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DESIGN
A super brief history of development as a 

practice and as a research field

design
designing
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Moving from crafts to assembly lines, from maker to planner



From the first paid professional designs 
to mass produced goods



5

But then design becomes a led in the production
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Ulm School of Design (1953) – a well known school emphasizing systemic approach to 
design. 

In the 1960s, Bruce Archer, Christopher Alexander, and Herbert Simon formalized design 
as a research discipline. 

The Design Methods Movement (1960s-70s) introduced scientific and structured
approaches to design.

Many were part of this movement: Horst Rittel, Donald Schön, John Chris Jones, Nigel 
Cross among others.

The field was well established by the 80s. Not so old!

Design Research



One of the best known 
models that describe 
design and its evolution
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Four orders of design
Buchanan, 1992
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Anthropocene



Desired Design 
Space 

Doughnut Economics
(Kate Raworth, 2017)

Desired Design Space -
within the doughnut, and between 
ecological ceiling and
social foundation.

All design should be sustainable in 
that it at least considers
environmental, social, and 
economic sustainability in its 
endeavors.

Image adapted from the Digital Storyteller 9
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Stakeholder involvement - mapping problems

Finding areas of alignment

Developing compelling future visions

Using large spacio-temporal context

Thinking in terms of multiple interventions

Re-inforcing emergence, self-organization

Work within a doughnut

Everyday lifestyles - a base for change

Cosmopolitan localizam

Multiple levels of scale (also time-horizons)

Amplify emergent/grassroot solutions

Ecologies with both new and existing solutions

Genuine needs

Mindset and posture of designers central

Re-integration and re-contextualization of
knowledge



1
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Transition Design is  a new 
area of design practice, study, 
and research that advocates 
design-led societal transition 
toward more sustainable 
futures
Escobar, Arturo. Designs for the Pluriverse: Radical Interdependence, Autonomy, and the Making of 
Worlds. Durham: Duke University Press Books, 2018.

Irwin, Terry, Gideon Kossoff, Cameron Tonkinwise, and Peter Scupelli. “Transition Design Manifesto”, 
2015.

Yee, Joyce, Emma Jefferies, Lauren Tan, and Tim Brown. Design Transitions: Inspiring Stories. Global 
Viewpoints. How Design Is Changing. 1st edition. Amsterdam: BIS Publishers, 2013.
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If societal transitions should be 
design-led, design has to be 
responsible!
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Originally related to managment education,
but the principles clearly apply broader.

Principles of
Responsible EDUCATIONVALUES

METHODS RESEARCH

PARTNERSHIP DIALOGUE

UN initiative, PRME

Responsible Education

PURPOSE
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Responsible Design Education (Boenhart, DRS workshop 2022)

Sustainable Interaction Design (Blevis, 2007, multiple)

Design for Equity (S. Bardzell&feminist HCI, 2010)

Value Driven Interaction Design (Iversen, 2014)

Justice and Social Responsibility (O. Bates, 2018)

Transdisciplinary HCI (Blevis, Koskinen and Bødker, 2021)

Entanglement (Frauenberger, 2019)

More-than-human Design, Nomadic practices (Wakkary, 2021)

Design for Pluriverse (Escobar, 2018)...

Diverse Value-Based, Sustainable Design Directions



This transition [toward a networked 
and sustainable society], is a broad, 
complex social learning process, by 
which everything that belongs to the 
mainstream way of thinking and 
behaving in the old world will have to 
be reinvented: from everyday life to 
the very idea of well-being.
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Manzini, Ezio. Design, When Everybody Designs: An Introduction to Design for Social Innovation. MIT press, 2015.



Past: design was about making things that solved everyday problems –
things that fill up our homes and workplaces.
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Design and transitions towards sustainment



Past: design was about making things that solved everyday problems –
things that fill up our homes and workplaces.

Recent past: design can and must be more than making more things. 
Practice-derived discourses in these post-thing-centered ways of 
designing emerged
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Design and transitions towards sustainment



Past: design was about making things that solved everyday problems –
things that fill up our homes and workplaces.

