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ledare

Tema: Tjanster och spra

Detta nummer har tjinstedesign som tema for forskningsdelen och Stefan Holm-
lid, forskare vid Linképings universitet som gistredaktor. Avsikten dr att vartannat
nummer av Design Research Journal ska ha ett tema och en gistredaktor. Forslag
pa teman ir vilkomna. Tjinstedesign ir ett viletablerat forskningsomridde inom
marknadsféring och management, men ir numera ocksd i fokus for designforskare.
Omradet idr centralt for designer, inte minst industri- och interaktionsdesigner.
Produkten ir del av ett system och sillan oberoende objekt. Tjinstedesign i sig ar
inte nytt fér designer, men det som nu hinder ir att olika designomraden inter-
agerar, uppdragens karaktir forindras och likasa disciplingrinserna. Detta upp-
mirksammas ocksa i olika designutbildningar. Kommer det kanske till och med

att utvecklas en speciell utbildning for tjinstedesign dven i Sverige?
Ett annat tema i detta nummer ir kommunikation och sprik, vilket har en viss Lisbeth Svengren Holm
koppling till tjinstedesign. Att gora en tjinst tillginglig kriver ett sprak som alla
forstar. Kraven pa forskning dr desamma. For att sprida forskningsresultat maste
de kunna kommuniceras och forstas. For 150 4r sedan hade alla akademiker i vist-
virlden latin som gemensamt sprdk. Nationalismens intdg och i viss man demokrati-
seringen ledde till att latinet 6vergavs och istillet borjade det egna spraket anvindas
i avhandlingar. Nu har engelskan blivit det internationella sprdk som dominerar
forskarvirlden. Inte for att engelskan ir bist for alla Amnen. Tyskan dr 6verligsen
nir det giller att beskriva tekniska konstruktioner menar en professor i maskinkon-
struktion som jag talade med hiromdagen. Tyskan tillgodoser kraven pa precision
pa ett sitt som inte engelskan gor. Inom managementomradet har engelska ord blivit
si etablerade att de inte ens dversitts, och det giller ocksa ett ord som design.
Oversittning ir ett problem. Theodor Kallifatides skrev i en artikel i DN for

manga ar sedan om dilemmat att versitta romaner fran ett sprak till ett annat. Det
gick inte att rakt av 6versatta ens de egna romanerna frin svenska till grekiska, som
ir hans modersmal. Det blev en annan historia. Forskningstexter kan inte jimforas
med romaner. De har inte de kulturella aspekter som ir svira dversitta men vissa
termer gdr inte att 6versitta. Likvil dr kravet pa precision och god spraklig kvalitet
hog. Dirfor ir professionella éversittare en viktig resurs. Att det ir ett problem att
skriva pa ett annat sprak in modersmalet visar detta nummer. Men i den interna-
tionella virld som forskare och universitet befinner sig i ir det oundvikligt. Vi méiste
skriva pa engelska dirfor att vi verkar i en virld med global konkurrens och utbyte.
Men vi borde ha storre resurser for att kunna anlita éversittare och dirigenom 6ka
kvaliteten. Detta borde de institutioner som ger anslag uppmirksamma mycket
tydligare och iven planeras av dem som soker. Oftast ricker inte anslagen. Det giller
dven en tidskrift som den hir. Ska Design Research Journal bli en meriterande kanal
for designforskning och méjliggora internationellt utbyte krivs det att vi publicerar
den pa engelska. Ska Design Research Journal bidra till att sprida forskningsresultat
i Sverige ir en svensk version att foredra, det okar tillgingligheten. Med mer pengar
hade vi givetvis kunnat géra bide och. Synpunkter fran lisare ir vilkomna — ska vi
publicera pé engelska, svenska eller blanda som nu?

Lisbeth Svengren Holm
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Spiralformad process framat

Varje dag anvander miljontals manniskor interaktiva designtjanster och system. Vid banko-
maten, nar vi bokar bilietter, spelar dataspel eller knappar p& mobilen. And& har manga av oss
fortfarande ganska vaga idéer om vad interaktionsdesign ar. Design Research Journal har gatt
péa utstélining i London samt talat med tva som vet mer: Stefan Holmlid, lektor i interaktions-
och tjanstedesign och Snovit Hedstierna, konstnar och larare i interaktiv design.

Fréna p& maskrosbollen "Dandelion” (2009) sking-
ras i vinden nar man blaser pa den med en hartork.
Interaktionsdesign: Danska gruppen Yoke.

FOTO: SENNEP
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Nir man siger interaktionsdesign
menar man oftast digital sidan. Det
kan vara en produkt (bankomaten,
mobilen), en tjinst (on-line banken),
media (Dagens Nyheter i mobilen), ett
system (biljettbokning p4 stationen),
ett ndje (dataspel), ett verktyg (Word)
med mera. P4 ett eller annat sitt ska
de betjina oss och fa oss att agera pa
nagot sitt.

Att designa dessa tjinster dr att
formge ett skeende som kan liknas vid
en spiralformad process framat. Det
ar alltsd inte upplevelsen som designas
utan forutsittningarna for den. Vi
som ska utnyttja méjligheterna be-
hover da vissa verktyg: oftast internet
plus en interaktionsyta, ett grinssnitt,
det vill siga en digital skirm —en
dator, mobiltelefon eller dylikt.

For att bena ut begreppen ytterli-
gare kan man dela upp interaktionsde-
signen pa tre nivder. Den forsta, mest
handfasta, giller sidant som tryck-

kinsla och ergonomi. Det kan handla
om hur tangentbordets knappar kinns
eller fungerar och ir nigot som indu-
stridesigner redan sysslat med under
méinga ir. Den minst konkreta nivin
beror évergripande tekniska system;
satelliter och framtida internet.

GLOBALA FORBINDELSER
Interaktionsdesignerns huvuduppgift
nu och framéver handlar framfor alle
om den andra nivan, den om glo-
bala foérbindelser mellan minniskor
eller mellan manniskor och ting; om
samspel, svar och gensvar. Men ocksa
inom denna sektor finns flera olika
angreppspunkter. Att tinka ut system
som mojliggdr en interaktion ir ett de-
signomrdde, att grafiskt och estetiskt
utforma de olika delarna rent prak-
tiskt for att gora det visuellt moiligt
att hantera systemen ir ett annat.
Stefan Holmlid, forskare i inter-
aktions- och tjinstedesign pa Linko-

reportage

pings universitet, har dnnu ett sitt att
beskriva forhallandet mellan olika
designomraden:

— Tink dig en 16k, ldngst in finns
den grafiska designen, direfter pro-
dukten. Utanpd dessa loklager formar
sig interaktionen, det vill siga IT, hur
du svarar i telefon, hur du blir beméott
over bankdisken och sa vidare. I nista
omslutande lager finns den strategiska
designen; hur ramarna sitts fér en
organisations narvaro pd en marknad,
vilket férhillningssitt till design orga-
nisationen ska ha och sa vidare.

Snovit Hedstierna ir AD, konstnir
och lirare i interaktionsdesign. I slutet
av februari 6ppnade hon ett galleri i
Stockholm fér interaktiva verk inom
ljud, design, video, performance och
uttryck i det offentliga rummet: Pony
Sugar Art Studio. Hon ir intresserad
av interaktionsdesignens visuella ut-
tryck.

— Interaktionsdesign ska vara

Fantasieggande interaktiv konst

Siluetten av ett trad lyste upp den vita vaggen. Det virvlade
till, grenverket ruskades om och ett par stiliserade 16v sing-
lade ner mot golvet. Den sndla januarivinden utanfor kandes
inte men syntes i "Tree”, ett bland knappt fyrtio

digitala konstverk och interaktiv design som visades i
Decode: Digital Design Sensations pa Victoria & Albert
Museum i London under arets tre forsta manader.

Ett annat, "Exquisite Clock”, férandrades hela tiden. Be-
sOkarna uppmanades att se sig omkring efter allt som
liknade siffror, fotografera och ladda upp. | "Body Paint”
malade du med din egen kropp och maskrosbollen
"Dandelion” (se motstaende sida) kunde du blasa ren med
en hartork. Ogat i "Opto-Isolator II” (se sidan 6) féljde be-
traktarens blick och blinkade nastan samtidigt, vilket
kandes besvarande men fick de flesta att stanna upp och
prova igen. Eller "Flight Patterns” (se sidan 8) som visade
flygtrafiken 6ver den nordamerikanska kontinenten, vacker
med politisk potential i tider d& miljéfragan engagerar
manga.
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pedagogisk, attraktiv och funktionell.
Den ska alltid vara direkt anvandbar
och locka till handling. For att skapa
bra interaktivitet kravs att interak-
tionsdesignern ar skolad i klassisk de-
signpedagogik, beteendevetenskap och
psykologi samt har en stor fantasivirld
att 6sa ur dessutom. Han eller hon
miste vara bide manusférfattare och
dramaturg, kunna gora anviandaren till
skddespelare. Bara en rendssansman-
niska forstar sig pd mediet.

Stefan Holmlid héller med om att det
kravs mycket av en digital interak-
tionsdesigner. Den som ska skapa en
interaktiv tjanst kan inte lingre tinka
i malgrupper som reklambranschen
gjort under lang tid. Inom tjinstede-
signen handlar det till exempel om
mycket mer komplexa aktorskartor
med manga olika behov och foérutsitt-
ningar.

— En interaktiv 16sning har alltid

Daniel Rozins "Wooden mirror” formgavs redan

1999. Har utstélld pa Israel Museum Jerusalem.
Gjord av 830 fyrkantiga trabitar, 830 servostyrda
motorer, elektronisk kontroll, viedokamera, dator
samt tréaram.

estetiska, praktiska, sociala, etiska,
systemiska och tekniska kvaliteter.
Den ska underlitta kommunikation
och handling. D4 krivs det att den
baseras pa strategiskt forankrade idéer

och utgér just fran deltagande och
samskapande. Samskapande inter-
aktionsdesign kan vara en kraft for
forandring och for att dstadkomma
ett mer inkluderande samhille, menar
Stefan Holmlid.

Annu har vi inte sett si mycket
av avancerad interaktionsdesign med
sociala ambitioner, trots att tekniken
finns.

Liksom inom alla omrdden stoter man
pd bide bra och daliga interaktiva
lésningar. Integrerad GPS i en ny bil
ar kanske ett bra forsiljningsargument
men egentligen ett exempel pa ritt
daligt tankt interaktionsdesign, enligt
Stefan Holmlid. Efter ett ar kinns
bilen fortfarande ny, men GPS:en
riskerar att vara gammal med felak-
tigt innehdll; plugins ar inte latta att
uppdatera och s vidare. Daremot ar
Bank of Americas Round Up-system
(designat av IDEO) ett bra exempel.
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Det baseras pa att kunder som betalar
med kreditkort viljer att avrunda en
summa i en affir uppét.

— Mellanskillnaden sitts in p4 ett
sparkonto. Idén har gjort det mojligt att
spara fér en stor grupp minniskor, som
tidigare inte tyckt de haft rad. Interak-
tionen sker hir i ett meningsfullt sam-
manhang medan det tekniska finliret dr
dolt bakom sidant personerna redan
gor. Som tjinstedesign dr det briljant.

Bra interaktions- och tjinstedesign
utgar fran anvindaren och kunden i
den situation han/hon befinner sig i
bade estetiskt och praktiskt, forklarar
Homlid. Den kan ibland vara till stora
delar omirkbar, men leder lika ofta till
littnad, uppskattning och emellanit till
fornojd forvaning dver designen i sig.

— Och ibland till ett lyckligt skratt.
Alltfor ofta ser man design som i stil-
let laser anvindaren inom ramen fér
skidrmens, musens och tangentbordets
mojligheter. Han eller hon férvintas
anpassa sig efter de inte alltid forutsig-

bara virtuella regler som satts upp av
den eller de maskiner eller automater
som skapar den avgrinsade virld inom
vilken interaktiviteten tinks diga rum.

S4a nimner Stefan Holmlid ytterli-
gare tvd goda exempel: ett frin konstens
och ett fran dataspelens virld. Daniel
Rozins ”Wooden mirror” formgavs
redan 1999, men ir fortfarande fantas-
tisk, menar han.

— Sen NintenDogs, ett Nintendo
DS-spel, dir spelaren bland annat an-
vinder bigge hinderna for att styra en
sdpbubbelring i en lek med hundar som
man har hand om. Det enda siitt som
finns kvar for att fa till sipbubblorna ar
genom att bldsa. Klart att det fungerar!

TJANSTEDESIGN EGEN DISCIPLIN
Sjalvklart har tjinster ”designats” si
linge som de ndgonsin forekommit —
men inte av interaktionsdesigner. Forst
i borjan av 2000-talet i samband med
den stora utvecklingen av internet blev
tjanstedesignen en egen disciplin. Sa

Decode pa V&A i London

Decode-utstallningen var indelad i tre sektioner. Exempel pa ut-
foranden enligt de tre sektionerna finns pa en rad webbplatser.
KODNING: reas.com, danielbrowns.com, maedastudio.com,
zoofilm.net, academyfilms.com, aaronkoblin.com, flight404.
com, postspectacular.com, toxi.co.uk, universaleverything.com,
unlekker.net, troika.uk.com, liaworks.com, ryojiikeda.com.

INTERAKTIVITET: smoothware.com/danny, wowlab.net,
everyware.kr, flong.com, msavisuals.com, memo.ty,
rossphillips.me, showstudio.com, yoke.dk, sennep.com,
fabrica.it, simonheijdens.com, random-international.com,
chrisoshea.org, pixelsumo.com, studioroosegaarde.net,
random-international.com. jasonbruges.com.

NATVERKANDE: sphericalrobots.org, wefeelfine.org,
number27.org, kamar.org, aaronkoblin.com, Exquisite Clock,
fabrica.it, stat.ucla.edu/~cocteau, earstudio.com, The Science

Museum, stanza.co.uk, pohflepp.com, postspectacular.com,

toxi.co.uk, lozano-hemmer.com.

reportage

ocksa forskningen kring den.

Enligt Holmlid vet vi ratt mycket
om hur man bist formger produkter
och faktiskt ocks4 it-system medan
kunskaperna ar ritt sma kring hur man
bist designar tjinster. Forskningen om
tjanstedesign berdr gestaltningsmetoder
och fragestillningar kring hur man far
fram relevanta svar som sedan leder
fram till adekvata nya frigor och sd
vidare, likt den dir spiralrérelsen vi
talade om i borjan.

— For att bli en bra tjinstedesig-
ner giller det att involvera folk och
forstd skeenden som styrs av en rad
olika aktorer. Forskningen kan hjilpa
designern att se vilka olika ménster en
tjinsteinteraktion kan tinkas félja. Ju
fler misstag designern lir sig undvika i
innovations- och utvecklingsprocessen,
desto stérre mojlighet att slutresultatet
blir bra, menar Stefan Holmlid.

Alla institutioner, organisationer
eller foretag ir inte mogna for en
utvecklad interaktions- och tjinste-

Digital design, specalgjord for V & A: "Recode” (2009) av Karsten Schmidt.
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Snovit Hedstierna ser mojligheterna
men ocksa riskerna. Interaktionsdesig-
nen kan skapa en segregering mellan
minniskor som anvinder datorn i sitt
dagliga arbete och de som inte gor

det. Dirfor ir det viktigt att interak-
tionsdesignen tar sig ut i det offentliga
rummet, menar hon. Att den inte bara
stannar pa datorns bildskirm eller i
avancerade mobiler som bara de allra
mest teknikvinliga skaffar. Den teknik
som redan finns borde utnyttjas och
bli en hjilpande hand fér minniskor i
vardagen. Inom till exempel trafik- och
serviceniringen skulle interaktiva skir-
mar pa byggnader och viggytor kunna

vigleda och 6ka gemenskapen mellan
"Flight Patterns” av Aaron Koblin. m'ainniskor.

Inom all annan designverksamhet

design eller dito teknik dnnu. S4 linge utveckling redan nu, enligt OECD, drivs  ir det minniskan och hennes behov
foretagen inte anar ndgon omedelbar av tjanster och service. som ska sta i forsta rummet. Det-
utdelning gar utvecklingen trogt, inte Inte heller verkar nigon riktigt samma giller naturligtvis ocksa for
minst i kristider. En aning férvinande rikna med den stora potentiella makt interaktions- och tjinstedesignen.

kan man tycka, med tanke pd att 70 6ver kommunikationsflodet som Lotta Jonson
procent av vistvirldens ekonomiska interaktionsdesignen skulle kunna ha.

Grafiska trender

Enligt Snovit Hedstierna, som skriver pa en bok med 1. DIGITAL STIL kan vara 2D eller 3D men man ser tydligt
arbetsnamnet "Estetiken inom interaktiva medier” har att designen ar datorgjord.

estetiken varit laglés inom den interaktionsdesignen anda

fram till nu. Tidigare praglade tekniken alla websidors ut- 2. RETRODIGITAL STIL, inspirerad av de allra tidigaste
formning. Webdesigner var ju fran borjan programmerare. digitala bilderna, till exempel Nintendo eller Game boy,
Fokus har dock forflyttats till forméan for form, farg med pixlade bilder, grélla farger och enkel musik.

och kanslouttryck. Utvecklingen har géatt fran det en-

bart funktionsinriktade via en rak dramatisering av inne- 3. POSTDIGITAL STIL, en reaktion pa den digitala
héllet till det episkt lyriska. Det géller inte minst for ménga varlden. Handtecknade bilder scannas in, ett skrynkligt
kommersiella séljsajter. Dataspelsvarlden paverkar forstas papper far ligga som bakgrund till exempel. Har handlar
interaktionsdesignen pa natet. Episkt berattande inslag det om att atererdvra det naturliga.

med stor dramatik ar vanligt forekommande. Ett exempel

ar Radiotjansts "tackfilm” som spreds i miljonupplaga fér 4. NEODIGITAL STIL poéngterar teknikens narvaro. Har
nagot halvar sedan, ritkad till den licensbetalande vanliga blandas scenografiska effekter fran teatervarlden utan
manniskan. stravan efter perfekt illusion. Har géller det snarast att ta
Formmassigt kan man just nu urskilja &tminstone fyra olika den digitala varlden i besittning.

grafiska trender inom interaktionsdesignen (enligt Snévit

Hedstiernas beteckningar):
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1. Postdigital stil handlar om att atererévra det naturliga: loworks-store.org. 2. Neodigital stil poangterar teknikens nérvaro, det géller snarast att ta den
digitala véarlden i besittning: 10mg.nl.

3. Retrodigital stil inspirerad av de allra tidigaste digitala bilderna, till exempel 4. Digital stil, man ser att designen &r datorgjord, det kan vara 2D eller 3D men
Nintendo eller Game boy, med pixlade bilder, grélla farger och enkel musik: ar anda tydligt maskingjord: unlimited.orange.co.uk.
pocketclouds.com/oldsite.

5. En trend &r det episka berattandet dar anvéndarens identifikation ska under- 6. Klar och tydligt dramatik ofta med skruvad humor ska ocksé engagera
latta navigation pa sajten. Se exempelvis http://rakugaki.iekaki.jp. anvandaren och leda fram till ett interakivt agerande. Ett exempel som manga
sett fanns p& Radiotjansts reklam fér en tid sedan: tackfilm.se.

Design Research Journal 1110 9
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Vingklippta i sprakfallan

Bara 13 procent av alla avhandlingar vid svenska universitet &r skrivna pa svenska. Tre fjarde-
delar av dem har inte ens en svensk sammanfattning. Samtidigt séger spréklagen som klub-
bades igenom for snart ett ar sedan att det "allménna har ett sérskilt ansvar for att svenskan

anvands och utvecklas”. Hor inte universiteten till det allmanna?

Enligt en rapport fran Sprakradet som
lamnades over till regeringen i manads-
skiftet februari—mars skrivs 95 procent
av avhandlingar inom det naturveten-
skapliga omrddet pa engelska, 65
procent av samhillsvetarnas och

35 procent av humanisternas.

Den exakta relationen mellan
engelska och svenska vad giller av-
handlingarna inom designforsknings-
omridet nimns inte, men gir man
till Designfakultetens webbplats och
doktorandernas egna presentationer ir
ungefir hilften av dem pa engelska.

Ar det fanigt att bli upprord?
Forskningen riktar sig ju ut i virlden,
ir tinkt for en internationell arena och
ska lisas av fler dn det fital intresse-
rade plaskande i den svensksprikiga
ankdammen.

Men Sprikradet rapporterar ocksé
att langtifrin alla av de avhandlingar
som skrivs pa engelska ens en gang har
en svensk sammanfattning. Omkring
40 procent av de inom medicin och
naturvetenskap innehéller en sidan
medan bara 10 procent av de engelsk-
sprikiga samhillsvetenskapliga och
ekonomiska avhandlingarna har en
sammanfattning pa svenska. I tva fall
av tre har forskarna svirt att hitta ut-
tryck pa svenska for de eventuella nya
begrepp, definitioner och orsakssam-
manhang som ingér i texterna.

Dags att bli riktig orolig, risken

10 Design Research Journal 1|10

ir ju uppenbar att svenskan dér som
vetenskapligt sprak. Och dnnu virre, vi
tycks vara benigna att ge upp inte bara
det vetenskapliga spraket utan ocksa
delar av ett teoretiskt resonerande.
Genom att oreflekterat ga rakt in i
sprakfillan vingklipper vi oss sjilva.

Ni kanner sikert igen situationen:
Négon prominent engelsksprikig per-
son har bjudits in till en konferens, ett
seminarium eller dylikt. Istillet for att
simultantolka svenskan sd att gasten
forstar ska alla tala engelska av ren
artighet. Vi forstir det mesta av vad
gisten siger men svarar med forytliga-
de resonemang och stolpiga svengelska
diskussionsinligg.

Sara Backlund, informationsan-
svarig pa Interactive Institute, kallar
spraket Volvo-engelska och menar att
det ir ”bdde roande och irriterande”.
Mest férnedrande, tycker jag.

Interaktiva institutet, forlat Inte-
ractive Institute, (som driver en hel del
forskning inom designomradet) hor for
ovrigt till de institutioner som borde
kunna fillas enligt Spraklagen.

Institutet som finansieras svenska
staten har nimligen en hemsida som
bara finns pa engelska. Sara Backlund,
som girna skulle se att den var dub-
belsprakig, forklarar det hela med att
man vinder sig till en engelsksprikig

malgrupp. Alla forskningsprojekt an-
vinder engelska i sin kommunikation.
Och det finns varken administrativa
eller ekonomiska resurser att dversitta
till svenska. Tvirtom har varje anstilld
access till sajten och uppdaterar den
med egna ord. Resultatet blir dirfor

en engelska som langtifrin alltid ir
perfekt dessutom.

