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To face the challenge of improving mental health and well-being with young people,
Science Gallery Dublin initiates a high-school programme for mentorship among
students. Involving academics, NGO’s, psychologists, parents, teachers, college and
high-school students, ‘Open Mind’ intends to use hobbies and individual attitudes
for favouring empowerment and the overall atmosphere of the school, also leading
to a long-term increased well-being and fewer mental health issues. This chapter
describes how this programme empowers the young people to understand the impor-
tance of hobbies for their mental health, while using co-creation techniques for them
to be innovative in facilitating the clubs.

1 Introduction

1.1 The Organisation

Science Gallery Dublin (SGD) is a space for public engagement, part of Trinity
CollegeDublin andof aworldwide networkofScienceGalleries, a networkof leading
universities devoted to ignite creativity and discovery at the crossroad of science and
art. To reach this aim, SGD organises multidisciplinary and engaging exhibitions
between the fields art and science dealing with relevant issues for young adults. For
their realisation, artists, makers and researchers collaborate in the development of
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these exhibitions engaging 15–25 year olds, thus creating a space of learning, discus-
sion and imagination with the aim to develop capacities such as critical thinking,
cooperation, creativity and communication skills. SGD frequently applies participa-
tory methodologies to the development of its exhibitions and programmes constantly
seeking to improve engagement and co-creation practices in a long-term process.

1.2 The Co-Creation Journey

Perceiving co-creation as a means for collaboration it is applied to involve, engage
and learn from and together with stakeholders. As such, co-creation is a critically
important approach in tackling issues. Specifically, it enabled SGD to reach out and
connect with young people to jointly develop a solution for a specific issue relevant
for them during SISCODE—young people and their mental health.

Within the frame of ‘mental health and management of well-being’ a group of 31
young people, teachers, parents and professionals in the field of mental health has
been set up initiated through an open call to be involved throughout the project. The
experimentation engaged a team of SGDmembers, and three groups of young people
aged from 15–23, as well as a variety of professionals from the field of mental health
and well-being. The activities started introducing the overall approach of SISCODE,
its tools and methodologies to the group. For the purpose a set of Design Thinking
activities and workshops were organised, allowing participants to get aligned before
starting to redefine the problem and generate ideas collaboratively.Among the variety
of ideas developed in the early phases, education and school was a recurring core
element when speaking about well-being management of young people since school
represents one of the main aspects of their life and at the same time is often a cause
or driver of stress and worries. This became the issue at stake, to tackle through a
co-creation approach that largely encourages bottom-up solutions.

Over the course of 18months the group ideated, developed, prototyped, and tested
a concept for an educational model for well-beingmanagement and understanding of
mental health issues in second-level schools. The scope of this module is to transfer
the importance of mental health to students, while connecting it to the importance
of their hobbies and interests. All contents have been collaboratively developed with
students and experts ranging from interactive activities to the choice of topics to be
addressed in the learning module.

As part of the prototyping activities, the educational model has been iteratively
tested as a pilot in four Irish schools to be then refined and improved for future
application. Apart from the module, the project also led to a different application of
co-creation practices and a general shift of approach in SGD.
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2 Ecosystem, Context and Challenge Addressed

2.1 External Context and Ecosystem

During SISCODE, SGD experimented with co-creation to tackle the topic of mental
health and its issues, establishing a direct link between the empowerment of people
and improved mental health. The issue of mental health and well-being has been
chosen as one of the most pressing issues in Ireland in recent times ranking third out
of 36 European countries investigated [4]. The Irish government published a vision
towards significant improvements in physical and mental health that considers the
needs and responsibilities of citizens leading to mental health being valued and
supported across all societal levels [2].

The specific focus on young people can be traced back both to the main target
audience of SGD, 15–25 year olds, and to studies tracing mental health difficulties
back to late teen- and adolescent age [3]. Mental health can also be associated with
a lack of positive factors and traits such as self-esteem, absence of optimism and
positive coping mechanisms, together with a general lack of consideration of the
direct involvement of affected individuals and groups. Empowerment as one of the
core goals of the WHO’s envisioning of the development of health promotion has
been stated as “People should be empowered to promote their own health, interact
effectively with health services and be active partners in managing disease” [7].
Within this frame, the Irish government is addressing the issue of mental health
management in young people with a strategy set out to give children and young
adults a voice in co-developing policies and services that affect their well-being [1].

2.2 Organisational Background

Science Gallery Dublin is part of Ireland’s internationally top-ranked university
Trinity College Dublin. This inherently provides a rich variety of contacts and
communication channels to reach out to researchers and professionals in combi-
nation with the relationships SGD established during activities and exhibitions with
their target of 15–25 year olds prior to the initiation of the project. Furthermore, also
the topic of mental health has already been addressed by SGD in the past leading to a
pool of contacts, relationships and experiences to be exploited during the co-creation
journey.