Recent past: design can and must be more than making more things. 
Practice-derived discourses in these post-thing-centered ways of 
designing emerged

Present: a clear and comprehensive account of designing in 
complicated social situations, including processes, precedents and 
theoretical frames that amount to a robust alternative to 
conventional product-dominated designing
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Design and transitions towards sustainment



Past: design was about making things that solved everyday problems –
things that fill up our homes and workplaces.

Recent past: design can and must be more than making more things. 
Practice-derived discourses in these post-thing-centered ways of 
designing emerged

Present: a clear and comprehensive account of designing in 
complicated social situations, including processes, precedents and 
theoretical frames that amount to a robust alternative to 
conventional product-dominated designing

Future: design is about the mindset, integrity, integration (of different 
fields and knowledge), mechanisms of change that lead towards 
sustainment – leading to designing the futures that we want 22

Design and transitions towards sustainment
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Transition pathways into futures



Framework
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The nature of the mindset, posture
It is about designers’ values and attitudes

Often needed characteristics: Being present,
being open and accepting, working with
emergence, not looking for short but long-term 
benefits, being reflective and willing to learn, 
also by failing.

“Your beliefs become your thoughts, 
your thoughts become your words, 
your words become your actions, 
your actions become your habits,
your habits become your values, 
your values become your destiny.” 
— Mahatma Gandhi

The nature of mindset

https://medium.com/benefit-mindset/the-nature-of-mindsets-18afba2ac890


A good stance and posture
Reflect
A proper state of mind

Morihei Ueshiba
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Confident/arrogant Shy/insecure



Visions for transitions – often critical and speculative 
design - a way of looking at design and imagining its possibilities

Speculative
design

Critical
design

Design 
fiction

Design 
probes

Discursive
design - no normative design processes

- use models and prototypes at 
the heart of the enquiry

- use fiction to present alternative 
products, systems or worlds.

Other relatives
Activism
Cautionary Tales
Conceptual Design
Contestable Futures
Interrogative Design
Radical Design
Adversarial Design
Satire

The biggest misconceptions?
That it is negative and anti-everything.
That it is only commentary and cannot change anything
That it is jokey
That it is not concerned with aesthetics
That it is against mass-production
That it is pessimistic
That it is not real
That it is art

RtD



NEW
WAYS 

- new 
processes?
Bigger picture 
Longer time 
Desirable vision
Future-oriented 

2
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NEW WAYS OF DESIGNING

Re-conceiving

To every design, there
are predecessors from 
which it evolved, but it 
was worked with to the 
extent that it can be 
called ‘new’.

Scaling
Scale up/down for 
impact

Connecting/Integrating

This is akin to seeding and 
growing an ‘ecosystem’ in 
which complementary
and symbiotic
relationships between
entities are part of the act
of designing.

Protecting/Restoring
Small interventions
connected to the vision

Amplifying/leveraging

Find the “buds and 
shoots of new 
potentialities”. 

Look for trends and 
similar or 
complementary projects 
that can enhance yours

3
0



But – in course settings, the 
situation is different

▹ No time to wait ▹ Difficult to work 
at the systems 
level and 
include cross-
sectional 
stakeholders

▹ Difficult to think 
in terms of 
many 
interventions

▹ But one should 
think in terms 
of programs 
with multiple 
projects rather 
than single-
separate 
projects

3
1
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Example of complex research domain -
systemic design related to democracy
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While the answer is not obvious, cultivationg values 
associated with democratic decission-making is relevant. 
Those include
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The values are central, both for democracy 
and design for democracy (and for transitions)

• 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…
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Participatory Democracy and 
Participatory Technology Design

Democratic 
Tech Design 

Processes/PD

Democratic 
tech usage / 
engagement

Democratic 
values 

embedded in 
technology

Good or bad?
It can be both!
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Previous work

Richly covers research on relationship between
Democracy and Technology (e.g., Micheals, Sclove, 
Feenberg)

Participatory (technology) Design (PD) outlines a relationship between 
technology design – in the beginning, rooted in politics and a part of the 
Nordic model, multi-party parliamentary democracy – and democracy.

