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PUIC 3101 A
Instructors: Elliott Montgomery (montgome@newschool.edu)
Office Hours: by appointment

PUIC 3101 B
Instructor: Shana Agid (AgidS@newschool.edu)
Office Hours: Tuesday 1-2:30, Friday 3-4:30 (2 West 13th Street, Room 1106) 
Please make an appointment or stop by (you may have to wait if you drop in)

PUIC 3101 C- Rm 504
Instructor: Liz Burow (burowe@newschool.edu)
Office Hours: by appointment

Meeting time: Thursdays 3.00-5.40 pm
This course has three sections that meet simultaneously. We will often meet together, then break 
into groups.

Credits: 2 credits
A. 3 Contact Hours (in-class)
B. 3 Self-Directed Hours (out-of-class)
C. 6 Total Learning Hours

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Course Description
This course explores design as a process of facilitation rather than design as a process of expert 
ideation. Students should already be adept collaborators with other designers. This course 
focuses on collaborations with non-designers. These collaborations are more than research or 
consultation sessions. They are moments at which designers teach non-designers to design for 
themselves. And moments at which designers design tools and techniques by which others can 
design for themselves and the others. The course will explore the history of participatory design, 
as it compares to examinations of expert design process, alongside experiments in participatory 
design.

Key words:
Co-design > Participatory Design > Diffused Creativity > Open Innovation > Empathic Design > …

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Learning outcomes
Through this course of study, students will address theoretical and operative frameworks design
scholars and practitioners address during all phases of the cooperative design process:
In this course, students will learn and hone abilities to:
Work in teams and improve their ability to work collaboratively;
Develop critical approaches to perception, observation and understanding, beginning to develop 
proficiency researching design contexts, getting in touch with others empathizing  with them and 
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working to gain their trust; Learn to identify, question, and address assumptions (their own and 
others'), framing design objectives and opportunities as part of a creative and strategic problem 
setting; Learn to use and frame methods and tools for participatory and/or co-design, beginning to 
develop proficiency in designing with others, who have specific needs and competences;
Apply the knowledge gained through experience, readings, and class discussions towards the 
development of a set of working methods and tools to apply in a range of design contexts;
Learn to put in place and test an idea, organizing a pilot prototype.

LAB FOCUS: Cooperation
Cooperation and collaboration may be key words in the contemporary world, despite a continued
focus in many realms on individualism. Participative media and technologies (such as social
networking software, mobile technology, and even community meetings) allow people to create,
aggregate and distribute contents: ideas, plans, images and toolkits. Co-designing in
multidisciplinary environments is an increasingly prominent way of working across a range of 
fields, and is gaining traction especially in design fields internationally. Collaborative services 
(services that are run through the collaboration of a group or groups of people, both for and not 
for profit) are emerging as key in both public and private offerings. Consumers turn out to be 
producers, becoming “prosumers”. Cooperating and collaborating can also be a way to create 
areas of collective identity and meaning for one’s own experience as it links to others’ lives. 
Through codesign, or collaborative design processes, innovation capacity, as well as creativity, 
can be widely spread. One challenge is to take advantage of this by finding ways for companies 
and other organizations (non-profits, community groups, students groups, etc.) to collaborate with 
clients, designers and other experts. 

Cooperation is definitely a worthwhile concept to explore through design thinking.

“But we are moving into a time when with the help of cheap, distributed technology there will 
be more production by the masses, for their own ends. As a consequence, innovation will 
become more like a mass activity, often involving large collaborations of professionals and 
amateurs, designers and consumers, sharing their ideas. Increasingly we will think together.”
(Charles Leadbeater)

Cooperation, above all, involves developing and honing capacities and tools for engaging with
otherness, learning about the contexts in which people and systems exist, and having a sensitivity
towards the alterity, what is different from us. This implies the capability to get in touch with other
people with a wide range of experiences and circumstances, sometimes quite different from those
of the designer, to understand their positions, to learn from what they know - discern their 
expertise and actively seek it out, to gain their trust and to find a common ground and language to 
work together.

In design terms, cooperation can be imagined as having two meanings:
•	 Cooperation as a process: a way to design
•	 Cooperation as a result: collaborative solutions resulting from a design activity

The course will be teaching and stimulating cooperation in both ways, by proposing theories,
examples, exercises and creative activities.

Given this, the nature of results that we would like to explore under the framework of cooperation,
are of two kinds:
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•	 Tools: conceptual and material artifacts that help to design in a collaborative way, that’s to say 
in teams, involving other competences, and/or involving the user.