I Sverige tror vi att vi dr bra pa engel-
ska. Det stammer ocksd — till viss grad.
Vi uttalar orden ungefir som vi ska, vi
hinger ofta med utan att behéva lisa
textremsorna pa bio, vi fir berém nir
vi aker till London och triffar folk pa
puben. Men sen nir seminariesamtalet
koncentreras kring ett filosofiskt pro-
blem d& tvingas de flesta hilla tyst eller
i alla fall bromsa upp sd att kunskaps-
luckorna inte marks. Diskussionen blir
onddigt grund och uppfattningen om
att svenskar ir okunniga och ytliga
riskerar att vixa.

P4 senare tid har manga intressanta
fakta kommit fram just nir det giller
sprakforstielse och modersmalets bety-
delse. Allt fler gymnasieskolor erbjuder
amnesundervisning pa engelska. Maria
Lim Falk redovisar i sin avhandling
studier kring den si kallade SPRINT-
metoden (sprak- och dmnesintegrerad
undervisning), bland annat jimfordes
kunskaper hos tva gymnasieklasser.
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Engelska eller svenska? Svart att
vilja? Inte om du vill vinna réster!
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Statsradsberedningen Justitiedepartementet =
primeminister.ministry.se sven.svensson@
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Den ena klassen hade fatt undervisning
pa engelska, den andra pa svenska. Det
visade sig att de elever som list fack-
imnen pd engelska hade bide simre
och vagare kunskaper i imnet in de
som list det pd svenska. Det krivs
nimligen mycket storre kunskaper i

ett frimmande sprak in man tror fér
att kunna tillgodogora sig teoretiska
resonemang fullt ut.

MERARBETE
Ett annat exempel dr frdn avhandling-
en ”Science, Language, and Literacy:

Case Studies of Learning in Swedish
University Physics” av John Airey. Han
disputerade vid Uppsala universitet for
ungefir ett ar sedan. I sin forskning
hade han tittat pa hur svenska och
engelska anvinds i undervisningen av
hogskolefysik.

Resultaten visade bland annat att
studenterna var omedvetna om att de
agerade olika nir undervisningsspra-
ket var engelska respektive svenska.
Forst nir de fick se videoinspelningar
blev de medvetna om den saken. Inom
fysikimnet utgor inte engelskan ndgot

\nte helt

ost
?%3?3 fall

N ’
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direkt hinder fér inlirningen men dire-
mot fick studenterna en del merarbete
efterat eftersom de hade haft svart att
bide koncentrera sig pa det som sades
och anteckna samtidigt. Dessutom blev
interaktionen mellan lirare och stu-
denter mindre och firre frigor stilldes.

SIMULTANTOLKNING

Ytterligare en intressant observation
presenterades i P1-programmet Spriket
efter hosten 2009, det halvar nir
Sverige var EU-ordférandeland:

I EU-sammanhang ir svenska politiker
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mest ovilliga av alla politiker i hela
Europa att hilla sina anféranden pd
det egna modersmalet.

Varfor? Kanske dirfor att de tror
att de behirskar engelskan sd bra. Och
detta trots att det har visat sig att hur
sprakbegdvad man dn ir sd blir man
aldrig lika viltalig och slagkraftig pa
ett annat sprik som pa sitt modersmal.
Argumenten biter betydligt battre om
de simultantolkas 4n om de liggs fram
pa svengelska.

Tillbaka till universiteten. Borde
inte varje handledare kunna tvinga
sina doktorander att gora en uttom-
mande sammanfattning pd svenska?
Sprakfragan ir ju en demokratifraga.
Spriklagens intentioner handlar om
att ge alla medborgare mojlighet att
kommunicera med myndigheter och
institutioner. P4 samma sitt borde alla
ha en chans att ta del av forskningsre-
sultat som bekostats av skattepengar.

VISSA POSITIVA TECKEN

Sa Olle Josephson, professor i nord-
iska sprak vid Stockholms universitet
och tidigare ordférande i Sprakridet,
varfor har det blivit sd hir? Vilka
mojligheter har svenskan i forsknings-
sammanhang framdéver?

— Den naturvetenskapliga forsk-
ningen ir internationaliserad och ut-
mirker sig for att framfor allt rappor-
tera resultat. En molekyl dr en molekyl
oavsett pa vilket sprik den presenteras.
Inom humaniora och samhillsforsk-
ning ingar diremot kulturyttringar
— och sittet att sprakligt uttrycka dessa
— ofta som en del av forskningsresulta-
tet. D4 blir rapporterandet ocksa mer
komplicerat.

— Eftersom de ¢vergripande mélen
inom forskningspolitiken styrs av den
naturvetenskapliga forskningen sa har
fragorna kring svenskans betydelse och
dess behov av ett utvecklat forsknings-
sprak kommit i skymundan.

— Men det hdnder en hel posi-
tivt faktiskt. Spriklagen ar en sak.
Dessutom har vissa universitet infort
sprakregler. KTH har till exempel en
policy som inte ir sd tokig. Och vissa
delar av Lunds universitet har bestimt
sig for att kriva att alla avhandlingar
atminstone ska ha en svensk samman-
fattning, berittar Olle Josphson.

DUBBELSPRAKIGHET

Det ir kanske viktigt att papeka att
sprakfragan inte handlar om att ta

ett steg tillbaka och 4tergd till enbart
svenska. Vad som behovs dr en dubbel
redovisning; engelska for de interna-
tionella kontakterna, svenska for en
mer genuin forstielse pa ett djupare
plan hos alla oss som har svenska som
modersmal.

Olle Josephson tycker att det borde
finnas bestimmelser i Hogskolefor-
ordningen om svenskans stillning i
forskningssamhéllet. Likasd skulle
Vetenskapsradet och andra organ
som skjuter till pengar it forskning
krava att resultaten redovisades ocksa
pa svenska som forutsdttning for
anslagen.

Spraklagen da, vilken kraft har
den?

— Den ricker faktiskt ganska lingt.
Jag JO-anmilde Regeringskansliet for
att de hade e-postadresser bara pa eng-
elska. Nu ska de dndra pa den saken.
Ingen myndighet kan vigra att ritta sig
efter JO-anmirkningar hur linge som
helst. Dessutom visar ocksd Hogskole-
verket ett begynnande intresse for att
stirka svenskans stillning inom uni-
versitetsvirlden. En gnutta hopp finns
alltsd, avslutar Olle Josephson.

Lotta Jonson

Ur spraklagen

Lagens innehall och syfte

2 § Syftet med lagen ar att ange
svenskans och andra spraks stall-
ning och anvandning i det svenska
samhéllet. Lagen syftar ocksa till att
varna svenskan och den spréakliga
méangfalden i Sverige samt den
enskildes tillgang till sprak.

Svenska spraket

4 § Svenska ar huvudsprék i Sverige.
5 § Som huvudsprak &r svenskan
samhallets gemensamma sprak,
som alla som &r bosatta i Sverige
ska ha tillgang till och som ska
kunna anvandas inom alla samhalls-
omréaden.

6 § Det allmanna har ett sarskilt
ansvar for att svenskan anvands och
utvecklas.

Sprékanvandningen

i offentlig verksamhet

10 § Spraket i domstolar, forvalt-
ningsmyndigheter och andra organ
som fullgér uppgifter i offentlig
verksamhet ar svenska.

11 § Spraket i offentlig verksamhet
ska vara vardat, enkelt och begrip-
ligt.

12 § Myndigheter har ett sarskilt
ansvar for att svensk terminologi
inom deras olika fackomraden finns
tillganglig, anvands och utvecklas.

Svenskan i internationella
sammanhang

13 § Svenska ar Sveriges officiella
sprak i internationella sammanhang.
Svenskans stéllning som officiellt
sprék i Europeiska unionen ska
varnas.

Lagen tradde i kraft den 1 juli 2009.
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Svenska eller engelska -
det ar fragan ...

Svenskan ar satt p& undantag i forskarvarlden, sérskilt inom de naturvetenskapliga discipli-
nerna. Men ocksé inom designomradet skrivs manga avhandlingar pa engelska. Pa lite langre
sikt finns risken att svenskan dor som vetenskapligt sprak. Vad betyder modersmélet for dig?
Vilket sprék skriver du helst pa och varfor? Fragorna gick till fem personer som alla publicerar
sig regelbundet, nyligen har eller ska redovisa sina forskningsresultat for en vidare beddmning.

Kajsa G Eriksson

Vilket sprik skriver du helst pa?

— Valet har med situationen att gora.
Min avhandling skrev jag pa engel-
ska for att nd mina gelikar i ett smalt
amnesomrade. Jag har ocksa valt att
skriva pa amerikansk engelska, dels
for att jag hade en bra amerikansk
sprakgranskare som var insatt i mitt
imnesomrade, dels for att det som
svensk kan vara littare eftersom vi

ir s4 amerikaniserade. Ofta ir det
littare att skriva pa engelska eftersom
vokabuliren i litteraturen jag liser ir
pa engelska. Men ibland har jag varit
tvungen att skriva pa svenska for att
reda ut mina tankar.

For- och nackdelar?

— Nackdelen skulle vara att de som
inte har engelska som modersmal har
svart att forstd. Men jag har fitt bra
feedback fran svenska lisare eftersom

jag skriver pa ett Littillgingligt sprak
och manar om att uttrycka mig s
begripligt som mojligt. Det finns i den
akademiska virlden, som for dvrigt dr
mycket hierarkisk, ett sitt att bide visa
makt och utestinga med hjilp av ett
overdrivet teoretiskt sprik, oavsett om
det ir pa svenska eller engelska. Sjilv
har jag aldrig forstitt vitsen med att
vilja vara obegriplig genom ett alltfér
teoretiskt eller komplicerat sprik. Men
visst dr spraket styrande — om jag ut-
trycker mig mindre akademiskt dr det
kanske ingen som lyssnar!

Vem skriver du for?

— I forsta hand for praktiken, jag vet
ganska vil vilka studenter och konst-
nirer jag vill nd. Men visst dr bade
intro- och metodavsnitten riktade mot
akademin liksom sista kapitlet om
framtida forskningsfragor.

Ar engelska nodvindigt inom ditt
forskningsomrdde?

— Férmodligen inte, varje avhandling
har sitt eget ssmmanhang och man
bor ta ett sjilvstindigt beslut utifrin
det. Men det ir viktigt att det finns
stod i form av sprakgranskning for de

™

doktorander som viljer att skriva pd
engelska, eller ndgot annat sprak.

Anser du att det foreligger ett begrip-
lighetsproblem?

— Ja, absolut! Och d4 inte bara rent
sprakligt utan pa grund av design-
forskningsomridets snivhet, tradi-
tion och kultur. En kultur skapad av
referenser, metoder och sprak som
efter hand blir statisk och instingd
och som ingen direkt opponerar sig
emot. Botemedlet vore att stota, blota
och viga ha en mer 6ppen attityd mot
skilda sitt att bedriva forskning.
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Kersti Sandin Bulow

Vilket sprik skriver du helst pa?

— Svenska eftersom jag inte behirskar
engelska pd det sitt jag anser att en
akademisk text bor vara skriven pa.
Jag har tagit hjilp av 6versittare for
ndgra av mina engelska texter. De
miste dock bearbetas noga av mig for
att bli ritt till syfte och innehall.

For- och nackdelar?

— Sjilvklart dr det viktigt att vi kommu-
nicerar pd engelska med forskarvirlden.
Men all text behover inte skrivas pa
engelska. Det ricker med abstracts och

texter for konferenser och publikationer.

Vem skriver du for?

— De texter jag skriver nu ir oftast
riktade till akademin och min sniva
forskningssfir. Men jag kan tinka mig
att skriva en version av avhandlingen
som vinder sig till praktiker framéver.

Ar engelska nodvindigt inom ditt

forskningsomrdde?
— Ja, for att lisa och kommunicera med
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omvirlden. Den storsta delen av littera-
turen ir engelsksprakig. Jag liser
mycket fér nirvarande.

Anser du att det foreligger ett begriplig-
hetsproblem?

— Ja, dialog och texter av oss svenskar
blir inte tillrickligt djupa nir vi ska
kommunicera pa engelska — speciellt
nir vi bara dr svenskar runt bordet. Det
blir platt och himmar dialogen. Riktigt
djupa och intressanta samtal fors bist
pa svenska inom till exempel filosofi.
For egen del behover jag hjilp med
oversittningar och sprakgranskning.

Johan Redstrom

Vilket sprik skriver du helst pa?

— Oftast pa engelska, det kinns inte som
att jag har nigot val. Ett av fi undantag
var nir jag medverkade i Under Ytan:
en antologi om designforskning”.

For- och nackdelar?

— P4 ett sitt ar det intressant att skriva
pa svenska eftersom det ger helt andra
sprakliga mojligheter. Men det beror ju
pa vilka man vill tala med och dessa ta-

lar i manga fall inte svenska. En nackdel
ir att den engelska som svenska forskare
anvinder inte alltid dr en perfekt sddan,
méinga ginger skulle en sprikgransk-
ning hjilpa.

Vem skriver du for?

— Nistan allt 4r for akademin och d&
inte i en sniv mening utan alla som
engagerar sig i forskningen. Och jag
far hjilp med sprakgranskning av mina
engelsksprikiga kolleger!

Ar engelska nodvindigt inom ditt
forskningsomrdde?

—Ja. Som exempel har jag i min fors-
kargrupp haft minst en engelsksprikig
medlem och d4 talar vi naturligtvis
engelska. Nir det giller omradet de-
signforskning kanske vi bara sett borjan
pa problemet med svarigheten att ta till
sig vissa texter. Ofta blir det ju si att
ju mer specialiserat och fordjupat ett
forskningsfilt blir, desto mer krivs av
lisarens forkunskaper — och design ir
nog inget undantag,.

Anser du att det foreligger ett begriplig-
hetsproblem?

— Ja. Vissa saker ir svarbegripliga men
det behéver inte vara rent sprakligt utan
kan bero pa terminologin. S& dven om
man Sversitter en text finns termer som
kriver ett slags kringkunskap och det
problemet kommer man inte undan.

Du hade sjilv med en text i forsta
numret av Design Research Journal
som du inte ville oversidtta...

— Det stimmer och anledningen var

att den visade sig vara krivande att
oversitta. Ett alternativ hade varit att

vi skrivit en ny text pa svenska, men
det hade vi inte tid till. Men vissa texter
skulle m& nog bra av bide 6versittning
till svenska och en tillhérande ordlista
eller forklarande kommentarer, kanske 1
form av fotnotter.



Lars Strannegéard
Ekonomiprofessor vid
Handelshdgskolan

i Stockholm.

Vilket sprik skriver du helst pa?

— Fir jag vilja skriver jag helst pa
svenska eftersom det ir mitt mo-
dersmal och det blir littare med alla
valorer. Dessvirre medger inte det aka-
demiska systemet ett fritt val. Vill man
bli publicerad i tidskrifter som riknas
ir det engelska som giller.

For- och nackdelar?

— Svenska ir littare att skriva, gir
snabbare och ger en bittre text. En
svensk text ndr dock inte ut och viger
ofta inte lika tungt vid till exempel
tjanstetillsittningar.

Vem skriver du for?

— For akademin och the educated
layperson, den utbildade lekmannen.
Nir jag skriver for olika vetenskapliga
tidskrifter handlar det om att koppla
till imnets teoribildningar och pa

sd sitt positionera sin text sd att det
vetenskapliga bidraget blir tydligt.

Ar engelska nédvindigt inom ditt

forskningsomrdde?
— Absolut.

Foreligger ett begriplighetsproblem?

— Definitivt. Det blir en helt annan
skdrpa i en svensk text, skriven av en
svensk. Det blir ritt mycket ”blahabla-
ha” nir man skriver pd engelska och
engelska texter skrimmer ibland bort
svenska lisare. Mdnga texter pa “eng-
elska” skulle vinna p4 att bli sprak-
granskade av personer som verkligen

behirskar bade fackomradet och engel-

ska. Dessvirre ar dessa extremt fa.

Henric Benesch
Arkitekt, fil dr, nyligen dispute-
rad i design vid HDK med
avhandlingen "Kroppar under
trad — en miljé for konstnéarlig
forskning”.

Vilket sprik skriver du helst pd?

— Det beror pd materialet. Avhand-
lingen utgdr ifrdn mina egna erfaren-
heter av ett arbete med ett projekt och
ir skriven pa svenska. Jag upplevde att
jag kunde vara lingt mer nyanserad
och artikulerad dn om jag hade skrivit
pa engelska.

For- och nackdelar?

— Nir jag skriver pa svenska dr det tyd-
ligt att folk i min nirhet har littare att
ta till sig innehdllet som da popularise-
ras vilket ju ir en fordel. Nackdelen ir
att det inte nar ut éver grinserna.

Vem skriver du for?

— I min avhandling har jag forsokt nd
en balans mellan att problematisera
diskussionen gentemot bade arkitekter
och mina akademiska kolleger.

Ar engelska nodvindigt inom ditt
forskningsomrdde?

—Ja, med tanke pd att sikert 80 pro-
cent av litteraturen ar pd engelska.

Finns ett begriplighetsproblem med

forskningsen@

svenska forskningstexter pd engelska?
— Ja, men 4 ena sidan maste det finnas

ett facksprak inom designforskningen,
precis som det gor inom andra filt.
Men i vilken man férmar vi som
svenskar skriva pé rimligt vilformule-
rad engelska och i vilken man handlar
var engelska om ett slags svengelska?
Det ir forstds vildigt olika fran fall till
fall men jag tror dverlag att det finns
mycket att gora hir. A andra sidan
finns ett krav pa popularisering och
da blir svenskan viktig. Hir finns en
motsittning mellan de krav som stills
pa forskningen, via exempelvis finan-
sieringen, vilket dr problematiskt men
ocksd produktivt.

Ar sprik ndgot som diskuteras?

— Absolut. Spraket ir inte bara ett
problem hos forskare utan dven hos
praktikerna. Manga ir daliga pd att
beskriva vad de gor i text, i presentatio-
ner och artiklar, vilket dr problematiskt
eftersom spriket handlar om identitet.
Spriket ir ett viktigt verktyg och jag
tror inte det ir ndgon slump att en av
virldens mest hyllade samtida arki-
tekter, Rem Koolhaas, ir journalist i
grunden. Det i4r manga som har mycket
att vinna pd att ge sig in i sprikfragan!

Intervjuer: Susanne Helgeson
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Designhdgskolans nya rektor Anna Valtonen satsar pa designforskning. Hittills har projekt-
forskningen dominerat men nu laggs mer krut pa grunden. Anvandarfokus, kreativa
processer och var digitala verklighet &r prioriterade omraden.

— Att bli designforskare ir en lysande
idé. Filtet ligger helt 6ppet och dagens
forskare kan verkligen skapa forut-
sittningar for framtida forskning om
iamnen de brinner for. Och vad betrif-
far oss har i Umed sd ar vi inte bara
en av de bista designutbildningarna

i virlden. P4 sikt ska vi ocksd ha en
designforskning i virldsklass!

Orden ar Anna Valtonens, ny
rektor for Designhégskolan i Umea.
Sedan den 1 november 2009 basar hon
for utbildningen vid den enda nordiska
skola som stindigt finns med i Business
Weeks arliga rankning av virldens
bista designskolor. Langt ifrdn en ny
bekantskap for Umed-studenterna
eftersom hon varit en flitig gistlirare
och bidragit till manga projekt genom
aren. P frigan om varfor just hon fick
jobbet svarar hon:

— Jag tror det var tack vare att jag
alltid har haft ena benet i akademin
och det andra i industrin. Jag har
sjalv forskat och sitter bland annat i
styrelsen for det relativt nya Aalto-
universitetet — en sammanslagning av
Konstindustriella hégskolan, Tekniska
hogskolan och Handelshogskolan i
Helsingfors. Dessutom har jag ett brett
kontaktnit, berittar hon och ser sin
frimsta uppgift som rektor att mojlig-
gora for minga att f vingar och lyfta.
Och att tillsammans med studenter
och 6vrig personal, peka ut en tydlig
firdriktning.
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Anna Valtonen, f6dd 1974, ir industri-
designer och konstvetare. 2007 dokto-
rerade hon — arbetet handlade om ut-
veckling av industridesignprofessionen
efter 1980-talet. Avhandlingsarbetet
pagick parallellt med hennes arbete pa
Nokia, en totalt 13 4r lang anstillning
hon fick som en f6ljd av sitt examens-
arbete om konceptutveckling av tredje
generationens mobilprodukter. Fran
och med 2008 basade hon éver avdel-
ningen Design Research & Foresight
som arbetade med att ta fram underlag
till strategier. Bland annat om olika
preferenser hos presumtiva kunder/
brukare — fran kenyanska tondringars
till amerikanske pensionirers. For ett
foretag som Nokia giller det att kinna
sina nuvarande och potentiella anvin-
dare, de férstnimnda hela 40 procent
av virldens mobiltelefonanvindare!

— Det var en fantastisk utveckling
under min tid p4 Nokia. Nir jag borja-
de var vi runt tio pa designavdelningen,
idag ir de 350 vilket visar att det var
teknologin som férst styrde medan det
idag dr designen.

— Processen med att bygga upp Aalto-
universitetet ar oerhort givande och
larorikt. Vi vill bli ett absolut toppuni-
versitet som attraherar internationella
hojdare, bjuder in unga forskare och
ligger mer kraft pa grundforskning.

Infér sammanslagningen skrevs den
finska universitetslagen om vilket kort-
fattat innebir att Aalto-universitetet
bekostas av staten men styrs inte av
den. Och i arbetet pd Designhogskolan
kan jag handgripligen testa allt jag
lart mig, menar Anna Valtonen och
berittar att stor vikt liggs pa den tviir-
disciplinira forskningen p& Aalto-uni-
versitetet — styrkan ir att hogskolornas
respektive gedigna sakkunskaper
mojliggor en internationellt hogklassig
och mangsidig forskning,.

Hon talar dven om vikten av att
utbildningen pd Designhogskolan visar
en tydlig vilja att stindigt utvecklas
eftersom design ir ett omrade statt i
konstant férindring.