Apart from the multidisciplinary team within the organisation which includes
scientists, artists and designers, all the SGD exhibitions tend to gather and to various
extents engage a wide variety of external stakeholders. Engineers, designers, artists
and scientists relevant to the particular topic of the exhibition are involved aiming at
the constant expansion and enrichment of their network and leading to the establish-
ment of public engagement practices together with capacities for the coordination of
highly complex projects. In light of that, SGD has already experimented and applied
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co-creation, even though it lacked structure and formalisation in its implementation
It has manifested mainly in the collaboration with the Leonardo group, a part of the
advisory board composed by young people from across Ireland with the scope of
informing the activities and directions of SGD through constant exchange, collab-
oration on initiatives and the integration of their own events in the context of the
Science Gallery.

2.3 Challenge

The broad challenge of ‘mental health and well-being’ was chosen as one of the
core themes of interest for the Science Gallery, as well as a pressing societal issue
across Ireland. It has then narrowed down by conducting an extensive desk research
in combination with interviews and focus groups involving stakeholders and users
with various backgrounds and interests on the topic. It became evident that it is in
need of being further addressed in the context of schools. As a consequence, the
refined challenge around ‘Co-creating mental health resources with young people
to use in a school setting’ has been addressed taking two different main aspects
into consideration. On one hand, the challenge of supporting the students directly in
developing an understanding of mental health and feeding capacities for managing
their own well-being was tackled while on the other hand the policy background was
addressed ideating new strategies for the inclusion of young people in the co-design
of resources and policies.

3 The Co-creation Journey

The co-creation journey resulted in two main developments: an educational module
was created and experimented in four Irish schools as a tangible resource of well-
being management; triggered and sustained by the SISCODE methodology, the
process ignited changes within SGD as an organisation. The evolution of both aspects
throughout the four phases is described in the following.

3.1 Analysis of the Context

The initial investigation consisted in a literature review and additional desk research
on the current policy landscape in Ireland. This was followed by field research
involving stakeholders in interviews and focus groups, while more than sixty young
people as end users have been engaged directly in hands-on workshops. The results
were a clear definition of the current situation, its specific challenges, and its context
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in the shape of representation of data and qualitative insights, together with proto-
personas of the relevant stakeholders and users identified. The elaboration of the
results were then presented and discussed with those who partook in the activi-
ties. The close collaboration with the involved groups throughout the research and
the presentation of results led to the establishment of relationships since the early
phases, raising interest in the initiative and the overall topic.

3.2 Reframing of the Problem

The challenges have been narrowed down and reframed conducting a series of
structured workshops with stakeholders and users where design thinking tools and
methodologies as personas or priority mapping were applied. The participants were
split in groups to foster open discussions and constructive exchange of views leading
to collectively identify the specific problem to be addressed as the focus on education
on the topic of mental health and well-being within the formal setting of schools.
In relation to the age of the target group, one particular year in the Irish educational
system has been identified as a transition year particularly suitable for the activity,
being situated between two cycles of education. Moreover the focus has been iden-
tified as the improvement and fostering of self-directed and independent learning
[5].

3.3 Envisioning of Alternatives

The workshops generated a plethora of different ideas among a group of users and
stakeholders. Then the single ideas have then been clustered and presented to experts
to be collaboratively evaluated with a SWOT analysis. The activity led to grouping
and combining ideas, resulting in the final concept of developing an extracurric-
ular mental health programme to be implemented in schools in the shape of clubs
promoting hobbies to foster well-being.

3.4 Development and Prototyping

The final concept is ‘OPEN MIND’, a 9-week educational module developed for
teachers to be implemented in schools for supporting young people in understanding
and improving their well-being management through personal interests and hobbies.
The entire programme revolves around four key topics: (i) empathy and inclusion
skills, (ii) mental health literacy, (iii) well-being management tools, and (iv) team-
work and co-creation skills. Central is the activity of co-creating hobby clubs in
schools where older students act as mentors of younger people to empower them
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in managing their well-being and encourage their interests and personal relations.
The solution was developed focusing on one hand on the development of the content
transmitted in-class through videos, on the other hand designing a roadmap for the
overall prototyping of a 9-week programme of learning activities, hands-on lessons
and reflective discussions carried out in four selected schools. Having identified
creativity and consistency in engagement as two fundamental drivers for the improve-
ment of mental health, students were asked to keep a diary in addition to the activities
carried out in school both to provide an additional reflective tool to the students and
monitor the activity itself.

In terms of monitoring and assessment, focus groups and feedback sessions
were organised through the course and after the conclusion of both iterations of
the programme to capture feedback and insights on the overall experience as well
as on its specific elements and activities. The analysis of the results gathered was
utilised to improve the programme in the following phases of the prototyping.

