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Institutt for Informatikk EB
hva gjar vi nar vi designer?
gvelse: design en feiring for noen
- hva vil du lage? - visjon eller konsept
(mulig og #nskelig) - hvilken form velger du?
- tid

- folk / team
- ressurser (penger)

- hva har du ressurser til a lage?
- hvordan skal du ga fram? )
hvordan starter du?

- kompetanse

(ide-rom)

- hvilke ideer far du jobbet fram? - basert pa din kunnskap og erfaring
- basert pa andres kompetanse



Norwegian Opera House

Oslo (Norway), 2008
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With the turn of the century, the Norwegian Government decided to transform this zone into an
emblematic neighbourhood that would constitute Oslo’s main focus of cultural facilities and that

would articulate the relationship between city and fiord, Along with the establishment of the Edvard

Munch Museum, the first phase in this transformation was the construction of the Osio Opera
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konsept: dpenhet
— apne byen mot sjgen
— apne operaen for byens befolkning

Foto fra Store Norske Leksikon
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form: isbre

Tone Bratteteig, in1060: 12/2 2018
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http://www.snoarc.no/#/about/information/45/
Tone Bratteteig, in1060: 12/2 2018
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< Nyheter

Snghvit-opera blir gul

Tips VG pa 2200
2]
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Den omstridte italienske marmoren .
i det nye operahuset i Bjorvika i ® 5 J
Oslo er i ferd med a gulne. Vi feirer

Statsbygg vet ikke hvorfor marmoren i SU PE‘
i ©

operabygget til fire milliarder kroner blir gul,
men hédper & kunne ordne problemet, skriver

Aftenposten. ® © = =
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konsept: dpenhet
— apne byen mot sjgen
— apne operaen for byens befolkning

form: isbre

Tone Bratteteig, in1060: 12/2 2018



Operahuset i Sydney, arkitekt Jarn Utzon

Tone Bratteteig, in1060: 12/2 2018
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Phelps tractor

Foto fra Gentner & Grudin 1990

Tone Bratteteig, in1060: 12/2 2018
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Designerly Ways
of Knowing

Nigel Cross (bygger pa Bruce Arche

the phenomenon | the appropriate the values
of study method

the sciences the natural world  controlled experiments, objectivity, rationality,
classification, analysis neutrality, truth

the humanities human experience analogy, metaphor, subjectivity,
(eg. kunst) evaluation imagination,
commitment, justice

design the artificial world modeling, pattern- practicality, ingenuity,
forming, synthesis empathy,
appropriateness

Tone Bratteteig, in1060: 12/2 2018
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divergent og konvergent tenkning

Dan Nessler DXD

B o e bt W Gt B i i vt 50 L O e INSPIRATION IDEATION IMPLEMENTATION

an irmsuative peteion

British Design Council: double diamond %G.
ProTOTYPE

Tone Bratteteig, in1060: 12/2 2018 o o0l i, g 1. g nc: 5ot <l 200 s



Dan Nessler DXD
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divergent og konvergent tenkning
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seeing-as, what-if - metaphors

“When a practitioner makes sense of a situation he perceives to be
unique, he sees it as something already present in his repertoire. To
see this site as that one is not to subsume the first under a familiar
category or rule. It is, rather, to see the unfamiliar, unique situation
as both similar to and different from the familiar one, without at
first being able to say similar or different with respect to what. The
familiar situation functions as a precedent, or a metaphor, or ... an
exemplar for the unfamiliar one.” (Schon 1983: 138)

games & metaphors: what-if, seeing-as

(Lanzara)
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nivaer av konkretisering
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konkretisering
samtidig

Tone Bratteteig, in1060: 12/2 2018
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“fuzzy frontend”

Sanders & Stappers (2007)

Tone Bratteteig, in1060: 12/2 2018
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design som en “samtale med materialet”

{ Framework for Reflective Practice

’
BaCtit loner Reflection-DURING-
action
8 Pr ' | IN During an experience
e e Reflection-BEFORE-action Active
Chink in Action Before an experience Learning