— Det giller att halla ett dppet
sinne for dessa forindringar samt ha
en bade liberal och tillitande syn pa
omradet. Jag ser ocksa att forskningen
ir viktig for vilket toppuniversitet som
helst — ett sitt att marknadsfora sig
och 6ka attraktionskraften, bide inom
akademien och utanfor. Bland annat
har Umea universitet 6kat investe-
ringen for designforskning och vi har
dven fitt mer medel fran stiftelser och
fonder. Hittills har projektforskningen
dominerat pi Designhégskolan men
min tanke ir att grundforskningen nu
ska 6ka. Genom detta skapas helt ny
kunskap bade for studenterna och for
hela professionen, anser hon.

Tre huvudomraden ska fokuseras:
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Anvindarfokus, vad minniskan gor.
Inom detta filt kan metodutveckling
ske och de tvirvetenskapliga mojlighe-
terna dr goda for bland annat etnolo-
ger och psykologer. Det andra omradet
ir processer som okar kreativiteten och
det tredje, som ligger nirmast prakti-
ken — var digitala verklighet.

— Nyligen utlystes fyra nya dokto-
randtjinster och under viren kommer
ett antal till. Vi har dven plats for
postdocs och gistprofessorer, berit-
tar Anna Valtonen som ser att Umeds
attraktion ligger bade i sjilva utbild-
ningen och i det exotiska, i infrastruk-
turen och i den vinliga staden.

— Undervisningen dr bra och ny-
tinkande med lirare bland annat fran
industrin och studenterna ir efter-
sokta. Designhogskolan har dessutom
stor nytta av universitetets struktur for
att ta emot folk. Vart nya konstnirliga
campus med Konsthégskolan, den
nya Arkitekturhogskolan, Bildmuseet

och HumlabX, dir det forskas inom
teknik och humanism, bidrar ocksd
till attraktionen. Och snart blir Umed
dessutom kulturhuvudstad vilket gor
hela var situation unik, fortsitter hon
och beskriver dynamiken p4 sin nya ar-
betsplats som lite av en nybyggaranda
—en plats dir allt ir méjligt. Och visst
ger den nya Arkitekturhogskolan ytter-
ligare en moijlighet till tita samarbeten
pa forskarniva.

— Det 4ar bade mojligt och 6nskvirt!

FLER VITA OAR

Nir det giller utvecklingen av design-
forskningen i stort tror Anna Valtonen
att den stirks av att bli mer tvirveten-
skaplig, nagot hon sjilv kommer att
arbeta for att mojliggora.

— Det ir ocksd min erfarenhet att
det tvirvetenskapliga synsittet gor det
lattare for forskningsresultaten att nd
ut. Vi ir generellt diliga pa att sprida
resultaten och mycket stannar idag

Industridesignerns nya villkor

ANNA VALTONEN disputerade 2007 vid davarande Konstin-

inom akademins viggar. Det giller
bide att nd ut med grundforsknings-
resultaten och samtidigt f4 ut ndgot
ur projektforskning, dir resultaten
genast nar ut, som for sjilva forsk-
ningsomréadet framdt. Som jag ser

det blir detta en gemensam utmaning
som vi kommer att bli bittre pd om vi
samarbetar nirmare med universitetet
och industrin. Jag énskar att vi oftare
kunde se situationer som nir SVID:s
vd Robin Edman sitter i morgonteve
och talar om designforskning!

Enligt Anna Valtonen har man
i den klassiska forskningen ofta vil
genomforskade filt sd nir som pa ett
litet svart, outforskat hal.

— Inom designforskningen ir det
tvirt om — nagra sm4, vita éar som
forsoker kasta ankar till varandra mot
en gigantisk, svart outforskad bak-
grund. Jag ska gora allt vad jag kan for
att bidra till fler sm3 vita 6ar!

Susanne Helgeson

4. Inom de organisationer dar

dustriella hégskolan i Helsingfors med "Redefining Industrial
Design”. | sin forskning undersokte hon hur industridesig-
nerns villkor och stallning férandrats i Finland fran det att yr-
ket etablerats vid mitten av 1900-talet och framéat. Ménga av
hennes observationer géller ocksa hennes kollegor i Sverige
och ovriga vastvarlden. Yrkets férvandling delade hon upp i
sju olika punkter:

1. Villkoren for industridesigner har andrats radikalt sedan
det tidiga 1990-talet bade tack vare industrins tekniska
utveckling men ocksa déarfor att industridesign har blivit

en erkand kvalitetshojande konkurrensfaktor inom manga
viktiga néringar.

2. Betydligt fler larosaten undervisar i industridesign i olika
former, vilket har betytt att manga fler industridesigner ut-
examineras vilket darmed betyder en stérre konkurrens.

3. It och CAD-tekniker har férandrat mycket av villkoren for
yrkets praktiska utférande.

industridesigner arbetar har nya roller
dem for skapats. Numera finns

designer verksamma in house men
ocksa manga designkonsulter som
arbetar pa frilansbasis.

5. Industridesignerns uppgift har
utdkats frén att tidigare nastan bara ha -
sysslat med produktdesign till mer strategiska positioner
och affarsrelaterade uppgifter i foretagen.

6. Utdkade arbetsomraden har inneburit stérre krav pa
specialisering. En industridesigner idag maste valja

mellan till exempel interaktionsdesign, design management
eller designforskning.

7. | och med utbkade uppgifter har samtidigt grénser-

na for vad som &r industridesign blivit mer diffusa.
Industridesignyrket har fatt en storre betydelse samtidigt
som oséakerheten om vad det innebar ocksa blivit storre.

Redefining
Industrial Design
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Design management | fokus

Ett management- eller ett designomrade, vad ar egentligen design management? Sjélva be-
greppet design management har ifragasatts; ar det "for mycket management” eller ett alldeles
for otydligt begrepp? Nu verkar det dock finnas ett storre intresse fran saval designer som
managers for det som anda kan betecknas som design management.

Ar design management ett manage-
ment- eller ett designomrade? Fragan
kan tyckas 6verflodig men som manage-
mentforskare med design management
som imne har det ibland kints frustre-
rande; dels av ointresset frin manage-
mentforskare; dels av skepsisen frin
designforskare. Sjilva begreppet design
management har ocksa ifrigasatts, till
exempel att det dr ”foér mycket mana-
gement” eller for otydligt vad design
management innebir. Det verkar dock
som om det nu finns ett storre intresse
fran savil designer som managers for
det som ind4 kan betecknas som design
management.

En anledning till uppmiarksamheten
ir behovet av innovation och nytin-
kande. ”Designtinkande” anvinds

allt oftare for att beskriva ”det nya”
som kan bidra till detta (se till exem-
pel Anna Rylanders artikel i Design
Research Journal nr 1, 2009). Antalet
forskare frin managementomridet som
har blivit nyfikna och upptickt” design
har blivit fler. Flera managementskolor
har startat samarbete med designskolor.
Det ir i och for sig inte ndgot nytt.

I Sverige har det funnits samarbete
mellan tekniska, ekonomiska och
designinstitutioner, dtminstone i pro-
jektform vid flera universitet och hog-
skolor. TED-projektet ir ett samarbete
mellan Konstfack, KTH och Stock-
holms universitets féretagsekonomiska
institution sedan 1994. Det ettiriga
design managementprogrammet vid
Kalmar hogskola (design, teknik och

ekonomi), och butiksdesignprogram-
met vid Vixjo universitet (design och
ekonomi) ir andra. Ett storre samarbete
ir det som etablerades mellan Han-
delshogskolan och HDK vid Géteborgs
universitet 2006, vilket ledde till Busi-
ness & Design Lab och dessutom till en
professur i design management.

UNIKT SAMARBETE | HELSINGFORS
Utanfér Sverige dr det samarbete som
initierats i Helsingfors unikt i sitt slag.
Det inleddes redan i bérjan av 1990-ta-
let med IDBM (International Design
Business Management) ett masterspro-
gram i samarbete mellan Konstindustri-
ella hogskolan, Handelshégskolan och
Tekniska hogskolan. Nir universiteten
i Finland skulle omstruktureras tog
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Konstindustriella hogskolans ddvarande

rektor, Y7jo Sotamaa, initiativet till att
de institutioner som samarbetat inom
IDBM skulle g samman for ett mer
omfattande samarbete. Bide staten och
niringslivet satsade pa detta som blev
Aalto-universitetet och som invigdes i
januari 2010.

IDBM, under ledning av Toni-Matti
Karjalainen, bjod in till ett forskar-
seminarium i december 2008 med ett
fyrtiotal internationella deltagare, i hu-
vudsak frin Europa. Seminariet bjéd pa
en oversikt av pdgdende forskning och
utbildning inom design management,
men ocksd pd en intressant diskussion
om vad design management ir, den
teoretiska basen och vart omradet ir
pa vig.

Kavalkaden av presentationer visade
ett spretigt omrade, vilket kan ses som
problematiskt, men samtidigt som en
styrka om man ser det som méjligheter
till nya kombinationer. Problematiskt
ir det om man strivar efter att design
management ska vara ett omride som
pa ett enkelt sitt kan forklaras och
forstds dven av andra utanfér omradet.
Frigan ir dock om det dr mojligt, eller
ens onskvirt, i den globala och kom-
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plexa virld som foretag och organisa-
tioner befinner sig. Nodvindigt dr det
dock att skapa forum fér att diskutera
design management — innehéll och (in)
riktning.

Fortsittning pd diskussionen i Helsing-
fors foljde i december 2010 i Goteborg
vid Business & Design Lab, dit Ulla
Johansson, nyutnimnda professor i
design management bjéd in alla tidigare
deltagare. Forumet arrangerades sedan
tillsammans med SVID, Stiftelsen
Svensk Industridesign. Det var ingen
tillfallighet att ocksd Naomi Gornick
(Dundee University), Tony Kent (Lon-
don College of Communication) och
Tom Inns (Dundee University) hade
bjudits in. De stir som arrangorer av
Design Management Metamorphosis
som arrangerats sedan 2007 vid London
College of Communication. Deras upp-
gift var att bidra med uppligget fran
dessa seminarier.

I Goteborg deltog drygt 50 personer
— vilket var s4 manga som fick plats —
frin tolv, i huvudsak europeiska, linder.
Forumet i Géteborg innehséll, férutom
presentationer av pagdende forsknings-

projekt inom design management,
ocksa en reflektion frin Mary Jo Hatch,
gistprofessor vid Handelshogskolan i
Goteborg, over hur det dr att vara tvir-
disciplinir forskare. Hennes berittelse
berorde.

En snabb summering av Mary Jo
Hatchs erfarenhet kan ses som dyster.
Foretagsekonomi och management-
forskning ir sektoriell och sker i silos.
Tvirdisciplinir forskning ses med
stor skepsis, tvirdisciplinira forskare
belonas inte och har svirare att bli
publicerade. De foretagsekonomer som
tillignar sig kvalitativa metoder fran
till exempel sociologi eller etnologi ses
dessutom med skepsis fran sociologer
och etnologer. Kunskapen blir méj-
ligtvis bred, men inte tillricklig djup.
Samtidigt har detta inte hindrat Mary
Jo Hatch att bli en av de mest fram-
gingsrika forskarna inom organisation
och management. Efter en tid som
hippie i San Fransisco bestimde hon
sig for att lira sig det mest kvantita-
tiva amnet hon kunde tinka sig for att
forstd foretagslogiken; finansiering,.
Men hennes forskning kom att inrikta
sig mot organisation och hon har skrivit
en av de internationellt mest anvinda
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Bilder pa sidorna 19-20:

1. Posters for 6arna i designhavet, med broar och
nya former — avslutande workshopdvning.

2. Tom Inns, professor vid Dundee University,
Skottland. Genomgéang av resultaten fran forsta
workshopen.

3. Deltagare fordjupade i workshopuppgiften.

4. Mary Jo Hatch héll ett engagerande anférande
dar hon berattade om sina egna erfarenheter som
forskare inom design managment-omradet.

5. Designforskningsprojekt i fysiska former utplace-
rade pa en matris enligt tidsaxel och olika tema.

larobockerna i organisationsteori.
Mary Jo Hatch har sedan skrivit flera
uppmarksammade artiklar och bocker
i varumarkesstrategi och arbetat som
konsult i varumirkesfragor, ett omrade
som férde henne till design manage-
mentforskning. Nu ska hon dock dgna
sig 4t att vara aktiv konstnar. Inte

sd illa for en tvirdisciplinir forskare
egentligen.

Men, vad krivs av tvardisciplinir
forskning for att den ska etableras och
virderas med relevanta kvalitetskrite-
rier? Design management ir i grunden
tvdrdisciplinirt och det kan faktiskt
finnas stora mojligheter att just de-
signtinkandet och designmetoder kan
bidra till utveckling av kvalitetsnormer
som gynnar ett tvirdisciplinirt, eller
méngdisciplinirt design management.
De problem som Mary Jo Hatch tog
upp fanns ocksé i workshopdiskus-
sionerna.

Den foérsta dagens workshop inled-
des med att vi skulle definiera vilka
som ir de mest visentliga forsknings-
frigorna for féretag och samhille;
vilket sedan ledde till en diskussion om

vilka forskningsfragor som driver de-
sign management och vilka man sjilv
ir intresserad av att driva. Det var inte
svart att identifiera de stora frigorna;
miljéproblemen, den dldrande befolk-
ningen, migration, hur meningsfullhet
skapas, nolltillvixt och behov av nya
affirsmodeller eller hur service design
kan vidgas, var exempel pa de fragor
som lyftes fram. Det formulerades
kanske inte pd samma sitt, men intres-
set att bedriva forskning som bidrar
till hallbarhet, bittre livskvalitet och
pa vilket sitt design kan bidra till detta
i ett foretagssammanhang fanns pa
flertalets agenda, jimsides med fragor
om hur designtinkande kan stimuleras
hos féretagare och politiker och design
for 6kad innovationskompetens.

I den andra delen av worksho-
pen skapade vi en tredimensionell
karta over avslutade och nuvarande
forskningsprojekt med hjilp av pap-
persvikta kuber. Fér varje projekt man
deltagit 1, och nu deltog i pa ett eller
annat sitt, gjordes en kub; en mindre
for doktorandprojekt, en storre for
forskningsanslagsfinansierade projekt.
Dessa placerades ut pa golvet dir Tom
Inns gjort en matris med en tidslinje
p4d ena axeln och teman enligt diskus-
sionerna i foregdende évning pd andra
axeln (se foto). Det blev en intres-
sant diskussion nir vi jimférde nyss
avslutad eller pigdende forskning med
de fragestillningar som ansags viktiga
— och som man helst ville driva frin
den foregdende dvningen. Visst fanns
det 6verensstimmelser, men ocksd up-
penbart att forskningen i realiteten har
smalare fokus. Uppenbart blev ocksa
att doktorandprojekt dominerade kar-
tan. Det ir positivt dd det innebir att
det finns en stark tillvixt av forskare i
design management.

Workshopen fortsatte med att dis-
kutera utmaningar fér doktoranderna.
Dessa kan sammanfattas som att det dr
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svart att hitta tvirdisciplinira teore-
tiska plattformar och dirmed ocksé
hitta ritt forum for att kommunicera
eller distribuera forskningsresultat; att
avgrinsa forskningsfragan, att fi tag
i eller utveckla relevant empiri. Det
ir inte alltid enkelt att hitta limpliga
foretag att samarbeta med eftersom
ménga foretag inte riktigt forstar vad
designforskning handlar om. Men
ocksd dterkom ofta problemet med
finansiering.

Forumet avslutades dag tvd med en
ovning dir deltagarna fick en karta
med tre 6ar: design managementprak-
tik, -utbildning och -forskning med
nigra omgivande smaoar av konsulter.
Uppgiften som Tom Inns gav var att
identifiera vilka som befolkar 6arna,
hur man handlar mellan 6arna, vad
man exporterar respektive importerar,
vilka ”handelsvigarna” ir, med vilken
valuta man betalar, vilka broar som
behover byggas och hur man hanterar
ebb och flod. Givetvis definierades
kartan om av flera grupper, nya éar
tillkom och tredimensionella broar
byggdes. Kanske dirfor att det var
fredag eftermiddag, kanske dirfor att
ir man designforskare, eller design-
praktiker maste nya tredimensionella
modeller med nya synvinklar pa frigan
skapas. En slutsats var dock att det ar
olika 6ar i behov av nya typer av broar
for att 6ka utbytet.

Det blir sannolikt en fortsittning
med diskussioner om design manage-
ment och dess utmaningar; nya frigor
och nytt uppligg i London i slutet
av 2010 eller bérjan av 2011, lovade
Bruce Tether vid Imperial College.
Mer information kommer att finnas
pd Business & Design Labs webbplats,
dir man ocksa kan ladda ner Tom Inns
sammanfattning av workshoparna.

Lisbeth Svengren Holm
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1. Malet fér Singapores stadsplanerare &r 8 kvad-
ratmeter grényta per person. Men det ar ont om
mark. En 16sning ar att bygga grona oaser pa
taken. Eller att anlagga broar med parkomraden
uppe luften med samma storlek som den bebyggda
ytan pa marken under.

2. Emily Pilloton, inspirerande talare pa lcsid World
Design Congress Singapore 2009.

Svart men méjligt att |6sa

Hur ser varlden ut om fyrtio &r? Kan vi l6sa klimat- och miljdutmaningar med hjalp designin-
satser? Dessa fragor diskuterades nar omkring 700 designer och designintresserade fran hela
véarlden i Singapore méttes i november 2009 pa Icsid-konferens med tema Design Difference —

Designing Our World 2050. Robin Edman, SVID, var en av dem.

Vartannat ir anordnar “virldens
forenta designorganisationer” Icsid
(International Council of Societies of
Industrial Design) en kongress med
forelisningar, workshops och utstill-
ningar. Senaste november samlades
omkring 700 designer/designintres-
serade i Singapore for att diskutera
framtid: Hur kan vi designer piverka
den? Hur ska virlden se ut dr 2050?
Claes Frossén och Robin Edman
fran SVID var dessutom inbjudna
genom svenska ambassaden och EU
for att vid ett antal tillfillen dagarna
innan kongressen presentera City
Move-projektet (se Design Research
Journal #2.09, sid 14), bland annat pad
Temasek Design School och dess
Centre for Design Innovation.
Diskussioner kring bland annat

global uppvirmning och stigande vat-
tennivder har gjort att intresset kring
City Move-projektet kat markant
sedan starten i Gillivare for drygt ett
ar sedan.

DESIGNPROJEKTET SINGAPORE
Varje Icsid-kongress har ett tema
med bade lokal aktualitet och global
relevans. Singapore ir i sig ett enda
stort designprojekt. Just nu planeras
nya stadsdelar, byggda pa konstgjorda
markytor. En del av avsikten med kon-
gressen handlade alltsd om att hjilpa
Singapore med framtidsvisionen som
en hillbar, miljévinlig ny stad med
sikte instillt p4 2050.

Under tre dagar diskuterades
framtiden ur en rad olika aspekter.
Formiddagarna dgnades it foredrag i

plenum medan publiken under efter-
middagarna delade upp sig i mindre
grupper for workshops och diskussio-
ner kring mera specifika frigor inom
omraden som Blindspots in Design
2050, Entertainment 2050, Healthcare
2050, Life @ 1 Planet 2050, Personal
Emotional Mobility 2050, Protofarm
2050, Reinventing the Automobile 2050
och Sustainable Cities 2050.

Robin Edman gick frimst mellan
inslag om framtida hilsovard, trans-
porter och ”blindspots”, det vill siga
fragor om designomradets framtida
mojligheter inom omraden som kanske
inte tidigare riknats som helt givna.

Trots att tiden ir tuff och turbu-
lent just nu blev slutsatserna, enligt
Edman, att designomradet har stora
moijligheter att skapa hillbara produk-
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"As long as design concerns
itself with confecting trivial
"toys for adults’, killing
machines with gleaming
tailfins, and ’sexed-up’
shrouds for typewriters,
toasters, telephones, and
computers, it has lost all

reason to exist.”
Design For The Real World, 1972
Victor Papanek

ter och framfor allt tjinster framover.
Framtida design kommer inte i lika hog
grad som tidigare kretsa kring fysiska
objekt. Nya tjinster och organisa-
tionsforandringar kan skapas genom
designers sitt att tinka.

Emily Pilloton, entusiastisk talare och
skapare av Project H Design, USA,
som jobbar mycket hands-on med bade
produkter och tjanster menade att det
ir ”vi designer som maste rita upp
reglerna for framtiden”.

— Det finns ingen design utan
handling. Vi méiste arbeta med, inte for
minniskor. Vi ska skapa system, inte
grejer. Gor vi det sa ter sig framtiden
ljusare.

En annan talare, Ged Davis frin
Global Energy Assessment, Osterrike,
var inne pd samma linje:

— Vi designer har fatt gvan att
skapa framtiden!

Vad det handlar om ir att pa
sikt paverka grupper som man som
designer normalt inte interagerar med
i vanliga fall. Hur kan vi hjilpa — utan
att bli betraktade som hjilpare? Jo,
genom delaktighet. Inte med en attityd

3. Chris Bangle, lange chefsdesigner pa BMW, holl
i en intressant workshop om framtida transporter.
4. Exempel frén ett av de fa produktinriktade
designprojekt, som presenterades pa kongressen.
Under temat Entertainment 2050 presenterade
Feng Zhu, som startat FZD School of Design,
Singapore, en framtida anlaggning med ljud
distinkt riktat enbart mot anvéndaren.

som signalerar ”Hej, vi dr designer och
vi dr hir for att hjilpa er med det ni
inte klarar av”.

Sjalvklart presenterades en rad
basfakta under de tre konferensda-
garna. Som till exempel att redan 2025
kommer tva tredjedelar av virldens
befolkning att finnas i Asien, bara 7
procent i Europa medan 20 procent av
all virldens Research & Development
kommer att utféras i Indien och Kina.
Sadant far vilken designer fran vist
som helst att tinka till.

Stefano Marzano, designchef pa
Philips, var huvudtalare inom omradet
Healthcare 2050. Han visade siffror pa
att hilften av virldens befolkning kom-
mer att vara kroniskt sjuka 4r 2050.
Om fyrtio 4r kommer det att finnas 9
miljarder minniskor (idag finns det 6
miljarder), 90 procent av dem kommer
att bo i stider. Idag ir 700 miljoner
ildre dn 60 ar. 2050 kommer siffran att
ha tredubblats till 2 miljarder. Det ir
jitteutmaning att utveckla ett samhille
dir alla kan leva tillsammans, dir det
inte kommer att behévas stindiga nod-
insatser utan dir allt ir synkroniserat
— ett samhiille som baseras pa ”Design
for alla”. Trots alla allvarliga framtids-
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utsikter var andan 6verlag positiv. Visst
anvinder vi fér mycket olja men det
finns mojligheter. Bland annat trodde
deltagarna p4 en storre medvetenhet
bland vanliga minniskor om bara tio
ar.

