
DESIGN’S NEW ADVENTURES
Some ideas about next directions

TASK MOTTO PROCESS ROLE

2020s: Sustainability
“Wicked problems are 

solved in multidiciplinary 
teams”

Collaboration Design as sense making

2010s: Participation “Getting stakeholders 
together is a key” Empathy Design(er) as facilitator

2000s: Innovation and 
competitiveness

“Global competition and 
renewal” Vision Design as innovation 

driver

1990s: Brand building “Total experience design 
— from concept to retail” Strategy Design for creating 

experiences for customers

1980s: Design 
management

“Our product portfolio is 
consistent” Roadmaps Design as coordinator

1970s: The rise of 
ergonomics

“The user is the most 
important” Product definition Design for user 

understanding

1960s: Involving 
industry

“Design as part of the 
industrial product 

development process”

The entire product 
development process

Design as part of a team 
together with mechanics 

and marketing

1950s: Promoting the 
nation “We got a prize in Milan” Product aesthetics, styling Designer as a creator

1950’s—2000’s adapted from Valtonen, Anna (2007). Redefining industrial design. Changes in the design practice in Finland. Helsinki: University of Art and 
Design. Pp. 306.  2010’s—2020’s are based on how field has expanded since Valtonen’s research.



New points of views

NON-ANTHROPOCENTRIC 
DESIGN
• In the current design discourse 

people are questioning the basic 
concepts: consumer, user, and 
designer’s role in the society. 

• Increasing vocal insistence that all 
living beings should be 
considered “users” of design, and 
all design must be user-centred. 

• (On the other hand: critique of 
“user” as a human reduced to 
(re)actor just having a use-based 
relationship with material culture.)
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FROM CONSUMER TO 
CARETAKER
• Product-Service System Design 

(PSS) applied in Circular 
Economy suggested as BA 
students route towards 
sustainable competence. 

• In Circular Economy (CE), user 
and consumer becomes 
caretaker of the designs that 
visit them. 

• Idea of PSS is to make living in 
CE as smooth and easy as 
possible.

Ceschin, Fabrizio, and Idil Gaziulusoy. 2016. Evolution of design for sustainability: From product design to design for system innovations and transitions. Design Studies 47, 118-163.

SUSTAINABLE 
LIFESTYLE DESIGN
• To change design and 

consumption habits we need to 
make di!cult changes in our 
values. 

• Changing values requires self 
understanding and empathy 
towards others. 

• Designer should know basics 
about relevant psychology. 
Study environmental 
psychology and psychology for 
sustainability.

ACTION

VALUES



• Some design projects for 
increasing empathy towards 
nature and living beings have 
proved successful.  

• F.e. Key, D., & Kerr, M. (2011). 
The natural change project: 
catalysing leadership for 
sustainability. WWF 
Scotland.  

• It is also possible to choose 
sustainably without “green” 
values.

f.e. Schultz, P. W. (2000). Empathizing with nature. The e!ects of perspective taking on concern for environmental issues. Journal of Social Issues, 56(3), 391-406. 

SUSTAINABLE  
CHOICES

DESIGN PRODUCING 
SUSTAINABILITY
• Design has for long time 

focused on decreasing design’s 
unsustainability.  

• About 70% of environmental 
harm is caused during design 
phase: traditional “good” 
design seems not to work. 

• Instead, focus should be on 
creating designs that produce 
sustainability. 

Ehrenfeld, John R. 2008. Sustainability by design. New Haven: Yale University Press. Infographic: Edgewalk



Walker, S. (2013). Design and Spirituality: Material Culture for a Wisdom Economy. Design Issues, 29(3), 89-107.

SOCIAL MOOD IS CHANGING?

Photo by Kenrick Mills on Unsplash

“The material culture that follows spiritual conviction reflects di"erent 
ethos compared to current material culture.  

It would be impossible to design products that hamper internal growth, 
products that distract and o"er endless options for sidetracking or 
products that encourage indulgence or vanity, add to the feeling of 
busyness and are based on usefulness and to surviving in the activities of 
outside world. 

Instead, material culture would support and help to balance inner and 
outside life. At the moment huge majority of products support activities in 
the outside world. 

The finance, business and for example marketing must change. But also 
design has to change.”

Walker, S. (2013). Design and Spirituality: Material Culture for a Wisdom Economy. Design Issues, 29(3), 89-107.



KIITOS, TACK, THANK YOU!
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AFTERNOON IS RESERVED FOR TEAM PROJECT.


