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The result of this diploma project focuses on 
democratizing design outcomes through a 
co-creative infrastructure which various design 
practices and projects can utilize to collectively 
address and navigate complex planetary 
challenges.

This project result is visualized through the struc-
ture on the right, consisting of  four co-creative 
meeting points: missions, consensus, visions and 
continued processes - these steps have been 
iterated, tested and explored throughout the 
project to reflect the findings gathered through 
our process. 
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MOTIVATION 
This is definitely a project interwoven with 
personal motivation. We wanted to seize 
this opportunity to better understand  and 
learn about the various dynamics affecting 
the design field and how we might make the 
most out of this career path.

POSITIONING
This is a speculative and exploratory project 
oriented around possibilities and under-
standing of a complex challenge, rather 
than finding one final solution. Instead, it 
seeks to utilize possibilities as a starting 
point to create conversation and a deeper 
understanding of the multifaceted subject 
at hand. That’s not to say that we don’t 
believe our interventions could help address 
design for complex planetary challenges, 
but rather that it is limited how much one 
can understand such a complex problem 
within the course of one semester, we want 
to be cautious about making claims that 
this is “the way to go,” and instead position 
ourselves as a starting point exploration.  

We are also not looking to replace design as 
it is practiced today, but rather contribute 
to the evolution of the field.

BACKGROUND

ABOUT

OUR APPROACH 
This diploma is a five month long project 
based on design principles and methods 
from strategic design. The intention has been 
to explore possibilities and challenges in 
directing design practices towards complex 
planetary challenges. This project followed 
the strategic design process structure of  
“what is - what if - but how and so what?” 
as taught in our strategic design course by 
Einar Sneve Martinussen and Joakim Formo. 
Deeper descriptions of each of these phases 
will be described in the introduction to each 
chapter.

We chose to begin our process with a broad 
starting point, as we did not feel we had the 
expertise to make any claims yet about what 
the scope of the problem was. In a sense, 
we could’ve regardless began with a more 
defined scope but this would’ve also limited 
our opportunity to get a holistic understand-
ing of our field and possibly made for a less 
meaningful project if the starting point was 
based off wrong assumptions. 

Through this open approach we’ve examined 
the layers such as current structure of 
studios, changes to the field, needs to 
address complex challenges, trends, the 
market space, processes, outcomes and 
what influences the design practice. To 
not get too stuck in the “current model of 
practice,” we have also explored how design 
was practiced in historical aboriginal tribes, 
before “design” was part of our vocabulary.

In hindsight we can see that there were 

two biases we had entering the process: 
the belief that we would uncover one core 
problem with a clear solution to guide our 
path forward and that this solution would 
be situated within singular design practices. 
The process revealed the topic to be a lot 
more complicated than that. 

After these realizations, we shifted our 
focus away from finding solutions situated 
within a singular design practice and instead 
focused on possibilities and support for an 
ecosystem of design practices. During the 
experimentation phase, these possibilities 
would be oriented around our hypotheses of 
core problems, rather than addressing one 
problem. 

Our experiment phase thus acted as a 
probe to better help us understand the core 
problems through dialogue with experts. 
These dialogues would then inspire new 
iterations of both our ideas and problem 
hypotheses, both which were refined as the 
process went along. 

Culminating our process, the final delivery 
aims to create open and democratic 
co-creative meeting spots. Within this 
structure, we see “consensus, missions, 
visions, and continued processes” as mean-
ingful possibilities that could activate the 
public and evolve the design field in order to 
better address complex problems rooted in 
necessity. 

BACKGROUND

BACKGROUND
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How might we better orient the 
design field towards complex 
challenges, rooted in necessity? 

PROBLEM STATEMENT

BACKGROUND

PROBLEM STATEMENT

BACKGROUND
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CANNOT BE SOLVED THROUGH 
COMMERCIAL INITIATIVES ALONE
One of the main hypotheses of capitalism is 
that the free market is able to address the 
major challenges the world faces by creating 
financial incentives for businesses to solve 
different problems. However, what do you do 
in the case where there is little opportunity 
to profit, or if profit is often created at the 
expense of exasperating a problem?

In complex problems, such as the envi-
ronmental challenges, we see that design 
has often worsened the problem, creating 
pollution and other unsustainable behaviors. 
Even for those who do want to help solve the 
problem, this has often come at a financial 
cost instead of financial opportunity. How 
do we address these challenges that com-
mercial initiatives can’t solve?

DEFINING “COMPLEX PROBLEMS”
The term “complex problems” can be a bit 
ambigous. In this context we are using this 
term to define problems that fall under these 
categories: 

ROOTED IN NECESSITY OVER DESIRE
“Problem statement” is a pretty common 
term in the design field, yet many of the 
problem statements we work with are not 
rooted in real needs, but instead concerned 
with manufacturing desires to consumers. 
In other words, create profit over meeting 
needs. With this project we instead wish to 
explore how we can free up this collective 
energy towards adressing challenges rooted 
in necessity, that we have no choice but to 
address. 

BACKGROUND

COMPLEX PROBLEMS

WE DON’T KNOW THE SOLUTION FOR
The challenges we refer to in this project are 
difficult to know the solution for. Just like 
Facebook was for a moment seen as a solu-
tion to enable democracy during the Arab 
Spring movement, only to later be used as 
a tool to limit democracy one decade later. 
The full effect of design solutions are often 
a lot more unpredictable than originally 
thought. There is often great uncertainty and 
disagreement surrounding the response to 
these problems, such as in the pandemic. At 
the same time, a certain level of agreement 
is vital in order to effectively address the 
problem. 

WON’T BE SOLVED IN ONE LIFETIME OR BY 
ONE GROUP OF PEOPLE. 
Instead of one solution fixing the problem 
once and for all, complex problems require 
a holisitic shift consisting of many unified 
solutions. Such as in the problem of the 
shifting age demographic, with the elderly 
outweighing the work force, addressing 
this problem require multilayered responses 
over a long period of time, by many different 
actors. For this reason, we are defining 
complex problems as those that won’t be 
solved in one lifetime or by one group of 
people. 

BACKGROUND

COMPLEX PROBLEMS
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THE DESIGN FIELD’S RESPONSE TO COMPLEX CHALLENGES
The design field has in the 21st century oriented itself more and more towards complex 
problems. We can see this in the development of new fields, such as strategic and sys-
tem-oriented design, meant to address wider societal and planetary challenges through 
new approaches and methods. 

CURRENT SITUATION

BACKGROUND

REGARDLESS, HOW WE ORGANIZE THE DESIGN FIELD HAS REMAINED THE SAME. 
Although the topic we design around and the methods we use may be shifting, we see that 
the design field is organized in the same way it has been the past 100 years, with indepen-
dent ventures, such as design consultancies, responsible for most of the activity. There are 
organizations and digital communities that designers may join, yet these are more oriented 
towards occasional meet-ups rather than shifting the way design is holistically practiced. 

BACKGROUND

CURRENT SITUATION
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RESEARCH PHASE

What is?

WHAT IS?

The “What is” phase, as taught in strategic design methodology, is one of observation and 
research. We ask ourselves, what is the design field like currently? How do these practices 
work? How are designers addressing the complex challenges of the world today? 

RESEARCH PHASE

WHAT IS?
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During our research phase we have used 
multiple methods to gain insights. Our main 
intention in this phase was to cast scope and 
intention wide, in order to gather a holistic 
set of findings in alignment with strategic 
design principles. 

INTERVIEWS
We’ve held 11 interviews during our research 
phase with experts from various studios 
from Norway, Sweden, Belgium and England. 
We tried to seek out agencies that we felt 
may have a unique structure or perspective 
regarding how to practice design, but we 
also interviewed some of the more tradition-
al agencies from Oslo. 

During these interviews we tried to ask sim-
ilar questions in order to get a more in depth 
understanding of how varied the field was 
and the different perspectives within. These 
questions included asking what they felt the 
role of a designer was, what the structure of 
their studio was, how they worked, what the 
major opportunities and changes to the field 
has been or could be.

We interviewed —
Marcus Wendt, founder of Field Studio.

Field is a consultancy at the forefront of 
utilizing new tools, such as generative design 
systems and immersive design for major 
companies such as Meta and Nike. Their 
work is oriented towards created deeper 
relationships between people and the com-
panies and products we surround ourselves 
with. In this interview we talked a lot about 

how new technologies create a shift in the 
types of products design studios offer. 