Det var ocksé intressant att hora Victor
Papanek citeras, enligt Edman. Boken
”Design For The Real World” frin
1972 ir lika aktuell fortfarande. Det
finns hopp om vi ir lite smartare och
bara gora grejer som ir meningsfulla.
S4 16d tongdngarna.

Icsid-kongresser avslutas aldrig
med vare sig slutdokument eller mani-
fest. Men Robin Edman ir 6évertygad
att deltagarna tog med sig kunskaper
hem som sikert kommer att féljas upp
lokalt med seminarier och projekt.

Lotta Jonson

Nésta Icsid-kongress kommer att héllas
i Taipei 2011. Icsid utser ockséa World
Design Capital vartannat ar. Ar 2008
gick Turin i ltalien ut som den forsta
designvérldshuvudstaden. Seoul ar
World Design Capital 2010 och 2012

ar det Helsingfors tur.
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forskning

Tjanstedesign
Service Design

det hir specialnumret av Design Research Journal

presenteras forskning som ligger i skirningspunk-

ten mellan tva framvixande forskningsomraden;

tjinsteforskning och designforskning. I det motet

sker idag finansierad, virldsledande och spinnande
forskning; i Sverige, hos vira nordiska grannar, hos vira
europeiska unionsfrinder, i USA och Asien.

Vi har hir bara méjlighet att presentera ett litet utsnitt av
den forskning som sker, men ytterligare aktuell forskning och
oversikter ir littillgingliga pa flera olika stillen (Hefley &
Murphy, 2008; Holmlid, 2009; Kimbell, 2009; Miettinen &
Koivisto, 2009; Sangiorgi, 2009; Sangiorgi & Holmlid, 2009;
Meroni & Sangiorgi, 2010). Den intresserade lisaren bor
ocksa soka utmed andra utvecklingslinjer som kan spéras till
interaktionsdesign, service management, deltagande design,
etc. Artiklarna som legat till grund for det hir specialnumret
har tvd olika ursprung. Dels ror det sig om forskningsartiklar
som forst skrivits fér och presenterats pd mindre konferenser,
som Nordic Conference on Service Design and Service Inno-
vation (www.aho.no/ServiceDesign09), IASDR och Service
Design Network Conference. Dels ror det sig om artiklar
som skickats in baserat pa ett 6ppet Call for Papers.

Det ir svart, om inte omdjligt att géra en precis och
uttémmande definition av vad tjinstedesignforskning ir.
Grundliggande bér dock vara att den teoretiska grundning-
en, de analytiska perspektiven och de syntetiserande resul-
taten ir forankrade i savil design- som i tjinsteforskningen.
I efterhand kan man notera att delar av designforskningen
baserats p4 tjinster, till exempel har delar av interaktionsde-
signforskningen handlat om tjinster i en digital kanal. Men,
den teoribas som nyttjas och de analytiska angreppssitten
har inte inkluderat grundliggande tjinsteperspektiv, sisom
produkttjinstesystem, service-dominant logic, etcetera, och
dirmed inte gjort sig kritiserbara inom dessa ramar. Det
omvinda giller for tjinsteforskningen, som i delar berért
design, men som inte gjort sig kritiserbar inom de ramarna.

Historiskt sett borjade tjinstedesign som ett akademiskt
omrdde utvecklas under 1990-talet i Kéln och Milano. I Kéln
borjade Birgit Mager som professor i Tjinstedesign 1995,
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och dir har sedan dess bedrivits tjinstedesignutbildning och
tillimpade tjinstedesignprojekt. Forskningen som genom-
fordes i Milano, utgdende fran Ezio Manzini, publicerades
till storsta delen p4 italienska. Den 6versikt éver den tidiga
tjinstedesignforskningen i Milano som publiceras hir, ir

en virdefull resurs for studenter och forskare inom olika
designdiscipliner.

De utvalda artiklarna i det hir specialnumret spinner
6ver och balanserar mellan tre huvudsakliga intresseomraden
inom samtida tjinstedesignforskning. Dessa tre omriden
ir strategiska och policy-orienterade perspektiv, metodori-
enterade perspektiv och perspektiv som har med material
och designobjekt att gora. Gloppen fokuserar pa ledarskap,
med sin tyngdpunkt i design management, med en tydlig
koppling till alla tre omrddena. Vaajakallio et al utvecklar
kunskap om anvindningen av rollspel som metod, vilket i sin
tur sitter ramar for vad som kan designas, och hur strategier
kring design formuleras. Diana, Pacenti & Tassi lyfter fram
ett ramverk for analys och klassificering av olika visualise-
ringstekniker som anvinds i tjinstedesign, vilket reflekterar
perspektiv och forestillningar om designobjektet, och ocksa
ger dterverkningar pa alla tre omradena.

Under senare 4r har miangden publikationer inom om-
radet svillt, och ocksa de forum dir publicering har blivit
mojlig. Traditionella konferenser som IASDR, Nordes, EAD,
Quality In Services med flera har bidrag inom tjinstedesign,
tidskrifter som Behaviour and Information Technology och
Design Research Journal ger ut specialnummer med tjinste-
design som fokus, och specialiserade konferenser vixer fram,
som den Nordiskt organiserade forskningskonferensen inom
tjanstedesign och tjinsteinnovation (www.servdes.org) och
Service Design Network Conference. Utvecklingspotentialen
inom det hir mangvetenskapliga omradet ir stort, bade i
mojligheter till teoretisk grundning med hjilp av kognitions-
vetenskap, medierad kommunikation, datorstott samarbete,
sociologi, estetik med mera, men ocksa i mojligheter till
gestaltningsorienterad forskning. Vi ser bara borjan pd en
spannande utveckling av ett forskningsomrade.

Stefan Holmlid



n this special issue research in the overlap between

two emerging research areas is presented; service

research and design research. Exciting and world-

leading research in this area is performed in the

Nordic countries, in Europe, in USA and in Asia.
Here we have the possibility to present a small slice of the
research performed, interested readers should look for more
literature (Hefley & Murphy, 2008; Holmlid, 2009; Kimbell,
2009; Miettinen & Koivisto, 2009; Sangiorgi, 2009; Sangiorgi
& Holmlid, 2009; Meroni & Sangiorgi, 2010). In adjacent
areas, such as interaction design, service management, par-
ticipatory design, papers can be found. The articles for this
issue were collected from an open call for papers, as well as
an invitation to authors with papers previously published at
smaller conferences; such as the Nordic Conference on Ser-
vice Design and Service Innovation (www.aho.no/ServiceDe-
sign09), IASDR and the Service Design Network Conference
It is difficult, if not impossible, to make a complete and suffi-
cient definition of what service design research is. Neverthe-
less, the fundaments should be found in that the theoretical
basis, the analytic perspectives and the synthesis of results
should grounded in design research as well as service re-
search. In bindsight one can see that parts of design research
is based on services. Some interaction design research, for
example, has dealt with services in a digital channel. But, the
theoretical grounding used and the analytical perspectives
applied has not included fundamental service perspectives,
such as product-service systems or service-dominant logic.
The reverse situation is found in service research that has
touched upon design, but has not made itself critizable
within design research frames.

Service design research history, as an academic field,
develops throughout the 1990% in Cologne and Milan. In
Cologne, Birgit Mager started her professorship in Service
Design in 1995. In Milan where Ezio Manzini lead the deve-
lopment, most of the publications where written in Italian. It
is therefore a valuable resource to be able to provide an over-
view of the research performed in Italy in this special issue.

The selected papers for this issue spans and balances
between three of the main interest areas of current service
design research; strategic perspectives, methods and techni-
ques, as well as material and design objects. Gloppen focus
on leadership, based on design management, with a clear
connection to the other areas. Vaajakallio et al develops
knowledge on the use of role-playing as a method, which
has consequences on what can be designed, and how stra-
tegies for design need to be formulated. Diana, Pacenti &
Tassi highlights a framework for classification and analysis
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of techniques for visualization used in service design, which
reflects perspectives and perceptions of design objects as well
as influences the other areas.

During the last few years the amount of publications
have increased within the area, as well as the number of
forums for publication. Traditional conferences such as
IASDR, Nordes, EAD, Quality in Services, and others accept
contributions on service design. Journals such as Behaviour
and Information Technology and Design Research Journal
publish special issues on service design. Specialized confe-
rences such as the Nordic Conference on Service Design and
Service Innovation (www.servdes.org) and the Service Design
Network Conference are appearing. The potentials for deve-
lopment within this multidisciplinary research area are great,
in terms of theoretical grounding through cognitive science,
mediated communication, computer supported cooperative
work, sociology, aesthetics, etc. There are also potentials
for development in terms of finding possibilities to perform
research through design. We are merely seeing the beginning
of the development of an exciting area of research.

Stefan Holmlid
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An overview of Service Design research devoloped in

ltaly since the '90s

Har ges en forskningsoversikt av tjanste-
design fran ltalien sedan 1990-talet — framfor
allt inom tre forskningsfalt: olika typer av tjans-
ter och tjanstedesign som ett eget omrade,
produkttjanstesystem samt undersokningar
av sociala innovationer och héllbarhetsfragor.
Omréadets framvéxt visualiseras och knyts an
tilll den internationella forskningen om tjanste-
design, vilket ger en bas for en gemensam
utveckling i framtiden. Tillvaxten for tjanste-
designomradet sker bland annat genom att
kunskaper fran andra perspektiv inom tjanste-
omradet integreras. | ltalien har tjanste-
design tagit ett stort steg framét i och med att
den berdomda Compasso D’Oro-utmarkelsen
nu infért en kategori for projekt som avser
tianstedesign — ett tecken pa att tjidnstedesign
blivit alltmer accepterat som ett eget omrade
inom det bredare italienska designforskar-
samhallet.
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BY ELENA PACENTI & DANIELA SANGIORGI

This paper provides an overview of the research on Service
Design carried out in Italy (mainly in Milan) since the ‘90s.
The authors show how the initial steps in this emerging field
have definitely influenced the following evolution of studies
in Italy; three areas of research in particular are described:
investigations into the nature of services and of Service
Design as a field; investigations into Product Service Systems;
and investigations into social innovation and sustainability.
As final considerations, a map of Service Design research is
developed to suggest connections with the existing interna-
tional research into Service Design and to imagine future
developments.

When reflecting on the current and future development of
design as a discipline, Service Design is now recognised as
one of the main fields of practice and research. The authors
aim to contribute to this field and to its future development
by presenting an overview of the research on Service Design
carried out in Italy (mainly in Milan) since the ‘90s. Descri-
bing the initial steps and intuitions that have helped shaping
this new design agenda, they will show how these first contri-
butions have developed into different streams of research
that are now part of an international debate.



The first articles and research on Service Design were ex-
ploring the nature of services (or product-services) as oppo-
sed to products and their relationship with the concerns for
environmental issues. These core reflections have definitely
influenced the following evolution of studies in Italy. Three
areas of research in particular emerged: investigations into
the nature of services and of Service Design as a field; in-
vestigations into Product Service Systems; and investigations
into social innovation and sustainability. These three areas
often overlap and share a common interest in the develop-
ment of methods and tools to help building the discipline in
its operative paradigm.

The paper articulates these different research areas
looking at and summarising scientific publications, funded
research projects and PhD research. This overview feeds then
into a final interpretation and visualisation of the Italian
work so far, showing its relationship with wider areas of
research and practice in the international community.

Thanks to the intuition of Prof. Ezio Manzini, two Master
theses on Service Design were developed within the depart-
ment of Industrial Design at the Faculty of Architecture of
Politecnico di Milano. One of these theses by Elena Pacenti
— who graduated on July 1993 — was titled “I/ Design dei
Servizi” (Design of Services). Her work represented a first at-
tempt to understand and describe the nature of services, the
main reasons behind the so called Service Society (Gershuny,
1978; Giarini, 1986), and to map out both the phenomena
affecting the evolution of services (such as industrialisation,
automation and digitalisation), and the existing knowledge
and approaches to Service Design as coming from manage-
ment (Butera, 1988; Heskett, 1986; Negro, 1992; Normann,
1985) and from marketing (Eiglier and Langeard, 1988;
Levitt, 1981; Lovelock, 1984). This reflection on the nature
of services in comparison to products and collecting the avai-
lable insights from management science helped to prepare
the basis for Service Design.

Manzini’s intuition behind those first research works,
was clearly summarised in his article published on Design
Mangagement issue n.7, June 1993, titled ‘Il design dei ser-
vizi. La progettazione del prodotto-servizio (Service Design.
The design of the product-service), and partially introduced
in his book Artefatti (Artifacts, Domus Academy Publis-
hing, Milano 1987); the concept of product-service was
suggesting how services, becoming increasingly similar and
integrated to product offers (and products offers becoming
increasingly integrated as service components), needed to be
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designed and needed a specific design culture. In the article
published in Area issue n.14, June 1993, “Lo scenario del
prodotto-servizio” (The Product-service scenario) Manzini
explained the reasons for promoting services as a new field
of design: considering the growing importance of services
in the contemporary economies, the design of services (or
of product-services) was envisaged as a potential strategy
to move the actual system of production and consumption
towards environmental and social sustainability. Compared
to the consumption of products, service solutions potentially
represented a more efficient way to answer people’s needs.

Starting from those original studies, Service Design has
been interpreted and studied as a field of convergence bet-
ween social innovation and scenarios of sustainability. In the
article Sustainability as a scenario of services. Environme-
ntal quality, social quality, the design of services, in Design
Recherche, n°7, June 1995, Manzini and Pacenti discussed
the potential of Service Design as a contributing factor to
the evolution of contemporary society towards sustainability,
connecting the potential of service scenarios (such as eco-
efficient services and community service) to environmental
and social quality. As services are co-produced by users and
providers, service scenarios help to rethink the quality of the
social habitat while opening up the possibility to promote
social innovation."

The initial theoretical and conceptual research frame-
work on Service Design developed in the ‘90s at Politecnico
di Milano, Domus Academy, and in Germany at the Univer-
sity of Cologne is documented in a book titled “Dienstle-
istung braucht Design”, Luchterhand Verlag, Berlin, edited
by Michael Erlhoff, Birgit Mager and Ezio Manzini. This
book was the first collection of thoughts and experiences
around Service Design in which representatives from Domus
Academy Research Center contributed with short essays
conceptualising the convergence of interactive media, digital
artefacts (Marco Susani) and brand and visual communica-
tion (Mario Trimarchi) with service design issues.

Starting from those preliminary insights, the research
on Service Design in Milan developed different directions
and specialisations: the theoretical production was mainly
pursued through a series of PhD theses developed within the
PhD School in Industrial Design at Politecnico di Milano.

The first PhD research was the investigation by Elena

1) A fundamental contribution to the debate around Service Design came from the coopera-
tion with a group of sociologists and organisation experts theorising the concept of “services
as partnership”: “services are first of all relationships between providers and users”. The
service is a social relationship creating value for all the actors involved. The production of a
shared value transcends the pragmatic benefit gained from the performance itself and lasts
in time (De Michelis, 1996; Ota De Leonardis, 1995).
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Pacenti. The research work of Elena Pacenti, from Novem-
ber 1995 to October 1998, was using the results from her
graduation thesis to better analyse the nature of services and
mapping design approaches and available interdisciplinary
methodologies and tools, to start building up the first body
of knowledge for Service Design. Her PhD thesis, titled “Il
Progetto dell’interazione nei servizi. Un contributo al tema
della progettazione dei servizi” (Designing interaction with
services. A contribution to service design), was an attempt
to develop conceptual and operational tools for Service
Design through an analogy with the discipline of Interaction
Design. The analogy between the front-office, that is the part
of the service system that is experienced by users, and the in-
terface of a digital artefact (defined as the “zone, area, scene
where interactions take place” by Anceschi, 1992a)

allowed identification of a series of concepts and tools for
designing service interaction. The thesis is composed of three
main sections: the first section is an in depth analysis of
service nature and of services transformation through deca-
des; the second section analyses the reasons for the lack of a
specific design culture for service-products and summarised
the latest insights from the managerial culture on services;
the third part develops the analogy with Human Computer
Interaction and the definition of parameters and tools for
Service Design.

This PhD thesis, tutored by Ezio Manzini, was also in-
fluenced and supported by the studies of Giovanni Anceschi
(1992) and the PhD research of Pietro Montefusco (1995),
about the design of interactive and communicative artefacts;
their work theorised the shift from the design of the interface
to the design of the interaction, introducing basic concepts
such as the nature of “non linear potential performances”,
the design of the narrative and time dimensions, and nota-
tional tools for design.? Here ‘service interactions’ became
a useful paradigm to derive metaphors, tools and concepts
(Shostack, 1982; Anceschi, 1992b) for Service Design, mana-
gement and innovation; for example the innovation of ser-
vice activities can be obtained by reconfiguring the roles of
providers and users towards new ideas for value co-creation
(Normann and Ramirez, 1995; De Michelis, 1995; Manzini
1997).

A summary of Pacenti’s PhD thesis work has been publis-
hed on Design Multiverso. Appunti di fenomenologia del de-
sign (Multivalent Design. Notes on Design Phenomenology),
in 2006, edited by Bertola and Manzini; it is also included in

2) Giovanni Anceschi’s studies about visual communication theorised important concepts
about the lack of “iconogenia” of services and the identification of notational tools mutated
from contemporary arts such as choreography or storyboarding.
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the forthcoming publication Design dei servizi. Interazione,
innovazione, esperienza, partecipazione (Service Design.
Interaction, innovation, experience and participation), edited
by Meroni and Sangiorgi.

After the PhD Manzini and Pacenti wrote a document
called “service interaction design guidelines” where some of
the basic principles of Graphical User Interface and Human
Computer Interaction were translated and applied to service
environments, as a checklist for designers to be used into the
analysis and design of service interactions (1999).

Building on this research and on the analogy between Service
Design and Human Computer Interaction, a second PhD
work (Sangiorgi, 2004) was conducted with the aim of ex-
tending the understanding of service interaction nature and
providing an orienting model for the analysis and design of
services. The starting point of this second investigation was
that, notwithstanding the agreed focus on service interac-
tions as the main area and paradigm for Service Design, a
clear understanding of what affected the quality of service
interactions, and how designers can contribute to it, was still
missing. As service interactions don’t happen in vacuum it is
important that designers gain a more systemic understanding
of how services work and what contributes to a good perfor-
mance. The PhD examined literature on ‘service encounters’,
which are defined by Shostack as “a period of time during
which a consumer directly interacts with a service” (1985:
243). This research suggested three levels of factors that in-
fluence service encounter quality related to three main levels
of interactions within services: human-to-human interaction
(service as social negotiation); human-to-service context or
interface (services as mediated actions); people behaviours
in relation to the socio-cultural (or organisational) con-

text they belong to (services as actuation). Building on the
existing link of Service Design with research into Human
Computer Interaction, Sangiorgi looked at how studies on
Human Computer Interaction have considered the situated
nature of people-machines interaction while expanding their
unit of analysis to activities and wider systems. In the same
way Human Computer Interaction has developed studies
and theories to contextualise and locate interactions within
wider systems and practices (Badker, 1991), Service Design
could explore the contextual and systemic dimension of ser-
vices applying similar theoretical frameworks. Approaches
such as Activity-centred Design (Gay and Embrooke 2004) or
the concept of Computer-mediated Activity (Kaptelinin and



Nardi 2006) have brought the attention to the application of
Activity Theory as a potential design framework (Maffei and
Sangiorgi, 2006). An application of Activity Theory concepts
and principles to services was then developed and tested in
an action-research project in an industrial setting (Sangiorgi
and Clark, 2004). As a result a model (the ‘encounter mo-
del’), some tools (Activity System map, issues cards, offering
map) and design guidelines were developed.

In parallel another stream of research continued the
investigation into the relationship between services and
sustainability. An element of these studies was connected to
European research projects Politecnico di Milano took part
in. Among these we can mention: SusHouse (1998-2000), a
European Union (EU)® funded research project concerned
with developing and evaluating scenarios for the transition
to sustainable households (Vergragt, 2000); studies funded
by UNEP about Product-Service System sustainability and
developed at Politecnico di Milano (Manzini and Vezzoli,
2002); the EU® funded Thematic Network of industries and
institutes SusProNet (2002-2004) developing expertise on
design of product-service systems for sustainable competitive
growth; HiCS — Highly Customerised Solutions (2001-2004),
a EU® funded research project aiming to produce methodo-
logies and tools for designing sustainable solutions (Man-
zini, Collina and Evans, 2004); and MEPPS (Methodology
for Product-Service System, Development of a toolkit for
industry), a European research project coordinated by Price-
waterhouseCoopers N.V. (2001-2004) aiming at developing a
methodology for Product Service Systems bringing together
design with sustainability evaluation methods (van Halen et
al., 2005).