FOR Cyclical Learning
Process

Planning

reflektere (tenke)
- fgr vi designer

Reflection-AF TER-action

Following an experienct

- mens vi designer

- etter at vi har designet
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design som en “samtale med materialet”

The
Reflective
Practitioner

v Professionals
H1n in Action

{)"'l!!<1'((f .l \ hon

reflektere (tenke)

- fgr vi designer

- mens vi designer

- etter at vi har designet
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design som en “samtale med materialet”

The Schon: move experiments: “see - move - see”
Reflective
Fractitioner [ asg s situasjonen, se muligheter & valg

How Professionals

Think in Action move: velge et trekk og gjgre det

Donaid A. Schon see: evaluere trekket (mot visjonen)

reflektere (tenke)
- fgr vi designer

- mens vi designer

- etter at vi har designet
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design som beslutningsprosess

see: hvilke muligheter fins -
hvilke valg har vi?
move: hvilken valgmulighet skal vi prgve?
- velge en mulighet
- konkretisere den
see: vurdere den nye situasjonen —
leder den oss et skritt i riktig retning?

create select concretize evaluate
choices a choice the choice the choice




Institutt for Informatikk EB
hva gjar vi nar vi designer?
gvelse: design en feiring for noen
- hva vil du lage? - visjon eller konsept
(mulig og #nskelig) - hvilken form velger du?
- tid

- folk / team
- ressurser (penger)

- hva har du ressurser til a lage?
- hvordan skal du ga fram? )
hvordan starter du?

- kompetanse

(ide-rom)

- hvilke ideer far du jobbet fram? - basert pa din kunnskap og erfaring
- basert pa andres kompetanse



Institutt for Informatikk EB
hva gjar vi nar vi designer?

gvelse: design en feiring for noen

WHAT + HOW | laiso  OUTCOME

et® - - — FRAME
(elements) (pattern of relationships) (observed phenomenon) ' N N OVAT I o N

CREATE

BY DESIGN

KEES DORST

Tone Bratteteig, in1060: 12/2 2018



Institutt for Informatikk EB
hva gjar vi nar vi designer?

hvordan tenker designere?

- deduksjon

- induksjon

- abduksjon - normal abduksjon
- design abduksjon

FRAME

INNOVATION

WHAT + HOW  leaadso  OUTCOME

T — CREATE

(elements) (pattern of relationships) (observed pher omznon) BY DESIGN

B >

KEES DORST

Tone Bratteteig, in1060: 12/2 2018
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hva gjar vi nar vi designer?

FORMULATING

UNDERSTANDING ~ IDENTIFYING — FRAMING .

REPRESENTING

EXTERNALIZING — CONVERSING —~
USING MULTIPLE REPRESENTATIONS

MOVING

CREATING PRIMARY GENERATORS -~
KINDS OF MOVING — MOVING THE PROBLEM

EVALUATING FRAME
SO AN e Lo bantels

MANAGING

REFLECTING-ON-ACTION — BRIEFING ~
PURSUVING PARALLEL LINES

CREATE

BY DESIGN

Figure 3.1
The spectrum of design activities (after Lawson and Dorst 2009).

KEES DORST

Tone Bratteteig, in1060: 12/2 2018



FORMULATING

UNDERSTANDING ~ IDENTIFYING —~ FRAMING

REPRESENTING

EXTERNALIZING — CONVERSING ~
USING MULTIPLE REPRESENTATIONS

MOVING

CREATING PRIMARY GENERATORS —~
KINDS OF MOVING — MOVING THE PROBLEM

EVALUATING

OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION ~
JUDGING ON 3 QUALITIES — SUSPENDING JUDGMENT

MANAGING

REFLECTING-ON-ACTION — BRIEFING ~
PURSUING PARALLEL LINES

Tone Bratteteig, in1060: 12/2 2018

stitutt for Informatikk cf3



FORMULATING

UNDERSTANDING ~ IDENTIFYING —~ FRAMING

formulating / identifying issues
i et problemomrade

“wicked problems” (Rittel)

WHAT + HOW | ladssto OUTCOME

frame

framing (Schon)

kan rammes inn pa flere nye mater

Tone Bratteteig, in1060: 12/2 2018

stitutt for Informatikk cf3
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I R E ' R ES E N l l N G WHAT + HOW  ledso  OUTCOME

