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in which they are implemented, results in interdepend-
ent human, socioeconomic, cultural, and technological
factors that influence the outcomes of health innovation
implementation [24].
These complexities have important implications for

the implementation effectiveness of newly-developed
health innovations, as relationships between humans and
their contextual environment into which the innovation
is introduced serve as mediating factors in how effective,
acceptable, and usable those innovations are found to be
[24, 26, 27]. Therefore, health innovations developed
with closer attention to real-world concerns of end-users
will be more likely to be usable and sustainable by clini-
cians, families, and patients, for improving or maintain-
ing health [24].
A Generative Co-Design Framework for Healthcare

Innovation is divided into seven steps within three
stages— 1) Pre-Design, consisting of ‘Contextual
Inquiry’ and ‘Preparation & Training’; 2) Co-Design,
including ‘Framing the Issue’, ‘Generative Design’ and
‘Sharing Ideas’; and 3) Post-Design, consisting of ‘Data
Analysis’ and ‘Requirements Translation’. Each stage
is presented as a summary of activities and an ex-
ample of how the stage was operationalized in the

DigiComp Kids project. Figure 1 contains a summary
of stages and their flow.

Pre-design
Summary
The Pre-Design phase of the Generative Co-Design
Framework for Healthcare Innovation includes the Con-
textual Inquiry (Step 1), and Preparation (Step 2). Con-
textual Inquiry aims to help the research team
familiarize themselves with the current state, including
the usual practices and processes of the healthcare set-
ting in which co-design is to be implemented. Context-
ual inquiry may include employing ethnographic
research methods such as observing the practice setting,
including professionals within the setting and their
workflows; conducting informational interviews to gain
an understanding of end-user current challenges; or
value stream mapping/workflow mapping with health-
care practitioners within the practice setting [28]. Shared
team understanding of the current state is crucial for a
productive co-design experience, and as such, even
teams intimately familiar with the practice setting may
wish to employ an abbreviated observational field experi-
ence, as appropriate. Next, Preparation aims to help

Fig. 1 A Generative Co-Design Framework for Healthcare Innovation
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future co-design participants and facilitators become
acquainted with the project and begin to build rapport
as a team. The Preparation phase may include the devel-
opment and distribution of informational materials re-
lated to the project to future co-design participants and
recruiting co-design session facilitators to help with co-
design activities. Additionally, if co-design will be con-
ducted virtually, testing the virtual system with future
co-design participants will ensure connectivity and au-
diovisual issues are addressed before the co-design ses-
sions are to take place, avoiding delays and frustrations
during these sessions. Finally, regular group communica-
tion from the research team to co-design participants
with informational materials and updates on prepara-
tions for co-design may help to build group engagement.

DigiComp Kids operationalization: pre-design

Step 1 During the Pre-Design phase of DigiComp Kids
Co-Design, the lead author (MB) attended outpatient
Complex Care Clinic appointments to obtain insights
into the day-to-day rituals, habits, and workflows of
clinic staff and patients. During these visits, field notes
were kept detailing the needs of patients and families
coming to clinic, clinic services provided, logistical,
personnel, and space requirements for clinic functioning,
and potential uses of virtual care technologies to facili-
tate clinic operations. Our research team (MB, MM, NC,
AL) also conducted informal informational interviews
with key stakeholders to discuss current state highlights,
challenges, and visions for a technology-enabled future.
In order to gain an understanding of diverse perspec-
tives, we conducted these consultative meetings with a
broad range of individuals, including parents of children
with medical complexity, nurses, physicians, allied health
professionals, as well as hospital and home-care
administrators.

Step 2 In the Preparation phase, the DigiComp Kids re-
search team met to collectively decide on which individ-
uals should be invited to participate in co-design, with
the aim of including participants who were representa-
tive of a wide variety of stakeholder groups. For the Digi-
Comp Kids project, we selected 11 individuals to
participate in our future co-design session who had ex-
perience in home and hospital-based care for medically
complex children, system navigation, nursing practice
support and leadership, as well as parents of medically
complex children. After inviting participants to the pro-
ject, we developed informational materials, including an
agenda, a short pre-reading, and an instructional partici-
pant guide for the virtual platform to be used for co-
design activities. These were distributed to future co-
design participants to provide them with a background

on the DigiComp Kids project, as well as the specific
aims and structure of co-design. We also sent biweekly
emails to future co-design participants with updates on
project progress to keep them informed as co-design
approached. Finally, each individual participant was con-
tacted by the lead author (MB) ahead of the co-design
day to gather informed consent for participation in co-
design, answer outstanding questions, and conduct a
technology test to ensure participants could log on and
navigate the virtual platform to be used for co-design
without issue.
A facilitation team was selected to assist with conduct-