Some of the significant contributors: Ehn, Bødker, DiSalvo, Bratteteig, 
Sgueo and many others …



Among the panoply of questions 
concerning technology that escape 
attention, perhaps the most 
important one involves how 
technology bears on democracy.

(Sclove, 1995, p. 8)
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The degradation of labor, 
education, and environment is 
rooted not in technology per se 
but in antidemocratic values that 
govern technological development 

(Feenberg, 2002, p. 3) 
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• Technology plays a dual role in democracy: 
enabling and constraining participation.

• Design experiments provide a space to test 
democratic engagement in practice.

Focus on participatory, adversarial, and commoning 
approaches to democratic design.

Revisiting: 
Democracy, Technology, and Design Experiments
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• Technology can enhance civic participation (open
data, civic tech).

• It can also undermine democracy (misinformation, 
surveillance, polarization).

• How can design mediate this relationship?

Technology and Democracy: A Complex Relationship
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• Short-term or long-term initiatives to test democratic
practices.

• Engage communities in participatory decision-
making.

• Examples: participatory urban planning, digital 
platforms for deliberation.

What Are Democratic Design Experiments?
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Methodological Approaches

• Co-design workshops.

• Speculative design and prototyping.

• Stakeholder engagement strategies.
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Comparing Perspectives in Democratic Design

• Binder et al.: Collaborative, co-creative, long-term 
involvement.

• DiSalvo: Agonistic, contestational, critical design.

• Points of convergence and divergence.



45

Approach Binder et al. 
(Participatory)

DiSalvo
(Adversarial)

Focus
Collective sense-
making, co-
design

Contestation, 
debate, agonism

Methodology Workshops, 
prototyping

Critical artifacts, 
speculative 
design

Outcome
Shared 
community 
visions

Political
awareness, 
counter-
narratives
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The Role of Prototypes in Democratic Design 

• Prototyping as a democratic tool.

• Prototypes as interventions in public discourse.



Design as Commoning

• Design as a means to create and sustain commons.

• Examples of commoning practices.

• Long-term sustainability and governance.

47
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Design and Power

• Who gets to design?

• Power dynamics in participatory design.

• Strategies for equitable engagement.



Challenges in Democratic Design Experiments

• Risks of co-option.

• Balancing inclusivity and efficiency.

• Measuring impact.
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Future Directions in Democratic Design

• Integrating emerging technologies.

• Expanding participatory design to new contexts.

• Strengthening democratic infrastructures.
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The Role of Material Artifacts in Democratic Design

• Design objects can provoke debate and stimulate
public imagination.

• Binder et al.: Artifacts as "things" that gather people
around issues.

• DiSalvo: Artifacts that expose ideological conflicts
(e.g., critical design).
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Designing for Commoning

• How democratic design connects to the idea of
commoning.

• Commoning as a practice that emerges through
collective engagement with shared resources.

• Both Binder et al. and DiSalvo’s approaches align with
commoning as a bottom-up, participatory practice.
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Case Study: The Malmö Living Lab (Binder et al.)

• A long-term participatory design initiative.

• Experimented with collaborative urban solutions.

• Used design experiments to engage citizens in civic
innovation.
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Case Study: The Urban Intervention Kit (DiSalvo)

• A toolkit for citizens to create small-scale urban interventions.

• Encouraged everyday citizens to challenge dominant urban policies.

• Shows how design can create tools for democratic engagement and 
contestation.
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Implications for Design Research

• The need for more critical, politically engaged design 
practices.

• How can design researchers better support grassroots
democratic initiatives?

• How do we balance participation and contestation in 
design?
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Discussion Questions

• How can we ensure democratic design remains inclusive?