RESOURCES

3

WHAT IS?

Glenn Sæstad, Nikolai Sabel & Tobias 
Mangersnes, founders and designers of 
Lokalt Byrå

Lokalt Byrå is a small consultancy of three, 
with small rural communities as their 
main clientele. Their core offering is not 
simply a product, but rather a process of 
guiding small communities through insights, 
prototyping and collective workshops, in 
which the client themselves become the 
designer. In this way, they are able to make 
their services affordable with a focus on 
applicable strategy first and foremost. 

RESOURCES

WHAT IS?

Elias Olderbakk & Erlend Grimeland, found-
ers of Travers.

Travers studio is one of a few small scale 
consultancies in Oslo, consisting of two 
designers, Elias and Erlend. They also have a 
unique target customer, being small commu-
nities outside of the large cities in Norway. 
With Travers we learned a lot about how 
underserved the public sector is along with 
many small-medium scaled businesses in 
regards to design work. We also talked about 
the advantages in regards to flexibility and 
availability of working in small studios.
  
Alberto Soriano, designer at Halogen 

Halogen is one of the larger consultancies in 
Oslo today. Their offering is oriented towards 
large scale, high-tech and complex prob-
lems. We were fascinated learning about how 
they structure themselves into specialized 
studios within the agency, which allows them 
to work deeply with very specialized themes, 
such as “policy design” and “safety/critical.” 

Neva Linn Rustad, designer at Blank

Blank is a consultant agency in Oslo, who 
specializes in digital services. Blank focuses 
on both small and large scale clients, along 
with exploring start-ups internally. We 
discussed the value of a transparent budget, 
and how speculative design could be utilized 
in the work culture, and the value of alterna-
tive perspectives. 

Theresa Bastek & Archibald Godts, founders 
of Studio Plastique 

Studio Plastique is a research-based studio 
with sustainable products and materials as 
their main focus. In this interview, we talked 
about how pursuing ones unique interest 
and niche has created new constellations 
of collaboration and opportunities. Theresa 
and Archibald emphasize the  importance 
of designing from the beginning, getting 
comfortable in the space of exploration 
where the final result is still unknown, and 
fostering a holistic perspective throughout. 

Kim Leskovsky, founder of Iterate

Iterate is a large scale consultancy-venture 
builder in Oslo. Iterate is able to target 
small to medium size projects through their 
venture lab initiative. Iterate In this interview 
we talked about how having a flat hierarchy, 
shared culture of openness and organic 
processes has allowed for more a more 
creative and meaningful ideas and solutions. 

Nikolai Sabel

Glenn Sæstad and Tobias Mangersnes

Theresa Bastek and Archibald Godts
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Kai Reaver, Arkitektur Fagsjef

Kai Reaver is an architect and researcher 
with over a decade of experience 
in multidisciplinary design practice, 
pedagogy and research. Now he is Head 
of Architecture/Chief Advisor at NAL 
(Norwegian Architects Association). He has 
a crucial role for pushing the public debate 
around architectural policy to promote 
architects’ shared interests. With Kai, we 
talked a lot about the organization and 
culture within the design field.  

Amelie Dinh, Senior Strategic Advisor at 
Bakken & Bæck

Bakken & Bæck is a large scale technology-
driven design studio. In the interview with 
Amelie Dinh, we discussed the value of 
having a specific role for exploring and 
researching the possibilities within emerging 
technologies and the role it can play in 
positioning a studio and various deliverables.

Christopher Oh, former Snøhetta architect, 
currently Harvard and MIT landscape 
architecture student

Cristopher Oh has a unique set of 
competency with a Masters degree in 
Architecture, Landscape Architecture and 
soon, Urban Design. We discussed the value 
of learning and gaining multiple perspectives 
through interdisciplinary projects. We 
discussed how culture, roles and dialogues 
can create consensus and productivity 
within projects.

RESOURCES

WHAT IS?

RESOURCES

WHAT IS?

Edvard Scott, ex-creative director at 
Doberman, founder of Here & Now Studio

Here-Now Studio is a studio consisting of 
one independent designer, Edvard. After 
being a design director at EY-Doberman, 
Edvard opened up his own studio as an 
alternative to the traditional large design 
agencies. His positioning is made possible 
through his network and the  projects are 
fueled by open creativity and unbounded 
collaborations. We talked about the impacts 
of a business-oriented field, large versus 
small-scale studios and the wider ripple 
effects of most large agencies being bought 
up by public companies. 

Neva Linn Rustad, designer at Blank

Blank is a consultant agency in Oslo, who 
specializes in digital services. Blank focuses 
on both small and large scale clients, along 
with exploring start-ups internally. We 
discussed the value of a transparent budget, 
and how speculative design could be utilized 
in the work culture, and the value of alterna-
tive perspectives. 

BOOKS
“Are We Human? Notes on an Archeology 
of Design” by Beatriz Colomina and Mark 
Wigley 
With this book, we explored the relation 
between design history and human evolution, 
in order to get a broader understanding of 
our creative behaviours, and how the human 
creations impact the world, thus in turn 
impacting us.

“Lo-TEK. Design by Radical Indigenism” by 
Julia Watson
Through this book, we explored how design 
processes were practiced before specialized 
design came about. We learned how values, 
multi-generational processes and needs 
weaves together to in a design practice to 
meet aboriginal communal needs, in harmo-
ny with nature. 

“Dark Matter and Trojan Horses” by Dan Hill
This book offered insights in how many 
design practices are positioned now with 
consultancy, studio and embedded models. 
It also elaborates problems and opportuni-
ties within the unique models and design in 
general. Yet the core of the book is about the 
value of strategic design implemented in our 
modern and more complex society.

PODCASTS
“Where Must Design Go Next?”   
“Capitalist Realism”
“The Frontiers of Design”

REPORTS AND ANALYSIS2
“Nordic Design Resource statistics
“Sacred Cities: Building 7 Generational 
Cities” by Jayne Engle, Julian Agyeman, 
Tanya Chung-Tiam-Fook
“The Ethical Turn of Emerging Design 
Practices” by Li Zhang

CASE STUDIES
Discord Design Communities 
Sitra SDU 
MindLab
Labratory for the City

Elias and Erlend at Travers Studio 
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WHAT ARE THE CURRENT MODELS?
One of our most critical aspect of our 
research was getting an understanding of 
the existing models of design practices, their 
layers, and positioning. In this phase we were 
expecting to find one or more core problems 
that would guide the rest of the process 
further, but instead we we found many 
diverse studios meeting many unique needs 
and there was no one challenge to guide 
our full process further. Later we will speak 
about how this finding paved the way for our 
“core challenges hypotheses” instead.  

We’ll present two overviews: first, eight 
categories of identified studio models, and 
second, our understanding of the  “status 
quo”  within current societal context, 
showing how practices interact with the 
external world, internal processes and their 
challenges. Together these show the layers 
of design practice today.

THE DESIGN MODELS 
In the upcoming pages, we will present the 
eight categories of design models that we 
observed. The original basis for this came 
from Dan Hills’ “Dark Matter and Trojan 
Horses,” in which he outlines three different 
models within which design is practiced: 
consultancy, studio and embedded model 
However, we quickly saw there existed 
more possibilities than merely the three he 
mentioned and quickly started adding to his 
list. 

WHAT IS?

CURRENT MODELS

WHAT IS?

CURRENT MODELS

Illustration by Johanna Forss
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The consultant model is one in which an external and 
sovereign design agency offers it’s services and expertise 
over a certain amount of time. 

Benefits: companies can obtain high quality design work 
without having to hire someone full time or develop any 
internal design expertise. The consultancy is also able 
to work at a vast and varied amount of projects, with 
little personal risk regarding the success or failure of the 
outcome. 

Who we interviewed within this model:  Blank, Halogen, 
Bakken & Bæck, Travers 

The consultancy
Illustration and model from Dan Hill’s “Dark 
Matter and Trojan Horses”

The studio

The studio/workshop model is an internal project of 
collaboration, often offering a niche expertise and 
address problems with a shared focus based on core 
values. The benefits of the model is that it gets an holistic 
understanding and a freedom of process. A downside 
is it being more risk-taking, time-consuming and little 
responsibility or action after momentum fades over time. 

