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“‘Wicked problems are " systems problems " that exist within
large, socio-technical systems and therefore require new
problem-solving approaches.”

- Terry Irwin -



(a)

affirmative

problem solving

design as process
provides answers

in the service of industry
for how the world is
science fiction

futures

fictional functions
change the world to suit us
narratives of production
anti-art

research for design
applications

design for production
fun

concept design
consumer

user

training

makes us buy

innovation

ergonomics

(b)

critical

problem finding

design as medium

asks questions

in the service of society
for how the world could be
social fiction

parallel worlds
functional fictions
change us to suit the world
narratives of consumption
applied art

research through design
implications

design for debate

satire

conceptual design

citizen

person

education

makes us think
provocation

rhetoric
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Let's take a closer look to service design



uonnjos @

uoiule(q Wajqoid joug ubisaQ

Discover

wa|qo.id




Problem statement and research




Analysis

Co si mysli a citi?

Co slysi? Co vidi?

Co fika a déla?






|ldeation and prototyping



Testing and iteration







What about design for social innovation?



1 Prompts

2 Proposals

6 Systemic

3 Prototypes

4 Sustaining
5 Scaling




Opportunities and challenges
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Forming an idea
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Development and testing
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Demonstrating the impact
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Implementation
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Growth and scaling
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System change
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And finally transition



T h e Tra n S it io n A vision for the transition to a sustainable
society is needed. It calls for the reconcep-

Fra m ewo rk tion of entire lifestyles that are human scale,
place-based but globally connected in their
exchange of technology, information and
culture. It calls for communities to be in a
symbiotic relationship with their ecosystem.

New ways of designing will help reali

The vision of the transition to a sustainable
: Rl cniah Foos il 1.3 By 7
vision but wil atsSo cnange/evolve it. re new gnowtLeage about natural,

e
1s the vision evolves, new ways of designing will Vision for social and built/designed systems. This new
-
continue to be developed. Transition knowledge will, in turn, evolye the vision.

society will rec

The transition to a sustain- Ideas, theories, & method-

able society will require new olbgles oo ARy VaEied
N——— de:i i i New Wavs Theories fields and disciplines inform
A\ gning of Desiqnlnq of Chamle a deep understanding of the

characterized by:

dynamics of change in the
natural and social worlds.

Changes in mindset, posture and temperament

| new theory of change will reshape designers’

give rise to new ways of desigr

Wi

temperaments, mindsets and postures. And

Is new design approaches evolve, designers : 7 5 : : R
. > o these new ways of being in the world Witk mott
temperments and posture will continue to change. 5 .

cnowlege.

vate the search for new, more releva

Living in & thru transitional times requires
a mind-set and posture of openess,
mindfulness, a willingness to collaborate,
and ‘optimistic grumpiness’

Diagram by: Professor Terry Irwin, Dr. Gideon Kossoff and Dr. Cameron Tonkinwise




The Thing from the Future - Group 1 - Barnemusuem

card game to support
the imagination

- can be used and
modified for any topic

- widely used in the public
sphere
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Care from the future



Cover story - Group 5 - AcessTour

A game for creating
compelling vision in the
future in a form of cover
story of a magazine

Envisioning bigger picture
of the hypothetical success
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Futures Wheel
- Group 6 - NIS

- Explore and understand the

direct and indirect impacts
and implications of a change

- unintended consequences of
the action / design

20 percent
budget cut
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— EQUITY AND ACCESS —

Tarot card - Group 4 - Re:link

THE
CATALYST

THE
FORGOTTEN




Backcasting 7 Preposterous!
‘impossible!”
Group 3 - Barnemuseum ‘ o

. > Time .-~ N Possible
R Future Knowledge

Now _ “might happen’
\  Potential - - _
| - __ Plausible
! = Current Knowledge
| Lo L “could happen”
| L "_-" - e
e i The ‘Projected’ Future
e e s 7777 The “default’ extrapolated ‘baseline’
*5-_.\;;\: o R i e SR T . ‘business as usual’ future
o W Probable
M TR Current Trends

G ~ g “likely to happen”
Potential ™. ™=
Everything beyond

Preferable
the present moment

Value Judgements
‘want to happen”
“should happen”
Adapted & Extended fromVoros (2003)




Three horizons Group 2 - NIS




Design methods and Group allocation

Thing from the future - Group 1 - Barnemusuem
Cover Story - Group 5 - AcessTour

Futures Wheel - Group 6 - NIS

Tarot Cards for Tech - Group 4 - Re:link
Backcasting - Group 3 - Barnemuseum

Three Horizons - Group 2 - NIS