These studies on services and sustainability have been
mainly related to the concept of Product Service System
(PSS). A PSS is defined as ‘an innovation strategy, shifting the
business focus from designing (and selling) physical products
only, to designing (and selling) a system of products and
services that are jointly capable of fulfilling specific client de-
mands’ (Manzini and Vezzoli, 2002a). A particular approach
to PSS design comes from the encounter between Design for
Sustainability and Strategic Design as suggested by Manzini
and Vezzoli (2002b). In their investigations into ‘eco-efficient
PSS’ they suggest how, only when stakeholders engaged into
the design and delivery of PSS adopt a life cycle perspective,
system resource optimisations can be achieved: ‘the poten-
tial eco-efficiency of a PSS relies on system optimisations
(in resource use and emissions) because of the stakeholders’
convergence of interests’ (ibid: 856). Designing PSS with this
systemic approach can be considered part of strategic design
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competences, suggesting the need to develop a new field of
studies and practice called Strategic Design for Sustainability.
The interest in developing sustainable solutions has also
led to research into design methodologies to facilitate the
development of PSS. The European research HICS aimed at
developing methodologies to guide a network of companies
to converge toward the development of a highly customised
solution. A significant result of this work was the elabora-
tion of a methodology, the ‘design plan’, which consists of
a guiding format to present, in a codified and progressive
way, representations of a solution, from initial tentative
ideas to final solutions (Jegou et al., 2004). The same interest
in developing an ‘operational paradigm’, meaning a set of
standard tools and methods to design and develop PSS, has
been shared by Nicola Morelli. Morelli developed his PhD
in Politecnico di Milano about innovation and sustainability
(2005). He then moved to Melbourne University in Australia
and then to Aalborg University of Denmark, where he still
lives, further developing these theories in a closer relation-
ship with the Service Design community. Inspired by the
work of HICS, his studies have looked at PSS as a “social
construction’ (Bijker, 1995), and at the role of design within
this process (Morelli, 2006); in particular he envisages
designers contributing to the identification of the potential
actors, to the development of possible PSS scenarios, and to
the development and use of representation and management
tools as a way to effectively visualise PSS in all its elements.
Another perspective on services and sustainability, as
anticipated by Pacenti and Manzini (1993), is related to
social innovation and its role for the development of a more
sustainable society. This stream of research on sustainabi-
lity (funded by another EU research project called EMUDE
— Emerging User Demands for Sustainable Solutions®) has
been looking at existing examples of inventiveness and crea-
tivity among ‘ordinary people’ to solve daily life problems re-
lated to housing, food, ageing, transport and work (Meroni,
2007). Such cases represent a way of “living well while at the
same time consuming fewer resources and generating new
patterns of social cohabitation” (Manzini, 2008: 13). The
idea behind this research was to consider these as promising
signals for a sustainable society and examples of systemic
change at a local level that could be replicated and diffused
on a larger scale. All solutions were based on collaborative
service and business models giving birth to new forms of

3) EU Environment and Climate Research Programme Theme 4, Human Dimensions of
Environmental Change

4) EU Fifth Framework Programme (FP5)

5) EU Growth Programme, Fifth Framework Programme (FP5)

6) European Commission 6th Framework Programme.
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community and new ideas of locality. Defined as ‘collabo-
rative services’ they have the potential to develop into a new
kind of enterprise, a ‘diffused social enterprise’, which needs
a supporting environment to grow. The designers’ role here
is to contribute to the development of these promising cases
by designing ‘enabling solutions’, meaning ‘a system of
products, services, communication and whatever is necessary,
to improve the accessibility, effectiveness and replicability of
a collaborative service’ (Manzini, 2008: 38).

Within this area of research some further PhD research
projects are exploring specific topics, such as on the rela-
tional qualities of collaborative services (Cipolla, 2007),
methods and tools to co-design collaborative spaces such as
co-housing (Conditi, 2008) and creative centres (Franqueira
2009), also the potentialities of digital platforms as a support
for more collaborative solutions (Baek and Manzini, 2009).

Moreover the convergence between Strategic Design
for Sustainability, Social Innovation and an interest and
opportunity for territorial interventions, has supported the
articulation and experimentation of a new design approach
called Community Centred Design (Meroni, forthcoming).
This approach, currently applied in projects for the sustai-
nable development of rururban areas in Italy, China, Brasil
and USA (Meroni et al., 2008; Meroni et al., 2009), brings
together sensitivity for territorial heritage and community
sovereignty with scenario building activities as a way to ena-
ble transformational processes. Within this field of research,
particular attention has been dedicated to the re-design of
local food chains (Vasconcelos, 2008; Simeone, 2010).

Finally other research streams bring together investiga-
tions into Interaction Design and Information Design with
studies of services. Among these we can mention research
into the development of digital services (Pillan and Sancas-
sani, 2003) or explorations on the role of visualisations to
support change within complex systems (Ciuccarelli et al.,
2008).

The paper has so far provided an overview of research on
Service Design as it developed in Milan since the ‘90s. Star-
ting from the perception of Ezio Manzini of the necessity of
applying design culture and skills to the field of services, a
growing area of research has emerged. The authors of this
paper have, in particular, suggested the development of three
interrelated research themes: investigations into the nature
of services and of Service Design as a field; investigations
into Product Service Systems; and investigations into social
innovation and sustainability.
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Looking at how research and practice in Service Design
has been developing in the international community, these
three areas are representative of how the field is growing in
general and what the main research questions are so far. In
an attempt to map international Service Design research
practice and needs, Sangiorgi (2009) observed how the initial
focus on service interactions has been maintained. What
has been gradually changing, she noticed, is the context and
nature of the interactions that Service Design has been dea-
ling with: from one-to-one to many-to-many interactions;
from sequential to open-ended interactions; from within to
amongst organisations. As the complexity of challenges and
the objects of design have become larger, designers are star-
ting to collaborate with a wider number of stakeholders and
professions, but also to work ‘within’ service organisations
and user communities to provide tools and modes to deal
with change and complexity on a daily basis.

These changes have introduced two significant fields of
investigation: one related to positioning service interactions
within and among systems that requires deeper understan-
ding of issues of complexity, reframing business models and
networks; the other related to evaluating the role and impact
of design into transformation processes both within compa-
nies (entering the discipline of organisational studies) or user
communities (with a special concern for social innovation
and sustainability). As we can see from the graph 1, these
research areas can be easily connected with the three themes
described in this paper.

As it is foreseeable from this overview, Service Design will
grow by integrating more knowledge coming from parallel
fields of service studies, but also by continuing to define and
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clarify its specific contribution to the interdisciplinary com-
munity now starting to converge around the so-called ‘ser-
vice science’ (Maglio and Spohrer, 2008). As far as the Italian
contribution is concerned, a significant step forward in the
recognition of its work has been the opening of a section, de-
dicated to Service Design projects, in the famous Compasso
D’Oro design prize?, dedicated to Service Design projects.
The authors hope that this is a sign for an opening up of the
field to the wider Italian Design research community.

7) A dedicated thematic commission has been setup for the Compasso D’Oro on Service
Design engaging also people from Politecnico di Milano (Giordana Ferri, Stefano Maffei,
Beatrice Villari) and Domus Academy (Elena Pacenti).
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Skratt och entusiastiska roster fyller en stor
forelasningssal nar fyra grupper — en bland-
ning av foretagsledare, designer och ingen-
jorer — spelar ett rollspel. Rollspelet &r fram-
taget for att hitta nya samarbetsmojligheter i
samband med utformningen av tjanster som
riktar sig till flera olika intressenter. Rollspelet
utvecklades under ett forskningsprojekt dar
forskare fran Aalto-universitetet och Forsk-
ningsinstitutet for informationsteknologi HIIT
deltog.

De starka sidorna i rollspelsstrategin hand-
lar om berattandestruktur och rolltagande. De
berattelser som genererades i spelet var delvis
baserade pa spelarnas egna tidigare erfaren-
heter. | samarbetet som berattelserna skapa-
de finns flera potentiella designdéppningar, nya
scenarier och tjanster "producerades” alltefter-
som historien utvecklades. En iakttagelse var
att spelets forsta scenerier ar ytterst viktiga for
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hur de fortsatta diskussionerna mellan utdvar-
na vaxer fram allt eftersom.

Projektet har annu inte resulterat i nagot
konkret designresultat. Daremot visade roll-
spelet pa potentiellt intressanta maojligheter till
vidareutveckling. Med utgangspunkt fran er-
farenheterna i projektet foreslas att rollspel av
detta slag, baserat pd anvandarnas forstaelse,
anvands for att stddja utvecklingen av tjanste-
foretag.
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ABSTRACT

Laughter and enthused voices fill a large lecture room when
four groups, of mixed managers, designers and engineers,
play a Character Game: a game that combines elements from
tabletop role-playing games and personas. The game has
been developed to share user data and find new collaboration
opportunities in service design projects involving a network
of diverse stakeholders. This article introduces the back-
ground of the game, the case in which it was developed, and
reflects upon its potential in supporting service design.

INTRODUCTION

Companies that earlier focused on manufacturing and sel-
ling products to customers are now developing services. The
objective in service logic is “assisting customers in their own
value-creation process” (Mattelmiki, 2006). In this transfor-
mation, companies are looking for ways in which to collabo-
rate in networks. In addition to strategic relationships as a
component, service design is about understanding context,
customer values, and service experiences. Companies need to
identify users’ needs and wishes through user-centered design
(UCD) processes and tools. Being user-centered is not only
necessary for user insight specialists; many stakeholders need
to become familiar with the users, their practices and values,
and innovate services inspired and informed by these insights.
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Creative user study methods, such as empathic probes,
have been suggested as ways to support user orientation
and design empathy (e.g. Mattelmiki, 2006). Yet, in many
cases it is unfeasible to involve all the stakeholders in user
studies. The literature focusing on service design does not
suggest how to organize collaborative design processes that
would bring together the whole service network. In service
design an understanding of the complex service ecology is
needed in order to create consistent customer journeys and
hence positive use experiences. Service ecology is a systemic
view of the service and the context. It is a map in which “the
actors affected by a service and the relationships between
them reveal new opportunities and inspire ideas,” in order to
establish the overall service concept (Moggridge, 2007). We
use the concept of a service network to refer to the stakehol-
der companies involved in the service ecology.

We believe that a method for communicating user
knowledge from researchers to a service network should take
into account four aspects: building empathy towards users;
bringing inspiration in addition to information; balancing
between individual interpretations and collaborative actions;
and indicating opportunities for new partnerships.

In this article we discuss how design games, personas
and role-playing can be combined to support these aspects in
service design.”
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In developing a service design method that illustrates a com-
plex service ecology to diverse stakeholders, we are inspired
by design games, personas and role-playing.

Design games

Holmlid (2009) suggests that service designers should
consider methods and experiences gained during the last
few decades within the Participatory Design (PD) approach.
We could not agree more: the multidisciplinary nature of
service design especially points to the same direction. PD has
emphasized the need for collaboration among designers and
users, whereas service design has been extended to cover the
wider spectrum of professionals, decision-makers etc. typical
for many complex design projects nowadays. To overcome
distinct professional language barriers Ehn and Sjogren
(1991) developed several design games, which provided de-
signers and users a common vocabulary. Others (e.g. Brandt
2006) have followed this example and claimed that design
games are particularly good for creating a common langu-
age among several stakeholders. Design games as described
by Brandt (2006) are generative, sensitive, visual and playful
tools aimed at sensitizing the imagination and facilitating
exploration in co-design settings. According to Brandt,
design games work especially well for changing perspectives
and building scenarios. Changing perspectives is particularly
important when building an understanding of the users and
evoking empathy towards them. A source of inspiration for
us was Johansson’s (2005) design game for collaborative sto-
rytelling based on ethnographic material. Whereas Johans-
son used videos, we used printed still images and quotations
from interviews.

Personas

The roles the players have in the Character Game illustrate
possible users or ‘characters’ somewhat similar to personas
(Cooper 1999). Cooper’s basic assumption regarding perso-
nas as a method for user-centered design is thus: “Develop a
precise description of our user and what he wishes to accom-
plish” (Cooper 1999). We used personas as inspiration when
considering ways to provide necessary specifications needed
to reach realistic characters in the role-play. Design methods
for collaboratively constructing personas have been develo-
ped, such as the ”personal card set” by Visser et al. (2007).
We go beyond this by inviting participants first to complete
character templates and subsequently to play these out in a
role-playing game.
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Role-playing

Besides design games, several studies have applied role-
playing as a way of incorporating the users’ viewpoint.

For example, experience prototyping (Buchenau & Fulton
Suri 2000) has been introduced to deepen designers’ under-
standing of other people’s experiences by trying things out
themselves. Similarly, theatre methods have been adapted to
design processes (e.g. Mehto et al. 2006; Brandt & Grunnet
2000) to explore new design opportunities by acting out sce-
narios that highlight users’ experiences. From Hitchens and
Drachen’s (2008) deconstruction of role-playing, we derive
the following elements: The character, which the player uses
to interact with the game world, a game world in which the
characters live, and a strong narrative compared to other
games. We include characters, a game world and narratives
in our understanding of role-playing, and show how these
elements support the sharing of user data in a multidisci-
plinary service design project. The difficulty in encouraging
participants to act, as reported by e.g. Seland (2009) and
Tacucci et al. (2000), guided us towards tabletop role-playing
games. Tabletop role-playing games do not demand as much
bodily engagement as live role-playing resembling drama
methods used in UCD (e.g. lacucci et al. 2000; Brandt &
Grunnet 2000) and service design (Holmlid & Evenson 2006;
Pollak 2008). The players sit around a table, and the story is
acted out verbally. In service design the interest is placed on
intangible aspects of use experience in which the tangible
artefacts (while important to the experience) may change
during one customer journey. Tabletop role-playing in service
design allows moving between a wide overview of the service
ecology and moments of truth on a customer journey. This is
essential in cases such as the one at hand, in which a product
is merely one part of a customer journey involving many
stakeholders.

The development of the game was a part of a case study
organized in collaboration with KONE.? The case focused
on senior houses and people flow, i.e. moving in and around
the building. The main reason for developing a new design

1) The Character Game was developed in the ongoing project “Extreme Design — developing
extreme service design methods” (2008-2010), which studies how design games and drama
methods can support multidisciplinary service design. This article is a reworked version of a
paper presented in the first Nordic Service Design Conference in Oslo.

2) Kone is global elevator and escalator manufacturer, and the R&D department we worked
with is based in Finland.



method for this particular case was that instead of looking
solely at the manufacturing of a particular product, it was
essential for all the stakeholders — the elevator manufacturer,
a construction company, and a housing company — to gain
an overview of the service ecology. If we had focused only
on tasks the elderly would have been conducting with the
elevators, the understanding of service ecology would have
been missing.

The Character Game has been developed to be applicable
to variable user data. In our case, the game was built from
the user data gathered by the usability experts from KONE
during February 2009. It consisted of 28 interviews with
people living in seven senior houses in Helsinki, Finland. The
interviews were conducted as contextual inquiries, which
were taped and transcribed. The service level of the houses
varied; some were similar to ordinary apartments while oth-
ers were more akin to a nursing home and were thus staffed
around the clock. The physical health of the residents also
varied, as their need for services ranged from people unable
to move unassisted to active and healthy seniors.

Like Iacucci et al. (2000), we applied vocabulary from role-

playing games, which is explained in the following:
A game world: At the beginning of the game, printed
images and quotes from the user study were placed on
a paper (size A2) to build a game world that illustrated
the senior house. This was done before the actual playing
phase to visualize the context and open the dialogue
related to senior housing. In the first game it hung on the
wall, while in the second it was on the table as a game
board.
Game rules: On the table we had game rules describing
the principles of the game and how it proceeds. This also
contained a description of the senior house the charac-
ters live in, in the year 2012. The context was transported
to the near future in order to give room for re-imagining
technologies. This document was mainly a handout for
the facilitators.
First scene: The game rules also contained the first scene
that the facilitator reads out aloud to help the partici-
pants to get the ball rolling.
Characters: Six different character templates were dealt
out to the participants when the game started. From the-
se templates everyone chose one as the basis for her/his
role. They included several specifications to support the
role-playing, mainly quotes from the interviews which
gave hints about personalities and disabilities. There was
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a place for a picture and underneath a brief text that
described a character and his/her motivations in life. All
the information was taken from the user data. Things
excluded from the templates were gender, careers, family
ties and other personal information that was left to the
participants to decide at the beginning of the game.
Random factor card: To make the character creation
more playful one random factor card was distributed

to every player. It contained some secret background
information about the character that could be used in the
game: ”You have won the lottery” or ”You have bypass
surgery scheduled in two months.”

Cards with images: Cards with images of elderly people
were offered for selection as an image to represent the
character. The picture was placed in front of the player
on the table as a reminder. After the game the images
were placed on the character templates to complete the
character.

Weekly schedules: There were also two distinct weekly
schedules which varied in service level. These presented
possible situations that may take place in the senior
houses. The group chose one of them to drive the events
as the game unfolded.

N

Mingd Mag / Garrn Rude
Mood B Inkro

Character

Craation

P Prewent

'8 GROUP WORK Characters

5

Materil from ~1 First Sceme

Unadeibyring ol Lig by
Azsrarch .:"f":'._

A i SI:I‘M!- . "
St Uiy T I
R L
PGS
%
Alfinit
:- Lﬁm ‘1‘ Sructured Discussion
Persona or wrap-tip et
. Brtian
Semnarin "‘

Figure 1. An overview of the Character Game process.
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Figure 2. An example of the game world created at the beginning of the game.

The unfolding of the Character Game is based on scenarios
or scenes situated in the game world. A scene is introduced
to others by the director of the scene (not the same person
as the facilitator) who describes what happens in the scene
by framing it. For example: “Ella and Aleksi are going to the
pharmacy to get their medication. When they arrive at the
elevator they notice it has broken down. They try to figure
out who to notify. The scene ends when they decide to call
for a janitor.” After the framing, the scene is acted out by
those whose role characters are in it. Every player has their
turn as a director and is thus in charge of at least one scene.
If the director has difficulties with the framing, the facilita-
tor helps. The director also decides if there are non-player
characters in the scene, such as a nurse or seniors’ relatives.
If required the facilitator can then step in to be a non-player
character.

Figure 3. Images of the role characters and a completed character template.

88 Design Research Journal 1|10

The Character Game was conducted twice with distinct
focuses. The first focus looked at opportunities for collabora-
tion whereas the second game focused on evoking discussion
around the seniors’ world. The number of the players in a
group varied from four to six plus the facilitator, who starts
the game and supports its unfolding but does not participate
in the role-playing actively.

The first Character Game

The first game was arranged in March 2009 and had players
from three companies involved, all of them already opera-
ting and offering services in senior housing but looking for
new potential. Seventeen participants were divided into four
groups with one facilitator in each. The main objective was
to discover openings for novel partnerships based on the user
data. We expected the role-playing to help players to identify
meaningful themes from the participating companies’ and
from the seniors’ point of view in particular. Since the parti-
cipants did not know each other beforehand, the play-format
was used to create a relaxed and inspiring setting for colla-
boration. Tangible outcomes from the game session included
several character templates filled in by the participants and a
list of concepts that could involve all the participating com-
panies. Altogether it took three-and-a-half hours, including
a brief sensitizing task to tell a short personal story involving
seniors, and the discussion wrap-up.

The feedback indicated that the game provided the re-
laxed atmosphere we desired. The game proved to be helpful
in illustrating the service ecology and consequently indicated
touchpoints where the service providers could collaborate.
As a negative response, the participants felt that being the di-
rector of the scene was difficult and lacking enough support.
We were unsatisfied with the game world creation, since all
the participants did not place the images and quotes on the
paper that represented the senior house.

The second Character Game

The overall aim of the second game was to share the user
data within KONE and elaborate the game further. Besides
the facilitators, there were seven participants from KONE
and two from the Extreme Design research team divided into
two play-groups. The two facilitators were the same as in the
earlier game so they were already familiar with the material.
The game rules and material remained largely the same,
aside from a few changes made based on our observations.
Firstly, to activate every member of the group from the be-
ginning, the game world creation happened by standing next



to the table instead of sitting around it. In addition, to speed
it up, we did not start with an empty paper as in the first
time, but the main headings were already on the paper. The
number of images was also reduced by half from about one
hundred. These changes led to a more equal participation.
However, it is impossible to say how much this was due to
the different changes in the setting or to other factors, such
as group dynamics.

Secondly, we changed the first scene to see whether this
would change the unfolding and outcomes of the game. This
time one group started with a dramatic scene involving a fire
and the other a social scene involving a get-together. This
pointed out the influence of the first scene on the topics that
appeared to be meaningful for the characters: for instance,
when the first scene was about smoke in the corridor, safety
became a central issue discussed throughout the game.

As the first game session was lacking in enough support

for framing of a scene, we created Situation Cards for the
second game. They contained clues to build the scene such as
”There is a stranger among you” or ”A rapid change in your
life”. The situations were also derived from the user data.
The cards were provided before every framing to help the
director to come up with ideas for the scene. As expected,
the directors often utilized the Situation Cards in addition to
the weekly schedule.

As in the first game, the overall attitudes towards the
game were positive. The way the players described the overall
feeling of the game session varied from being “relaxed”,
“inspiring”, “eye-opening” and “positive”. The framing of
the scenes were still considered the most difficult part of the
game, even if we had tried to ease it with the Situation Cards.

Figure 4. Game material on the left; one play-group building the game world on
the right.
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To evaluate the Character Game and develop it further, both
game sessions were video recorded. Each session ended with
discussions on the user insights and thoughts about the game
itself. The topics of discussion touched upon participants’
opinions on how well the game managed to evoke inspiration
and information, what was felt as difficult or easy, how they
regarded the atmosphere, and if they gained insights valuable
in their work. Feedback was gathered also through email
questionnaires with more than a dozen open questions. The
questionnaire focused on the same topics as the end discus-
sion. Nine out of roughly twenty participants returned their
answers. We also conducted several informal discussions with
the participants and many meetings among the researchers.

For design purposes, i.e. supporting recall and further
development of the ideas discussed during the game, we
created a visual booklet with the identified themes and initial
ideas for services and collaboration. As a follow-up from the
two games we organized a half-day concept development ses-
sion at KONE. Later we also built an exhibition to introduce
some of the characters created by the players and the main
themes identified during the games.

As described at the beginning of this paper, there are
four aspects a useful tool for service design should consider.
Through the process of designing, playing, reflecting on and
analyzing the Character Game, we have identified certain
features that address these aspects:

1. To support design empathy, the game should help the

participant to look at the world from a different angle,

from the perspective of the users, seniors in this case.

Narration and structured role-playing transform the user

data into three-dimensional people. Even though the

stories were placed in the game reality, the motifs and
content were drawn from the user data and reflected the
players’ own experiences, assumptions, and attitudes as
well. We believe that supporting this quality of recal-
ling memories highlights the empathic feature of the

Character Game. Many participants mentioned that the

Character Game opened up the world of the users, their

values, needs, and problems to them in a new way.

2. To transfer knowledge and arouse inspiration, the

game should include both play-elements and relevant

content. In the Character Game we introduced play-ele-
ments such as role-taking, random factor cards, turn-ta-
king and the game world but grounded the activity in the
themes found in the field data in order to enable playing
with purpose. Letting the players create their own charac-
ter was important to make them think about the values,
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life situation, needs and desires that should all direct the
actions during the game. It seemed that by utilizing their
own insights while building the role, the characters be-
came detailed enough to feel “real”. In order to maintain
the link to the original user data the balance between the
given information and the participants’ input is essential
— the character template ensured this.

3. To allow both individual reflection and collaboration,
in the Character Game everyone had their own role and a
turn as a director of a scene, but the performances were
joint efforts including everyone’s contribution. None

of the game sessions ended with one coherent goal but
instead pointed to many possible directions; the game
worked well for new openings but lacked the evaluation
of them.