ing synchronous activities during the co-design day, in-
cluding five small group (CW, KL, CO, SM, CF) and
three large group facilitators (MB, NC, MM). All facilita-
tors were technologically savvy and had expertise in ei-
ther relevant research methods or virtual healthcare
design and implementation. Facilitators were briefed on
the aims of the DigiComp Kids project and co-design
day, and two mock co-design sessions were held with fa-
cilitators using the virtual co-design platform to practice
the facilitation role before the co-design day.

Co-design
Summary
Steps three, four, and five of the Generative Co-Design
Framework for Healthcare Innovation (Fig. 1) comprise
the co-design phase, wherein participants and facilitators
engage in activities to conceptualize a future state of
care. The steps within the co-design phase consist of:
Framing the Issue (Step 3), Generative Design Work
(Step 4), and Sharing Ideas (Step 5). In the DigiComp
Kids project, these steps took place on a single day, how-
ever, the timeframe for other projects may vary, accord-
ing to project needs. Due to the short time frame of a
one-day, immersive, co-design event, the preparatory
steps taken during pre-design featured prominently dur-
ing the DigiComp Kids co-design phase. For example,
the research team had already developed a deep under-
standing of the context in which we were working, due
to the time spent observing Complex Care Clinic work-
flows and conducting informational interviews. This
context was vital for helping participants to frame the is-
sues discussed during co-design, and to engage deeply
with them. Additionally, preparing co-design partici-
pants by briefing them on the aims of co-design, provid-
ing them with informational materials to become
familiar with the DigiComp Kids project, and ensuring
technology needed to access the virtual platform was
working before attempting to login on Co-Design Day
ensured a smooth co-design process.
Co-design work starts by framing the issue to develop

a mutual understanding of lived experiences and chal-
lenges faced by participants in the current state, as well
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as a shared vision for the work. Participants willing to
share stories of their experiences and obstacles faced in
the current state are encouraged to do so, as these stor-
ies will help to ground the team in understanding what
must change. The research team is encouraged to facili-
tate conversations with participants around a commit-
ment to improvement (the goals of co-design), and a
shared vision for the work (the plan to achieve those
goals).
Next, participants and facilitators undertake creative

generative design work. Generative techniques aim to
both consider explicitly stated needs of participants,
as well as to reveal latent needs — those that people
are not yet aware of in their conscious minds, and
therefore are not always readily expressed in words
[29]. The rationale behind using generative techniques
in relation to co-design is that if simply asked what is
needed from a future healthcare system, participants
may respond with solutions that improve current is-
sues, but that do not respond to underlying root
causes of problems. Root causes are not always read-
ily identifiable— with generative techniques partici-
pants may be guided in stages to express deeper
levels of knowledge about their experiences, chal-
lenges, and needs [29].
Many options exist for the selection of an appropriate

generative technique, and the chosen exercise will de-
pend on the needs of the research team and project. Ex-
amples of generative techniques used in co-design
include a persona scenario exercise, which is undertaken
to develop an understanding of participants’ experiences
and challenges, as well as a vision for the future via the
creation of an ideal state [13]; storytelling activities facil-
itated by illustrations and sketches [30]; or a creative
prototyping exercise, in which participants create a phys-
ical manifestation of a concept or idea. The central con-
cept to generative design is that participants have the
opportunity to creatively draw upon their experiences,
and using that experience, make something (an artefact)
that illustrates a future state. In this way, designers can
harness the expertise of participants to both learn about
the past, as well as to shape the future.
The artefacts created—be they stories, physical proto-

types, illustrations, or other creative outputs—are then
shared amongst the larger team in the final step of the
Co-Design phase. The creation and sharing of artefacts
allows participants to access their experiences in new
and creative ways, and reflect on why they chose to cre-
ate what they did [29]. Within the Sharing Ideas sessions
and associated dialogue, the research team should pay
attention to similarities and differences of artefacts cre-
ated by different groups, points of emphasis by partici-
pants, and stated priorities for the future state of
healthcare. In order to capture the breadth of knowledge

shared, it is recommended that these Sharing Ideas ses-
sions are audio-recorded, with participant consent.