•	 Concepts and prototypes: design ideas that use collaboration as working principle. i.e., 
collaborative services or projects that will be dealing with different everyday situations and

      problems involving various actors.

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Course Curriculum
The tools, skills, concepts and outcomes of the cooperative lab will connect to the work being 
developed in the IDP design studio practice. Emphasis on directly supporting the design studio 
work will take place in the second half of the semester.  

Course structure and organization
This course has three components:
Challenges: Applying course concepts, tools and techniques via three ‘design challenges’. 
Projects will be both individual and group work and will be developed in and outside of class time 
and presented in class for review and discussion. 
Skill Building: Developing a comprehensive toolkit learned through in-class exercises, tools 
building and technique development. 
Metephor/ Language Building: Developing a glossary of terms, metaphors, and a visual/
language short-hand for cooperative design practice. Constructed through short assignments 
executed outside of class and presented in class for discussion. 

Self Assessment/ Reflection
We will provide the tools and time to document your own progress in this class as well as 
reflections you may have on the work you are doing, the skills you are learning and the kinds of 
collaborative relationships you are forming. 

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Week 1-4 | CHALLENGE 1
a Listening tool (learning how to see, listen, hear, observe, gather)
Objective: Design an object, service, or system that facilitates three aspects of communication: 
articulation, listening, and hearing. Individual projects
Deliverable: present concept, prototype, testing/response & 2 critical questions

Week 4-9 | CHALLENGE 2
a Focus tool (learning how to question, analyze, focus, communicate)
Objective: Gaining experience visually and verbally presenting one's ideas - create a visualization 
that both poses a question and communicates your concept of how to answer this question using 
collaborative and participatory efforts. 
Deliverable: 1) Poster 2) 30 second pitch

Week 9-15 | CHALLENGE 3
an Engagement tool (learning how to experiment, test, engineer, act, use, execute)
Objective: Gaining experience and practice working in groups/with others, identifying "non-
designer" collaborators, working with "non-designer" collaborators in order to strengthen, deepen 
and or support work stemming from the core studio practice. 
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Deliverable: 1) Presentation explaining process and outcome of collaborative effort 2) 
collaborative toolkit created by collecting, translating and developing tools/techniques gained 
through out the semester

SCHEDULE
-----------------------------------------------------------------------------------------------------------------------------------
Week 1: Jan 26 | INTRODUCTIONS sections meet independently
In class: Introductions to course, to each other, radio listening exercise, review of video making, 
introduce VIDEO 1
Homework: Task A- VIDEO 1 [Create 1 minute video identifying a type of collaboration 
The video can use text or voice over, but you will not be able to speak over it or introduce it, so it 
should be entirely self-contained and address these questions: what is the collaboration?, what is 
collaborative about it?, how does it work?, who does it?]