Who we interviewed within this model: 
Studio Plastique, Here-Now studio

Illustration and model from Dan Hill’s “Dark 
Matter and Trojan Horses”

WHAT IS?

CURRENT MODELS

The embedded model is an self-sustained agency working 
internally at one organization. It remains autonomous in 
its form and exploration, and have agency to impact and 
move around freely in the organization. This model is allows 
the studio to get to know the whole organization, and can 
enact and suggest to re-organize and change the fabric of 
its governance.

Representative of this model: 
Sitra

Embedded model
Illustration and model from Dan Hill’s “Dark Matter and 
Trojan Horses”

The in-house model is a service where design expertise 
becomes a long-time commitment and role internal to 
a business or organization. The designer gets in-depth 
understanding in this way, something that is challenging 
to develop as a part-time consultant. The work is often 
commercially driven, where the aim is to develop and 
improve products for business development, therefore it 
is more practical oriented with limited space to challenge 
and explore. 

In-house

WHAT IS?

CURRENT MODELS
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The lab can both describe the entirety of a design practice 
or it can become a subsection of a practice. The lab model 
is positioned to focus on research and exploration with 
an holistic approach, often for complex and systematic 
challenges. The lab often include high level of expertize 
or niche focus, which makes it valuable in addressing 
complex problems. The downside is that it is high-risk as it 
is difficult to know what the research will lead to.

Representative of this model: 
Studio Plastique, Laboratory of the City, Halogen

The Lab 

This model is both offering design expertise for external 
and commercial clients over various time periods, 
alongside a focus on exploring and building start-ups 
internally. This model opens up space for employees to 
explore interests, potential and to make impact, while the 
studio becomes more resilient through exponential growth 
from start-ups and traditional consulting. 

Representative of this model: 
EY Doberman, Iterate 

Consultant - venture builder

WHAT IS?

CURRENT MODELS

A public-oriented studio is a self-maintained studio 
offering their expertise to public sector or services for a 
certain period of time. This work is focusing on services 
and strategy, like defining potentials, share processes and 
methods often through co-creation. The challenges of this 
model is navigating the regulations, responsibilities, and 
consider all the complex layers wihin the state, regions and 
municipalities.

Representative of this model: 
Lokalt Byrå, Travers

Public-oriented studio

Network
The network structure is a system tying various indepen-
dent design practices together, in which projects evolve 
independently through self-initiated contributors. This 
opens up for scaling opportunities and using the network 
effect in order to connect independent designers to rele-
vant actors and experts. This model facilitates leveraging 
skills, accessing new projects, and providing incentives 
based on interest. Within the network, various levels of 
responsibility, commitment, hierarchies, and economic 
models can be explored.

WHAT IS?

CURRENT MODELS
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Connection to society
The Modern Design Consultancy

This is a generalized visualization of the 
status quo of modern design practice in the 
context of society. 

Although it might not describe every design 
studio we met and just described, we still 
found it meaningful to define three key 
features we observed: Companies as the 
middle man between world and studio, the 
consultancy model as the most common 
studio structure, and internal and silo’d 
design processes.

Process

Design practice 
structure
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Connection to society
Innovation in Indigenous Tribes

We also compared the status quo to 
alternative environments. After reading 
“Lo-tek: design by radical indigenism”, we 
got inspired by the “Seventh Generation 
Principle”: Considering actions as they 
affect the seventh generations ahead, not 
looking at their contribution to be realised in 
their lifetime. 

Process

Indigenous tribe
structure
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“WHAT IS” CARDS
Throughout each step of our research 
process we created “what is” cards for 
each of our findings. “What is” is a strate-
gic design process where you write about 
a finding or observation which describes 
the current situation. At the end of our 
research phase, we categorized over 170 
cards, adding all our most critical findings 
and discussing them.  

The insight categories we found were: 
Structure, role of the design studio, 
economic, culture, trend, critique, 
technology, process, history, opportunity, 
and relation/communication.32 33



Longevity: Focus on project 
over long term processes

In addressing wicked problems, it is impossible 
to solve the problem through one design project. 
However, since there is no system or structure in place 
for collective processes, designers are left with little 
choice but to orient themselves simply towards their 
own project-oriented process alone. 

Hypothesis 1

HYPOTHESIS
THE FOUR THREE ROOT CHALLENGES

Structure: Late entry point

For most design practices, the design process is 
initiated through either an external client (consultancy 
model) or a higher-up’s decisions (in-house). This 
results in designers often not getting the agency to 
work at the point of most impact, but instead enter 
later on when scope or even solution has already been 
defined. 

Hypothesis 3

Cooperation: Silo’ed and 
fragmented field

Currently the design field consist of various studios 
competing for large-scale projects, where most 
processes takes place in silos. Unlike architecture, 
who have roles to unify their field, the design field 
also lacks organisation that could unify the field 
more for increased impact. 

Hypothesis 2

Power: Invisible power 
hierarchies

New hypothesis

Solutions for large, wicked problems requires a lot of 
organization, effort and finances. For this reason, it 
has been reserved mostly to the power elite who has 
the time and money required to make impact. This 
uneven power dynamic has diminished the average 
citizen’s potential to make an impact.

WHAT IS?

OUR HYPOTHESES: 
THE FOUR THREE ROOT CHALLENGES
Since we didn’t find one problem that could 
define the scope of our entire project, we 
instead decided to create “root challenges 
hypotheses” to guide our experiment phase 
further. These hypotheses come from 
analysis of our “what is” findings. We view 
this as one of the key values of the project 
- gaining a better understanding of what 
the core challenges of design for complex 
problems are. 

Throughout the project, these challenges 
have been iterated on, due to testing and 
feedback on our experiments. We noticed 
that “Late entry points” stood out as a 
small scale impact, and did actually not 
contribute to address wicked problems to 
the extent we originally thought, therefore 
this one has been removed. On the other 
hand, we identified a new challenge 
“Invisible power hierarchies of design”. This 
was added as a response to the feedback 
we got in our experiment phase from 
experts. These root challenges will be further 
explained in the following pages.

HYPOTHESIS
THE FOUR THREE ROOT CHALLENGES

WHAT IS?
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LONGEVITY: FOCUS ON PROJECT OVER 
LONG TERM PROCESSES

In Jack Self’s “What is Design’s” talk, he 
defines the scientific method of design as 
three steps: imagine (to form an image), 
design (to plan), and project (to execute).

“Design is like a plan, but it often gets con-
fused with project - project is the conclusion 
of this.” he expands upon. This is important 
to emphasise in the context of design for 
wicked problems, as one single project can’t 
address the problem, but collective imag-
ination and planning in combination with 
many projects (potentially) can. A project 
is singular, material and contained, while a 
plan is open-ended, immaterial and can be 
applied in various contexts. 

When we differentiate between project and 
design in this way, we can shift the con-
versation towards the most impactful and 
potentially unifying aspect of the project: 
the plan itself, rather than one project as a 
single reaction to the plan. 

He also mentions the importance of “care 
and repair” within design, as we never know 
exactly what the consequence of a design 
project will be. This is another aspect we 
wish to explore deeper, as we see this as one 
of the main differences in a design process 
oriented towards a single project vs. a long 
term evolution. Looking beyond just a project 
allows us to also investigate further the after 
effects and lessons learned. 

HYPOTHESIS 1

In the book “Lo-TEK. Design by Radical 
Indigenism” Julia Watson describes how 
design was practiced before “design” was 
even a word. Indigenous cultures were able 
to co-create resilient infrastructure born 
out of necessity through collective focus 
and multi-generational design processes. 
They didn’t attribute design to one group of 
people and they didn’t believe they could 
solve the problems in a single lifetime. This 
became another source of inspiration for this 
core problem hypothesis. 

In our “what if” experiments oriented towards 
this hypothesis we wanted to explore how 
the design field could orient itself for more 
long term processes, with a deeper focus on 
what happens after a project is finished in 
order to further promote long term process-
es. What would the value of design work be 
within such a context? Would it be learning, 
creating consensus, possibility or more? 
What would the challenges be in establishing 
this as a new norm? Is this actually one of 
the core problems? 

WHAT IS?