EXTERNALIZING — CONVERSING — : | f
USING MULTIPLE REPRESENTATIONS o

representere problemer & Igsninger
pa flere mater, i parallell

Schon:
conversation with the material
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= MOVING

CREATING PRIMARY GENERATORS -~
KINDS OF MOVING — MOVING THE PROBLEM

Schon:

move experiments: “see - move - see”

see: forsta situasjonen, se muligheter & valg
move: velge et trekk og gjgre det
see: evaluere trekket (mot visjonen)
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= EVALUATING

OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION ~
JUDGING ON 35 QUALITIES —~ SUSPENDING JUDGMENT

kontinuerlig evaluering
- seeing - moving - seeing

Tone Bratteteig, in1060: 12/2 2018
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designe design-prosessen

lede:

miks av problemlgsning, kreativ frihet,
laering drevet av reflection-on-action

= MANAGING

REFLECTING-ON-ACTION ~— BRIEFING -
PURSUING PARALLEL LINES




5 laerdgn‘m design

1)co-evolution av problem-definisjon og
problem-lgsning

2)utvikle problemsituasjonen, bade
reformulere problem & finne lgsning

3)creating frames: frame & reframe -
rammer er bilder, metaforer, posisjoner,
perspektiver som gir ideer til former
(bade what & how)

4)exploring themes: temaer som er mer
almenne (empati, dybdekunnskap)
5)dyrke debatt og diskusjon:

“the discourse is embodied in the phySical space
where the designersare-working”

Institutt for Informatikk .CH

N

FORMULATING

UNDERSTANDING ~ IDENTIFYING —~ FRAMING

REPRESENTING

EXTERNALIZING — CONVERSING ~
U S UTIPLE REPRESENTAZ

" MOVING

CREATING PRIMARY GENERATORS -~
KINDS OF MOVING — MOVING THE PROBLEM

EVALUATING

OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION ~
JUDGING ON 3 QUALITIES — SUSPENDING JUDGMENT

MANAGING

REFLECTING-ON-ACTION — BRIEFING
PURSUING PARALLEL LINES




5 leerdommer fra design

1)co-evolution av problem-definisjon og
problem-lgsning

2)utvikle problemsituasjonen, bade
reformulere problem & finne lgsning

3)creating frames: frame & reframe -
rammer er bilder, metaforer, posisjoner,
perspektiver som gir ideer til former
(bade what & how)

4)exploring themes: temaer som er mer
allmenne (empati, dybdekunnskap)
5)dyrke debatt og diskusjon:

“the discourse is embodied in the physical space
where the designers are working”

Institutt for Informatikk .CB
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design thinking

DESIGN THINKING: A NON-LINEAR PROCESS

FORMULATING

UNDERSTANDING ~ IDENTIFYING —~ FRAMING

REPRESENTING

G~

Empathise B

CREATING PRIMARY GENERATORS -
KINDS OF MOVING — MOVING THE PROBLEM

OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION ~ N /
JUDGING ON 3 QUALITIES — SUSPENDING JUDGMENT " HiC
~ SIS révedl Insignes that

MANAGING ezt

REFLECTING-ON-ACTION — BRIEFING ~
PURSUING PARALLEL LINES
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Stanford’s d.school on design thinking

)
FORMULATING k%
UNDERSTANDING ~ IDENTIFYING -~ FRAMING N E

REPRESENTIN

8

USING MTIPL! REPRESENTATIONS E
CREATING PRIMARY GENERATORS — :
KINDS OF MOVING — MOVING THE PROBLEM +
OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION — U)
JUDGING ON 3 QUALITIES — SUSPENDING JUDGMENT :

MANAGING

REFLECTING-ON-ACTION — BRIEFING ~
E

PURSUING PARALLEL LINES

Tone Bratteteig, in1060: 12/2 2018



bruksorientert Institutt for Informatikk &3

de Si gn oppstart bruks-praksiser
sette mal, planlegge probrem-situasjon”
testing & / undersgke praks

evaluering
e terasjon

/ identfisere behov
s & gnsker

materialisering,
konKkretisering

FORMULATING

UNDERSTANDING ~ IDENTIFNNG —~ FRAMING .

