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This is a little guide that we hope can help everyone at CNS.
It shares what we learned about reaching out to our "harder-to-reach"
neighbours (like the Migrant Damas). We hope it helps you bring all those warm
voices into the wonderful co-creation work you already do.
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Incinclusive Participation Framework

1.1 5.0 (Role & Mindset)
1.2 i&itEN (Design Principle)

1.3 PR5337#E (Service Process)

FNMERETERE—EANEFINTEMER, BUBKHIEUE MU
AR B X BHA (R0 L SKFA%R” Migrant Damas) , FiEA]
A S AR ESREIEHEIRIET,

This framework provides CNS with a replicable toolkit and
philosophy to reach and activate hard-to-reach community
groups (like Migrant Damas) and integrate their voices into
your existing co-creation process.



1.1 A®EHOE (Role & Mindset)

EEAATIEGN, 518&E/NOE” (Mindset) Fl1“AB&EN” (Role) 5T E” (Tools) ABREIHFEE,

When using this toolkit, the facilitator's mindset and role are just as important as the tools themselves.

4 N 4
HERE G BINAE | Eks
Universal Framing We are the Connector

ATEGHMETETHEEEE, sl AfE A6, I#EHT—E7A " L
F sk A W B R "B T 5 HITMNABARAE— "B LM T EE", MEENEEE"

The value of this toolkit is its universality. It uses Migrant Damas as (Connector),

a case study to extract methods for reaching any "hard-to-reach" Our role is not a top-down helper. Your role is that of a
group. connector.

SR X EOEN, BELTRE2TY — SHBIIRnaR ALABRIEH (Plugin), BERRRILIE : B35
RITRERAAE, AR — RSB, AT

This toolkit is a plug-in that works within the system: it
supports the target group in expressing needs to us, and
supports us in reaching them.

When communicating with stakeholders, frame this toolkit as a
universal method to support us achieve its existing inclusion goals,
not as a project for one specific group.




1.2 1% RN (Design Principle)

R TE

Playful

iBIRIba&E

Familiar Context

{EEE N ZEE

Portable to Public Space

FUNZ iR

Beyond Speaking

{R¥sE A

Keep It Simple

WHY

MTFFZSHRBHE, RE (LHEZTF) BRANBIKAE"S
—PNURENBL. RHERENEDNRESRNEEH
Lo

For many passive groups, family (especially children) is
the "icebreaker". A playful, family-centric activity is the
most effective way to engage them.

B (NRREM A ?") RERITRBIRRL 2HERER
Direct questions (e.g., "What do you want?") make them
feel insecure and avoid expression.

"ML ER R BHAR 2 E BRI XD, RSB EHE
B#hfi]l, "Hard-to-reach" groups will not come to the
automatically community centre. The service must go to
them.

X—BAEIR R HIHRER WMOFARERK) , RIRHR
KBV AN EATRER BT

Hard-to-reach group faces social barriers to speaking (like
accent insecurity). Talk-only activities will exclude them.

REFBREMCHBIERT O, ERRFEERES.
We (Backstage) need structured data for analysis, but
residents (Front-stage) need extreme simplicity.

HOW

ERERNHIE ED (MLE. Hk) , MAZHMRNBE
o

Use simple making activities (like drawing or collage) instead
of abstract thinking games.

TEMIIAEN T 2T (RE) FARER, ERETRENR
o

Use story-based prompts in their familiar, safe places (like
parks).

NEMRS A BHIEY (—E8MK) , BF5I'A
HEERNHZEE, Design the service as a Mobile Toolkit
that facilitators can easily bring to any public space.

IEATET FIEEY) (MGE. ) KFRAFR, MAZIX
i3,

Let people express their needs by making things (like
drawing or collage) instead of just talking.

"R E R, BERACAZATIE (ZEQTR) . Ethz/a,
THEARBERDITIE" #1773,

Hide the complexity. Residents use simple, blank tools (like
blank petals). After the activity, staff use the Analysis Tool (see
chapter 2.) to categorise the data.



1.3 BRS37R%E (Service Process)

B

Goal

135

Action

=i

Output

FERHEZEE (IRE) #EE BineE
AAIATRIZR Ao

To reach the target group and
their families in their daily public
spaces (like parks).

518 (W0EF) RER—TIR
A FHERIR I TRIGIE
Facilitator invites the family (e.g.,
grandparent and child) to play a
quick doodle card game.

RBGBIEF, BIFMISME ZMER
Bt XTEEEED.

Give them a Invitation card,
inviting them to the Phase 2
activity at the community garden.

135h

Action

=i

Output

s
Q0O

E23:l

Co-creating

5| SRETE AR RR AT TEERY
A

To guide families to express their
ideas for the garden in activities.