Illustration by Johanna Forss
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Illustration by Johanna Forss

HYPOTHESIS 2

COOPERATION: SILO’ED AND FRAGMENTED 
FIELD

In a capitalistic market space, studios 
(for the most part) seek external projects 
to make profit. This results in agencies 
competing for the same projects. As Alberto 
Soriano Valtierras, designer at Halogen 
mentioned: “Before it was maybe 3-4 
agencies competing for a project. Now 
45 agencies compete for the same thing, 
including small businesses.”  In a highly 
competitive environment, the field becomes 
more and more fragmented as there is little 
to gain and a lot to lose by revealing too 
much of ones work. 

Beyond the market space, there simply is no 
culture or organisation for collective col-
laborations within the design field. Like Kai 
Reaver explains, “[compared to architec-
ture] design often has a clear and relevant 
model for its business, but has a less clear 
model for its professional organization.” 

Architecture has both legal and cultural 
frameworks (such as NAL - Norwegian 
Association of Norwegian architecture) to 
create collective consensus, prioritization 
and debate. In this way, architecture has 
been able to tackle complex challenges 
which require unified action. Working in silos 
can often be more efficient, yet becomes a  
challenge in terms of how we can address 
wicked problems.  

Through our experiment phase, we created 
a lot of different ideas that addressed this 

hypothesis, as a way to explore potentials 
and create deeper dialogue with experts 
about this topic. We hoped to gain a deeper 
understanding of what a unified field might 
look like and challenges that we might face 
in trying to bring our independent practices 
together.  How might we work together in a 
way that doesn’t cost more than it pays, why 
would we work together and what are the 
benefits and downsides? 

WHAT IS?
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POWER: INVISIBLE POWER HIERARCHIES

Unlike the last two hypotheses, this 
final one was discovered as a result of our 
experimentation phase. Originally our third 
root problem hypothesis was about “late 
entry points” and how designers potential 
for influence was lower as they were often 
introduced to a process after scope and 
problem (and often solution) had already 
been defined. However, after much dialogue 
around this hypothesis and the experiments 
related to it (see page 98-99), we changed 
perspectives and saw this more as a 
“symptom of a problem” rather than a root 
problem. 

During our talk with Jonathan Romm from 
Halogen, he noted that what many of our 
ideas actually address are the invisible 
power hierarchies of design, something that 
rarely talked about in design according to 
Romm. We found this to be a major epiphany 
that we had been circling around without 
directly putting words to. We had “what if” 
cards about the lack of availability of design 
work, but this still didn’t address the root of 
the matter. 

The root of the matter is that design for 
complex challenges currently is reserved 
to be handled by the power elite, such as 
business leaders and politicians, who have 
the time and funds required to make change. 
This becomes a problem when we require 
both collective action and agreement to 
help solve these issues. Initiating wide-
scale, systemic design only at the hands 

HYPOTHESIS 3

of those with power also leaves room for 
the abuse of power, with design that only 
reflects the needs of those in power. How 
can we ensure that design for complex 
challenges doesn’t happen for the benefit 
of the few, at the expense of many? How 
can we make sure that the average citizen 
resonates and acts in alignment with the 
changes required for these challenges? How 
can we include people in these processes, to 
create greater collective engagement and 
momentum? 

Illustration by Johanna Forss
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EXPERIMENTATION PHASE

What if?

WHAT IF?

This following phase “What if,” is a strategic design method, where a wide range of concepts 
are sketched out in future scenarios and ideas. We then show these ideas to experts, in order 
to learn more about our topic and refine our ideas. 

The concepts aim to illustrate alternative ways of practicing design, reflecting our research 
and identified challenges. The concepts range between easier level of implementation to 
speculative. We’ve decided to prototype them open-ended with less details in order to 
receive relevant feedback on concept, not form. 

EXPERIMENTATION PHASE

WHAT IF?
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MICROBRIEFS
Microbriefs are small prompts, inspired by “what is”-findings, that have been rephrased in 
order to assist in the ideation phase. 

We created microbriefs as a way to organize our reflections and also to help structure the 
ideation phase and workshops towards the new perspectives we had gathered. 

MICROBRIEFS

WHAT IF?
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IDEATION WORKSHOP
We gathered a non-designer, designer and 
a design student to an ideation workshop, 
as a method to generate “what if” concepts. 
We wanted multiple perspectives on where 
intervention points could be made.

To start off, we presented the core challeng-
es and presented a few pre-made what-if 
examples as a template to create a common 
understanding of our scope. We utilized the 
micro-brief cards to help trigger ideas in line 
with the project scope. As a framework we 
used countdown timers, discussion and a 
rotation of our drawings to build upon each 
others concepts.

The session resulted in 62 ideas that we later 
categorised and analysed. We used this as a 
basis for further development and ideation. 

50 51



WORKSHOP REFLECTIONS
We used this workshop as a way to get 
beyond our own preconceived ideas and 
open up for new perspectives. The workshop 
played an important role to develop an 
understanding of our scope also. We did 
observe though that the scope was difficult 
to grasp for the participants, and many 
concepts ended up being more practical and 
present-day oriented rather than focused on 
alternative paths. It was difficult to perceive 
the design practice in new contexts, beyond 
the roles it currently has. 

The experience to ideate around the designs 
future and needs was fun and set a ground 
base to build upon. Looking back, we would 
have invited more designers with hands-on 
experience running a design practice, as 
the designer we had on-boarded did not 
have that experience. We also decided after 
this that it would probably be more useful 
for us to ideate our experiments internally, 
rather than make it a joined workshop, as 
we feel that would allow for more depth and 
relevance to our ideation, given our limited 
time.

WORKSHOP

WHAT IF?
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CONCEPTS 
In order to narrow down, we analyzed and 
filtered out the concepts we found answered 
and aligned to our original core challenges 
the most. We decided to further developed 26 
fragmented concepts, which we believed had 
greater room for impact on the field and that 
could test our hypotheses. These 26 concepts 
laid the foundation for testing and feedback, 
and resulted in our final experiments within the 
project scope. 

We noticed that it was difficult for others to 
fully understand these concepts during testing, 
due to a lack of a coherent red thread between 
these 26 fragmented ideas. This probably 
affected some of the input we received and 
made it more challenging to test the concepts. 
Throughout testing, we worked on also 
developing this red thread with an overarching 
narrative. This, along with testing, resulted in 14 
concepts. These are what we believe reflect our 
root challenge hypothesis the best and will be 
presented on the following pages.
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WHAT WE THOUGHT OUR PROJECT WOULD BE ABOUT:

Design practice 

Design practice 
Design practice 

PIVOT

In the midst of our experiment phase, we realized that the ideas that had the most positive 
responses from experts (page 97) often were those that we’re not oriented at the actual 
design practice itself, but rather what could connect different design practices together. 
These were prefered as it seemed more realistic and like there was a missing space for such 
unifying infrastructures in the industry.

WHAT IF?

Consensus 

Missions Continued processes

Visions

VS. WHAT IT BECAME:

PIVOT

For this reason, our finalized “experiment phase” concept aims to connect many independent 
practices within the period before and after a double diamond design process. The first 
diamond is where scope is defined, based on our understanding of reality and creating a 
prioritization of what to address. The fourth diamond exemplifies the period after a design 
process has ended, and is oriented at learning from what was created and opening up for 
continued processes, in order to refine more. 

WHAT IF?
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A double diamond design process

Current model 

From every design process defining their own 
consensus, vision and mission. 

Proposal

—To unifying consensus, visions and missions to orient 
various independent design processes around. 
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Piecing it all together

Democratizing design through 
co-creation meeting points
Our final concept from the experiment phase brings our key concepts together under 4 
overarching themes: creating consensus, shared visions and missions, all put together as a 
way to create a structure for continued processes rooted in learning and continuous building 
towards a shared vision. 

Pieced together, they represent one way to address our core problem hypotheses in order to 
unify the design field further. Our aim with these concepts is to democratize design through 
meeting points, which both citizens and designers can engage with in order to create shared 
direction - even if our projects and ventures function in a solo manner. In this way, the design 
field could be more unified, with more even inherent power structures and more oriented 
towards long-term changes. Although it in no way solves the problems mentioned, we hope 
this can address and improve the situation. 

WHAT IF?

THE 4 MEETING POINTS

Consensus

Missions

Visions

Continued processes

WHAT IF?