VIDEO MUST BE POSTED TO VIMEO CHANNEL BY 5PM WEDNESDAY Feb 1st. 
See class website - http://coop2012.me/assignments/28-2/ - for detailed instructions to join Vimeo 
and upload your video (once you’ve made your account, you will receive an invitation to our class 
Vimeo group after the first class). Name your file as follows: LastName_FirstName_Challenge_1
-----------------------------------------------------------------------------------------------------------------------------------
Week 2: Feb 2 | CHALLENGE 1 Kellen Auditorium
In class: Review 1 minute videos. Intro to CHALLENGE 1, Expert Insight Presentation (Elliott, 
Shana, Liz)
Homework: Challenge 1 – task B [Bring to class a visual and/or text-based representation of 
scenario (Who is listening?, Who is being listened to?, What is the context?, What is happening, 
how?)]
-----------------------------------------------------------------------------------------------------------------------------------
Week 3: Feb 9 | CHALLENGE 1 sections meet independently
In class: Skill workshop, studio time
Homework: Challenge 1 – task C 
[ Build a prototype of your concept, based on your scenario and document deployment.  Prepare 
for review, including presenting concept, prototype, testing/response & 2 critical questions]
-----------------------------------------------------------------------------------------------------------------------------------
Week 4: Feb 16 | CHALLENGE 1 sections meet independently
In class: REVIEW CHALLENGE 1, introduce VIDEO 2
Homework: Task A VIDEO 2– create 1 minute video identifying a type of collaborator 
-----------------------------------------------------------------------------------------------------------------------------------
Week 5: Feb 23 | CHALLENGE 2 The Bark Room - 2 West 13th Street Lobby
In class: Review VIDEO 2, introduce CHALLENGE 2, expert insight presentation
Homework: Challenge 2– task B
-----------------------------------------------------------------------------------------------------------------------------------
Week 6: March 1 | CHALLENGE 2 sections meet independently
In class: Skill workshop, studio time
Homework: Challenge 2– task C [Identify and workshop critical / framing question for poster]
-----------------------------------------------------------------------------------------------------------------------------------
Week 7: March 8 | CHALLENGE 2 sections meet independently
In class: studio time
Homework: Challenge 2– task D [Concept sketch / proposal]
-----------------------------------------------------------------------------------------------------------------------------------
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SPRING BREAK
-----------------------------------------------------------------------------------------------------------------------------------
Week 8: March 22 | CHALLENGE 2 The Bark Room - 2 West 13th Street Lobby
In class: REVIEW CHALLENGE 2  Poster speed dating, Panel Discussion with Expert Insights, 
introduce VIDEO 3
Homework: Task A- VIDEO 3– create 1 minute video identifying an existing collaborative/
participatory tool
-----------------------------------------------------------------------------------------------------------------------------------
Week 9: March 29 | CHALLENGE 3 sections meet independently
In class: Review VIDEO 3, skill workshop, studio time
Homework: Challenge 3– task B [key questions, shape of collaboration, initial brainstorm ideas 
about “non-designer” input/collaboration and role]  
-----------------------------------------------------------------------------------------------------------------------------------
Week 10: April 5 | CHALLENGE 3 sections meet independently
In class: Skill workshop, studio time
Homework: Challenge 3– task C [key questions, progress update, challenges]
-----------------------------------------------------------------------------------------------------------------------------------
Week 11: April 12 | CHALLENGE 3 sections meet independently
In class: MID-REVIEW OF WORK– report in to your classmates on the progress of your project
Homework: Challenge 3– task D [work-in-progress materials taking into account methods, tools, 
processes, and key questions and challenges]
-----------------------------------------------------------------------------------------------------------------------------------
Week 12: April 19 | CHALLENGE 3 sections meet independently
In class: studio time
Homework: Refinements to CHALLENGE 3 deliverable and group presentation. Prepare 
presentation that showcases the process as well as the outcome and how it relates, influences, 
enhances your studio design practice. 
-----------------------------------------------------------------------------------------------------------------------------------
Week 13: April 26 | CHALLENGE 3 Kellen Auditorium
In class: FINAL PRESENTATION OF CHALLENGE 3 GROUP WORK 
Homework: Toolkit development
-----------------------------------------------------------------------------------------------------------------------------------
Week 14: May 3 | CHALLENGE 3 sections meet independently
In class: studio time
Homework: Toolkit refinement
-----------------------------------------------------------------------------------------------------------------------------------
Week 15: May 10   Kellen Auditorium
In class: PRESENTATION OF TOOLKIT DESIGNS– use, test, share toolkits with each other 
during class. Invite colleagues, faculty, peers to test toolkits.  