4. Considering the opportunities for new partnerships

is of special interest in multidisciplinary service design
cases. Through the scenarios the whole service ecology
became visible without putting too much emphasis on
the details, thus allowing a holistic view on the servi-
ces. In the character game the game world created, the
senior house with its weekly timetable and the character
templates provided starting points for the role-playing;
the social encounters taking place in the senior houses
were used as triggers for ideas. The game pointed out the
opportunities to combine the knowledge and interests of
the three companies present in the first game.

Finally, we want to consider some limitations of the
Character Game. The work context creates demands for the
game to be fun and relevant at the same time, leading to the
challenge of design games in general: they are context spe-
cific and thus often regarded expensive to conduct. The first
phase of creating the Character Game was time-consuming,
as it included the conducting of field studies, making sense
of them and transforming the material into game material.
However after the game was designed, we were able to intro-
duce the user data to around 30 persons during two half-day
game sessions.

The facilitator’s input has been mentioned an essential
factor for the success of a role-playing workshop (Seland
2009). In the character game, the facilitator’s influence
on the unfolding of the game was minimized. This led to
uncertainty for the players who had to come up with the
scenes. The reason we did not provide the scenes or involve
a game master in the game, as lacucci et al. describe (2000),
was two-fold: to empower the players to choose themes that
they find interesting, and to force them to process the data.

Nonetheless, based on the feedback, the tactics to support
the directors in future games must be reconsidered, perhaps
by following the model by Iacucci et al. (2000) and demon-
strate at the beginning of the game how it is played. For the
facilitators the Character Game gave rules on leading the
session, but also demanded the sensibility to realize when
to stop the game and how to maintain the flow when it was
reached. However, in all our games, both the more expe-
rienced facilitators as well as the ones with no experience
managed to do it well.

6 CONCLUSION

In this paper we have described the Character Game deve-
loped during a research project. It is a tabletop role-playing
game intended for service design to support the sharing of
user data, and to discover collaboration opportunities within
service networks of diverse stakeholders. The strengths of
the role-playing approach are the storytelling structure and
the role-taking. The stories generated in the game were
partly based on the players’ own past experiences and partly
prompted by the game material. The co-created stories
included several potential design openings; new scenarios
and services were “produced” as the story evolved. Our
observation that differing first scenes given to the teams led
to different discussions indicates that the first framing should
be considered very carefully. The project has not yet resulted
in any realized design outcomes. However, our game showed
interesting opportunities to further develop existing co-
operation for the companies participating in the game. Thus,
based on the experiences gained in this project we propose
that it can be applied to support service business develop-
ment based on user understanding.
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Tjanstesektorn dominerar numera i manga
vasterlandska ekonomier. Innovationsproces-
ser for att forbattra och omforma det satt

pa vilket organisationer och foretag levere-
rar tjanster kraver samarbete fran flera plan,
bland annat kompetens inom design- och
strategiskt ledarskap. Organisationernas le-
dare ar séllan formgivare. Men de ar en del av
design- och innovationsprocessen; de maste
skapa visioner och ta strategiska, designrela-
terade beslut. Den vaxande tjansteekonomin
kraver nytankande vad géller ledarskapsrol-
len. Professionellt utbildade formgivare bor
inta ledarroller i tjiansteorganisator, och vardet
av "tyst design” pa ledningsniva bor upp-
marksammas. Ett 6ppet samarbete mellan
ledning och tjanstedesigner kan komma att
krédva en ny mentalitet och en ny instéalining till
ledarskap inom tjanstesektorn for att ta fram
designinspirerade tjansteinnovationer.
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The service sector is now dominant in many western econo-
mies. Innovation processes to improve and redesign the way
organizations deliver services demand collaboration from
multiple sources, including competence in design and strate-
gic leadership. How businesses understand and organize de-
sign activities can have a profound impact on the innovation
process and outcome. Organizational leaders are often not
designers. However, they are part of the design and innova-
tion process in creating the vision and by making strategic,
design-related decisions to obtain the envisioned future. The
emergence of the service economy calls for rethinking within
leadership. The term service design leadership is developed
further to reflect a new attitude towards leadership in the ser-
vice economy in response to the characteristics of services.

Research shows there is a growing consciousness of the value
of design and design management (Borja de Mozota 2003;
Cooper & Press 1995; Press & Cooper 2003) and the value
of design as a strategic tool which may unlock innovation in
business (Norwegian Design Council 2009). In addition, the
value of design in the innovation process has been expe-
rienced by companies and described in numerous case stu-
dies communicated in both business and design literatures.



However, many of these studies are based on product design,
and business leaders may be less conscious of the value stra-
tegic design may bring to the process of creating visionary
service strategies and the actual design of innovative services.
The value of service design as a strategic resource for service
organizations still remains to be broadly researched.

The field of design has undergone considerable change
and development in line with shifts from an industrial eco-
nomy to a service economy. However, there is a gap between
changes that have taken place in the field of design and ones
in business about designers’ skills and competence when
the aim is to develop innovative services. The term Service
Design Leadership (Gloppen 2009 b) is taken up as a way
of accentuating a leadership approach that is informed by
design and the characteristics of services.

In the context of this paper, the term design refers to met-
hods and processes used by professional trained designers.
Service designers apply these design processes and methods
to the development of services. Services often consists of

a combination of tangible and intangible ‘products’ that
require multi-disciplinary design and leadership in order for
customers and participants to access them effectively and to
make use of them enjoyably.

Services need to be seen in relation to context of culture,
the development and application of strategy, the formation
and enactment of structures and processes, and the strate-
gic management of these in a holistic system in the service
organization (Normann 2007). Services are designed in a
system of touchpoints where one element influences the
other along the customer journey. Touchpoints refer to the
multiple contact points between service providers and their
customers. The sum of touchpoints and interactions between
service provider and customer together constitute a Custo-
mer Journey — or a Service Journey.

Service-dominant (S-D) logic was introduced by Vargo
and Lusch (2004) to refer to ‘service provision rather than
goods is fundamental to economic exchange’. In line with
this view, the design of services becomes an important topic
from both a design and an organizational leadership stance.
Adding design thinking and the attitude of service designers
to the S-D logic view of the value of co-production may
enable new perspectives and possibly a more human-centred
view to be developed with respect to the conceptual service
management system (Normann 2007). This framework may
contribute to a holistic approach to service design leadership.

Further, in the context of this paper Service Design
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Leadership is an approach where leaders in service organiza-
tions understand and use the power and value of design and
design thinking’s contribution to a visionary strategy process
intended to create innovative services. Thus Service Design
Leadership is located in the intersection of design and orga-
nizational leadership. It combines approaches and tools from
both design and business in a service context (Fig. 1). This
intersection is vital because it emphasizes the importance of
perspectives originating in design thinking and related at-
titudes to shaping changing notions and practices of service
design.

Fig. 1. Service Design Leadership at the intersection of design and organiza-
tional leadership combines knowledge, methods and tools from design and
business in a service context.

The leadership approach adopted here draws on Kotter’s
(1996:71) explanation that leadership creates ‘a sensible and
appealing picture of the future’ (vision) and creates ‘a logic
for how the vision can be achieved’ (strategy). Design leader-
ship draws on the definition by Turner that ‘design leader-
ship is about helping organisations to envision the future
and to ensure design is used to turn those visions into reality’
while ‘design management is about delivering successful
design solutions in an efficient, cost effective way’ (Turner,
in Best 2006:186). This paper does not discuss leadership
versus management in depth. The distinction is merely made
to substantiate the strategic level to which service design
leadership belongs.

Design and design-inspired innovation have become part

of today’s business strategy and management. As with any
other competence areas within business, the discipline of
design has to be managed holistically in order to create
value for customers, the organization’s employees and

the organization’s return on investment. The discourse of
design management has developed on strategic, tactical and
operational level (Cooper & Press 1995; Borja de Mozota
2003). At the strategic level, the term ‘design leadership’ is
used by some practitioners and scholars (Turner & Topalian
2002; Topalian 1990). This development is not at present
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linked to services. However, in the same way that design of
products has become central to management and leadership,
we may expect the same to happen to design of services.
While traditional product-based organizations are now also
offering value-added services, designing services may or may
not include designing tangible products. However, to design
services that aim to be experienced by customers in coherent
and selective ways across multiple touchpoints, a wide spec-
tre of design disciplines need to work together. To obtain the
aim of a perceived coherent and desirable service experience,
these design disciplines need to be linked to and managed

in a strategic context at the service provider’s leadership
level (Gloppen 2009a). Further, in the process of designing
innovative services, the role of leadership is influenced by the
characteristics of services.

An organization’s offering often includes both tangible goods
and intangible services (Hollins & Hollins 1991). Kotler

and Armstrong (2006:258) list four special characteristics of
services: intangibility, inseparability, variability, and peris-
hability. By service intangibility they mean that ‘services
cannot be seen, tasted, felt, heard, or smelled before they are
bought.” In service inseparability, ‘services are produced and
consumed at the same time and cannot be separated from
their providers.” Service variability acknowledges that ‘servi-
ces may vary greatly, depending on who provides them and
when, where, and how.” Finally, service perishability refers to
the state that ‘services cannot be stored for later sale or use.’

The distinction between product and services may be
vague as a tangible product is often part of an intangible
service. However, there are differences that may influence the
leadership role, for example divergences related to insepara-
bility and variability in interactions between service provider
and service receiver. Interactions may be either between
persons, or between persons and machines. In contrast to
customers’ relation to manufactured products, the service
experience may be influenced by the fact that services often
require greater interactions between service provider and the
customer, or the customer’s interaction with other customers
while ‘consuming’ the service (Normann 2007).

From a marketing perspective, the characteristics of servi-
ces influence the elements that are traditionally focused on in
a marketing strategy. Booms and Bitner (1981) proposed the
idea of adding three new elements to the traditional marke-
ting mix for use by service organizations. The four elements
(4 Ps) in the traditional marketing mix, as described by Kot-
ler (1994:98) are: Product, Price, Place and Promotion. The
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new elements suggested by Booms and Bitner are: Physical
evidence (environment), Participants and Process. Together
they may be referred to as the 7 Ps of service marketing
(Lovelock et al. 2009). This service perspective represents key
strategic elements in design of services and, consequently,
service design leadership as well as service marketing.

The expanded marketing mix clearly acknowledges the
role of the service provider’s employees, the environment in
which interactions between service provider and customers
(and sometimes between customers) take place, and the sys-
tem of activities the process of delivering services require at
different organizational levels. The three Ps are particularly
important in services, which are provided by people more
than machines.

Services are at times produced jointly by the service provider
and the customer and the interaction influences the expe-
rience on both sides. Both parties control only parts of the
service production process. Shostack (1984) introduced the
service blueprint to create a context in which service provi-
ders may control every step of the service process. Shostack’s
blueprint method describes the interrelated parts of a service
production and delivery process. In service design, a method
of mapping all touchpoints and interactions between the
service provider and the customer are employed in order

for each touchpoint to be designed with the customer at the
centre. In the language of service designers, the term for this
system of touchpoints that influence each other are Service
Journey or Customer Journey.

Mapping the Customer Journey may be done in col-
laboration between service provider and service designers.
The learning outcome for the organization by cooperating
with service designers may be valuable also on a strategic
level. This may be achieved through the shared use of design
methods and processes that may in turn contribute to a new
mindset and attitudes towards service design leadership.

Designing services is often based on knowledge gained
from many fields and disciplines as it often includes both
tangible goods and intangible services. Thus, service design
leadership involves considerable interaction among different
stakeholders and specialists. Design categories like graphic
design, interaction design, industrial design, and interior
design may all be part of designing services, for example
developing transportation services. To create a beneficial,
coherent customer experience, service design leadership
needs to be approached in an integrated, multi-disciplinary



way, where all the 7 Ps of the expanded service-marketing
framework are adopted to design each touchpoint in a
customer-centric way. The perceived customer experience
affects the market position. As ‘the basis of any service
positioning strategy is the service itself” (Shostack 1987:34),
designing innovative services becomes an important part of
organizational leadership and is influenced by the way design
is managed at different levels in the organization.

The development of new services requires strategic direction.
The fuzzy front end of innovation is where leadership by
strategic thinking and decision-making take place. Service
design leadership, therefore, belongs at the starting point of
innovation strategy. Service design management then comes
into play in the subsequent implementation phase.

Design management has to do with the business side
of design, according to the Design Management Institute.
However, a critical obstacle to establish design management’s
credibility as a rigorous business discipline is the lack of con-
sensus on what design management encompasses (Topalian
1990). Several researchers link design management to busi-
ness management and leadership issues (Borja de Mozota
2003; Press & Cooper 2003; Cooper & Press 1995; Dumas &
Mintzberg 1989; Gorb & Dumas 1987). These studies often
focus on the value of design for business and on influences
on decision-making by different stakeholders.

Similar to in marketing, design in a Design Management
view, is active at three levels in organizations: strategic,
tactical and operational. Design leadership belongs at the
strategic level. Design management is at the tactical and
operational level. Both design leadership and design manage-
ment are necessary to get optimal value from service design.
Design leadership is needed to know where the business is
going. Design management is needed to know how to get
there (Turner & Topalian 2002).

Design is evolving from a product-based practice born of

the industrial age to a process driven practice and profession
in the service economy. A variety of design disciplines may
work in collaboration in the field of service design. One such
design discipline is interaction design, which has influenced
the development of services both in the meaning of digital
interaction design (Holmlid 2007, 2009) and in the meaning
of how human beings relate to other human beings (Bucha-
nan 2001).
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Although the domain of service design is relatively new, it
is expanding rapidly. Examples of pioneering design compa-
nies offering service design are livelwork, IDEO and Engine
service design. However, an increasing number of companies
now offer service design as a resource to businesses and
organizations to help them adapt to changing markets, and
the needs and desires of their customers. Service design is
a response to the service industries’ recognition that their
customers are now looking for a ‘totality’ of services of high
quality (McDermott 2007).

In line with the emerging interest in service design, a
growing body of research within studies of service design
practitioners and transfer of knowledge and approaches
between service designers and service organizations (Kimbell
2009, 2010) has emerged. This also extends to considera-
tion of the implications of service design on organizational
transformation (Junginger & Sangiorgi 2009). This research
is contributing to academic literature within the fields of
design, organizational theory and management.

Service Design Leadership by non-designers

The process of designing services involves people at different
levels in a service provider’s organization. Leaders have a
critical role to play here though this may not be explicit in
terms of design. Leaders of these organizations are often not
professionally schooled designers. However, they are part of
the design and innovation process through their involvement
in creating visions and strategies, and in making design-re-
lated decisions to obtain the envisioned future. These design
leaders influence the design process, often in unacknowled-
ged ways.

Gorb & Dumas (1987) coined the term silent design to
describe this activity. They define silent design as ‘design by
people who are not designers and are not aware that they are
participating in design activity’ (Gorb & Dumas 1987:150).
The term silent design has been taken further by Dumas
& Mintzberg (1991) to address how the role of manager as
designer can have a profound impact on innovation. Mana-
gers and leaders practice silent design by the many decisions
taken when they enter into the design process, whether they
or others are unaware of their impact. Dumas & Mintzberg
(1991) argue that ‘this role of manager as designer is hardly
mentioned in the literature, and barely acknowledged in
business practice’.
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The importance of ‘silent designers’ resonates with
Topalian’s (1990) statement that ‘business executives make
up the most powerful body of “designers” in the world’.

He argues that the outcomes of design projects, and how
solutions are presented to the market, always rests with these
executives.

Enlightened understanding of the context for design
within an organization may turn unconscious ‘silent desig-
ners’ into conscious strategic ‘design thinkers’, meaning a
leadership attitude that acknowledges the power and value
of design, and include design thinking in their service design
leadership approach.

Design thinking and design attitude

The terms design thinking and design attitude are associa-
ted with the designer’s mind-set and approach to problem
solving, problem finding, and design methodology used to
design experiences and organizations in addition to the pro-
cess of designing innovative services. In the service industry
they may be connected to an empathetic user-focused ap-
proach to problem solving and service innovations. Designers
make use of visualization, ethnographic research, divergent
idea generation, synthesising, and their empathic skills, to
mention some methods and processes generally associated
with designers. Junginger (2007) argues that a key skill for
designers is learning to empathize and that visualizing plays
a significant role in designing, as does prototyping.

Recently, the discourse of design thinking and design
attitude has been extended into discussions of how design
thinking and design attitude can create value in an organi-
zational and management context (Boland & Collopy 2004,
2008; Buchanan 2008). Design-inspired innovation (Utter-
back et al. 2006) is being recognized and has contributed to
raising the present interest of the business world in design
and design thinking,.

Design thinking in a business context is defined by Brown
(2008:86) as ‘a discipline that uses the designer’s sensibility
and methods to match people’s needs with what is technolo-
gically feasible and what a viable business strategy can con-
vert into customer value and market opportunity’. Although
Brown is pointing to designer’s sensibility and methods, he
also argues that design thinking is not the exclusive territory
of designers, but a skill that can be learned to achieve suc-
cessful innovation. He states that design thinkers are not ne-
cessarily created only by design schools. Brown’s experience
is that many non-designers have a natural talent for design
thinking, which the right development and experiences can
unlock.
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According to Brown (2008:85) ‘thinking like a desig-
ner can transform the way you develop products, services,
processes — and even strategy’. Some of the characteristics
he lists to look for in potential design thinkers are: empathy,
integrative thinking, optimism, experimentalism and col-
laboration.

This paper refers to Service Design Leadership as a way

of accentuating a leadership approach that is informed by
design and the characteristics of services. The approach com-
bines knowledge, methods and tools from both business and
design and applies them to the design of service innovations.

The discipline of design is broadening and is moving
towards a more strategic level, in which design thinking in
combination with organizational strategies, may be applied
to support service organizations to develop and realize inno-
vative services.

This paper highlights the role of professional trained
designers and the role of ‘silent designers’ on leadership level
in service organizations. An open-minded collaboration bet-
ween leaders in service organizations and service designers,
with a shared aim of developing benefits and value for custo-
mers at every touchpoint, may necessitate a new mindset and
a new attitude towards leadership in the service economy in
order to utilize design-inspired service innovations. This new
attitude towards service design leadership demands a mutual
understanding of the way of thinking and working within
design and business. The notion of synthesis, fundamental
in design as well as in business strategy, may be taken up
with respect to a number of key areas that inform service
design leadership: The approaches, methods and processes
of design in combination with organizational leadership
strategies.

Further research may be informed by and conducted in
a Systems Theory view. For instance, as none of the touch-
points in a service journey work in isolation, the complexity
of the service system leads to a need for a holistic view on
service design leadership. This view may also inform in-
creased task complexity for service designers.

Leaders in service organizations may want to broaden
their understanding of how they may collaborate and take
advantage of designers’ skills and competences. This con-
cerns both strategic and operational levels in the process of
developing competitive service innovations. Service Design
Leadership is likely to be an important part of this develop-
ment.
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VISUAL TOOLS TO DESIGN

About the role of visualization techniques

for Service Design

BY CHIARA DIANA, ELENA PACENTI & ROBERTA TASSI

Eftersom vikten av visualisering inom tjanste-
designomradet ar stor foreslas en undersok-
ning av mojligheterna att skapa forstaelse och
utveckla anvandandet av just visualisering
under designprocessen. Har identifieras fyra
huvudsakliga visuella arketyper (kartor, floden,
bilder och visuella berattelser) som beskrivs
med hanvisning till andamal, funktioner och
sprak. De nuvarande visuella verktygen disku-
teras samt hur de skulle kunna anvandas som
stdd i utformningen av tjanster och design-
processer i allmanhet.

Trots att analysen gors ur ett design-
perspektiv och genomsyras av forfattarnas
designkultur &r ambitionen att resultatet blir
en resurs ocksa for andra yrkesgrupper som
deltar i utvecklingen av tjanster. | grunden
ligger en rad fallstudier samt intervjuer med
experter bade fran akademiskt och icke aka-
demiskt hall.

Taking into account the importance of visualization within
service design discipline due both to the limited visual appea-
rance of services and to the heterogeneous group of figures
involved in their conception and construction, this research
paper proposes an investigation of the representation paths
that could help the comprehension and use of visualization
during the design process (1). This research topic has been
studied from a design perspective and from a design culture
background, in order to provide a contribution to the service
discipline in the broad sense.

The analysis of the representations in terms of level of
iconicity (abstract vs. realistic) and relation with time (synch-
ronic vs. diachronic) brings to the identification of four main
visual archetypes (maps, flows, images and visual narratives)
described with reference to their own different purposes,
features and languages.

The result is a deep reflection on the existing visual tools,
pointing out the opportunities that could be further investi-
gated with respect to their use in supporting service design
and design processes in general. Moreover the analysis helps
in eliciting some thoughts concerning crucial points, such as
the communication of the service aesthetic, that haven’t yet
been solved but regarding what the visualization could play a
fundamental role.
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The background of this paper is represented by a re-
search thesis (2) further developed with the aim to sediment
some knowledge around the topic of tools used in service
design. Several case studies were taken into analysis, in paral-
lel with the examination of the existing literacy and the in-
terviews with both academic and non-academic experts (3).

Although the analysis comes from a design perspective
and is permeated with our design culture, the ambition of
this work is to become a resource for the multiplicity of sub-
jects that are part of the service field. Thinking at the design
community, the purpose of the research is the improvement
of the actual practices and the development of new tools for
a more effective use of visualization; thinking at the other
professionals, this paper provides a useful systematization,
leading to a more conscious use of the tools that support -or
could support- their work.

WHY THINKING OF SERVICE VISUALIZATION

Services are performances supplied by complex systems
-made of people, artefacts and organization- that have very
limited visual evidence (4).

This lack of iconogenia (5) emerged as one of the most
critical issues since the raising of service design as a disci-
pline, in the communication around the services to the final
user as well as in all the phases of the design process.

As for product design, once the functional complexity
of products has grown, the need of representing not only
the product itself, but also the product in use, its perfor-
mance and the user experience, has brought to look for new
visualisation tools and methods, able to convey less tangible
qualities. Moreover the design process in all application
fields has become a complex activity involving a growing
number of stakeholders, experts, competences, as well as
involving users (6).

Visualization has thus taken on an even more crucial
role: as it could make the ideas more tangible, complexity
more readable and alternatives shareable, it applies quite
well to support the communication between all the actors
involved, the development of the process itself and its out-
comes.

