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Introduction – the motivation
for a systemic perspective

1

like…



“ We are finite beings living on a finite planet 
with finite resources that we squander at 
the speed of light, in geological terms

Tony Fry, Conversations, 2011



We behave like there is no tomorrow,

we also educate in the same way



Global changes
- challenges are 
increasingPOLITICS NATURE

CULTURE

SCIENCE

EDUCATION
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https://www.youtu
be.com/watch?v=
8bh_-WHU0BM

https://www.youtube.com/watch?v=8bh_-WHU0BM
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The course  
focus this year

The five pillars (5Ps) of the 2030 Agenda: 
Planet, Prosperity, People, Peace, and Partnerships. 



8

Image: Peter Miles, Medium, 2020



Desired
design 
space

Doughnut Economics
(Kate Raworth, 2017)

The twelve social dimensions:
Food
Income & Work
Water & Sanitation
Health
Education
Energy
Social equality
Gender equality
Voice
Peace & Justice
Housing
Network

Kate, 2020

https://www.youtube.com/watch?v=Ziw-wK03TSw


Wicked problems 
(complexity - calling 
for systemic 
solutions)

Issues of scale

Problems           

Perceived ability to 
engage with them
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Background – Alternatives 
to Traditional ID and 

Education in ID



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

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

Naturally, many suggestions 
and directions

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

Transition 
Understood as a systemic 

change from the current state to 
a desirable future         



The questions we got interested in:

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

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



Transition
Design

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

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

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



Aligned
Directions

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



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

science and innovation in the present
Stilgoe, 2013

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

‘‘steer’’ towards achieving societal desirable 
goals 

Von Schomberg, 2013
23



Related
Educational Directions

Engaged Scholarship
Responsible Education
Transdisciplinary Education
…





Originally related to managment education
The principles apply broader

Principles of
Responsible EDUCATION

VALUES

METHODS RESEARCH

PARTNERSHIP DIALOGUE

UN initiative, PRME

Responsible Education

PURPOSE



Trans-
disciplinarity

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



Trans-
disciplinarity

in 
interaction design

The fourth paradigm 
in interaction design?
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Teaching Transition Design to 
Interaction Design Students



VALUES

DIALOGUE

TEACHING STRATEGIES

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

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

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

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



TEACHING ELEMENTS 
time and temporality
teamwork - RESEARCH ON THIS YEAR
purpose
engagement
partner and project selection
mastery of research approaches and methods
ontological design
ecological thinking
systems thinking
future-oriented design (visioning) 
values
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THE COURSE 
PARTICULARS

Spring 2024



SOCIAL SUSTAINABILITY – DESIGN4DEMOCRACY

Two different strands:
- Inclusion of vulnerable social groups
- Design, technology, and democracy relationship

INCLUSION STRAND
Amela

Collaboration with a research consortium 
ACCESSTOUR  to develop knowledge on building 
sustainable and accessible local communities and 
nature-based tourism destinations

DESIGN, TECHNOLOGY, AND DEMOCRACY STRAND
Alma

Collaboration with research and other partners to develop 
tools for democratic decision making, democratic value-
based design or perspectives on the impact of 
technologies on society

THE OVERARCHING TOPIC, PROJECT, AND 
PARTNERSHIPS



Teams that select one of the first three topics would work with a newly UiO: Democracy funded Design 
for Democracy project. Partners include SUM, PRIO, Design group and selected outside actors. 

Design has a long tradition of using democratic design processes, e.g., Participatory Design (PD), 
inclusive design. Designers were involved in designing voting processes and for a long time. But design 
for democracy must be developed broader. 
Design for Democracy project explores the technological innovation in support of democratic processes 
at a small scale. We’d like to look at the agency of designers, technological opportunities and 
conceptual and theoretical framings of such design and associated processes – thus the three 
suggestions bellow.

1. Utopian/Dystopian technologies for democracy
In this project, as a starting point, the team could focus on identifying technologies (platforms for 
participatory democracy, social media, etc.) that influence democratic processes and critically reflect on 
how they affect democracy (democratic values and processes). Then, a new technology proposal(s) 
should be envisioned (and prototypes). This will then help shape a compelling narrative on what kind of 
society such vision would lead to (a utopian or a dystopian society, or one suggestion for each).

https://www.uio.no/forskning/satsinger/demokrati/aktuelt/aktuelle-saker/historisk-stor-tildeling-fra-uiodemokrati.html


2. Technologies for peaceful conflict resolutions
In this project, the team should focus on smaller, local issues where conflicts can easily arise (such as 
homeowners’ meetings to make decisions where, for example, personal interests might conflict with the 
interests of the neighborhood, making decisions on the distribution of electricity surplus in a neighborhood, 
reacting to potentially highly charged city municipality decisions) and envision a technological solution that 
would support conflict-free results.