THE 4 MEETING POINTS
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WHAT IF?

WHAT IS CONSENSUS?

A meeting point to build consensus (or at least con-
versation) around our initial understanding of truth 
and reality, which we base our projects on.

Consensus

WHAT IS CONSENSUS?
Consensus, in this project’s context, is about 
creating a shared understanding of reality, 
which then serves as the basis that guides 
what we prioritize and the direction we take 
in the collective design process. Earlier in the 
project we called consensus for “idea,” as it 
is not simply about stating facts but piecing 
them together for a unified understanding of 
what the problem and present day situation 
is. Every design project is rooted in some sort 
of idea about what is happening and why, 
which then guides the process further. 

The goal with this is not for everyone to 
conform into one uniform understanding of 
reality. This is neither something we would 
recommend or find realistic. Instead this 
is a way to redirect conversation, create 

a structure for debate, and bring deeper 
understanding to how our design processes 
relate to the world. This is partially a 
response to the root problem hypothesis 
regarding focus on project over long term 
processes. By creating a space of discussion 
regarding the starting point of our project - 
our understanding of reality, we bring back 
dialogue to what unites all projects: the 
world we live in. Instead of focusing only on 
how one design project was solved, we focus 
on what we learned through a design project 
that we can bring further into other projects. 

This is partially inspired by the scientific 
community, who use each other’s research 
to learn and iterate on each other’s findings 
for a deeper understanding of the world. 

WHAT IF?

WHAT IS CONSENSUS? 
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CONSENSUS

DOGA DISCUSSION NETWORK
What if DOGA openly invited various expertises to an open network plat-
form focusing on understanding complex topics. A platform which different 
expertises and designers could become a member of, in order to deepen 
their expertise within a specific field and share knowledge? 

WHAT IF?

CONSENSUS

COLLECTIVE CONSENSUS
What if designers were required to link their project to an idea, describing 
the base understanding of reality which a project is rooted in. Could we 
then use our design projects as ways to experiment and test our under-
standings of reality, for more focus on learning? The design process could 
become an open resource with focus on exploring an idea through various 
outputs, rather than having the project as the focal point. 

WHAT IF?
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CONSENSUS

DESIGN OUTSIDE OF THE DESIGN FIELD
Similar to how most people who study finance, 
don’t end up in the finance sector…what if designers 
were expected to work in non-design related fields? 
What if being a designer was a specialisation within 
another career? Could this deepen a designers 
reach within fields that usually don’t utilize design 
work and make it more embedded into society 
overall? Could a consensus platform make space to 
share deeper insight into ones non-design related 
field, from a designer’s perspective. 

WHAT IF?

NEW NORMS EMBEDDED
What if there was a norm of commenting critically on 
each others design solutions, rather than simply ob-
serving? Something as simple as a comment section in 
ones portfolio or within the network could open up for 
discussion about possible counter-perspectives and 
more.

WHAT IF?

66 67



WHAT IF?

WHAT IS A MISSION?

A meeting point to collectively define strategic 
missions, to create shared intent for various 
autonomous projects. 

Missions

WHAT IS A MISSION? 
The word “mission” can mean many different 
things in different contexts. However, in our 
projects we are defining “missions” based on 
Dan Hill’s strategic design definition of the 
word. 

Dan Hill states in “Designing Missions:” 
“Missions are bold, inspirational, with wide 
societal relevance. They indicate a clear 
direction, ideally targeted and measurable,
with ambitious innovation actions. They 
are delivered through multiple top-down 
and bottom-up activities, and co-created 
via cross-disciplinary, cross-sectoral and 
multi-level relationships.”

So a mission is a strategy, available for 
anyone to connect with, that creates 
prioritizations and clear goal posts that we 
can collectively navigate towards. They 
are broad enough to be relatable across 
different sectors, yet specific enough to help 
sort through the chaos of a complex theme.

We chose missions as a way to bring several 
independent design practices together 
for a few different reasons. First, it doesn’t 
interfere with the design process in itself 

and demand a lot of extra work. Providing 
missions that various design projects can 
hook can even save time, as designers no 
longer have to sort through a lot of complex 
information to create prioritization and 
goals. Instead, they can rely on the in-depth 
work of someone designing missions to 
provide that for them. In this way, missions 
is realistic to implement and helps ease the 
work load of designers aiming to address 
complex challenges.

Secondly, there is a lot of opportunity in 
creating shared missions, as this opens up 
for new collaborations and dialogue. Many 
unique projects and initiatives can connect 
to a mission, utilizing their mission strategy 
to guide their process. This creates a wide 
variety of output, but from the same root, 
allowing us to explore and understand the 
topic at hand at an even deeper level. In 
this way, missions is also another tool for 
learning.

We imagine missions as something anyone 
has the chance to define, a democratic 
tool to create engagement and shared 
momentum.  

WHAT IF?

WHAT IS A MISSION?
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COLLECTIVE MISSIONS
What if there was a bottom-up platform, where anyone can create shared mission groups for developing a 
shared strategy, which any designer, company, organization, or individual design practice could join under? 
This would allow different initiatives to create a shared starting point and guide post, whilst still maintaining 
their autonomy and normal day-to-day processes. The goal is to bridge all participants of a society, aiming 
to lessen political disconnect, unify and promote engagement and dialogue.
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MISSIONS

ORGANIC PRIORITIZATION 
Within the missions page, anyone can share different mission strategies for prioritization, 
intentions and goals. The strategy which is able to engage most people and initiatives grows 
organically in size.

WHAT IF?

MISSIONS

NEW COLLABORATIONS 
Through establishing shared missions and ideas, multiple unique projects can “hook” onto 
one mission. This makes space for organic collaborations with different actors and designers 
that have shared intentions, for increased impact. 

WHAT IF?

72 73



MISSIONS

MISSION ORIENTED GENERATIVE DESIGN
What if there was an AI design booth in the city, taught in 
how to apply different strategic principles and missions 
into projects? This could make design more available for 
all and help promote different missions within the city. This 
could also function as a way for citizens to vote on different 
mission and vision initiatives too. 

WHAT IF?

MISSIONS

ALTERNATIVE FUNDING MODELS
What if there were structures for democratic funding? A 
system to vote for design ideas that could be brought up 
to the state, or other relevant organization, for potential 
funding. In this way engagement and interest could de-
termine what types of projects would be developed. This 
would also be the incentive to join a mission platform. 

The key question with this idea is whether it’s possible to 
open up for new funding models for stronger incentives?
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WHAT IF?

WHAT IS A VISION?

A meeting point to established shared end points. 
A democratic framework to collectively imagine 
and engage.

Visions

WHAT IS A VISION? 
A vision is considered the “North Star” or 
ultimate ideal we have for the world we live 
in. A good vision invokes the imagination, 
shows us new possibilities and ways of 
existing on Earth. It is the perfect future 
scenario, meant to inspire us. This vision 
doesn’t have to be practical, it just needs to 
motivate us to act towards it. 

Visions has often been grouped in as a 
part of “missions,” however in this case we 
would like to make a distinction between the 
two. Missions being a tool for strategy and 
direction, visions as a tool for inspiring and 
engaging. The vision speaks of the future, 
while mission speaks of the present day. 

We chose visions as one of our four con-
cepts, as it also allows us to look beyond our 
individual projects and instead towards a 
shared goal. This could both unify the design 
field and promote long-term processes. 

We also felt there was a lack of design aimed 
towards possibilities instead of solving 
problems. This was further confirmed with 
interviews with experts too (pg. 97) Visions 
allows us to engage the public through 
inspiration, which in turn helps communicate 
the potential of design to address every 
aspect of the world we live in.

 

WHAT IF?

WHAT IS A VISION?
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VISIONS

OPEN SCENARIO PAGE
What if an open ideation page was used as a strategic tool to faciliate for 
democratic prioritization for the state. In this scenario, the citizen could 
share opinions, ideas and vote for different visions. This creates direct 
citizen participating oriented at potentials, instead of problems. It could 
also open up for new channels of funding.

VISIONS

NORWAY VISIONS TV SHOW
What if the “open scenario” page was furtherer evolved into a TV show, where design 
contestants explored visions from a collective brief. The public can follow the exploration, 
collective imagining and vote about the future. This would also be a way to communicate a 
designers role within wicked problems. This would be a democratic tool, to help choose what 
visions to further develop. 