REPRESEN

EXTERNALIZING — CONVERSING —
USING MULTIPLE REPRESENTATIONS

MOVING

CREATING PRIMARY GENERATORS —
KINDS OF MOVING — MOVING THE PROBLEM

EVALUATING

OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION —
JUDGING ON 3 QUALITIES —~ SUSPENDING JUDGMENT

MANAGING

REFLECTING-ON-ACTION — BRIEFING ~
PURSUING PARALLEL LINES

Tone Bratteteig, in1060: 12/2 2018

krav-spesifikasjon
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a tenke nytt i 10 PRINCIPLES FOR
600D DESIGN
DUETER RAMS

INNOVATIVE %, ~ USEFUL

AESTHETIC Wl ¥ UNDERSTANDABLE
UNOBSTRUSIVE N  ~~=: HONEST

THOROUGH DOWN
TOLAST BETALL

Long-LASTING (@)

ENVIROMMENTALLY- 55 9 AS LITTLE DESIGN
FRENILY < ASPOSSIBLE

Tone Bratteteig, in1060: 12/2 2018



SRALN 13 POOXE]
1958)

a tenke nytt

BRAUN TI000 RADD

(1867

Institutt for Informatikk .CB

BRAUN OR APPLE?

RADIO APPLE IPCO

SRALUN LEY SPEAKER
(1958

AFFLE MAC
2007

POWERMAC GS'MAC PRO

DRAUN TIO00 RADID  POWERNAC GS™MAC PRO

BRAUN LE] SPEAKER

Tone Bratteteig, in1060: 12)2 2018

Fvsc) 1967) 12003
VS :
¢ -
APFLE INAC
12007



Institutt for Informatikk .CB

problem-rommet
a utvide ide-rommet™) |gspings-rommet

utgangspunkt i |
e deltakernes kompetanse -om teknologier
e deltakernes erfaringer om bruksomradet

-andre relevante kunnskaper

(NB brukerdeltakelse gker iderommet)

e hvordan kan disse utvides? - med teknologien (designmatrialet)
- med bruksomradet (el. undersgk.)
mal: - metoder & teknikker

gke antall & kvalitet pa
ideer + ekte nyskaping



Institutt for Informatikk .CH

hvordan far vi flere ideer?

systematisk
e bygge pa kunnskaper og erfaringer som fins i teamet

« skaffe nye kunnskaper og erfaringer

e systematisk skifte perspektiv (Buchanan: placements)
 systematisk tenke metaforer og muligheter

bilde, overfgrt betydning,

sammenlikning tegn

ting
handlinger
tanker

(Schon: see-move-see; Lanzara: seeing-as, what-if)
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brainstorming
One Conversation at a Time Encourage wild ideas
e forbudt med vurderinerg Go for Quantity Be Visual
R .
e en samtale av gangen Headline! Stay on Topic
Build on the Ideas of Others Defer Judgement -
e ettema av gangen NO Blocking

e bygg pa andres ideer

e ga for volum (mange ideer)

e oppmuntre til ville ideer

e veer visuell (mange kommu. former)

* lag overskrifter (korte klare)

i prosjektet: analyser, diskuter, velg

oI

HASSO PLATTNER

_ X 'l . _
Tone Brattetelg, in1060: 12/2 2018 Institute of Design at Stanford
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SIX THINKING HATS
EDWARD DE BONO

Feehings — -
: IES positive sider,
b S pptadn mulighet,suksess
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Tone Bratteteig, in1060: 12/2 201§ &e\\
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hvordan far vi flere ideer?

systematisk utvide perspektiver og metoder

bygge pa kunnskaper og erfaringer som fins i teamet

%‘

" 1

- T

Tone Bratteteig, in1060: 12/2 2018
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bodystorming

“gd i brukernes sko”:
- egen-erfare brukeropplevelsen
- spille / leke med bruksomgivelsene