DigiComp Kids operationalization: co-design

Step 3 In the co-design phase of the DigiComp Kids
project, our Family Partners and two expert clinicians
from the Complex Care Team presented accounts of
challenges they had encountered in the current state.
These stories were shared with the intention of building
empathy, understanding the need for clinical change,
and cultivating a shared sense of purpose among group
members. Next, members of Ontario Health (OTN) pre-
sented case scenarios of healthcare solutions that they
had previously helped to develop, in order to give exam-
ples of success stories and speak to the scope of change
required for program implementation. During these case
scenarios, technology was emphasized as an enabler of
care, but participants were cautioned that implementing
a new technology solution would not be sufficient to
transform care in most cases, without consideration of
context, workflows, and system integration.

Step 4 Subsequently, participants split into small
groups, each led by a facilitator, to begin generative de-
sign work. For our generative design activity, we selected
a persona scenario exercise, where participants worked
together to develop a fictitious character that was repre-
sentative of others ‘like them’. To facilitate this, we
grouped participants with similar experiences together
(e.g. hospital-based healthcare practitioners), in order to
encourage the development of detailed and authentic
personas.
A ‘persona’ is a detailed and realistic character that is

representative of participants’ stakeholder group [13].
Personas are meant to be fictional, yet draw on the ex-
pertise of the people creating them in order to construct
a character that is representative of a ‘typical’ end-user
for that group [31]. Small group facilitators guided the
development of personas using a worksheet (Add-
itional file 3). Guiding questions asked included high-
lights and challenges of persona’s roles, their comfort
levels and experiences with tablets, vital signs devices,
and other technology types, and important tasks that
they perform in their work with medically complex
children.
During scenario work, groups selected an important

challenge that their persona encountered, and then
imagined a ‘future state’ where care would be delivered
differently, to solve that challenge. To distil details of
persona-technology interaction within the scenario, as
well as requirements for a future state, guiding questions
were used to direct group discussion. Specific questions
asked by facilitators included “If your persona had
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remote access to healthcare providers and services, what
would be different about the way that care is provided?
How would this help to solve the challenge you’ve se-
lected? What technologies are needed to support this
change? How would this change the way that informa-
tion is provided, care is coordinated, families are sup-
ported?”. The scenarios constructed by the participant
pairs allowed for exploration of how personas might
interact with features of a future health system. This ex-
ploration of human-system interaction is termed “con-
textmapping” [29] and is a vital component of designing
a healthcare innovation that is suitable for the environ-
ment into which it will be implemented [24]. Within
DigiComp Kids co-design, facilitators guided participants
to define what would be different in the future state,
which formed the basis of considerations for innovation
design.

Step 5 Finally, participants re-convened in a large group
for the Sharing Ideas sessions, where they each pre-
sented their persona scenario exercise in turn and spoke
to the group about their experiences with the exercise.
Facilitators and other group members used a process of
appreciative inquiry to highlight the positive aspects of
the persona scenario exercises, and to expand on and
help to develop these ideas. Questions asked by facilita-
tors and other group members during the audio-taped
Sharing Ideas sessions helped presenting participants to
highlight points of emphasis and importance, as well as
areas of uncertainty encountered during the persona sce-
nario exercise.

Post-design
Summary
The Post-Design phase of the Generative Co-Design
Framework is comprised of Step 6, Data Analysis, and
Step 7, Requirements Translation. During the Data Ana-
lysis phase, the research team sorts and transcribes data,
organizes data by distilling themes, and engages in a
process of checking in with co-design participants to en-
sure that the distilled themes match with participant
views of relevant and important topics. The aim of data
analysis is to capture the most pertinent and significant
ideas, which will then be used to form the basis of the
healthcare innovation.
In the Requirements Translation phase, the research

team uses the themes derived from co-design to decide
on priorities for the innovation, plans the innovation
based on what can reasonably be achieved, and finally
closes the loop with co-design participants and stake-
holders to identify plans for moving forward with the
innovation. To accomplish this, the team starts by
assigning action items to each theme and sub-theme
from the co-design findings (i.e. actions that would be

required to actualize the theme). For example, if co-
design participants emphasized the need for an access-
ible source of personal health information, including
current lab results and care plans, a secure patient por-
tal, compatible with mobile devices, may be designed.
Next, the research team reviews necessary action items
to decide on innovation priorities by determining: which
items already exist (and can be leveraged), which items
are infeasible to develop, and which items should move
forward to form the basis of the innovation [13]. The
final step in co-design is to circle back to co-design par-
ticipants and stakeholders invested in co-design to in-
form them of the results of the design process, and the
plan of action moving forward.