WHAT IF?
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WHAT IF?

WHAT IS “CONTINUED PROCESSES?”

Meeting points for learning and the reevaluation of 
a design, mission and vision.

Continued processes

WHAT IS “CONTINUED PROCESSES?”
“Continued processes” is what we have 
called the progression that occurs after 
we have finished a design project and 
established it into the world. At this time, we 
see how well our design has worked and the 
unintended consequences of a design. This 
phase is about learning from what we have 
created and possibly collectively iterating 
on it. 

Especially when working with complex chal-
lenges, where the solution is more unclear, 
it’s important to remember that we never 
know if our design will affect the world in its 
intended ways. In fact, it is quite common for 
a creation to open new pandora’s boxes and 
reveal new challenges again. 

For this reason, we see the value of “con-
tinued processes” to redirect conversation 
to what can be improved, redefined and 
changed after seeing how our creation 
affected the world. Design is not just 
about creating novel things, but also about 
improving what already exists. 

This was partially inspired by the book “Lo-
TEK: Design by Radical Indigenism” by Julia 
Watson, which describes how indigenous 
people built for and with the seven genera-
tions ahead. They knew they would not com-
plete the design process they embarked on, 
and trusted in this natural learning process 
that allowed them to co-create even after 
ones individual contribution had ended. 

WHAT IF?

WHAT IS “CONTINUED PROCESSES?”
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CONTINUED PROCESSES

CARE AND REPAIR ROLE
What if studios recognised that they 
never know all the effects a design will have? 
Inspired by how scientific reports are evaluat-
ed, a  “care and repair” role could  be utilized 
for understanding all the effects of a design 
and adjusting it further. 

This  approach could build more trust and 
iteration for better impact.

CONTINUED PROCESSES

A DESIGN LIBRARY
What if there was an open design library, 
with a system to review, understand and 
build upon past design projects? In this 
library a project or idea could be registered 
to help facilitate for continuous processes, 
despite shifting actors. 

This would open for more balanced 
reflections about findings, open-ended 
testing, change the norm of ownership and 
acknowledge there is not only one solution.

WHAT IF? WHAT IF?
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CONTINUED PROCESSES

IMPACT / CONTRIBUTION POINTS
What if the designers got awarded based on the impact of the design? A reward 
system from the state, that gave out “impact points” based on the measured 
effects of the design. The points could for example be exchanged to reduce 
taxes, since its a societal contribution. Could this change how we evaluate “good 
design” on a broader scale?

WHAT IF?

CONTINUED PROCESSES

5 YEAR REVIEW
What if it was expected that every five years a mission’s strategic report or vision 
was revisited and potentially revised? This would open up for the acknowledgement 
of unintended effects, new needs and alternative possibilities that may have come 
up along the road.

WHAT IF?
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2044 NEWSPAPER

  ARTEFACT FOR CONTEXT

When we tested our concepts in discussion 
with various experts, we realized it was 
challenging to fully understand the concepts 
and how they would work in practice. We 
chose to solve this by consolidating our 
ideas into a few storylines explained in a 
2044 newspaper. In this way, the experts we 
interviewed could refer to a specific news-
paper story if they needed deeper context. 
This also helped us draw red threads 
between different concepts. However, 
since we created this in the middle of our 
experimentation phase, not all the stories or 
concepts are relevant to the final concepts 
presented. 

SUMMARY OF NEWSPAPER
The newspaper consists of five articles and 
five ads. 

Page 1 
A story about two opposing missions, 
debating how to address “social wellness.” 

Page 2
(discontinued concept) An ad for anti-brand 
brand templates. This was an idea about 
using our design outputs to challenge what 
we think design is, in order to promote 
more honesty and focus on impact over 
aesthetics. 

Page 3
Another story is about Mars Sui’s idea (the 
word we used to describe “understanding of 
reality”) has inspired 28 relevant projects. 

Page 4
An article about “prompt designer” 
becoming a new career path. This concept 
intrigued us as it shifted associations of 
design from shape-giving to the process 
required to define scope. 

Page 5-6
Norway Visions ad is about a TV show where 
citizens compete to create the best vision 
related to a specific societal theme. 

Page 7-8
An article about how the 5 year review 
for “sustainability” has brought up a lot of 
discussion, with many calling for a revision. 

Page 9
An unlikely collaboration was created 
through the comment section in the Design 
Library, which created an award-winning 
design between a fisherman-designer and a 
plumber designer. 

Page 10
An ad from Studio Flemen, showing the 
impact their design has had over the visual 
aspects of their designs. 
An ad from an AI design booth, helping you 
implement Oslo missions through machine 
learning.  
An ad from Insjo Studio, offering a discount 
on design work if your venture aligns with an 
Oslo mission.
 

WHAT IF?

2044 NEWSPAPER

WHAT IF?
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“It democratises design to reveal the hidden power 
dynamics affecting the field. Design often has a blind 
eye to this, but is that a good thing?

FEEDBACK & REFLECTIONS

“Citizen involvement could open up for national 
funding, local funding and EU-funding.”

“In a world with lots of dystopian news, the ability to 
imagine is needed to create more hope”

WHAT IF?

FEEDBACK & REFLECTIONS

FEEDBACK
These experiments were tested with 
Benedicte Wildhagen from DOGA, Tonje 
Evanger from Variant design agency, Pirjo 
Kääriäinen from Aalto university, Adrian 
Paulsen and Jonathan Romm from Halogen 
design agency. 

If we could do this process again, we prob-
ably would’ve made less concepts as it was 
difficult to follow for those we presented to. 
This was probably also a result of us begin-
ning with such a wide scope, even after we 
had defined our “root problem hypotheses.” 
Regardless, it was interesting to see how 
different people interpreted such a large 
variation of ideas. It felt as if every person 
we interviewed had a new perspective 
and angle on our project, which was quite 
insightful. As we slimmed down, removed 
and categorized our ideas the insight phase 
got more and more valuable too. 

We can say a lot about what didn’t work 
and was eliminated, but maybe what is 
most valuable is what did work and that 
we wanted bring more of into our project. 
As mentioned earlier, concepts that didn’t 
change the fundamental way we practice 
design were perceived as most meaningful 
and realistic. When we decided to scope 
in this direction, Jonathan Romm helped us 
point out that a lot of our ideas were about 
the power dynamics that steer design in 
the context of complex challenges and 
democratizing design. (Page 38-39) This 
felt like a major epiphany that we had been 
talking around, but not actually about. We 

had talked a lot about the accessibility of 
design, but it seemed like we hadn’t fully put 
words to what core dynamic was actually 
being shifted. 

Democratizing design can mean many 
things, but in this project we refer to making 
design for complex problems open and 
engaging for anyone. It isn’t about making 
everyone a designer, but making sure every-
one is a part of the conversation and can be 
heard. We used this as the basis for our final 
delivery. We believe this is one potential way 
to address the three root challenges of the 
project: more unified field, bottom-up power 
hierarchies and long-term processes. 

WHAT IF?
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PROPOSAL

But how?

BUT HOW?

The “But how?” phase, as taught in strategic design methodology, is where the process cul-
minates into one design proposal, applicable to the present. Whilst speculative, it shows one 
way these ideas could be implemented today. For this reason, the design proposal presented 
is meant to be somewhat of a minimum viable product (MVP), whilst still demonstrating the 
possibilities we want to unlock.

PROPOSAL

BUT HOW?
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CONTEXT

THE FINAL PROPOSAL
The final proposal reflects one way of 
creating an infrastructure that guides the 
way we collectively approach complex 
challenges. The key components of this 
is shared missions and visions, which any 
venture or design practice can connect to or 
create. “Missions” is about defining a strate-
gy or set of prioritizations within a complex 
topic, whilst “vision” is more of a north star 
that inspires and motivates. Another way 
to describe it is that “mission” is actionable 
and something to be solved, whilst “vision” 
is an end goal, where the problem has been 
solved. “Consensus” and “continous pro-
cesses” show up in this proposal as features 
embedded into visions and missions. 
Together these become ways to navigate 
the conversation towards creating deeper 
understanding and learning from our shared 
processes. 