Buchenau & Fulton Suri:
generate and test ideas for a new airplane interior

Tone Bratteteig, in1060: 12/2 2018
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kart & rike bilder

AnEBampleof 2
Rich Picture

ESE

pr—, l(qs>

\hmmn @ ﬁ:&?‘d %?S’E&i areas) O;:gﬁnn -/ i

Checkland: soft systems methodology

Sal/p.1003.40Yyd :642qII0)N

Tone Bratteteig, in1060: 12/2 2018
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framtidsverksted

1) kritikkfase: hva er darlig med dagens situasjon, for hvem er det
darlig for? Ikke kritiser hverandre; bruk de samme reglene som
for brainstorming

2) fantasifase: hva ville drgmmesituasjonen veere? Lag en utopi.
Tenk: hva hvis ... & tenk om ...

3) implementeringsfase: hvilke ideer kan virkelig- FUTURE
gjgres? Ta utgangspunkt i utopiene og ideeneog WORKSHOPS
diskuter hva som kan oppnas. Lag en plan for e o

gjennomfgring av endringen. Hvem har ansvar
for hva?

by Robert Jungh
and Norbert Midlert
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UiO ¢ Institutt for informatikk

Det matematisk-naturvitenskapelige fakultet

«Du ma vite hvor du skal lete»

Eldres bruk av nettbaserte tjenester

Karoline Helene Stark

Masteroppgave - Mai 2016

Karoline Stark: variant av future

workshop

N . L Kritikkfase Drommefase Implementasjonsfase

— S Vanskelig 4 fa oversikt Bankene burde ha ett Betale regning er
- —— Vanskelig 4 finne frem system for innlogging prima&roppgaven,

Lo e — Vanskelig 4 finne brev Bankene burde ha Ma ha med: Betale, saldo,
G oy (| Vanskelig at bankene er ulike samme nettbank kontoutsknift, overfore,
— ey A lete 1 en liste (meny) Ha faste knapper & ga eFaktura og avtalegiro

mn pa, alt bor synes med
en gang.

Tabell 11: FW-faser for «Startside»



. for a kommunisere med andre
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skisser

et utkast, kladd eller forelgpig forslag til en komposisjon, en enkel
og raskt utfgrt tegning ...

. for a forsta eller prgve ut ulgste, vanskelige elementer

) ‘g‘/:’k) N
-d = ." . 3

@{ - :l

(o &
b“é " ;
(&) =

2
oh
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quick
Eiif'%j SESSEES | timely
h inexpensive
v:: disposable
Skefch__ng User | Plentiful
clear vocabulary
distinct gesture
minimal detail
S —— appropriate degree of refinement
’Bﬂ@m‘m“ ™ | suggest and explore rather than confirm
ambiguity s112-113

==l

Tone Bratteteig, in1060: 12/2 2018
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Tone Bratteteig, in1060: 12/2 2018
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storyboard

ad >

prosess-skisser

Tone Bratteteig, in1060: 12/2 2018
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customer journey

prosess-skisse

livejwork

ol
about us and about
li%ework

UiO ¢ Institutt for informatikk
Det matematisk-naturvitenskapelige fakultet

«Hae? Hvorfor har ingen fortalt meg dette?»

En analyse av [T-lesningene ved UiO i et
tjenestedesignperspektiv

Masteroppgave - Martine Birketvedt Eklund og Seline Tomt - 2016-08

Martine Ekdal & Seline Tomt: student-IT som tjeneste

A

Mwuna-q » gunt

@@ -~@--@ n--@J

i

Mlb

™ ”n
DIte bt ” " Brubevn'o
™ 9 aterten Cooet [-ponn Seudenten ™
" 1T v sies e ey WWilepg o sPlbegy v povieee parand 1T Gperasins

NS GV S0udemien GEEot regel e wig Of | pacrflh e s Jeondafies |
'anmwgmalnv- ronde U urOH lcw
e WX il wvweibivag N el e

@6 0

e R

Of tigang 3 Soutenten logper
T-emerrere wcr« ey
e Thadiet LR 1T pieitn

T

Delvrene 1 opotak Defretie 2. sty shademt

Tone Bratteteig, in1060: 12/2 2018
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metoder & teknikker

A place for explorers
& experimenters at Stanford
University.