/////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Suggested Readings
•	Armstrong,	Helen	and	Stojmirovic	((2011)	Participate:	Designing	with	user-generated	content.	
Princeton Architectural Press. 
•	Battarbee	K.,	Koskinen	I.	(2005),	“Co-experience:	user	experience	as	interaction”,	in	CoDesign,
Vol. 1, No. 1, March, 5 – 18; Taylor & Francis
•	Burns,	C.,	Cottam	H.,	Vanstone	C,	and	Winhall	J.,	(2006).	Transformation	design.	RED	paper.	
02,
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London, UK: Design Council. Cornwall, A.
•	Cautela	C.,	Rizzo	F.,	Zurlo	F.	(2009),	Co-created	with	customers	or	co-	designed	with	end-
users?, in. Proceedings of Multipleways, Swiss Symposium on on Design, November 12-13
•	Certeau,	M.	(1984)	“Walking	in	the	City,”	The	Practice	of	Everyday	Life,	Berkeley:	University	of
California	Press.	pp.	91-110.
•	Forlizzi,	J.	&	Battarbee,	K.	(2004),	“Understanding	Experience	in	Interactive	Systems”,	in	
DIS2004, August 1–4, Cambridge, Massachusetts, USA.
•	Gordon,	A.	2004.	Keeping	Good	Time	:	Reflections	on	Knowledge,	Power,	and	People.	Boulder:	
Paradigm Publishers.
•	Gray,	Dave,	Brown,	Sunny,	Macanufo,	James	(2010)	Game	Storming:	A	playbook	for	Innovators,	
Rule Breakers, and Changemakers. O’reilly.
•	Hall,	S.	(2001).	“Encoding/Decoding,”	in	The	Cultural	Studies	Reader,	Simon	During,	ed.,	New
York: Routledge, pp. 507-517.
•	IDEO	(2009).	HCD	Human	Centered	Design	Toolkit.
http://www.ideo.com/work/featured/human-centered-design-toolkit
•	Kelly,	Tom	(2005)	The	Ten	Face	of	Innovation:	Ideo’s	strategies	for	beathing	the	devil’s	advocate	
& driving creativity throughout your organization. Currency Doubleday
•	Kwon,	M.	(2002).	One	Place	After	Another:	Site	Specific	Art	and	Locational	Identity.	(Cambridge:
MIT Press) - selection: Chapter 4 "From Site to Community in New Genre Public Art: The Case of
Culture in Action," pp 100-138.
•	Leonard,	D.	and	Rayport,	J.	(1997)	‘Spark	Innovation	Through	Empathic	Design.’	Boston,	Mass.:
Harvard Business Review. November-December: 102-113.
•	Leadbeater	C.	(2008),	We	Think.	Mass	innovation	not	mass	production,	London:	Profile	Books.
http://www.wethinkthebook.net/home.aspx	Chapters	1-2-3-4-5-6-7-8-9
•	Malinowski,	B.	(1922).	Argonauts	of	the	Western	Pacific:	An	Account	of	Native	Enterprise	and
Adventure in the Archipelagoes of Melanesian New Guinea. New York: E. P. Dutton & Co.
•	Meroni,	A.	(2006).	Creative	Communities.	Milano:	Polidesign.
•	Mulgan,	G.	(2006).	Social	Innovation:	what	it	is,	why	it	matters,	how	it	can	be	accelerated.	
London: Basingstoke Press.
•	Nonaka,	I.	(1998).	“Toward	Middle-Up-Down	Management:	Accelerating	Information
Creation.”	Sloan	Management	Review	29,	no.3	pp.	9-18.
•	Prahalad,	C.K.,	&	Ramaswamy.	V	(2004).	The	Future	of	Competition,	co-creating	unique	value	
with customers. Boston: HBS Press.
•	Suchman,	L.	2002.	"Located	Accountabilities	in	Technology	Production."	Scandinavian	Journal	of	
Information	Systems	14	(2):	91-105.	
•	Von	Hippel,	E.	(2005),	Democratizing	Innovation	,	The	MIT	Press,	Cambridge/London
(http://web.mit.edu/evhippel/www/)	Chapters	2-3-4-5-7-9
•	Wenger,	E.	(1998).	Communities	of	Practice:	Learning,	Meaning,	and	Identity	.	Cambridge:	
Cambridge University Press
•	Whitney,	P.	and	Kumar,	V.	(2003)..	“Faster,	Cheaper,	Deeper	User	Research.”	Design
Management	Journal	April.
•	Zeisel,	J.,	(2006),	Inquiry	by	Design:	Environment	/	Behavior	/	Neuroscience	in	Architecture,
Interiors, Landscape, and Planning  (Revised Edition). (New York: W.W. Norton) - selections from
Chapters	8	&	9	on	observing	environments	and	environmental	behavior.

Film, Radio and Talks
Kitchen Stories, http://tinyurl.com/5q2oxu
This American Life – NUMMI, http://tinyurl.com/yce5v2qi
Our cell phones, ourselves, http://tinyurl.com/35vfsk7
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Where	good	ideas	come	from,	http://tinyurl.com/497hlh5
The Ethics of Aid (with Binyavanga Wainaina), http://tinyurl.com/7bephzo

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Evaluation and grading
Course Expectations
In order to receive a grade for this course, students must complete all the assigned tasks and 
actively participate in classroom discussions and critiques. Expectations for each assignment will 
be clearly defined; they will be printed in handouts and discussed in each class. Each assignment 
will be evaluated on the following basis:
•	 If the work fulfills the requirements and objectives of the assignment
•	 If the student demonstrates initiative and inventiveness in the exploration
•	 If the student has improved from previous assignments
•	 If the work is carefully considered and consistently developed

Assignments must be completed on time and included in class discussion & critique. Late 
assignments will be marked down at least one half grade, more if they are over 2 days late.
Consideration will be given to how much a student’s work has developed and how well that 
development demonstrates an understanding of the concepts of the course. Assignments will be 
graded according to criteria written into the assignment.