We view visions, open for anyone to imagine 
and co-create, as an entertaining and 
engaging entry point. It is approachable 
as a trojan horse that brings dialogue and 
attention to the initiative and its topics. 
Missions on the other hand is also open 
for anyone, but more high threshold to 
complete, through for example having to 
back up ones mission with medium articles 
(consensus).  Whilst we want missions to be 
open and bottom-up, it is important that 
they maintain validity and legitimacy. While 
we have thought a lot about how missions 
are developed within an open-democratic 
framework, it is also important to note that 
due to the time restraints of a diploma proj-

ect, this has been a bit outside of our scope 
in this project. We have instead focused 
more on how to create a space for deeper 
collaboration and engagement, rather than 
specific individual processes.

We view this proposal as a good starting 
point to experiment with these ideas, yet still 
likely to shift as we get more and more of an 
understanding of how collective missions 
and visions are received and utilized. 

In this scenario, we place these “but how” 
interventions in the context of Norwegian 
relations and conditions. We explore the 
implementation of both a new infrastructure 
for co-creation, and an entertainment 
channel for creating initial engagement.

BUT HOW?

CONTEXT

STAKEHOLDERS AND ACTORS
We believe an independent, neutral actor 
should be the incentivizer behind the plat-
form, so that the missions involved do not 
become shaped by any specific interests. 
For this reason, we created this platform as 
minimal as possible, with the intention of 
keeping start-up costs low for feasibility. 

Regardless, collaboration and partnership 
would be optimal to strengthen the project. 
DOGA,  Innovasjon Norge, the state and 
other studios could be a good starting point 
to develop the new network. Together this 

RESPONSIBLE FUNDING PARTNERSHIPS OF INTEREST

Independent Innovasjon Norge, 
the State

NRK, AHO, KS, 
DOGA, D-Box, 
Stimulab, Digdir, 
Design Studios

Citizen, state, 
investors, designers, 
businesses, design 
studios

can build trust, credibility and scale the 
platform whilst allowing partners to also 
build trust, credibility and scale to their own 
projects through the platform. At one point, 
we hope this platform can even open up for 
funding possibilities amongst partners, for 
further incentives to join. 

The platform can be used by anyone of 
interest from citizen to agency, state depar-
tements to businesses. In this way, becoming 
a bridge for different layers of society. 

BUT HOW?
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PLATFORM

MISSION: THE INFRASTRUCTURE
In order to co-create missions, we need an 
infrastructure. We believe an MVP website 
could be developed on a low budget. On the 
right, is an example of the homepage, also 
the missions page.

The purpose of the missions page is that 
any business, citizen or designer can join 
an existing strategy or create a new one. 
Every mission created can be seen on the 
homepage. In the future, filter options could 
help arrange most engaged or latest posts. 

One incentive to join is that a strategic 
missions can organically grow in scale and 
trigger projects within itself. Meaning that 
anyone can create a new strategic mission 
within various topics, from the bottom 
up. This can lead to new connections and 
partnerships, and later funding opportunities 
for connected projects. 

The more momentum a mission gains, the 
more people join and the more powerful it 
becomes. It opens up for the average person 
to engage in the discussion, share ideas, 
possibilities or a way to pursue interests 
and the desire to make a difference within 
a specific topic. In this way, citizens can 
contribute and engage, while the state get 
insight into needs and possibilities.

BUT HOW?
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PLATFORM

BUT HOW?

MISSION PROFILE
The platform allows you to go in-depth 
into one created mission. In this example, a 
mission has been created under the theme 
“post-pandemic Norway”. The result of 
the mission is various connected projects, 
that all utilize a similar mission strategy and 
principles. The strategic principles also are 
required to refer to the consensus layer of a 
project (page 108-111)

Within one mission you can find connected 

actors, projects, and the community discord 
for collaboration, sharing insights and 
collective discussions. 

One valuable outcome is that one mission 
can trigger multiple projects and outputs, it 
becomes easier to connect, collaborate, and 
learn. Projects connected to a mission could 
help strengthen a mission and vice versa, in 
order to create more validity for both. 

PLATFORM

BUT HOW?
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CONSENSUS: OPEN MEDIUM PROFILE
In order to create a mission, one is required 
to link to give background context through a 
medium article. This creates the basis for the 
consensus layer, meant to establish dialogue 
(and even consensus) around shared under-
standings of reality. 

For this, we chose a half-step as simple as 
an open Medium profile: one must link to an 
article, that describe the idea, background 
knowledge and problem formulation. 

PLATFORM

BUT HOW?

PLATFORM

BUT HOW?
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PLATFORM

BUT HOW?

CONSENSUS: OPEN MEDIUM PROFILE
By using an existing platform, this implemen-
tation does not need to cost anything. 

By giving access to an open medium profile, 
we create a collective space where people 
can publish the background knowledge 
needed to validate a mission. Here anyone 
can read, connect, comment and share 
their thoughts. When a mission is created 
on the platform, they can always refer back 
to these texts as the original background 
context. 

The value this consensus mechanism brings 
is creating legitimacy to missions, dialogue 
and debate around our understanding of 
reality. It forces missions to be throughly 
expanded on, in order to create a deep 
understanding of why a mission is the 
correct response.

PLATFORM

BUT HOW?

113



VISIONS: ENTERTAINMENT PROGRAM
While the mission page is more practical 
and high-threshold to create, the visions is 
meant to inspire and engage. 

This intervention is more speculative, in form 
of an entertainment show where people can 
collectively imagine and co-create their 
ideal future. We imagine this as a partner-
ships with NRK (for national broadcasting) 
or a half-step such as a Youtube channel as 
starting point. The key element is co-creat-
ing with the audience, where the strongest 
visions are broadcasted and citizens can 
interact through voting and discussions. 
There already exists many design shows 
aimed at different topics, like clothing and 
homes, why not have a design show oriented 
at future possibilites? 

On the visions webpage, the purpose is to 
inform the show and allow people to apply 
to become a contestant. NRK show is a bit 
more of a high-threshold scenario. However, 
we do believe there could be alternatives, 
such as Youtube, which require less planning, 
time and partnerships. 

As contestants explore various future 
scenarios and inspiring possibilities, the 
public can learn more about design’s 
potential within complex challenges. These 
visions could also be aligned with unique 
missions, to create more momentum towards 
the practical approach to a vision. 

PLATFORM

BUT HOW?
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VISION: A JURY
To add more critical discussion to the visions 
show, there could be a tailored jury to every 
season and brief. 

In this example, the jury could consist of a 
designer, mayor, investor and anthropolo-
gist. We believe different expertises could 
play an important role in giving holistic 
feedback and perspective, for deeper 
understanding. This could both ground the 
visions, but also influence how the audience 
reflect around future challenges, design, 
implementation and societal issues.

PLATFORM

BUT HOW?
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PLATFORM

BUT HOW?

CONTINUED PROCESSES: 
DISCORD COMMUNITY
If someone joins a strategic mission, a half-
step to organise and communicate could be 
through creating a Discord community. 

In this way planning, meetings and goals 
can be easier navigated and digested by the 
members. The open channel aims for people 
to ask questions and share relevant insights 
such as critical aspects to the strategy or 
positive learnings. 

This would be a low threshold way to open 
up for transparency, planning and collab-
oration to develop the projects connected 
to a mission. This opens up for continued 
processes through dynamic interactions. It is 
also a way to continue co-creating missions 
for greater impact. 

PLATFORM

BUT HOW?
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PLATFORM

BUT HOW?

CONTINUED PROCESSES:
FIVE YEAR REVIEW
For every mission there is an obligatory “five 
year review,” a framework to revisit and 
re-evaluate the mission. Again, by using  
discords as a half-step this could also take 
place in a separate channel, with arranged 
group meetings on set dates. This channel 
would gather reflections by everyone joined 
on important points to reflect upon, before 
the actual review.

This becomes a valuable step in order to 
strengthen a mission based on new findings 
of what has worked and what hasn’t worked. 
By continuing iterating missions, we can 
better reflect on effects, compare and learn 
from others in order to understand the possi-
ble directions ahead. The mission should be 
able to adapt as we learn and understand 
complex topics more.  

PLATFORM

BUT HOW?
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ENTRY POINT

CAMPAIGNS AS ENTRY POINT
In order for this network to reach peoples’ 
awareness, we envision multiple entry points 
through media campaigns. These can be 
explored in various ways to create engage-
ment and reach a wide audience. 