What We Do
How We Do It
Our Impact

The Home Team

; ARTIFACH] '«. rAGH L

The Bboteémp H*ootleg
e

amesounces
R A This is an onfine version of one of our
WHAT 15 THIST most frequently sought after
introductory learing experiences.
FROM: D.SCHOOL, Using a video, worksheets, and

facilitation tips we will take you step

Overview iiassine
Tone Bratteteig, in1060: 12/2 2018



DESIGNING INTERACTIONS

CHAFTLRS m VD RIVIOwS CONMINTS BILL MOGGRIDEL DUWNLOAD i BUY YL BOOK |

Digital Technology has changed the way we
interact with everything from the games we play
1o the tools we use at work.

Designers of digial technology products no longer regard thelr b as
dosigning a physical object—baautful or wiitanan—bet a8 designing our
leractions with £ In Designing Mnfoactions. Bl Moggndge. designer of
the first laptop computer (the GRIO Compass, 1881) and & founder of the
dosign firm IDEO, tells us storkes from an Industry inskder’s viewpoint,

iracing the evaiution of ideas from inspiration 10 cxtcomo

Mogardoe and his nlorviaweos dscuss why a personal computerns have
windows in dosktops, what made Palm’s handheld orgarizers so
succosshd, what tums a game nio a hobby, why Google s the search
engine of choice, and why 30 milion peopie 0 Japan chooses the -mode
sorvice for thair call phaones, And Moggridge tels the siory of s own
dosign process and expians he focus on pocplo and prolotypoes that has
boon successiud at IDEO—how the neoeds and desins of people con
napie innowalive desigrs and how prolotyping methods are evoiving for
the design of digtal tachnalogy

CHAPTER OF THE WEEK // Chapter 6: Services
A pef of Crapler B, Sanvivee, and videts of e irferviews with Live{Work, Fran Samafionis and Teeahi Natsuno sre avasiatie for downdoad.
Dowrioad Chapter | G2 to Chagter

Cogyrght 2015 Ml Rights Resarved

s http://www.designinginteractions.com/interviews/
Douglas Engelbart, Gillian Crampton Smith, Bill Gaver,
Tone Braftdk€E T 1Winograg;sDavid Kelly, Bill Atkinson, Paul Mercer ...
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hva gjar vi nar vi designer?

U FORMULATING

UNDERSTANDING ~ IDENTIFYING -~ FRAMING

2 REPRESENTING

EXTERNALIZING — CONVERSING ~
USING MULTIPLE REPRESENTATIONS

3) MOVING

CREATING PRIMARY GENERATORS -~
KINDS OF MOVING — MOVING THE PROBLEM

4 EVALUATING

OBJECTIVE / SUBJECTIVE REFLECTING-IN-ACTION ~
JUDGING ON 3 QUALITIES — SUSPENDING JUDGMENT

°) MANAGING

REFLECTING-ON-ACTION — BRIEFING -
PURSUING PARALLEL LINES

5 lessons from design

1)co-evolution av problem-definisjon og
problem-lgsning

2)utvikle problemsituasjonen, bade
reformulere problem & finne lgsning

3)creating frames: frame & reframe -
rammer er bilder, metaforer, posisjoner,
perspektiver som gir ideer til former
(bade what & how)

4)exploring themes: temaer som er mer
allmenne (empati, dybdekunnskap)

5)dyrke debatt og diskusjon:
“the discourse is embodied in the physical space
where the designers are working”
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bruksorientert design

managing
oppstart bruks-praksiser

sette mal, planlegge “problem-situasjon”

evaluating ) G

™
\\
- bat . N ;
testlngfz | tvikle undersgke praksis

evaluerin - .
varHering oblemsituasjon

‘ - CO-evolution

/
3

moving ' problem/lgsnin
N\ // / identfisere behov
. Creating & gnsker

____rames  gormulating

representing exploring
themes

materialisering,
konKkretisering

krav-spesifikasjon

Tone Bratteteig, in1060: 12/2 2018