EFRAW LM ERKTER 51855
EHEEEREZTE . (K 2t)
Pin expression petals to the
expression tree. (See chapter 2)

SEERFINI TR MIETE ERKKRX
W, EERIM . Participants
put their flowers on The Growing
Expression Tree to make the results
visible.

135

Action

=i

Output

LR

Sustaining

R —RIEERNAEE AN KEIREER
o

To turn this one-time activity into
a long-term connection.

"FERFIMIRIANMAR" (ZEATE
. %) BEMRKIEE, The
Expression Tree and a supply box
(blank petals, pens) stay in the
community garden.

B BRI AR RNy TE", FH
BA—MMRERNRIGRE,
Residents can add new flowers
anytime, making it a continuous
feedback channel.
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Inclusive Engagement Toolkit

XERERITH, AU EFNEFRTE, AMUIHIHEILAE
BE, 8—TE25EMNAERALUER, FAFEARALU
RHEChapter 1FIR4E R C BIKITRUIAHFEEXETE,

Here are the practical tools available for use during

2.1 i&i‘l’ﬁ)ﬂ“‘ﬁﬁ (DeSign PrinCiple Card) implementation. Not only can designers utilise them, but

every participant in the activity can do so. It is hoped that
- . everyone will continually enrich this toolkit based on
22 :&EHE%M (The 3-Step Ser‘"ce Plan BOOkIet) Chapter 1 and our own design principles.
2.3 #EFEF (Scenario Card)

2.4 FIRDHAFT (Needs Analysis Maps)



2.1 1%itEN-EF (Design Principle Card)
ERELRN 2 B LR, B4M?

How it was created? When and how to use it?
WHAT
XN TEFERZ Chapter 1 BOigitENBYSEERR" . ERGEE, BRRAEEHIG—ICER, HIMNFREZSIEDD. XEEFRME2AEINFISEREEEN /)
¥, 1EEEhEIGIRERR T, BEENBEHEIZITEE,

This tool is the physical version of the chapter 1: Design Principles. It was created because when things get chaotic at a real event, facilitators tend to
forget the principles. These cards are quick reference reminders for us to check our mindset. And help us narrow down.

WHEN

ERNTRVIFTBINERS, NEESRECHF AR, ARAMSOEFRIEHE,

Use this during facilitator training or at the prep meeting before every co-design activity.

HOW
IR —i2, MEBXSHK-R IS | “Hi1S RIVESDRB G ? RIS L RRFTI5 2"

The team runs a pre-flight check against these 5 cards: "Is our activity 'playful' enough today? Did we 'hide the complexity?"



2.1 1itEN-EH (Design Principle Card)
K48 ? 240017

What it looks like? For an example...

Front
aatrz AN <] a “ ¥or
RIRMGLA ¥
Playful Familiar Context 8eyond Speaklng Keep It Simple
WHY HOW HOW
%3 | REEBBAF A BT ﬁﬁ%im HIfEER (B0 CIVN 1J:M|'Jz§:1 I RY) (f0is
WABIFNE, BFRRA | i), MARMRE R A FRERD, ERETHREN ms R, MF2
B BRkE % R 2
The best way to engage se simple making activities (like their needs by
families is through their drawing or collage) instead of (like drawing or
grandchildren. Children are abstract thinking games. collage) instead of just alking.
the icebreaker.
only activities
them.
Back

ZEMFF (Scenario)
RAVEREE BAVREH KRR SSRRNET — 8%, ERREEENT, EAEERBRT.

We'd like to know what flowers residents would like to munity garden. But we've brainstormed a lot of
ideas, and we're unsure w [ look nice.

#RIa (Then)...
EIMNEEXAKEA G SXLEEZDNEEHEFE R ENEKR, FEENFHIEET | BIBIEEEEF. 8§ 2EEEY......

We used these five cards to assess whether the activities met all the requirements listed, and thus we eliminated:
randomly inviting residents to give talks, complex card games...



2.2 =5 FERRSSA (The 3-Step Service Plan Booklet)
B ELFED ? Bl 4b4=H, ELB?

How it was created? When and how to use it?

WHAT

PN TESETHMNRENANENRE. EEET—DXREA | RNGERE, BRITEAFIRE?" EiE— P TBNEE5RE (WREANRFHRL") &
LT, EARBIXEFEZRNA—FS T IRARE TEFR, BEILULAREIRNERH—F, 8—FBEENEITHEMN 20
This tool summarises our prototype process. It answers a key question: "How does this fit into our workflow?" It visualises the journey from stranger to
sustained engagement and shows how this toolkit plugs in to our work. It also allows everyone to see what stage we have reached and what specific
actions correspond to each step.

WHEN

ES—THERIAX B MER & RHEIEHER

Use this during the project planning and debriefing in every service stages.

HOW

MEASZARTUARPREREZHLIE, HETHERR
Project manager can use this table to allocate resources and to measure success.