These could show up as posters in the 
streets or on social media, in order to inform 
broadly about an ongoing mission, visions 
TV-show, and what the platform does. We 
want these campaigns to feel inspiring, 
trustworthy and relatable to those that wish 
to make an impact. 
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REFLECTIONS

FEEDBACK AND REFLECTIONS
There are many potential implications for 
open and democratic visions and missions. 
The hope is that this will create new levels 
of engagement and discussion with citizens, 
previously not possible. For designers, the 
goal is that it redirects conversation towards 
the common ground and overarching 
strategies that any project could relate to. 
However, as always, there is the potential for 
unintended consequence. 

We do not know how this will received by 
the public. What types of mission will gain 
most traction? Will it be those that have built 
up the strongest case in their “consensus” 
report or will it be those that are most 
sensationalistic and entertaining? How do 
we know that missions unites projects rather 
than further polarizing different perspec-
tives? Our hope is that consensus as a basis 
creates a structure for debate and dialogue, 
but the reality might look different from our 
intentions too. For this reason, we see this 
proposal as a starting point, likely to change 
as we better understand how it is received. 

We showed these prototypes during our 
second interview with Benedicte Wildhagen 
from DOGA, who further reflected this by 
asking “how do you make sure that missions 
maintains legitimacy, if anyone can create 
one?” This is something we have thought 
about a lot and yet are cautious about 
answering with full certainty. Currently our 
proposal parallels the scientific community, 
which also allows anyone to publish a sci-
entific report. There is no filtering system in 

place besides what happens organically due 
to the amount of time and money required 
to write one. Anyone can write a scientific 
report, but why would they if they can’t 
prove its validity through their process? We 
hope a similar phenomenon occurs in this 
proposal, where the mission proposals that 
gain traction are those that have the most 
innate validity.

We also see that we probably need some 
type of emergency intervention in place so 
that the space doesn’t become hijacked 
by bad actors or extremism. This is another 
aspect of the platform which we haven’t 
solved in this process, but would need to 
take a deeper look at before publishing. 

BUT HOW? BUT HOW?
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REFLECTIONS

So what?

SO WHAT?

The “So what” phase, as taught in strategic design methodology, is about examining exactly 
what the value and impact of these design proposals are. What are the core shifts these 
proposals signify? Why should they be given time and energy? 

REFLECTIONS

SO WHAT?
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VALUE EXCHANGE

PURSUE INTEREST, BUILD CREDIBILITY
By publishing a mission, consensus or vision, 
she can pursue personal interests and 
engage others for meaningful projects. In 
this way get increased acknowledgement 
within the field and the network, along with 
building credibility and trust among readers.

COLLABORATE AND POSSIBLE INCOME
By joining a mission, she develops new 
connections for novel collaborations and job 
opportunities, possibly creating new income 
sources.

ROOM TO INFLUENCE  AND LEARN
By engaging in mission discord communities 
she can learn from others experiments and 
expertise, and receive constructive feed-
back. Alongside she can share her insights 
and competence to create greater room to 
make a real impact.

ACCESS TO ACTORS AND EXPERTS
By joining the platform, she gets access to 
various experts and actors with a shared 
goal. This can create more possibilities and 
knowledge. 

Independent designer

INCENTIVIZE AND RECEIVE FUNDING
By creating a mission, she can share her 
strategic design findings and prove her 
competency. This can pave the road for 
positive change and funding.

SO WHAT?

VALUE EXCHANGE

INVESTING OPPORTUNITIES
Missions can create deeper legitimacy 
around a company or organization’s strat-
egy. This can make them more relevant and 
attractive for various investors. 

EXCHANGE LEARNING AND EXPERTISE
Businesses can exchange learning and 
competencies in discord communities. They 
can also access meaningful and untapped 
collaborations and partnerships. 

Business / organization

INCREASE CREDIBILITY, BUILD REPUTATION
By engaging in missions by sharing expertise 
and connecting, businesses can increase 
trust and credibility through openness and 
transparency to build a positive reputation.

PROCESS OVERVIEW, MAKE IMPACT
On the platform they have a better overview 
of relevant projects with shared missions or 
visions. This can lead to new collaborations 
and support for projects they wish to see 
develop further - for more impact. 

SO WHAT?
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VALUE EXCHANGE

INSIGHT INTO NEEDS AND POSSIBILITIES
By exploring created missions and visions 
they get insight into citizen needs, desires 
and possibilities, which can develop a better 
relation and basis for building upon.

PRIORITIZING PROJECTS AND NEEDS
Through this structure, the State receives a 
new way to evaluate, organize and prioritize 
projects from multiple angles. It offers a 
new framework to work to solve complex 
planetary challenges. 

NEW COLLABORATIONS, SCALING 
By co-creating a mission, the state meet 
new competencies and expertise, they can 
establish new collaborations on various 
scales and become better equipped for 
complex challenges.

ORGANIC MOMENTUM
Often it has been difficult for the State to 
create citizen engagement towards complex 
challenges. Through increasing the amount 
of impact a citizen can have, this could make 
room for more initiative and engagement to 
ease plantery challenges. 

State

TRUST AND UNDERSTANDING
Through democratic co-creation and open 
dialogue, this mights result in increased trust 
from its citizen along with a deeper level 
of understanding each others’ needs and 
perspectives. 

DECREASE IN POLITICAL DISCONNECT
Through visions and missions, there can be a 
decrease in political disconnect and pas-
siveness, instead allowing people to impact 
and engage in larger societal topics. 

SO WHAT?

VALUE EXCHANGE

PURSUE INTERESTS, CONNECT
Through creating or joining a mission, 
citizens can pursue their own interest, in a 
manner where there is room make an impact 
and engage.

VOICE AND NEEDS HEARD
Through increased involvement in political, 
local and societal issues, in either high or 
low-threshold ways, citizens can make their 
voice and needs heard regarding various 
specific topics. 

Citizen

LEARN MORE, HOPE 
By engaging in missions and visions, they 
learn to think critical and understands more 
about complex challenges, the world and 
design. Yet in a way that gives more hope for 
impact and to imagine alternative futures 
and outcomes. 

IMPROVED SYSTEMS AND SERVICES
By engaging, they can support projects they 
believe in. Overtime this will result in better 
systems and services available. 

SHARE EXPERTISE,  BE ACKNOWLEDGED 
Citizen can share their personal expertise, 
competency or experience from their own 
work or life context. This can give a sense of 
meaning and belonging, along with opening 
up for new possibilities and opportunities.

SO WHAT?
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From priviledging the process

THE CORE SHIFT

SO WHAT?

To the structure the process takes place within.

SO WHAT?

THE CORE SHIFT
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SO WHAT? 

The age old question remains: 
Why is this meaningful? 

This project ultimately proposes a structure 
within which a design process can take place, in 
order to better address complex challenges. This 
is in contrast to the current model of practice, 
which instead privileges the process and under-
mines the underlying basis. All design processes 
have this basis to some extent, knowingly or not, 
consisting of a knowledge base (consensus), 
mission (strategy of approach), and potentially 
vision and continued processes (for learning and 
revision). However, when the process is per-
ceived as the focal point, this basis mentioned 
becomes reactive to the process instead of 
intentional. 

Instead, we wish to propose an alternative in 
which the structure around a process is held 
as equally valuable as the process itself. We 
view this as a meaningful way to address our 

SO WHAT? 

SO WHAT? 

understanding of the root problems the design 
field faces in addressing complex challenges: 
to create a more unified field, more even power 
hierarchies and a focus on our shared, long-term 
processes.

The core value of this structure lies in its focus 
on what is universal to the complex challenge, 
rather than what is specific to a single project. 
It puts at the forefront the question, “what does 
this complex challenge require,” rather than hav-
ing the design process retrospectively inform the 
mission, vision and consensus.

We believe this structure is equally meaningful to 
a single design project as it is to a assembly of 
design projects, Yet we see much of the potential 
of this structure as allowing for unifying points 
of reference. We imagine that this structure can 
create a new way to organize our collective 
practice and dialogue, in order to better address 
the complex and wicked problems facing today.

SO WHAT? 

140 141



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



Image by Tom Fisk 



5 YEAR REVIEW
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PROJECT LAYOUT FOR LEARNING
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