
IN3010: 

Introducing
Transition Design

Continuation
from last time

Alma Leora Culén
University of Oslo, IFI, Design



Wicked problems 
(complexity - calling 
for systemic 
solutions)

Issues of scale

Problems           

Perceived ability to 
engage with them



Background – Alternatives 
to Traditional ID and 

Education in ID



“ the future with a future for ‘us’ 
can only be reached by design. 

Tony Fry, 2015
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Fine! 
But WHAT KIND OF DESIGN?

Naturally, many suggestions 
and directions

Our approach is motivated by
CMU’s Transition design, but 
not the same

Transition 
Understood as a systemic 

change from the current state to 
a desirable future         



The questions we got interested in:

Why and how to transition (move) interaction design 
(ID) toward a more systemic perspective?

Why and how to transition ID education so that 
graduates become part of the solution instead of being 
a part of the problem?



Transition
Design

Proposed by Irwin, Tonkinwise, Kossoff, Scupelli
in 2015 (Transition Design Manifesto)

It is outlined as societal transitions towards more 
sustainable futures – with technology playing a 
central role in shaping those futures towards 
more holistic, critical and socially desirable ones!

Such transitions would require intentional 
systems level change through strategically 
placed design interventions.
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Transition Design
FRAMEWORK



Aligned
Directions

Responsible Research and Innovation 
Design for Social Innovation
Participatory Design 
Sustainable Design
Design Activism
Resilient Design
Design for Equity
Justice and Social Responsibility
Design for Democracy
Design for pluriverse
…



“ Responsible innovation means taking care of 
the future through collective stewardship of 

science and innovation in the present
Stilgoe, 2013

Responsible innovation is  a design strategy, 
which drives innovation and gives some 

‘‘steer’’ towards achieving societal desirable 
goals 

Von Schomberg, 2013
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Related
Educational Directions

Engaged Scholarship
Responsible Education
Transdisciplinary Education
…





Originally related to managment education
The principles apply broader

Principles of
Responsible EDUCATION

VALUES

METHODS RESEARCH

PARTNERSHIP DIALOGUE

UN initiative, PRME

Responsible Education

PURPOSE



Trans-
disciplinarity

Working across disciplinary boundaries 
to create a holistic approach to a 
complex problem



Entanglement, 
Trans-

disciplinarity
in 

interaction design

The fourth paradigm 
in interaction design?



Just a bit about

Teaching Transition Design to 
Interaction Design Students



VALUES

DIALOGUE

TEACHING STRATEGIES

1) a ‘spiral’ model for communicating state of the art on knowledge about transition design,
based on previous research and published work

2) design practice that requires teamwork – preferably across disciplinary boundaries

3) facilitating knowledge construction through the entanglement of concrete design experiences
based on real-life projects with external partnerships and abstract thinking related to transition
design and ideas and theories it stands on

4) complexity – shifting perspectives and scales, using ambiguity and uncertainty, scrutiny
through discussions and debates.



TEACHING ELEMENTS 
time and temporality
teamwork - RESEARCH AND DESIGN
purpose
engagement
partner and project selection
mastery of research approaches and methods
ontological design
ecological thinking
systems thinking
future-oriented design (visioning) 
values



Design, democracy, and 
technology



Framing the Inquiry:Aspirational Design Criticism

Reflects on both the current state and future possibilities of design in relation to civics.

Integrates theory and empirical insights to explore the interplay of design and democracy.

Quote: "When making design theory, we are constructing interpretations of design and 
also interpretations of something else." — Johan Redström (2017).

Focus: The ‘something else’ in this case is technology and democracy, which underpin
this semester’s work



Ambition:

To rethink how design can engage with and transform communal life.

To inspire innovative approaches to design practice and theory.

Themes Explored:
Interpreting design through the lens of democracy.
Broadening the understanding of civic engagement through design.

Takeaway: Encourages a dual focus on rethinking design practice and reimagining
communal life in democratic contexts.



Rethinking Experimentation in Design and Civics

The Concept of Experimentation:
Traditionally tied to science, but here framed as interpretive and exploratory.

Recognizes plural ways of knowing: science, art, craft, writing, and imaginative making.

Inspired by pragmatism: focuses on cooperative investigation of communal conditions
as they are and as they might be.

Democratic Inquiry:
Not about voting or government structures, but a mode of associated living (Dewey).

Cultivates pluralistic, caring, and contested associations.

Experimentation becomes a way to reimagine and reconfigure communal life.



Ethical and Collaborative Experiments

Acknowledging Harm in Experimentation:
Historical abuses: Tuskegee and Stanford prison experiments highlight potential violence.

Experiments often exploit marginalized groups, reinforcing inequalities.

Towards Ethical Experimentation:
Collaborative, not extractive: experiments with people, not on them.

Focus on joint inquiry into democratic conditions (Binder et al. 2015; Dixon 2018).

Constant vigilance on power, privilege, and community impact.

Inspiration from Pragmatism and Jane Addams:
Experimental democracy as lived practice.

Design experiments explore democracy’s potential through collaborative, just, and 
imaginative practices.



Imagination in Design Experiments

Imagination as a Catalyst:

Expands our repertoires of action, enabling new ways to configure and experience
democratic conditions.
Activated through making and use, providing a staging ground for action (Appadurai 1996).

Historical Perspectives on Imagination:
C. Wright Mills (1959):

Sociological imagination connects personal experience to broader societal changes.
Arjun Appadurai (1996):

Imagination shapes individual and collective identities.
A “constitutive feature of modern subjectivity” and a tool for action.

Key Role: Design experiments activate the civic imagination, offering tangible visions of
alternate societies and futures.