The web resource Service Design Tools (7) is conceived
as a contribution to the service design discipline in this
direction. It aims to sediment the existing knowledge around
the topic of tools used in the design practice, collected and
classified according to variables that are relevant in terms of
communication purposes and choices, such as: the design
activities they support, the kind of representation they pro-
duce, the recipients they address and the contents they can

(1)

The service design community has revealed an increasing interest
around the topic of visualization and similar explorations have been
done in the last years, see for example the work of structuring the exis-
ting methods done by Fabian Segelstrém: Segelstrom F. & Holmlid, S.,
Visualization as tools for research: Service designers on visualizations,
Nordes, Nordic Design Research Conference, 2009.

)

Design della comunicazione e design dei servizi. Il progetto della
comunicazione per la fase di implementazione (Communication Design
and Service Design. Implementing services through communication
artefacts), thesis by Roberta Tassi, tutors Paolo Ciuccarelli and Elena
Pacenti, Politecnico di Milano, 2008.

(©)

Subjects interviewed: Ezio Manzini (Politecnico di Milano), Nicola Morelli
(Aalborg University), Stefan Moritz (Aegis Media), Sean Miller (Live|Work)
and Toke Barter (Radarstation).

(4)

In her Phd thesis “Designing service interactions” (1998), Elena Pacenti
refers to Prof. Butera and De Michelis definitions of services as “ac-
tivities that people perform for the benefit, the satisfaction and utility
of other people”, as well as considering the relational aspects of the
performance as the unique characteristics of all services.

Butera, F. (1988). Introduzione. In Barassi, D, La service idea,

Milan: Sole 24 Ore.

()

As lack of iconogenia we mean the weak predisposition to representa-
tion. For a deeper understading of these concepts refer to: Anceschi,
G. (1992 ).Choreographia universalis. In Anceschi, G., L'oggetto della
raffigurazione, Milan, ETAS Libri.

(6)

“We live, it seems, in an age in which the long-standing and pleasingly
crisp distinctions between what constitutes a “product” and what a
“service” are beginning to break down. Even in the early days of this
evolutionary shift, we can already see that the implications for both
individual designers and the profession of design as a whole are likely to
be deep and lasting.”

Adam Greenfield, On the Ground Running: Lessons from Experience
Design, posted the 27th June 2007 on http://speedbird.wordpress.com

()

Service Design Tools (www.servicedesigntools.org) is the result of the
research activity done by Roberta Tassi during her graduation thesis

in Industrial Design, further developed within the framework of the
cooperation between DensityDesign research group at INDACO Depart-
ment — Politecnico di Milano — and DARC, Domus Academy Research &
Consulting. The website is an open and dynamic collection of tools used
in design processes that deal with services or other complex systems.

®)

Anceschi, G. (1992 ). L'oggetto della raffigurazione, Milan IT: ETAS Libri.
Botta, M. (2006). Il design dell'informazione. Tassonomie per la
progettazione di sistemi grafici auto-nomatici. Trento IT: Valentina
Trentini Editori.

(9)

Munari, B. (1977). Disegnare un albero. Bologna, IT: Zanichelli editore.

(10)
Tufte, E. (1999). Envisioning Information. Cheshire: Graphics Press.
Ware, C. (2000). Information Visualization. London: Academic Press.
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convey. Taken the main steps of a generic design process as a
ground, the proposed taxonomy tries to address the visua-
lisation needs for service representation and development

at each process phase, from concept generation to practical
implementation.

The identification of two basic parameters (iconicity and
time), and the related opposite polarities (abstract-real and
synchronic-diachronic) allows to group, comment and descri-
be all the representation types of a design process. This inter-
pretation represents a critical key guiding the comprehension
and use of visualization within service design discipline.

To start the discussion about the representation of complex
intangible objects like services, in the following we point out
the basic notational principles we have identified as the main
variables concerning visualization: the level of iconicity and
the relation with time.

When talking about the level of iconicity (8) the focus
is on the coherence between the representation of an object
and the real appearance of the object itself. A pictogram, for
instance, is further from reality than a photographic picture.

On one side we are in front of abstract forms of repre-
sentation, as symbols and diagrams are: their visual synthesis
is often based on a symbolic language or a codified set of
signs and is mainly used for technical aspects and notational
purposes. On the other side the representation is a realistic
replication of the original object: all the photographic and
cinematographic techniques have this high level of iconicity,
as well as the most accurate prototypes and the simulations
of experiences in action.

REALISTIC

fconicity

During the design process, designers continuously shift
from abstract and synthetic to realistic visualizations and
vice versa according to the different needs, choosing among
alternatives with experience and practice, but it’s possible to
reveal some recurring criteria.

forskning

The level of detail in the representation has a relation
with the progressive development of the idea: in early stages
of the project it’s more alike to keep the appropriate level of
abstractness, to represent the idea and the concept behind,
to avoid misleading messages (solutions like) and leave space
enough for imagination to work (9).

The abstract and synthetic representations can support
the description of systems, relations and processes. These
kinds of visualization (such as maps) are simplified in the
early stages of the design process and become more articula-
ted then, together with the progressive refinement of the idea
itself. Also the realistic representations can be used throug-
hout the different design stages with appropriate languages
and levels of details.

Time turns up as an inner quality of any kind of
experience, process or interaction, becoming an essential
parameter also for the service description (Anceschi, 1992;
Manzini, 1993; Montefusco, 1995). The representations can
give an instantaneous picture of the service —synchronic— or
can either visualize the sequence of actions and stages that
compose the service experience —diachronic—. In the first case
the path of reading is included in the representation itself:
the meaning can be found in the links among the elements
that constitute the whole representation. In the second case
the meaning emerges from the sequence: the attention is in
the narration, as a tool for projecting the reader in living an
experience or even impersonating the user.

SYNCHRONIC

The intersection between the two axes represented by
time and iconicity defines the representation fields: the
following graph shows the wide spectrum of possibilities
generated by the two axes. All the visual representations can
be potentially located in these fields — just a few of them
representing the extremes.
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| NARRATIVES |
E

As abstract and synchronic representations aimed at giving a
systemic and overall view, maps are mainly used for descri-
bing the structure that lies behind the service, for represen-
ting the actors and the devices involved, for articulating the
offering and for eliciting the connections between all those
objects according to the existing relations, hierarchies and
exchanges.

The system map, for example, puts together in the space
of the visualization all the elements that participate to the
service delivery: the organization and the staff working
in the back and in the front office, the stakeholders, the
providers, the users, the devices, the infrastructures and the
artefacts. The map shows how all those elements are con-
nected, making the fluxes —of information, values, money,
etc. — visible.

Maps can be rough sketches such as the mind maps
— drawings facilitating the elicitation of ideas-, dynamic
graphs such as the affinity diagrams — significant aggrega-
tions of thoughts-, or either accurate representations such as
the service ecologies -detailed descriptions of the system of
actors involved-.

Exploring the techniques coming from the world of
information visualization could lead to a more conscious
use of this kind of tools and a deeper knowledge around the
graphical languages and codes that help in organizing infor-
mation into meaningful forms. (10)
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Representation of the service system and functionalities, project Porta
d’accesso a Roma Archeologica.

DARC, Domus Academy Research & Consulting for Camera di Commercio di
Roma, 2007

Flows are abstract representations with an explicit orienta-
tion that determines the reading path. In the service design
practice their importance is due to the need of facilitating
the visualization of the process, of the steps of the interac-
tion and of the phases of the experience.

The well-known example of service flow is the blueprint,
the oriented diagram that describes step by step the process
of interaction between the user, the front line and the back
office. The blueprint, born as an engineering and strongly
operational tool aimed at the service implementation and
maintenance, has preserved its technical language and its
potentially endless degree of detail. The service blueprint is
able to provide a complete and detailed description of all the
steps composing the interaction: this makes the representa-
tion good for the technicians who have to build the service
but doesn’t support other activities such as, for instance,
sharing synthetic information and ideas about the process of
delivery, that would require a simplification of the complexi-
ty according to what is recognized as prominent.

Similar kinds of flows merge some features of the techni-
cal flows (like the blueprint) with some features typical of
the storyboards —integrated small pieces of illustrations for
example- in order to improve their readability and extend
their communication capability.

The customer journey maps follow exactly this direction
giving more emphasis to the service touchpoints and using
them to structure the representation. The focus is on the phy-
sical devices and on the generated fluxes of information to



convey the description of the whole process and experience
phases.

5

Interaction flow describing the process of delivery of the service LaborLab.
DARC, Domus Academy Research & Consulting, for ARIFL Regione Lombardia,
2007.

Realistic representations of a concept can be provided by the
use of images, trying to capture the most immaterial and
emotional aspects of the service. Images are able to fix some
intangibles aspects -such as the perception of the service in-
side a group of people- that are very difficult to be described
by words.

At the early stages of the design process, the use of
moodboards —compositions of visual references— can help
to imagine and describe the aesthetic of a service in terms of
atmosphere, visual appearance and sensations that are gene-
rated from a mixed number of mainly intangible elements.

Another example is provided by what we call a service
image, a unique picture that is able to give in one shot an im-
mediate idea of the main features of a service concept.

The technique called evidencing, mainly used in the
advanced stages of the design process, is about creating ima-
ges that explore the way a proposed design innovation will
feel and work through its touchpoints. The realism of these
images, that show the service evidences as they were existed,
has the capability to put the audience directly in front of the
solution, observing it from a different and more external
point of view.

The tomorrow headlines and the posters — based on
the evidencing model — are fictional articles or advertising
images published on magazines or journals; they are com-
posed by projecting themselves in the future and trying to
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understand what kind of impact the service will have on the
society. The images allow then to share these thoughts about
how the service will be presented to the potential users and
what reactions it will determine.

Image representing the concept Phone Battle for a new service aimed at the
comparison inside consumer electronics stores. The idea was developed during
the workshop V-tail, lead by DARC, Domus Academy Research & Consulting, for
the Master in Interaction Design of Domus Academy, 2009.

Visual narratives are diachronic representations based on
a strong realism: their meaning is given by the sequence of
images more than by each single frame.

The storyboarding techniques support the overall de-
sign process, assuming different configurations, languages
and points of view according to the specific purposes and
recipients. Quick and sketched storyboards are used in the
problem setting and first ideas generation in order to facili-
tate the sharing of thoughts and the participation within the
design team. Those first drawings could generate illustrated
sequences useful for presenting the concept to the organiza-
tion and then could become more and more detailed together
with the refinement of the idea. Accurate storyboards can
be a significant tool for communicating service interaction
paths to the staff and to final users.

There are also tools used to answer the need of represen-
ting the experience in terms of perception, performances,
behaviours and feelings: the most intangible sides of the
experience that are very difficult to be described apart from
their existence.

Filming techniques could generate these kinds of nar-
ratives, but the level and quality of acting and scenography is
often a limit for adopting it.
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Working in this direction, methods like the experience
prototype have started to be used not just for exploring ex-
isting solutions but also for simulating performances — that
don’t already exist — through the use of mock-ups or low-
fidelities models together with possible user scenarios. The
potentiality of such methodology in terms of visualization
is given by the possibility of showing parts of the interaction
with the service by simulating them, in order to preview in
users’ or stakeholders’ minds how the experience will be
more effectively than a picture or illustrated storyboard.

The service prototype is even closer to reality than an
experience prototype: the interaction with the service is
observed and recorded reproducing the place, situation and
condition in which the service will actually take place. That
means, from a visual perspective, that almost nothing is left
to imagination and that the audience is really put in front of
a realistic representation of the solution.

Sustainable everyday project: representation of “The Handyman shop” scenario,
Ezio Manzini and Frangois Jégou, 2003.

The mix of techniques and visualization tools that are used
in the actual service design practice is mainly focused on the
need of representing and managing the complexity of the
elements composing the service systems and processes.

This is why the design and creation phases require both
abstract representations —as maps and flows— supporting the
description of that complexity as well as realistic represen-
tations —as images and visual narratives— giving visibility to
other equally intangible and fundamental aspects such as the
atmosphere and the experience.

Our exploration underlines the importance of balancing
between the different techniques according to the speci-

54 Design Research Journal 1|10

fic phases and purposes, but also leads to reflect on some
unsolved aspects that are crucial for the service design and
implementation.

1. Do the present visualization tools effectively represent the
service?

None of the existing tools really matches the need of repre-
senting what a service is into a synthetic and unique view
(such as the sketch of any tangible products does). Service
images partially works when service evidences are tangible
enough to give the idea of the overall experience (the service
place plays the most important role); simulation techniques,
such as fake advertising or so, partially work as service
description even when the service is totally intangible (like a
financial service). Similar techniques —to be inspired by com-
munication tools of services to clients and from advertisings—
should be further investigated in order to merge the lack of
iconogenia of the service also within the design process and
the implementation of the idea.

The purpose of the paper, by reflecting and interpreting
representation methods and tools, is to help designers to
better identify and further work on visualisation techniques
used for service design, both to facilitate the design process,
both to communicate and to represent services “in act”.
Tools like simplified and illustrated process maps (or story-
boards or blueprints) can be used to support the interaction
between front-office personnel and users, images showing
the service place and tools can be used to better help users in
developing a clear mental model of the service, videos could
better support the “operating manual” of a new service both
to personnel and final users.

2. The aesthetics dimension of the service experience is
represented?

Most of the visualization tools used for service design are ac-
tually focused on time dimension and oriented to the repre-
sentation of the interaction between the system and the user.
This demonstrates once again the relevance of the user expe-
rience into the overall service design issue and also proofs the
strict interconnection between two disciplines — service and
interaction design — in terms of methods and tools.

From the point of view of the representation, are the
visual narratives effective for showing the qualitative aspects
of the experience such as attractiveness, atmosphere, soft
qualities? Is it possible to make the aesthetic of the specific
service visible?

On the other side, certain kinds of images and static re-



presentations — such as advertising, posters and moodboards
—are able to bring the aesthetic dimension of the experience
by simulating the visual identity and tangible evidences of the
service.

3. Is it possible to visualize and represent human behaviours?
Person-to-person interactions are still the most uncertain
element in any service design and management. The scripts
guiding the front-office personnel are good examples of de-
sign tools for managing the relationship but they are usually
linked to managerial culture and still far from experimenting
visual languages.

Filming techniques are sometimes useful into grapping
the behavioural aspects of the interaction, they are used into
training programs but they are not suitable for supporting the
interaction in real time.

Investigating the potentiality of visualization for represen-
ting the behaviours of both front-line personnel and user can
make a point towards the identification of original visualiza-
tion tools for service design.
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intressant i det har sammanhanget
utan det ar sjalva konceptet Design
Space. Uppdragets beskrivning och
problemets karaktér satter granser och
gor att designutrymmet inte &r stabilt
under processen. Designarbetet, det
vill sdga alla de tekniker och metoder
man anvander, leder till att man under

processens gang lar sig vad som ar
designutrymmet, speciellt ger video-
prototyperna en 6kad forstaelse for
detta.

En lardom &r bland annat vikten av
att vara kritisk mot och reflektera dver
de inledande angivna begrénsningarna
som faktiskt paverkar designutrymmet.
En kritisk reflektion som i och for sig
alltid har varit typisk for just designtan-
kandet.

Bo Westerlund befinner sig i en
tradition av designforskning som till
exempel Donald Schén har kommit att
st for; reflektion i praktiken. Samti-
digt skulle avhandlingen ocksé kunna
ing& i den strom av forskningsarbeten
som nu handlar om att utveckla nya
metoder, dér inte minst anvandardriven
innovation och olika typer av work-
shopar har fatt stor uppmarksamhet
— aven utanfér designomradet. Denna
forskning ingar dock inte i avhand-
lingens teoretiska referensram, vilket
ar synd med tanke pa att det skulle
behdvas gransdverskridare aven i
forskningen.

Bo Westerlund beskriver noggrant
de workshops som ingér i avhand-
lingsprojektet, ocksé de olika kritiska
situationer som uppstéatt och hur man
handskats med dessa. Slutsatser dras
kring vikten av deltagarnas fortroende
och mangden av prototyper samt att
aktiviteter och prototyper snarare ska
ses som konstituerande &n represen-
tationer. Detta ar det centrala bidraget.
Design Space Exploration ar en slags
praktisk handbok f6r hur man genom-
for workshop kan det tyckas som.

Till boken bifogas ocksa en DVD dar
man kan félja de workshops som har
filmats.

For den som vill l&ra sig mer om
workshopmetoder och hur man kan
organisera dessa ar avhandlingen en
tillgang, men den kraver att man satter
sig in i varje workshop for att forsta
vad som faktiskt har skett.

Lisbeth Svengren Holm



Kroppar under trad —
en miljo for
konstnarlig forskning

Forfattare: Henric Benesch

Filosofie doktorsavhandling i design vid
Hogskolan for Design och Konsthant-
verk — Konstnarliga fakulteten,
Goteborgs universitet, 2010.

ISBN 978-91-977758-6-1

”Min forhoppning &r att arbetet i det
har fallet skall kunna anvandas som en
form av resehandbok fér de som &r in-
tresserade av liknande platser och re-
sor” skriver Henric Benesch i bérjan av
sin avhandling "Kroppar under trad”.
Kanske ar den mest en sadan, varken
mer eller mindre. En ovanlig resehand-
bok — med begransad rackvidd.

Det inledande kapitlet gar ockséa
att lasa som en brasklapp till vad
som sedan féljer. "Konstnarlig forsk-
ning ar ett nytt verksamhetsomrade
som i allménhet baseras pa integre-
rade konstnarliga projekt. Till skillnad
mot annan forskning finns annu inte
nagot tydligt regelverk att folja for
att sékerstalla kvaliteten” heter de
bland annat. Tursamt nog kanske, ty
avhandlingens olika kapitel liknar mer
ett antal essder — dar forfattaren star
i dialog med négra av vastvarldens
inflytelserika tdnkare — an redovis-
ningen av forskning som skulle kunna
bidra till designomréadets utveckling.
Kopplingen mellan "Kropp under tréad”
och designomradet ar bade vag och
svag. Mest handlar resonemangen
om arkitektur. Men inte om arkitektur
i allménhet utan om nagra alldeles spe-
ciella objekt: bland andra forfattaren
Henry David Thoreaus stuga vid sjon
Walden, Ludwig Mies van der Rohes
paviljong till varldsutstéallningen i Bar-
celona och arkitektkontoret SANAA:s
Serpentine Pavilion (se bilden ovan)
uppbyggd sommaren 2009 i Hyde
Park i London. Kring rumsligheterna i
dessa byggnader resonerar Benesch
engagerat och intressant. Han gor det
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SANAA:s Serpentine Pavilion i Hyde Park, London, sommaren 2009.

for att eventuellt komma fram till vad
som skulle kunna konstituera ett slags

jungfruligt utrymme lampat for larande.

Eller rattare sagt en perfekt miljé for
konstnarlig forskning, likt den plats
under tradkronorna dér Platon héll sin
akademi for nagra tusen &r sedan. Allt
emedan filosofer, arkitekter (Le Corbu-
sier till exempel) eller kdnda personer
som Charlie Chaplin, Damien Hirst och
Bianca Jagger dyker upp i berattelsen.
For 6vrigt ar ocksa universitet och
Vasaparken i Goteborg hdgst nérva-
rande mellan varven.

Vad &r det da Benesch forskat om
egentligen? En av hans intentioner gar
att sammanfatta i frdgan: Hur kan man
bygga rum och skapa sammanhang

som stodjer flexibilitet och foréander-
lighet? Jag hittar inga konkreta svar.
Istéllet flyter texten pa, snarast litterar
och sé vacker att det &r l4tt att glomma
bort férhoppningen om nagot mer
samt eventuella invédndningar. Som
exempelvis: Borde inte designanknyt-
ningen vara ett maste i en avhandling
fran HDK? Kopplingen skulle ha kunnat
vara en mer konkret "beréattelse” om
kroppen och rummet, platsen fér den
basta pedagogiken.

Men tyvarr ingen gestaltning - allt
som levereras ar nagra till intet for-
pliktande skisser. Vad ska vi géra med
dem? P& vilket satt 6kar de forstaelsen
kring formomradet?

Lotta Jonson

Skiss av Henric Benesch: "Paviljong for konstnérlig forskning sedd ifran Gotaplatsen”.
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Concrete fashion:
Dress, art, and
engagement in public
space

Forfattare; Kajsa G Eriksson

Filosofie doktorsavhandling i design vid
Hogskolan for Design och Konsthant-
verk — Konstnérliga fakulteten,
Goteborgs universitet, 2009.

ISBN 978-91-977758-4-7

Tre indiska "gudinnor” vandrar genom
gatorna och tréaffas pa en uppgjord
plats i centrala staden. En rund spegel-
brosch orsakar uppmarksamhet var-
helst den visas upp. Nagra parkaslik-
nande jackor spricker upp vid ett givet
6gonblick och visar fram fladdrande
sidenremsor som goér bararna blir farg-
glada klickar i gatuvimlet. Dessa tre
foreteelser, projekt eller performances,
ar utgangspunkter i Kajsa G Erikssons
avhandling.

Det forsta projektet "Three” ségs
handla om "den kladda kroppen som
en grénsdverskridande konstart”,
det andra "Mirror Brooch” hanger

till en del ihop med ett fotografi fran
konstbiennalen i Venedig ar 2005 men
belyser mest “bdrandet av ett objekt i
olika sammanhang och som vardag-
lig erfarenhet”. Det tredje "foréandrar
och utforskar det offentliga rummet”.
Allt enligt Kajsa C Eriksons svenska
presentation.

Laser den engelska texten under
stigande otalighet. Har finns feministis-
ka referenser, hanvisningar till franska
filosofer och flera prominenta socio-
loger. Kajsa G Eriksson har studerat
bade Walter Benjamin och Pierre
Bourdieu. Men designen da, undrar
jag. Forma@mnet? Jag har inga som
helst problem med att lata definitio-
nerna av designomradet stracka sig
mellan discipliner, tvartom; det flyter ju
mellan olika genrer. Men att som hér
helt negligera eller snarare latsas som
om det vore samma sak som perfor-
mance-konst k&nns inte helt bekvamt.

| den ovan ndmnda svenska presen-
tationen heter det ocksa: "Avhandling-
en ’Konkret mode: klader, konst och
engagemang i det offentliga rummet’
ar ett exempel pa konstnarlig forsk-
ning som utforskar granslandet mellan
modedesign och samtidskonst.” Men i
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Fran tva av Kajsa G Erikssons experiment.