2.2 = ENRSSM (The 3-Step Service Plan Booklet)
K4 2 20T

What it looks like? For an example...

'4 3\ ( 3\ { 3\ (
ril=Et oM Bin: BiR: BitR:
Project Name Goal Goal Goal
. J L J \ J .
'4 \ 4 N\ K ( \ 4
=5 ERSHE BER : 175 : Lo ) 138 ¢ 138 :
Stage Action o o Action Action
Service - / - g - / -
) . - \ 41 - | 174 -
Plan FEH EE Co-creating e Sustaining e
B o o kI et Main Goals Output Output Output
. J \. J \ J \.
#&E (Note) X (Note): X (Note):
HFEA (Manager): HH# (Date):
part 1: Infomation part 2: Engaging part 3: Co-creating part 4: Sustaining
—_— —_— —_— —_—

ZE9MFF (Scenario)
BINBEHEEEFR B K ERRI TN S

We need to gather residents' requirements for the new garden during the community garden open day.

PRI (Then)...

RIEMFE EIRANTRERNRIE, HEEsEREMED AR BR
Follow the booklet to outline our event schedule, and review afterwards whether objectives were met.

=HERSHE

Service —
Plan
Booklet

=HERSHE
_ Service

Plan
Booklet




2.3 t=E

£ F (Scenario Card)

EEELRN ? HMT2a0&EA, ELR?

How it was created? When and how to use it?

WHAT

XPNTERATHITIRTRIBNERCDR, ENiltE, RRARINEAMERERR (MFREMFLA?") REHEELHH. XTITEILRITHNATBN R
BRTNHEFEHN, B—PEENEREBR (‘EMGERNT) RILARFEHRDL, HaHEN
This tool aligns with the second Design Principle: Familiar Context. It was created because we found that direct questions ("What do you need?") fail.
This tool shifts the facilitator's role from "interviewer" to "storyteller," using a concrete life scenario to spark empathy and ideas.

WHEN

TEEZD: HERIROIF T A
Use this during the core of the part 2: Co-creating activity.

HOW

AR AERY
How to Make (Backstage)

FREME : RIEEARNEDEIRNEEBESRNER (e.g. AN, IHEE)

Set Topic: Decide the scenario based on the specific activity objectives.

(e.g., appearance, function).

ERAtE  NBELEGRPER—TAE (BIE0 @ M)
Create Role: Invent a relatable character ("Aunty Wang").
it | E—REEN" R/ NRE"

Describe Scene: Write a short problem story related to the topic.

~

[

snfAIfER -

How to Use (Front-stage):

TEAGRBHEFRBARBERES, TURERAERNFRH, WAL
EIEXEHRENIES cRRENIZILITHR

Staff may incorporate story cards into the collection of questions,
either bypassing them directly to residents or by using the narrative
language of these stories into the design of the event space.




2.3 #1FEEH (Scenario Card)

K28 ? 21700F FAFIF (Scenario)
What it looks like? For an example... HERTCENIRIGET A, HITBEF LRI

The process of the community garden designing is drawing to a
close, and we must now begin planting.

SRS (Then)...
RABRABBIIAE— MBS, REERITHFHREERENESR

Let us consider how to create a narrative setting that sparks residents'
imagination regarding the plants within the new community garden.

1. H{1E4%05E (We need to know)

HXTEERRIZE T BA, RITEEFRREY,
BINNFEMERRBKNEE. [, )
The process of the community garden designing is
drawing to a close, and we must now begin

Scenario Card

planting. We need to know

. XBATE (Set Topic)

TEEMIES
4. iﬁ%ﬁiﬂ_{ (Describe Scene) The 4 seasons’ view of community garden

IRRERRTESERD, WEWAE, TSN
=, WEERERIRER RS TR RS a5, 3. A¥)ZERL (Create Role)
WHERRANTREEAAR T, SPTEE. TR

%, BT AEEHE,

BR—TEIMEELRES BRI Al ? F A% (Auntie Wang) :

Auntie Wang often visits the garden to unwind. She enjoys o

photography and savours the garden air. She also frequently REETENA, SRETEERR, =

brings her grandson to play in the garden after dinner. ZRENZES, TERBIREHNDFR
{EE BT The most frequent visitor to the

In the garden near her home, she plants flowers and garden, she enjoys taking

maintains the grounds alongside others. Before she knew it, a photographs there, savours the

full cycle of seasons had passed. garden air, and likes bringing her
grandson to play in the garden after

Imagine what plants Auntie Wang might encounter in the dinner.

garden?




2.4 B3R (Needs Analysis Maps)
ERELRM ? B LR, BLM?

How it was created? When and how to use it?