• What role should designers play in political engagement?

• How do we scale democratic design experiments?

56
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Combining Democratic Experiments and 
Teaching-based Research 

Two different project-based courses – RtD and TD
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Methods
First, the method toolbox encompassed, among others:

• Diverse mapping techniques (e.g., Giga mapping (Sevaldson, 2011), 
Winterhouse Institute’s Social Pathways, stakeholder relations mapping). 
• Visioning and futuring methods (e.g., speculative scenarios, prototypes, 
The Thing from the Future, Cover Story, experiential futures, forecasting, foresight 
(The future is Ours), The Futures Wheel, imaginaries, backcasting, dark matter 
(Lockton & Candy, 2018)). 
• Theatre and movement-based methods (e.g., bodystorming, roleplaying, stage-setting).
• Methods to support participatory decision-making (dialogue, debate, consensus, voting).
• Methods to support understanding and creating theories of change (e.g., Nesta – create 

a theory of change, Max Neef theory of needs visual tools, social practice theory toolkit).
• Diverse card sets for ideation and inspiration (e.g., The Beautiful Trouble, New 

Metaphors), 
self-reflection, mindset (e.g., With/Out modernity), impact assessment (e.g., Tarot Cards of 
Tech), methods to work with theories of change (e.g., behavioural economics cards), 
articulating visions (Narata storytelling cards), ethics (Maslow Mirrored).
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Methods
Second, the workshop method called plurishop

The plurishop workshop method (RSD 23 paper with Junge, Stevens, and Gaver)
featuring multiple teams working on multiple inquiries

Pre-plurishop (characteristic for this workshop format) is used toward:
Gaining Familiarity with the design domain and the methodological approach.
Finding Provisional Entry Points through participatory visioning and systemic design methods
Learning and Adopting a Method

Plurishop (integration and synthesis)
Integrates different perspectives gained through multiple inquiries and entry points
Synthesizes the prototypes and ideas discussed for each direction



Plurishop conceptualizing an alternative to something
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Examples from 
the courses
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Inclusion
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What did we learn about technology for 
democracy, from grassroots?
• The insights gained from plurishops were instrumental in shaping qualitatively different 

designs.
• Conflicts or frictions can be used to address the problem successfully
• Creating proto-practices supporting more democratic decision-making is important – it 

also includes educating the participants or providing the right tools for the work 
• A gap in participatory technology development was identified and focused on - a
democratic technology development demonstrated that access to co-developing 
technology is still a barrier (even for our students) – pointing to the importance of the 
concept of technological imagination and competence.
• Cultural institutions can have a significant role in supporting participatory democracy and 

its values. This finding is the result of 4 projects whose outcome were public space 
installations fostering dialogue.

• Finally, the inclusion of ChatGPT in the spring( in TD 2023 course) has really boosted the 
outcomes of the projects, as students expanded their domain knowledge significantly (Culén 
et al. DRS, 2024)
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The main result – a method: Participatory Transition 
Design



Conclusion
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Participatory transition design seems to be well 
supported by systemic design methods and plurishops
in particular.

The lessons learned from this work point to the 
importance of participatory transition design to adopt 
some of the characteristics discussed concerning digital 
democracies – transparency, accountability, prevention 
of negative consequences for citizens, and decision-
making by consensus through, for example, polling, 
voting, or debate – they might support responsible 
design for rebuilding trust in participatory democracy. 



Video clips

Cameron Tonkinwise (23:49, 38:30, 47)

Heather Wiltse — Transitioning toward responsible 
design (7:35, 41:30)

Wakary & Verbeek in conversation Things we could 
design (18:35)

https://medial.phil.muni.cz/Player/edb6fdA5
https://medial.phil.muni.cz/Player/aCJDFFEg
https://www.youtube.com/watch?v=VUxIvPU9twE&t=2904s


Thanks!!
Any questions?
You can also find me at almira@uio.no

Special thanks to all the people who made and released this presentation template for free SlidesCarnival
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