Sociotechnical Imagination and Technology

The Role of Technology:
Technology fosters alternate presents and potential futures.

Historically viewed with skepticism due to technocracy and coercion.

A New Approach:
Treats technology as a medium for imagining other ways of living together.

Draws on Sociotechnical Imaginaries (Jasanoff & Kim 2009):
"Collectively imagined forms of social life and order" embodied in technological projects.
Explains why societies imagine technologies differently.

Takeaway: By aligning imagination with technological practices, design experiments help
envision plural, equitable futures for democratic life.



Examples of projects, 2024

5 teams addressing:
Isolation and SM (presence)
Better inclusion through art installations
Selecting a party to vote on using AI-agent conversation booths
2 teams worked with hearing loss and tourism – making a help tool for tour guides



Presence

https://www.canva.com/design/DAGFSX3l0-A/syAOYqA9X_bzvsncX2A8UQ/view?utm_content=DAGFSX3l0-A&utm_campaign=designshare&utm_medium=link&utm_source=editor


The Concept- affect through art



AI party representatives
Prototype



- Iteration 1
- FigJam

- Iteration 2
- Figma

- Iteration 3
- Working web-app prototype
- Used Svelte framework

- HTML
- CSS
- Javascript

- Firebase for storing
- Iteration 4

- OpenAI

Prototype

Enabling people with hearing loss to take part in tours



Examples of projects, 2023

6 teams addressing
- Production (collab with Aurora verksted – making things)
- Energy distribution (Engagelaben – making understandable)
- Design for elderly assistance (Sensio -inclusion)
- Husky tours for blind (Beito tourism-inclusion)
- Finance democratization (AtomIQ – understanding AI)



Short description

Production

Aurora Verksted employs people with physical
and cognitive challenges and allows them to 
produce exclusive clothing and interior objects.

Scale small

What we can learn from it Rather than coming to the organization to solve
a particular problem, design students engaged
in talking and thinking with employees, 
resulting in a series of small designs that
enable more of the employees to take part in 
the production of diverse products that Aurora 
sells, like a button for the knitting machine. 
Moreover, installed and coursed those who
could run 3D printers to expand designs that
students made and enable further innovation
where more can engage

Relevance Building trust in technology, close proximity to 
the real work and workers, and collaboration
without a designer-focused aim, really
exploring jointly what might design and 
technology have to help this organization



Short description

Energy

How to make energy
distribution in the city 
available/understandible
to young people through
games

Scale Medium scale, local

What we can learn from 
it

One can study what
young people learn about
collaboration in general, 
as the game is a 
collaborative one, as well
as learn gow the city 
handles the energy.

Relevance Learning about energy –
en important resource we
need to understand better
in sustainable future



Sensio – using family and volunteers as a support



Husky tours  



AtomIG teams developed APS
one for learning how to trade
the other for sustainable tradidn



Project proposals



Project 1
Consider the world in 
2049, as presented in the
booklet 'The future room'. 
In that world, it is the
election time. How do the
characters in the
household relate to 
elections? Where do they
get their information
from, what do they read
(are there social media, 
newspapers or is there
some other way of
communicating now
(e.g., embedded AI or 
similar), do they have 
marking for climate
immigrants, can they
vote, do they wear visible 
signs of what they stand 
for etc.? Consider the
intersection of the world
and technology that
might be relevant in 
terms of larger social
movements.

Project 4
There are many varieties of
democracies. What they
have in common are
democratic values, which
include:
• Individual freedoms
(including not to 
participate, e.g., voting)
• Participation
• Importance of collective
decision-making
• Human rights
• Equality
• Tolerance
• Pluralism
• Transparency
• Accountability
• Trust
• Peaceful conflict
resolution… and more.
Explore the relationship
between selected value(s) 
and how to design 
technologies that embed
those values. Prototype 
one.

Project 2
How do young people 
(high school 
population) think about 
politics today?
In this context, you 
could think of a 
platform for engaging 
youth or an installation, 
for example in the 
library or museum (in 
collab with 
Engagelab).
Please check Shout 
Out UK initiative: 
https://www.shoutoutu
k.org/2024/08/07/emp
owering-the-next-
generation-how-youth-
are-shaping-political-
change/
Do you know of 
something similar in 
Norway? See also the 
EU initiative 
digitalization and 
youth engagement

Project 5
This project will
focus on design of 
an installation, 
perhaps a tangible 
interaction with 
some large shape –
like a cube, to 
discuss what does 
not work in today’s 
society – and 
democracy – as
seen by the student 
population.

Project 6
Think of ways to
explore and amplify 
local initiatives, 
check for example 
the Impact hub or the 
Startup lab, or 
diverse collectives 
for gardening, party 
raft, or other types of 
initiatives that interest 
you.  Think how to 
amplify the impact of 
these groups by 
offering a platform for 
communication 
amplifying their 
solutions. This can 
be both fun to do 
and to exhibit, if that 
would be the focus

Project 3
Storytelling for 
democratic engagement
and empathetic
discourse
People often feel
disconnected today. This 
project aims to develop
new ways to use
technology to boost
empathetic engagement, 
connectednes, and give
marginalised voices
more power and 
meaning in  civic
engagement. You would
explore designof
interactive systems to 
help people share stories
across cultural and social
divides. 
We envision that this can
help in building empathy, 
create a sense of
belonging, and 
encourage active
participation in civic life.

https://www.shoutoutuk.org/2024/08/07/empowering-the-next-generation-how-youth-are-shaping-political-change/
https://pjp-eu.coe.int/documents/42128013/195343639/Digitalisation+and+participation+study.pdf/bbe86526-a21c-0220-2737-e39c75fda843?t=1708703509463