DigiComp Kids operationalization: post-design

Step 6 Our team selected directed qualitative content
analysis as our data analysis technique, and moved
through three phases of preparation, organizing, and
reporting results [32–34]. The lead author (MB) collated
and transcribed materials from large group co-design
presentations, persona scenario audiotaped presentations
and small group worksheets, as well as personal memos
and reflections from the co-design process. Next, tran-
scripts were read several times to facilitate a clear under-
standing of the data and emerging themes, and
particular attention was paid to articulations of ‘what
must change’ by participants. The lead author (MB) then
developed an initial coding framework, based on the re-
search question, which was to investigate the optimal
processes, features, and workflows for a virtual care
intervention [24]. Definitions were developed for each of
these categories, and the first ten pages of the transcript
were coded independently by the lead author (MB) and
a senior member of the research team with qualitative
expertise (NC). These authors then met to compare and
refine initial codes, after which time the lead author
(MB) continued to code the rest of the transcript. Fi-
nally, codes were summarized under the categories of
processes, features, and workflows, and themes and sub-
themes were distilled from the data. These themes and
sub-themes were collated into a summary document and
shared with DigiComp Kids co-design participants
through a process of member-checking. Participants
were asked to reflect on the summarized content of co-
design as to whether it ‘fit’ with their interpretation of
the day, and to share edits, questions, or memos that
came to mind as they read through the summary docu-
ments. These additions and edits were incorporated into
the final summary co-design findings document.

Step 7 During DigiComp Kids Requirements Transla-
tion, the research team met to discuss the co-design
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findings and steps needed to realize each of the themes.
Next, the research team communicated with leaders in
the hospital, home care, and technology development
sectors to identify if there existed tools or technologies
that could be leveraged to meet any of the requirements
for DigiComp Kids. With this new knowledge, the re-
search team met several more times to design the pro-
cesses, workflows, and features for DigiComp Kids,
based on the requirements articulated by co-design par-
ticipants and within the constraints of what was possible
for the timeline, budget, and scope of work for the pro-
ject. Co-design participants and healthcare leaders were
once again thanked for their contributions to the design
of this project, and the final project design was commu-
nicated in a news brief.

Discussion
Healthcare innovation is essential for finding strategies
to balance costs and quality of care in a climate of
healthcare resource restriction juxtaposed against on-
going efforts to improve excellence in care delivery and
quality of life for patients. While evidence of successful
healthcare innovation programs exist, the majority of
newly developed healthcare innovations are not rou-
tinely integrated into care. The term ‘pilot-itis’ was
coined to represent the plethora of innovation attempts
that begin and end with a pilot or beta model [35]. To
combat the pilot-itis that plagues the healthcare
innovation sphere, incorporation of co-design methods
may assist healthcare innovators, researchers, clinicians,
and quality improvement specialists in developing useful,
manageable, and sustainable healthcare innovations. The
purpose of this work was to develop and apply A Gen-
erative Co-Design Framework for Healthcare Innovation
in our project, DigiComp Kids.
Family Partners, who have been involved with the

DigiComp Kids study since inception, were critical team
members in ensuring the success of our co-design pro-
ject. In being fully immersed in DigiComp Kids for over
1 year’s time, both Family Partners used their expertise
during co-design to support the overall goals of the Digi-
Comp Kids project. For example, since the DigiComp
Kids study seeks to design a virtual care program, one
concern that our team had was that co-design partici-
pants would focus solely on the types of technology
needed to implement this care model, as opposed to fo-
cusing on the necessary workflows, processes, and sys-
tem requirements needed to support a technology-
enabled care model. Knowing this, during our co-design
day, our Family Partners were able to clearly articulate
where they believed technology would help in caring for
medically complex children at home, in addition to
where other low-technology or technology-free options
would be just as useful, and what would be needed to

support these options. Because of this, the entire co-
design team was able to focus on supporting system-
level change as the focus of co-design, with technology
acting as an enabler of care.
Based on our co-design experience, we encourage

healthcare innovators and research teams to involve pa-
tient partners in projects from the earliest possible date
to ensure immersion in the project, shared understand-
ing between researchers and patient partners about the
goals of the study, and full participation. In the Digi-
Comp Kids study, our Family Partners worked with the
research team to design the flow and activities of the co-
design phase and reported satisfaction with the process.
Additionally, although our Family Partners already en-
couraged other co-design team members to think of
both technology-focused and low-technology solutions
for care without our direction to do so, we could have
asked that this be an explicit role of Family Partners dur-
ing co-design. Healthcare Innovation teams may want to
consider pre-assigning roles to individuals for co-design
activities, for situations such as this, as we feel this
would strengthen the implementation of the framework.