WHAT HOW
XANTEZRARSEIM RN 5: [z § RME"H%0. ERER, M2 é PORN
B8 R0 AR B R RRAIES T, RIS (Front-stage)
This tool is the core method for achieving Principle 5: Hide SBEAEEIR, RE—MEEN /el stz A IFrEHEE (a0 @ “Fi8
Complexity. Its purpose is to clearly separate the complex BrIAZ". “FREMSFEIEK")
analysis work from the simple resident experience. Residents use only one colour of blank petals to write or draw all their ideas
(e.g., "I want sunflowers," "I want to chat with neighbours").
EiLFERe (MEREHNN) JURREHENESR (BRR \-
ERZEBTEE) , RRXEEEREE (CNS FRER) EXLEE5RA ("
DEE (FUEBIR)  RICEN TS AR S0 S0LBIE, 54 (Backstage)
It allows the front-stage (interacting with residents) to remain o .
extremely simple (residents only use blank petals), while LRI, RIIER (2-3A) SE—ED .
allowing the backstage (the CNS team) to turn those valuable, After the event, the CNS team (2-3 people) sits together and analyses.
raw ideas into structured data that can be analysed and
reported. .
-
433 (Categorise)
FA—K— KR e LRI, FHREFROMKR"KITIE, XTMEEETH
51,
We read each petal one-by-one and use the Need Analysis Table to decide
L which category the idea belongs to.
WHEN 4 .
#5ig (Tag)
EROESNETZE, BITEANLE S 2R, AT UG XK TE s _EX N ER B \EE", HEBCRE DR LMY
Use this after the co-design event, during your internal team debrief. iz
We tag the petal with a corresponding coloured sticker or place it on the
correct area of the Analysis Map.

AN




2.4 B3R HhR (Needs Analysis Maps)

ZIFElHrtE (The Analysis Map):

XZREaAI EER" . EEERE, HNATUERXKME, HIKERINFRE"ZA1E
W (FRMNEGEE) ZRGARHEDESEITYIED . XKBEHRERME T 206, ik
FBABE# — D X L 3 ST RVBUHR S BN TR 245 (Summary)’s “IRiTHRER
(Insight)"#“1&3tEN (Design Principles)’, H&xZ&#H1T"LMX 2 (Ideas)”s

This is the main canvas for the backstage analysis. After the event, the CNS team uses
this map to physically categorise all the collected blank petals (raw data from
residents) according to the five categories from the instruction sheet. This canvas
also provides space for the team to further synthesise this data into a Summary,
Design Insight, and Design Principles, and finally to conduct an Ideas brainstorm.

T HhitE

Support Petal Analysis Map - Overview

TaARES
Tangi upport

PEFEMESH
Social Network Suppor

ipport

K28 ? #49M0F

What it looks like? For an example...

FiH1EM5BA3 (The Instruction Sheet):

XEEa DI RAR M DER". EBEREX T AMZONFERER (T
B, B BR. BR ") , HRHT BN ER1EN R,
1EF5 | S RMNAFE R RIBR R b N B IS KX MBS 2ER,
This is the manual and analytical framework for the backstage analysis. It
first defines the five core need categories (Tangible, Social, Information,
Emotional, Recognition) and provides a clear Analysis Framework as an
example, guiding the facilitator on how to translate "Resident's Initial
Feedback" into "What They Actually Need" and the "Corresponding
Support Types."

SIFREiRIAH

Support Petals

.25
Explanation

DITHESR

BREER pojve e

Example: Needs  Example: Our Support

FE/FEMEZIS
Social Network Supy

Supp

RAKMANET HEBEHXAR



ts
F RS
Conclusion

XE—MATEHNIAED, MEN TR ERERENENMS. XTMFRNEEBNFZRAUE" EGIRITUIMIMARNT
8) , MERALE" (DEHNELEPZINRSIRITELESR) o FREHTE WREFLERDTHE") RE2ETHA
XREEN—1EA. Ef1E"&" M Chapter 1 FEY R OERN" (NHEIKME". o 1) MIERZSE, FEEENE8", RS

RITREFBREEN,

FREL, FEBNA], BEXTMTIEIYFEREKR . HEHFLEIN, BIMIERESAXMERZLE, KUEHES. B
¥ EMEIRIRRERFH TEMFERD !

This is an imperfect toolkit, and that imperfection is precisely its most valuable feature. The true purpose of this manual is
not to "give you a fish" (a few ready-made tools), but to "teach you to fish" (to share the service design mindset we
learned through this practice). The tools we provided (like the Scenario Card or the Analysis Map) are just one example
based on this single project. They are the fish. The Design Principles in Part 1 (like Be Playful and Hide Complexity) and
the framework logic, that is the fishing rod. The service design mindset is what matters most.

So, please treat this toolkit as a source of inspiration. What we hope to see most is you using this framework logic to create
more, better, and newer tools and activities that perfectly fit your future needs!