Grading
15% Challenge 1 
20% Challenge 2 
40% Challenge 3 
25% Participation 

Grading for the three design challenges will be based on the following:
50% Process work- defined as tasks within each challenge
50% Finished Project- includes evaluating the following:
•	 PRESENTATION– visual acuity
•	 CONTENT & CONTEXT– mind expansion (looking at precedents, research in your context, 

understanding what other people are saying and thinking in your area)
•	 COOPERATIVE CONCEPTS– applying class learning to project work

note: Challenge 3 groups consisting of students from multiple sections will be graded 
corroboratively by the instructors associated with the respective sections.

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

ESSENTIALS
Digital Storage Device 
All work should be saved and backed up. Digital information does not exist unless it is saved in at 
least two locations (like a hard drive and a CD). Data loss for any reason is not an excuse. Do not 
rely on the drives in the labs, the drop box is emptied every day at 11:50 and there is no guarantee 
that your work will be safe in the 'Work in Progress' drives. 

Recommendations:
External hard drive– this is more reliable and has more storage space then a USB key. With your 



8 of 11

 School of Design Strategies | Integrated Design Program
COURSE: COOPERATIVE LAB | Spring 2012 
Jan 26, 2010 - May 10, 2010, Spring break: Mar. 12–18
PUIC 3101 IDP Lab Cooperative 7539 
Course website: http://coop2012.me

external hard drive, you should be backing up your computer regularly, in case the computer 
crashes, is stolen, etc. There is no excuse for lost data. 

The Cloud– Consider saving your work to an Internet based storage bank. This could be the space 
given to you by Parsons, google docs, or on a web platform like www.dropbox.com

Notebook– you're process work is important for this class. Keeping your process drawings, 
diagrams and notes in a bound notebook, folder, or other. 

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

GRADES

Grade Descriptions :

A      4.0       95-100%	Work	of	exceptional	quality.	These	are	projects	that	go	above	and	beyond	
the expectations and requirements described in the assignment. They demonstrate substantial 
effort and achievement in the areas of critical thinking, technique and presentation.  

A-     3.7       90-94.5%	Work	of	very	high	quality.	

B+    3.3      86-89%	Work	of	high	quality,	higher	than	average	abilities.	

B      3.0      83-85.5% Very good work that satisfies goals of course. The “B” student offers a clear 
and convincing structure to a visual endeavor that is more complex and unique than a project at 
the average level. The creator’s point of view and point of the project are merged successfully and 
organized fairly consistently throughout the project. Although minor structural problems may be 
present in the assignment, they do not hinder the overall outcome. 

B-     2.7      80-82.5% Good work. 

C+    2.3     	76-79.5%	Above	Average	work,	Average	understanding	of	course	material.	

C      2.0      73 -75.5% Average  work;  passable. The student demonstrates an engagement 
with the assignment. The project will show that the creator can identify and work with key ideas 
and examples found in reference material. Typical of a “C” project is that the original problem or 
assignment once approached, does not develop further. Projects may also have organizational, 
technical weaknesses. 

C-    1.7          70-72.5% Passing work but below good academic standing.  

D      1.0        60-70.5% Below average work; does not fully understand the concepts of the 
course. Although this is passable work, the project only answers the minimum requirements of the 
assignment. The projects shows very little effort, is incomplete, late or incorrect in its approach. 
The outcome shows a lack of full understanding and commitment on the part of the creator. 

F                   0				0-59.5%	Failure,	no	credit. 

WF                Withdrawal Failing. Instructors may assign this grade to indicate that a student has 
unofficially withdrawn or stopped attending classes. It may also be issued when a student fails 
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to submit a final project or to take an examination without prior notification or approval from the 
instructor.  The WF grade is equivalent to an F in calculating the grade point average (zero grade 
points) and no credit is awarded. 

Mid-semester Evaluations
Mid-semester evaluations are issued to help students improve performance and make progress. 
Although a grade may not be given, the comments will indicate your standing on an average - 
below or above scale.

Late Work and Make-Up Work
All assignments will be handed in on the due date at the beginning of class unless otherwise 
noted. No late work is accepted. Each assignment will be handed back with a grade. In certain 
cases, the student will be offered the chance to revise the work and to resubmit for a re-evaluation 
(A higher grade is not guaranteed). 