Strengths and limitations of our framework
Situated in the conceptual areas of patient engagement
frameworks and health innovation design, A Generative
Co-Design Framework for Healthcare Innovation offers
a method for research teams focused on engagement of
end-users in creative innovation design work. One of the
strengths of this framework is the emphasis on engage-
ment of end-users, including patient partners and other
stakeholders, as a vital component of designing relevant,
acceptable, useable health innovations. Use of co-design
strategies for healthcare innovation includes the lived ex-
periences of end-users in research, generates ideas for
patient-focused service improvements, empowers the in-
cluded groups, and tailors interventions to end-user re-
quirements thus increasing the likelihood of their
adoption and integration [36–39]. Successful examples
of co-design have been demonstrated in existing litera-
ture [14, 15], wherein strategies such as patient journey-
mapping, experience-based surveys, and workshops have
been utilized to improve end-user adoption and integra-
tion of program services.
Another highlight of this framework is the emphasis

on the incorporation of creative strategies for idea gen-
eration, while allowing for flexibility for research teams
to customize these creative strategies to their needs. The
ability to generate many alternative solutions to a prob-
lem, to approach problems with an open mind, and to
tolerate ambiguity and persist in seeking novel solutions
with merit are all attributes of individuals’ creative per-
sonalities that strongly affect the likelihood of successful
innovation [40]. Thus, the central place of creative
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strategies within A Generative Co-Design Framework
for Healthcare Innovation is a key strength in its con-
struction as a tool for health innovation.
Additionally, there are some limitations of the frame-

work that must be considered. The first is that our
framework relies on the in-depth participation of key
end-users to shape the future state of care, which may
result in an over-reliance on the perspectives of a dedi-
cated group of few end-users, who may not be represen-
tative of the larger population of interest. In combating
this limitation, healthcare innovation teams may want to
consider selecting a diverse array of end-users to partici-
pate, including those working in diverse roles, from dif-
fering age, cultural, and gender identities, and with
varying years of professional experience, in order to
make the application of the framework more
generalizable. While highly contextualized and intimate
personal knowledge that comes from individual end-
users is key to the creation of a useable healthcare
innovation, these needs must be balanced against the
creation of an innovation that will be applicable beyond
a small group.
A second potential limitation of our Framework is that

some end-users may have concerns about speaking up
around personal challenges encountered in the current
system. End-users are often highly entrenched in the sys-
tem which they are being asked to critique during co-
design, creating the potential for them to approach co-
design in an overly cautious manner. In healthcare set-
tings, fear of retaliation is a well-known barrier to speak-
ing up with critiques of the healthcare system or context
in which individuals work [41, 42]. To confront this po-
tential limitation, healthcare innovation teams are en-
couraged to invest time in establishing trusting
relationships with participants and maintaining an envir-
onment of openness and acceptance during co-design.
Some potential strategies to accomplish this are informal
individual meetings with participants before co-design,
as well as team building exercises such as those de-
scribed under the ‘Framing the Issue’ step.
Finally, we acknowledge that the co-design process

described within our framework is time- and labour-
intensive. In the context of healthcare innovation, we ap-
preciate that many innovation projects are undertaken
by clinicians, quality improvement specialists, and re-
searchers who are already pressed for time and re-
sources. However, we have demonstrated that the actual
co-design engagement from participants can be success-
fully undertaken in a single day, with the proper prepa-
rations being taken during the Pre-Design phase. This is
in contrast to other methodologies such as Experience-
Based Co-Design, in which engagement sessions are typ-
ically run over multiple days. Therefore, for teams in
which engaging co-design participants over multiple

sessions may be difficult, our framework may offer an
advantageous alternative to others.

Conclusion
Co-design of healthcare innovations represents an op-
portunity to leverage the knowledge, experiences, and
insights of end-users to achieve impactful innovations in
healthcare contexts. For healthcare innovators seeking to
expand their innovations beyond the pilot phase, A Gen-
erative Co-Design Framework for Healthcare Innovation
provides guidance on incorporating end-user voices in
innovation design. This Framework contributes to the
literature in the patient engagement field by offering a
new category of patient engagement frameworks focused
on engaging end-users in the creative process of health
innovation. Healthcare innovators, applied health science
researchers, clinicians, and quality improvement special-
ists may wish to refer to the Framework and worked ex-
ample presented here in order to elicit the viewpoints of
end-users while distilling practical considerations for
healthcare innovation and design.
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