T v fran New York dar hennes jackor spruckit upp
och visar fladdrande sidenremstor. Ovan Kajsa G
Eriksson sjalv med sin "Mirror Brooch”.

Erikssons text
saknar sjalva
modedesig-
nen, kla-
dernas eller
broschens
formsprak

all betydelse
i samman-
hanget
medan de
sociologiska
aspekterna
och konstvarlden fatt huvudroller. M6-
tet mellan k&nda och ok&nda element
i gaturummet samt en langtan efter
att direkt paverka omgivningen pa en
social scen tycks intressera allra mest.
”Burna klader som konst &r ett ideolo-
giskt stallningstagande, eftersom det
forflyttar konsten narmare manniskor
och dess vardag”, havdar Eriksson. Ja
men designaspekten da?

Ocksa vad géller Kajsa G Erikssons
avhandling (liksom Henric Beneschs,
se sid 57) méste alltsa fragan stillas:
Vad bidrar den med i utvecklingen av
designomradet? Det &r svart att ge ett
bra svar.

Lotta Jonson

58 Design Research Journal 1|10



HOTELL

OECE

Livarilakomumgioa pi bindorme marknad

Liber

Forattare: Maria Strannegard
Forlag: Liber, 2009
ISBN 978-91-47-08836-2

Fragor om definitioner och design-
forskningens vitt férgrenade félt gor sig
paminda gang pa gang under las-
ningen av Maria Strannegérds "Hotell
Speciell”. Detta trots att eller kanske
snarare pa grund av att Maria Stranne-
gard inte &r designer utan etnolog och
har forskat vid Institutionen for kultur-
vetenskaper vid Lunds universitet.
"Hotell Speciell” ar henns doktorsav-
handling och den kom till inom ramen
for ett forskningsprojekt vid Insitutio-
nen for Service Management, ocksa
den vid Lunds universitet. Inte en
gnutta design allts&. Och &nda en hel
del just designrelaterat. Har handlar
det ndmligen om formernas betydelse.
Maria Strannegard har rest till olika
platser, bott pa sa kallade design-
hotell, talat med gaster och personal,
funderat och reflekterat. Hon beskri-
ver hur fenomenet designhotell vuxit
fram och blivit livsstilsmarkdrer och
tillflyktsorter fér personer som langtar
efter att vara individualister — men som
beter sig som de flesta av sina ménga
gelikar. Det estetiserande idealen bade
férenar och utesténger. Allt emedan de
6vergripande kommersiella reglerna
ser ut ungefér som inom varje annan

afférsverksamhet. Designhotellen
férkroppsligar upplevelseekonomins
ideal och ambitioner, men aven dess
problematik och begransningar, enligt
Maria Strannegard.

Designhotellen kallas ocksa
boutique- eller livsstilshotell. Maria
Strannegard ser pa dessa bade med
etnologens och psykologens blick.
Hon beskriver miljéerna malande och
satter in sig sjalv i sammanhanget pa
ett engagerande sétt. Det hela &r roligt
att I1&sa och jag vill hela tiden ha mer.
Fler detaljer, mer exakta redovisningar
av inredningar, fargsattningar och be-
lysningsdetaljer. Och jag 6nskar gang
pa gang att ocksé fa ta del av formgi-
varens speciella blick. Sa blir det nu
inte riktigt. Detta inte sagt som kritik —
"Hotell Speciell” ar ju ingen berattelse
fran designvérlden — utan invandningen
ar snarast det motsatta; en eloge till
forfattaren som belyser det hon stude-
rar sa intressant att man vill ha &nnu
fler ingangar. For att fa det gar jag till
och med in p&d www.designhotels.com
och forsoker félja med péa resan.

Avhandlingen &r skickligt uppde-
lad i avsnitt som till exempel Baren,
Sovrummet, Korridoren, Lobbyn. De
olika rumligheterna far helt enkelt en
symbolisk, mer dvergripande betydelse
dar sociala och sociologiska aspekter
fors in. Dispositionen haller markligt
nog nastan hela vagen; nadgon gang
kanns idén trots allt bara for bra.

En annan invdndning handar om
antalet redovisade exempel. De borde
ha varit fler, bade nar det galler inter-
vjuer med géster och personal. Nu blir
koncentrationen kring Hudson Hotel
i New York och Hotel Coste i Paris en
aning 6verskuggande. Dessutom finns
det en risk i att hanvisa till hemsidor
och anvénda presens i beskivningen
av dessa. Sajterna i fradga kan ju vara
nedstangda for lange sedan nar av-
handlingen vél ligger pa bordet. Och i
samband med forfattarens konstate-
rande, att illusioner och teatereffekter
férsvinner i hotellens icke allm&nna
utrymmen, minns jag ett minimalt sov-
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rum pa St Martins Lane i London, dar
Philippe Starck pé ett underbart satt
lekt med detaljerna. Aven minimala
sovrum pa ett designhotell kan ha ett
och annat extravagant inslag — oavsett
hur det ser ut pa Hotel Hudson.

"Hotell Speciell” &r som sagt ingen
avhandling i designforskning. And4
borde den vara ytterst intressant fér
alla formgivare. Manniskans forhal-
lande till tingen ar ju en av de viktigaste
utgangspunkterna for allt design-
arbete. Och borde s4 vara for all
designforskning ocksa.

Maria Strannegard liknar det kon-
kreta designhotellet vid "ett interaktivt
konstverk” men i sjélva verket anvan-
der hon det som en metafor for nagot
mycket stérre — som en skildring av
vilket samhéllsbygge som helst. Det
blir badde underhallande och l&rorikt.

Lotta Jonson

Forfatiare: Penny Sparke
Forlag: Raster, 2009
ISBN 978-91-87215-810

Designbegreppet har férandrats de
senaste tjugo aren. Penny Sparke,
brittisk designhistoriker, redogér fér
hur ekonomi, konsumtion och livsstils-
fragor paverkat omradet och forflyttat
fokus fran funktionsfragor till ett mer
estetiskt forhallningssatt. "Design och
postmodernitet” ger de fundamentala
kunskaperna om hur synen pa tingen
skiljer sig mellan d& och nu.

Lotta Jonson
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Fakta kring svensk formgivning och
svenska designer finns samlade pa
Designarkivet i Pukeberg, Nybro
mellan V&xjé och Kalmar. Narmare be-
stamt omkring 100 000 skisser, ritning-
ar med mera fran slutet av 1800-talet
och fram till idag. Drygt 700 svenska
formgivare som arbetat med keramik,
glas, metall, textil, industri- och mé-
belformgivning finns representerade.
Dar kan man félja hur till exempel Nisse
Strinning, Astrid Sampe och Rune
Moné arbetade och fa designproces-
serna bakom de producerade férema-
len beskrivna. Ytterligare intressant
material fran Orrefors, Kosta Boda och
Pukeberg kommer ocksa att knytas till
Designarkivet. En av arkivets uppgifter
ar att gora det mojligt for forskare,
studenter och allménhet att ta del av
alla fakta. Sjalvklart kan man besodka
Designarkivet pa plats. P4 natet ar
adressen www.designarkivet.se.

DESIGN
ARKIVET

—————
ARKIV FOR SVENSK FORMGIVNING

Forskningsprogrammet M3 — mode,
miljé och marknad héller just nu pa att
formeras vid Hogskolan i Boras. Tan-
ken &r att utveckla ny kunskap om hela
modekedjan fran idé via konsumenten
och slutligen atervinning samt om
modenaringens sédrskilda egenskaper
i forhallande till andra branscher. | en
rapport beskrivs tankarna bakom M3
med exempel fran pagaende forsk-
ning inom management- och design-
omradet. Meningen ar att M3 ockséa
ska resultera i 6kad effektivitet inom
branschen samt ge incitament f6r nya
féretag och produkter.

Férhoppningen &r att géra M3 till en
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internationellt konkurrenskraftig miljo
for forskning och produktutveckling av
stor nationell betydelse.

Rapporten om M3 kan laddas ner
via: www.hb.se/wps/portal/pressmed-
delanden/pressmeddelande?name=
hb2010-02-16_modeforskning

Den nationella konstnérliga forskar-
skola som Vetenskapsradet utlyste
forra aret startar for fullt héstterminen
2010 och kommer att verka i fem ar.
Foérhoppningnen ar att den konst-
néarliga forskarskolan ska starka den
framvéxande konstnérliga forskningen,
placera svensk konstnarlig forskning i
en internationell frontlinje och leda till
nya insikter i konstnarligt arbete.

Forskarskolans bas utgérs av en
arligen aterkommande stérre dok-
torandkonferens samt seminarier av
mer dmnesinriktad karaktar. Skolan
kommer att tilldmpa I6pande antag-
ning och berdknas examinera ett drygt
tjugotal doktorander under perioden
2010-2015.

Den nationella konstnérliga forskar-
skolan organiseras i samarbete mellan
hogskoleinstitutioner fran 12 larosaten,
med konstnarliga fakulteterna i Gote-
borg och Malmd/Lund som administra-
tiv hemvist.

Den forsta utlysningen omfattade
digital gestaltning, filmisk gestaltning,
fri konst, litterar, musikalisk och sce-
nisk gestaltning och samt konsthant-

verk. Utlysningen avsag aven
antagning till den forskarutbildning
som kommer att ske vid fakulteter
med examensréatt for konstnérlig
doktorsexamen. Foér narvarande
finns s&dan i Géteborg och Malmé.
Ytterligare laroséaten inom det konst-
narliga omradet kan komma att fa
examensrétt under aret.

De doktorandtjanster som direkt
berdr design- och konsthantverksom-
radet var en vid Konstfack i Stockholm
samt tva vid Textilhégskolan i Boras —
den ena géllde modedesign, den andra
textildesign.

Varfor inte kla pa sig instrumentet istal-
let for att slapa runt pa det i ett otymp-
ligt fodral? Jeannine Han gar andra
aret p& masterutbildningen for textil-
och modedesign pa Textilhdgskolan i
Boras. Tillsammans med teknikern Dan
Riley har hon tagit fram ett spelande
plagg — en kostym gjord av ett material
med integrerade sensorer som reage-
rar vid berdring och nar ndgon kommer
nara. De kallar sitt projekt, finansierat



av Smart Textiles, for "Textildesign for
en nomad”.

Den som éar nyfiken pd hur plagget
ser ut i verkligheten kan bestka Nord-
iska museets utstélining Modemakt
— 300 &r av klader, dér det finns utstallt
under temat "Funktionellt”.

Kjell Rylander, keramiker som framst
jobbat med ready mades hade nyligen
utstalining pa Eskilstuna konstmu-
seum. Dér visades skarvor av porslin
och delar av serviser upplagda pa sju
podier. En dissekering av lamningar
fran anonyma miljéer eller en under-
sbkning av hierarkier? Rylander ingéar
sedan ett ar tillbaka i en forskargrupp
kring professorn i konsthantverksteori
vid Kunsthggskolen i Bergen, Jorunn
Veiteberg. Hon sOkte keramiker frén
hela Skandinavien som ville inga i
teamet. Rylander sokte och fick en av
forskartjansterna.

— Det har passar mig bra. Det
norska forskningsprogrammet inom
konsthantverksomradet skiljer sig
verkligen fran det svenska. Har ar den
reflekterande delen mycket mer till-
latande. Man lagger storre vikt vid det
visuella resultatet an det skrivna ordet,
berattar Kjell Rylander.

Annu har han tva &r kvar innan slut-
resultatet fran hans forskning presen-
teras. Utstallningen i Eskilstuna gav en
liten férsmak — som gav mersmak.

Resultatet av tévlingen Design Open
2009 presenterades nyligen. Forsta
priset i kategorin universitet/hdgskola
gick till Umeé universitet, Interaktion
och design, arskurs 4, fér "GoEco”.
Det ar en tjanst fér mobiltelefoner dar
var och ens miljopaverkan méts genom
de dagliga transporter med bil, buss,
cykel och gang som personern i fraga
utfér.

| gymnasie-kategorin vann Bromma
gymnasium, Teknisk design arskurs 2
(bilden ovan), for sitt tjainstekoncept
"Green by Bike”. "Green by Bike” ar ett
tjianstekoncept som ska paverka man-
niskor att vélja cykeln istallet for bilen
for korta resor och darigenom motive-
rar till miljévanliga transporter.

Tavlingen arrangeras av SVID,
Stiftelsen Svensk Industridesign, och
uppgiften i Design Open 2009 var att
"utveckla produkt, tjanst eller koncept
for vara rullande transporter, som
paverkar manniskors vilja att resa och
frakta miljévanligt.”

— De deltagande lagen har alla gjort
ett fantastiskt arbete, sager Robin
Edman, vd pa SVID och juryns ordf6-
rande. Manga bidrag haller mycket hog
klass och en hel del koncept har stor
mojlighet att forverkligas. Vi hoppas att
studenternas engagemang kan bidra
till att féra utvecklingen framat.

De vinnande bidragen visas pa en
turnerande utstélining.

G4 in p& www.designopen.se och
kolla alla vinnande bidrag!
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konferenser

IA Conference 2010

Tema for arets tyska IA-konferens ar
Service, Design, Thinking.
http://iakonferenz.org/de/2010

DESIGN 2010: 11th International
Design Conference

Konferens om designforskning med
bland andra féljande &mnen: design-
teori, designforskning, designproces-
ser, designmetoder, design manage-
ment, industridesign, ekodesign.
www.designconference.org

Next Textile Boras 2010

Tema: Rethink/Nyténkande i mate-
rial och afférer. Konferens om nésta
generations textilier och fiberteknologi
for yrkeskategorier som nu far chans
att utbyta erfarenheter: studenter,
designer, tekniker, marknadsférare,
foretagsledare, forskare och politiker.
www.nexttextile.com

European Design Festival 2010:
A celebration of European
communication design

Workshops, designpromenader, ut-
stéllningar och féreldsningar. Samt en
ED-Conference med talare fran ett
femtontal lander.
www.europeandesign.org

HOW2010

”Vad du &n behdéver kommer design-
konferensen HOW att ge dig verktyg
for att bygga en framgangsrik karriar
och unikt formgivna produkter”, lovar
arrangérerna.
www.howconference.com
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konferenser

6 th Art & Science of Service
Conference

For forskare och praktiker om nutida
och framtida tjanstedesign med fokus
p& hur teknologin paverkar leveransen
av hégkvalitativa tjanster.

Arrangdrer: Bentley University och

|IE Business School.
http://artscienceofservice.ie.edu

9th Annual Frontiers in Service
Conference 2010

Méotesplats for en unik mix av forskare
inom olika sektorer. Amnet tjanste-
design kommer att diskuteras ur en
rad olika aspekter.
www.ctf.kau.se/frontiers2010

DAC 2010
Design meets automation

Teknisk konferens om de senaste
trenderna inom elektronikdesign och
designautomatisering for bland annat
tekniskt intresserade designer, design-
ingenjorer, forskare och media.
www.dac.com

Re-Thinking ... the future of
design — DMI Design/
Management Thinking 22

Enligt arrangérerna fordes definitio-
nerna av begreppet "designtédnkande”
frAmat pa Re-Thinking ... Design-
konferensen ar 2009. | ar vidgas temat
och omfattar aven framtiden.

Vad behdver man lara sig for dra nytta
av omdefinitionen av designomradet?
www.dmi.org/dmi/html/conference/
branddesign10/conference.htm
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ConnectED 2010 —
2nd International Conference
on Design Education

Om olika aspekter av designundervis-
ningen inom konstnérliga discipliner
och teknik/arkitektur. Diskussionsam-
nen: hdllbarhet, globala designagen-
dan, designforskning samt teori- och
filosofiinslag inom designutbildningen.
www.connected2010.com.au

26th EGOS Colloquium

Med bland annat designdrivna
innovationer: lingvistik, semantik och
symboliska uppfinningar kontra
teknologiska och funktionella.
www.egosnet.org

DRS, Design Research Society
2010 Conference:
Design & Complexity

Utbyte av idéer och koncept vad galler
designforskning kring b&de produkter,
upplevelser och tjanster.
www.drs2010.umontreal.ca

2010 European LAMS &
Learning Design Conference

Konferensen, dag 1, foljs dag 2 av en
"Design Bash”. Arets konferens ar en
fortsattning pa International LAMS &
Learning Design Conferences in 2006,
2007, 2008 & 2009 i Sydney och tre
tidigare European Conferences (2007 i
Greenwich, Storbritannien; 2008 i
Cadiz, Spanien and 2009 i Milton
Keynes, Storbritannien). Fokus denna
gang kommer att ligga pa ”Sharing
Great Ideas”.
http://lams2010.lamsfoundation.org

Designs On Our Future -
3rd International Urban Design

Hur ska nya stader designas och redan
existerande anpassas for framtiden?
Om miljétankande, hallbarhet och en-
ergi. For arkitekter, landskapsarkitek-
ter, designer, politiker, stadsplanerare
med flera.
www.urbandesignaustralia.com.au

CUMULUS Shanghai
Conference 2010

Hur kan en ung generation designer
forbattra miljon och livet genom sin

kreativa talang och ansvarskansla?

www.cumulus2010tongji.org

The Resilience of the Global
Service Economy

For tjugonde gangen anordnas RESER,
plattform och métesplats for forskare
och policyskapare som arbetar med
utformningen av tjanster.
www.reser2010.se

7th International Design &
Emotions Conference

Teknik kan ge kdnsloméssiga upple-
velser. Exempel pa design som skapas
med pa detta satt blir allt fler. Fér prak-
tiker och forskare inom omradet.
www.id.iit.edu/de2010

ServDes.2010

Tema for denna férsta konferens inom
omradet tjanstedesign i Linképing ar
ExChanging Knowledge. En forsta
ServDes hélls i Oslo och kommer
hadanefter att héllas vartannat ar i
nagot av de nordiska landerna.
www.servdes.org
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Forskaren som fackelbarare

Vem forskar forskarna fér? Hur tas
nya material fram? Finns det en klyfta
mellan teoretiker och praktiker? De var
ndgra av de frigor som diskuterades
under seminariet ”The Material Gap”
pd Berns en kvall i vintras. Kammar-
salen var fylld av folk, bade yrkesverk-
samma formgivare och andra designin-
tresserade. Samtliga hade bjudits in av
Svensk Form, som passat pa nir Guido
Cappellini inda var i Stockholm for
att gd pa mobelmissa. Ledaren for det
hippa Cappellini, ett experimentvilligt
foretag inom en i 6vrigt ganska trog
mobelbransch, var nimligen kvillens
dragplister. Mycket av vad han sade
var intressant men det mest tankevick-
ande stod andra deltagare for.

P4 scenen fanns nimligen en panel
med representanter fran olika hall.
Samtalet kring ”materialklyftan” led-
des av Mark Isitt, tidigare chefredak-
tor pd arkitekturtidskriften Forum.
Kvillen till dra var han klidd i beige
kostym i polyester, ”det féormodligen
mest hallbara materialet i lokalen den
kvillen” som nigon pipekade.

Ungefir si hir 16d en inleddes
samtalet: Man hor ofta att det forskas

Ovan: Ett ovanligt vackert nastan nytt material.
Mitsubishi Rayon visat pa utstéliningen Tokyo Fiber
i Milano april 2009.

kring nya material — varfér ser man da
s4 lite av dem?

Reed Kram, Reed Kram Design,
menade att det handlar om efterfra-
gan. Aven om den enskilde designern
letar efter nyheter sd dr industrin oftast
kallsinnig. Att byta material innebir
stora kostnader. Ett sitt att f4 med
industrin vore om formgivaren kunde
vara med i forskningsprocessen for att
direfter bittre kunna 6vertyga even-
tuella investerare. Nu kommer ytterst
lite av vad som sker pa laboratorierna
sambhillet till godo.

Mikael Lindstrom, kemist och fors-
kare vid Innventia samt professor vid
Konstfack, holl delvis med. Men idag
handlar det inte som tidigare om att
hitta billigare alternativ eller forbittra
designen utan om ndgot betydligt mer
komplicerat: att 16sa miljoproblemen,
menade han. Det liggs en massa stat-
liga pengar pa forskning. Universiteten
utbildar forskare som skriver avhand-
lingar och kanske ocksa tar fram nigra
gram av nagot nytt material. Sen falnar
forskarnas intresse, de forsoker sillan
sjdlva nd en bredare publik.

Bjorn Florman, marknadsforare
och en av initiativtagarna till Material-
biblioteket, fyllde pa: ”Ingen forskning
borde f stanna pa universiteten! Det
skulle finnas en 6ronmiarkt marknads-
forningsbudget inbakad i varje statligt
forskningsanslag.”

Och visst, di fanns det 4tminstone
en chans att fler fick upp 6gonen for
intressanta resultat. Mindre intressanta
ocksd forstds, trodde biade publik och
panel.

Mikael Lindstrom hade en viktig
invindning: ”Sig att man fatt fram
ndgra fi gram av nagot nytt... att

tillverka ytterligare ett antal kilo, att
vidareutveckla for att anvinda i nigon
form av produktion kriver jitteinves-
teringar. Tank alla test som maste till.
Klivet fram till ndgot anvindbart kan
ta manga ar.”

Publiken suckade, iven om de flesta
visst forstod att forskning tar tid. Och
att forskning dessutom maste tillatas
hamna vid vigs inde. De dir grammen
kanske aldrig kommer att bli fler.

Sker da somlig forskning for forsk-
ningens egen skull? Undrade Isitt. Jo,
ibland, eftersom det ir forskningsme-
riter som riknas, inte om forskningen
leder fram till ndgot konkret. Det finns
inbyggt i den akademiska karriirs-
stegen. ”Att forska dr som att springa
med en fackla, man méste veta vart
och till vem man ska limna ifran sig
den. Om ingen frigar efter vad vi
forskare gor fortsitter vi att att jobba
forst och framst for forskarvirlden”,
menade Mikael Lindstrom.

Den spretiga diskussionen pa
Berns berorde alltsé i huvudsak tre
olika teman som till den del griper i
varandra: hallbar design, nya material
och avstinden mellan vardagsliv och
forskarsamhille — alla tre ytterst ange-
ligna for Design Research Journal. Vi
aterkommer till dem alla.

Tills dess: Halla forskare, vart ir ni
pa viag? Till vem ska ni lamna over era
facklor?

Lotta Jonson

PS. Under nésta termin séatter ett samarbetsprojekt
igdng pa KTH och Konstfack om hur teknik och
design kan mdétas. Nya material, ny design, ny
forskning star p& dagordningen. Projektet ska leda
fram till fardiga produkter och paga i 6ver ett ar.
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