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Context.

Our research showed us
that people in Syros seem
to be willing to
collaborate for solving
common problems. Yet
they are not taking
action.

The Project.

Gossimo is a weekly
event based on the idea
of co-creation
encouraging deep
connection and
communication between
neighbours and peers.
Inviting participants to
cook together, eat at the
same table, play social
games, learn about each
other and express
themselves

The design process.

• Field Research
Interviews with the local community in a door-to-door
framework.
• Brainstorming and problem clustering
We organized all the info and started to categorize in terms
of importance
• Concept generation
Created a variety of potential solutions while we continued
to get feedback from locals
• Final concept
Concluded that locals need to see their problems from
another perspective, a more collaborative one. Gossimo
came to fruition
• Prototyping
We prepared a day were we would barbeque at the public
park of Pefkakia and we shared the event so that people
would bring their own food. We played a game with the
participants and gathered feedback after and during the
process.

Governance and Policy Making

Contribute to local communities
Co-Create and collaborate as a collective

Bottom-up approach to give authorship to citizens. Helping them to take matters into their own hands. Gossimo
aims to collaborate cohesively in municipal standards and regulations helping with the local authorities and even
creating new policies to instigate similar events.

Social Interactions and Relations

Bring locals together
Ensure communication and better relations
Educate through social games and human interaction

Within the Gossimo event, participants were encouraged to express themselves and accept other peoples
expression so that they create a familiar environment.

Activism and Civic Participation

Encourage acceptance of personal expression

Through social games and creative communication, Gossimo allows its participants to cultivate their sense of self
and personal expression instigating ideas and sparking new types of relationships between them. In accordance
to that, when prototyping the event we talked with every participant and we helped with opening up and being
creative in how we do it. Conclusively creating a constant sense of ease and belonging

City and Environmental Planning

Retain and cultivate environmental awareness
Inspire others along with it

Amongst other things the Gossimo event is meant to be environment friendly. And so cleaning up and recycling
was a crucial part of our process

Production, Distribution and Consumption

We are not here to encourage meat culture

Gossimo aims at becoming part of the cultural
heritage of Syros

By creating and sharing through the event we invited retailers, bakers and local meat merchants to bring their
products. While they didn’t make it we still hope that in future ventures we could collaborate more so that Gossimo
takes a more serious approach and contribute to retailers all over Syros

Skill Training and Design Education

Self development
Collaborative development

Learn to express and co-create

In relation to the current relationship between existing stakeholders Gossimo is made to constantly improve
familiarity between peers. Through that and with more co-creative activities we hope to educate and improve
relationships.

Storytelling and Visualisation

In respect to the above the story has the following path: 1.Invitation 2. Meeting 3.Cooking and Communication
4.Games 5.Open Conversation 6.Execution. We tried to illustrate all the steps regarding the users emotional
journey taking into account all of the user feedback. Evidently, yellow colour is used for the event experience and
is compared to regular every day routine which seems to instigate more neutral feelings and stress.
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