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Street markets as spaces of encounter, laboratories of social creativity and 

alternative pathways of eco-socially sustainable prosperity? 

A comparative, transnational and transcultural approach 



This paper is based on a research project entitled: 

 

“Fostering creative citizens through co-

design and public makerspaces” 
 

This project seeks to develop a novel and inclusive means of fostering creative 

citizens in China in a bottom-up manner through strategic use of co-design and 

public makerspaces by delivering: 

1) suitable design interventions in a form of collaborative design (or co-

design) projects between designers and the general public;  

2) a prototype of a community creative hub that could be scaled up and 

implemented nationwide; and 

3) an online design case study bank for creative communities in China 

For further information: https://www.creativemakerspace.org/ 



What is a makerspace? 
 

“A physical location where people gather to 

co-create, share resources and knowledge, 

work on projects, network, and build”1 

 

Makerspaces could be seen as a ‘third place’ 

and public resources dedicated to creativity, 

learning and openness.2  

1. Department for Digital, Culture, Media and Sport (2018) Guidance: Libraries and makerspaces. [Online] 
https://www.gov.uk/government/publications/libraries-and-makerspaces/libraries-and-makerspaces (accessed: 25/02/18) 

2. Taylor, N., Hurley, U. and Connolly, P. (2016) Making Community: The Wider Role of Makerspaces in Public Life. ACM 



Case Studies 

Types of Makerspaces Names of Organisations  

Community 

Neighbourhood 

Centres 

1. Miyun Road Community Neighbourhood Centre 

2. Hongkou District Quyand Road Neighbour Public 

Legal Services Counter 

3. Fuxin Road Community Neighbourhood Centre 

 

Creative Makerspace 

Workshop 

4. XinCheJian workshop 

FabLab Technology 

Centre 

5. FabLab O, Tongji University 

Taobao Villages 6. Shaji Village, Jiangsu province 



Neighbourhood Community Centres 



Case Study 1 
 

• Funded by the local government, the centres follow their policies. 

• However, they also respond to local interests and needs. 

• They provide a variety of services to diverse groups of people, e.g. 

healthcare services for older people and classes for children. 

• People and organisations could submit ideas for new activities. 

• All centres are well connected through a digital platform. 

• The design plays important role in providing welcome spaces for 

various groups of people in the community.  



Creative Makerspace Workshop 



Case Study 2 
 

• One the first hackerspaces in China set up to support creative entrepreneurs.  

• Located in a co-working space, it makes good use of the community on site. 

• As many paid members have social interests. The workshop has organised a 

number of public engagement activities to help members connects with 

experts in related fields and the general public. 

• It is well equipped with traditional tools and digital fabrication machines. 

• The design plays an important role in promoting networking, collaborations, 

peer-learning and experimentation.  



FabLab Technology Centre 



Case Study 3 
 

• The main focus of FabLab O is STEAM education. 

• Located in Tongji University, the centre makes good use of the relationships. 

• The main targets are middle and high school students. For instance, it offers a 

series of summer classes with themed project-based learning. 

• It also works with teachers and schools to help them deliver STEAM activities. 

• It has several initiatives/projects – mostly to create educational content/products. 

• The design plays important role in creating a space that encourage people to 

experiment with creative ideas and technologies. 



Taobao Villages & Collaborative Making Economies 



Case Study 4 
 

• Creative entrepreneurship and e-commerce = a winning formula. 

• This ecosystem benefits from home-grown initiatives and talents, which are 

nurtured through infrastructure that is provided by the government, namely: 

• Set up an e-commerce service network; 

• Improve logistical connections through co-ordinated delivery networks; 

• Provide training in e-commerce and entrepreneurship; 

• Offer other infrastructures that small businesses may find difficult to source 

• The design plays important role in promoting cross-pollinations.  



Main Lessons Learned 
 

These makerspaces can promote various ‘chance’ meetings and 

social interactions of diverse groups of people. 

• Encounters between people and place 

• Encounters between people and people 

• Encounters between people and creative activities 

 

The design plays a key role in providing a welcoming space and 

communicating the purposes of these spaces. The space has to 

be different from other places in their daily routines so that 

people feel that they can try something different from what 

they normally do. However, it must reduce emotional barriers 

that may prevent people from engaging with the places, other 

people and/or new activities that they are not familiar with.   
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