3. Aspects of design in support of strengthening democratic values
In this project, the team can select one or two democratic values, such as equity, social justice, or tolerance 
and consider them from multiple perspectives (e.g., philosophy, design, practice). Then, the team should 
suggest how technology could (or why it would not be able to) support such values well in a nuanced and 
reflective manner. The outcome of this project can encompass a conceptual framing for design for this 
particular value (e.g., a prototype of a design towards such value). 

Inclusive technologies for tourism development
Some activities, places, and experiences are currently not so easily accessible to everyone. 
The team that selects this project will work with Accesstour project (SINTEF and organizations from the 
industry). The project aims at broadening the availability of experiences to all.



Transition, Technology and Tourism 

Amela Karahasanović
Chief Scientist / Associate Professor
SINTEF and IFI, UiO
amela@sintef.no



Your projects

Enabling 
technologiesChallenges Projects

• Re-framing the present and future 
visually mapping the problem space  
from multiple points, mapping 
stakeholder concerns and 
relationships, and  cocreating 
compelling visions

• Designing interventions exploring 
diverse intervention points through 
multiple interventions at multiple 
scales and over multiple time horizons 
• Monitoring and observing over 
time to understand how a system 
responds to the changes introduced by 
interventions. 

Think transition!
A step in a process!





How to make adventure tourism and extreme 
sport can be accessible to everybody 
including elderly and people with disabilities?

• Strengthen the competitiveness by 
developing "accessible tourism" (AT)

• Ageing population and the rising 
prevalence of chronic diseases and 
injuries 

• More than one billion people1 
experience some form of disability, 
and it is estimated that about 1 million 
people in Norway do have functional 
impairments (WHO)



Projects on accessibility

• KanAlle – gjøre det enklere for eldre med 
funksjonsnedsettelser å planlegge en 
reise til Telemarkskanalen

• BeitoHusky – hundekjøring for svaksynte



Technology for a 
better society



LANGUAGE

o Norwegian

o However, the lectures are mostly in English, but Norwegian can be used for 
discussions

o Project reports – you can chose your language, Norwegian is great

o With partners – probably a mixture of English and Norwegian



PRESENCE

o This is a collaborative course, in teams, so your presence is (required) 
strongly encouraged to be at least 80% of time

o If you cannot be present physically, hybrid arrangements are possible, 
please let us know if that works for you

o In ‘groupetimer’ we will also have regular updates (presentations) on your 
work and minimum one member of the group must be present to deliver



GRADING

o Pass/fail this year

o To pass, you need to deserve at least a C for your work.



DELIVERABLES
Deliverables are 3 major oral presentations (a midterm presentation, one method 
presentation and a final presentation – all must be completed for a pass), a 
written final report, and an artefact:

1) A presentation of a transition design method in a peer learning workshop setting 

2) A midterm presentation of your concepts and work, along with new concepts from transition 
design (Definitely a combination of theory and practice)

3) Final presentation of your work with all stakeholders invited to listen

4) A max 20 page report on your work (no appendices, references and abstract are extra pages), 
see the template on the course webpage

5) Your design artefact (might be a product, service, a strategy, or a platform)



RESEARCH

o The course features research-based teaching (each project is supervised by 
a person actively engaged in research related to the project proposals).



EXPECTATIONS

o We expect students to read the curriculum, and work on your projects, 
dedicating about 12 hours per week to the course (4 are for lectures and 
group hours, so 8 for reading and teamwork on your projects – per week)

o We understand that many of you work as well, so we will make best efforts 
to accommodate your needs, and we expect (and hope for) good 
communication concerning any special needs and arrangements

o We will do our best to teach you what we promised, but we hope you will 
help by participating actively, this course cannot be great without your active 
participation and engagement



NEXT

We will hear more about planetary and social boundaries.



THANK YOU!
LET’S HAVE A GREAT

SEMESTER!

What do you think? Questions?