University Policies
Student Responsibilities
•	 Treat class time as a precious opportunity.
•	 Arrive to class on time, with all materials, ready to work steadily throughout the session. Be 

prepared with all your required materials for every class, especially presentation days.
•	 Complete all assignments on time.
•	 Participate in all class discussions and critiques. Confront difficulties in your work in the spirit 

of learning, creative exploration and personal growth.
•	 Ask for help from your instructors when needed.
•	 Respect your fellow students at all times. Disruptive behavior is not tolerated.
•	 You are responsible for cleaning up after yourself at the end of each class.
•	 No texting/ cellular phone use is allowed in class.
•	 No smoking anywhere in the building.

 Attendance Policy
Class attendance is mandatory. There is no substitute for working and participating in class. The 
attendance policy applies to everyone. There are no exceptions. If a student fails a class due to 
attendance, he/she is no longer permitted to attend the class. Absences will impact your grade 
(see Grading). Students must return to class promptly after breaks. Undo tardiness following a 
given break will result in an absence. Leaving the class before it is over will be considered an 
absence.

Absences
Classes meeting 1 time per week: 3 absences are grounds for failure.
Miss 1 date of presentation and you fail this course.
Attendance for this course will be considered over the entire semester.

Tardiness
Two (2) tardies will be counted as one absence.
Class begins on the hour sharp. The door to the classroom will be closed at that time. Anyone 
walking in after the door has closed (class has started) will be marked late. 5 minutes is 
considered tardy. Over 20 minutes is considered as an absence. The following may be counted as 
tardy:
•	 Coming to class without the required materials
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•	 Sleeping in class
•	 Being asked to leave class because of disruptive behavior.
•	 Doing other course work in class.

Academic Warning
Students who do not complete and submit assignments on time and to a satisfactory standard 
will fail this class. It is a student’s responsibility to obtain missed assignment sheets from other 
classmates and make-up the work in time for the next class.

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

Core Values at Parsons
Parsons mission is to preparing students to creatively and critically address the complex human 
conditions of 21st century culture. 
Students and Faculty share a commitment to:

*the Urban – making New York City and other urban areas our laboratories and
sites for research and making, reflecting the urgent needs and possibilities of 21st Century art and 
design and beyond;

*Sustainability – addressing the need to work for both human and environmental sustainability 
through understanding and designing systems that allow for or produce longevity and renewal;

*Diversity – being an institutional leader in addressing historic under-representation (of people of 
color, LGBT people, and others)(?) in art and design schools and the professional fields they help 
to create, especially insofar as so many different people locally and globally are impacted by and 
interact with designed goods, systems, and spaces;

*the Global – fostering students’ understanding of political and social economies, global dynamics 
of exchange and production, and historical specificities in order to prepare them to work creatively 
and ethically in a changing world;

*Art and Design as Agents for Social Change – challenging students, and the members of the 
Parsons community, to understand our work in relationship to its social and political possibilities, 
following on the legacy of the New School, and
updating it for our present and the future.

///////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////////

New School University Statement on Academic Integrity and Honesty
Academic honesty is the duty of every member of an academic community to claim authorship of his or her 
own work, and only for that work, and to recognize the contributions of others accurately and completely. 
Academic honesty is fundamental to the integrity of intellectual debate and creative and academic pursuits. 
All members of the University community are expected to conduct themselves in accord with the standards 
of academic honesty. Students are responsible for knowing and making use of proper procedures for writing 
papers, presenting and performing their work, taking examinations, and doing research.

Plagiarism and cheating of any kind in the course of academic work will not be tolerated. Academic honesty 
includes accurate use of quotations, as well as appropriate and explicit citation of sources in instances of 
paraphrasing and describing ideas, or reporting on research findings or any aspect of the work of others 
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(including that of instructors and other students). These standards of academic honesty and citation of 
sources apply to all forms of academic work (examinations, essays, theses, computer work, art and design 
work, oral presentations, and other projects).

It is the responsibility of students to learn the procedures specific to their discipline for correctly 
and appropriately differentiating their own work from that of others.   Compromising your academic 
integrity may lead to serious consequences, including (but not limited to) one or more of the 
following: failure of the assignment, failure of the course, academic warning, disciplinary probation, 
suspension from the university, or dismissal from the university.  

Every student at Parsons signs an Academic Integrity Statement as a part of the registration 
process. Thus, you are held responsible for being familiar with, understanding, adhering to and 
upholding the spirit and standards of academic integrity as set forth by the Parsons School of 
Design Student Handbook.