Between the two loops of prototyping conducted, the barriers for implementa-
tion, like the additional burden of work for teachers or the long-term sustainability in
terms of training emerged. The barriers spotted have been thoroughly discussed with
stakeholders leading to a transformation of the activity towards a mainly extracur-
ricular one with few specific in-class sessions. The content of the sessions itself has
been refined based on the feedback of the students, who were further involved in
co-developing more engaging and appealing contents, able to better respond to their
needs, expectations, and desires.

3.5 The Role of Policies and Policymaker Engagement

Policymakers have been engaged and involved throughout the entire journey, from
more general, exploratory interviews in the early stages to concrete engagement
of specific figures with the advanced prototype, carrying out consultation meetings
and discussing concrete plans to implement OPEN MIND nationwide in schools.
The positive feedback and wide interest from the policymakers’ side has been rein-
forced by the COVID-19 pandemic that brought mental health issues and well-being
management back into the focus of the government. As a result, the OPEN MIND
programme has been transformed into an online resource to be distributed to a large
network of schools connected to SGD.

4 Experimentation: Output, Transformations, Outcomes

OPEN MIND is a programme that supports students with tools and methods for
developing their personal interests and hobbies. Beyond the specific aimof improving
mental health andwell-beingmanagement, it encourages the culture of positive well-
being, resilience, student participation in decision making. Resulting in activities of
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co-creation of the school environment, young people played a key role in developing
an innovative solution prototyped for their own context and well-being. Acknowl-
edging the complexity of maintaining and supporting the programme and its tasks
through time, specific efforts have beenmade tomake the programme sustainable and
able to operate in the long run without the direct and constant inclusion of the SGD
team. To provide guidance and support, a guide, training materials, and specific tools
have been developed. The aim is making teachers able to implement the programme
independently. Such training resources will be available on the official portal of the
Department of Education. In parallel it has already started the development of an
exploitation strategy.

In terms of transformations triggered and outcomes, the pilot was beneficial for
the SGD team in different ways. Firstly, it provided an occasion to experiment in-
field a different approach, that of co-creation and its practices. The overall process, in
conjunction with the specific topic addressed brought new knowledge and expertise
concerning the direct engagement and involvement of youth voices. The impact was
significant, ranging from the reinforcement of existing skills to the introduction of
new ones. Indeed, the overall experimentation largely benefitted from relying on the
SISCODE methods and tools.

Secondly, the knowledge and know-how gained quickly became the object of
an important process of embedding this knowledge into the organisation to be
applied beyond the project in other initiatives (scaling out) regarding transdisci-
plinary education and multi-stakeholder engagement. Applied in-presence, but also
adapted for online use, due to the COVID-19 emergency which imposed a switch
to in-distance activities, especially the toolkit emerged as a valuable resource for
multi-stakeholder engagement. Going beyond its application within the domain of
SISCODE, the toolkit has been central to supporting Open Science Hub, a Horizon
2020 project aimed at engaging schools and local stakeholders in research and inno-
vation, the project brings science, technology, engineering, art and mathematics
(STEAM) education to the communities for sustainable development. Aimed at
inspiring, empowering and engaging citizens in STEAMlearning and research oppor-
tunities, the project is grounded in collaborating with the local community and other
stakeholders. During the COVID-19 pandemic the SGD team adapted the SISCODE
toolkit for online use to support Open Science Hub partners in structuring their co-
creation journeys with their local communities. Further online adaptations of the
toolkit also occurred in the Horizon 2020 project Fostering Integration and Transfor-
mation for FOOD 2030 (FIT4FOOD 2030) that points at creating sustainable food
network systems.

Finally, the SISCODE methodology and the toolkit contributed to building co-
creation practices within the network of Science Galleries over time. As a matter
of fact, apart from being scaled-out to other projects within the SGD institution, the
toolkit has also been the object of a significant scaling up, being disseminated and
used across the Science Gallery Network worldwide. Additionally, Science Gallery
Dublin ran online training sessions on ‘Creating Co-creation Sessions’ for staff and
youth advisors across the Network.
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In general, the expertise gained during the SISCODE project strongly positions
SGD nationally as a facilitator of multi-stakeholder engagement.

5 Lessons Learnt and Reflections

The experience conducted led SGD to reflect on the outcomes of the project regarding
its ability to tackle a youth-centred issue from various points of view. Stressing the
capacity building inside the organisation, the project triggered pivotal reflections
concerning the mediation among stakeholders. An important lesson learnt regards
facilitating balancing voices within a group and encouraging relationships to obtain
conversations and discussions where all stakeholders and users meet on eye-level.
Another attention point is related to the role of the mediator, as gatekeeper and
facilitator for the co-creation process not only among single stakeholders, but with
other organisations, like schools in this case. On the side of policies the confrontation
with formal educational institutes has confirmed their lack of flexibility and agility
as a potential barrier to the introduction and implementation of co-creation practices
highlighting the potential of informal organisations related to education likemuseums
or cultural organisations [6].
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