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Outline/Content

Discussing different design processes
- Going into depth with research through design (RtD)
- Adding to the RtD model
- Tools used when designing for/with nonhumans
- Sketch a design/development process with MTH perspectives
- Group discussions and presentations
= Plenum discussion
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Key readings

Krogh, P. G., Markussen, T. & Bang, A. L. (2015) Ways of drifting — 5 methods of experimentation in
research through design. International Conference on Research into Design (ICoRD), Bangalore, India
January 7-9 2015. DOI: 10.1007/978-81-322-2232-3
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Discussing different design processes

The most well-known design processes from the British Design Council are the Double Diamond
(https://www.designcouncil.org.uk/our-resources/the-double-diamond/) and the extended version
of it called the Systemic Design Framework (https://www.designcouncil.org.uk/our-
resources/systemic-design-framework/).

There is also the Design Thinking model from the Interaction Design Foundation, focusing in users and
their needs: https://www.interaction-design.org/literature/topics/design-
thinking?srsltid=AfmBOorOx402aiLQ16FBvTuwhVQX3CBDthqYiFLOVOjjW6xw9TSjkS6C

And then there is Research through Design (RtD) that we will go more into depth with in this lecture.


https://www.designcouncil.org.uk/our-resources/the-double-diamond/
https://www.designcouncil.org.uk/our-resources/systemic-design-framework/
https://www.designcouncil.org.uk/our-resources/systemic-design-framework/
https://www.interaction-design.org/literature/topics/design-thinking?srsltid=AfmBOorOx402aiLQ16FBvTuwhVQX3CBDthqYiFLOvOjjW6xw9TSjkS6C
https://www.interaction-design.org/literature/topics/design-thinking?srsltid=AfmBOorOx402aiLQ16FBvTuwhVQX3CBDthqYiFLOvOjjW6xw9TSjkS6C
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Integrating more-than-human perspectives

When integrating more-than-human perspectives into a design process, it might be challenging to fit
these perspectives into design processes that have originally evolved from a collection of user-centred
design methods.

Even though the Double Diamond, the Systemic Design Framework, and the Design Thinking models
encourage iterative processes, these models are still focused on the development of a product, service
or system that will enter people’s everyday lives after development and be used by humans in their
everyday lives.

When designing with and for more-than-humans, things are not so simple. Different kinds of expertise
need to be accounted for and integrated into the design process, allowing for interdisciplinary methods
and processes to be embedded into a design process.
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Integrating more-than-human perspectives

Designers might need to consult with experts over several rounds to ensure that knowledge about
specific more-than-humans is taking into consideration. Some of these experts could be, but are not
limited to:

Biologists, zoologists, botanists
Environmental scientists
Landscape architects, architects, and city planners

Stakeholders that interact with specific more-than-humans regularly such as farmers, fishermen,
Indigenous peoples ... citizens living near specific more-than-humans that are part of their everyday

lives.

If we design with and for technological more-than-humans, engineers, mathematicians, and other
people with technical expertise need to be consulted.
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Double Diamond

Characteristic for this model are the four phases: discover, define, develop, deliver.

... but how might we take interdisciplinary perspectives and approaches into account and integrate them
with the double diamond? What processes do for example biologists have, and how might their

processes integrate or run in parallel with the double diamond?
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The Design Thinking model
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The Design Thinking model — the five steps

Empathize: understand the problem that a design should solve through research. This stage allows
designers to set aside their own assumptions and gain insights into the users’ needs.

Define: information is accumulated and analysed. It is synthesized to define the problems that should be
solved by a design. The design team formulates problem statements.

Ideate: brainstorming ways of viewing the problem, and alternative ways of solving the problem.

Prototype: identifying the best possible solution to the problem. Experimentation through inexpensive
scaled-down, rough versions of the product.

Test: trying solutions out together with users and gather new insights to improve the solutions.
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The Design Thinking model

Characteristic for this model are the five phases: emphasize, define, ideate, prototype, test.

This model evaluates if the design is

* desirable (by humans): needs, dreams, and behaviours of people. How might we also include
behaviours of more-than-humans? And what needs do they have?

» feasible (technologically): can the designers implement the solutions? Or do they need help through
interdisciplinary collaborations with for example experts from other fields of study? For whom is it
worth pursuing? What about environmental feasibility?

* viable: a desirable and technically feasible design is not enough. It also needs to generate revenues
and profit from the solution. But what does viability mean when considering the more-than-human?



Research Through Design (RtD)

Design experimentations through different methods with associated keywords:

They can be used in different phases of a design process, depending on what is deemed relevant.

Accumulative: depth, stacking
Comparative: acknowledging complexity
Serial: systematizing local knowledge
Expansive: broadening, extending

Probing: illogical, artistic, impact oriented
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Accumulative

Testing specific parts and wholes of something bigger get an in-
depth understanding of the whole. Cognitive qualities are
appreciated over contextual appropriateness. Studies might be
done in laboratory settings where disturbing elements are excluded
for the sake of clarity.

Depth of knowledge on a particular aspect of a whole where
knowledge is layered.
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Comparative

To explore areas and aspects not yet dealt with in other experiments
and incorporate knowledge from previous experiments or for
example other fields of study.

Through experiences, learnings, and insights from a series of design
cases, overlapping knowledge can be identified. When working on a
new case, knowledge from previous cases can be incorporated.

Keywords: “acknowledging complexity”.
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Serial

Complementing the comparative method: insights are gained
between design experiments that are performed chronologically.
Each experiment is framed by the insights and learnings from the

previous experiment.

An object of study is evolved over time according to pragmatic

concerns where the designer documents the steps of the process.

AN MOVA
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Expansive

Things do not need to happen in succession, as compared to the
serial method. The keywords here are “broadening” and “extending”
(across several fields of study?). Rather than deepening like with the
accumulative method, this method widens the designer’s
perspective.

Objects of concern are extended, and the designer will approach
these by continuously developing new aspects, approaches, and
techniques in relation to each matter of concern. It is an expansion
of what “design engagements” mean.




Probing

Exploiting design ideas as they emerge through the process. Moving
along with intuition, instead of structuring and planning and
following a rational approach. There is a personal motivation to
achieve some sort of impact on the world. Keywords are “artistic”,
“illogical”, “impact-oriented”.

An almost eclectic way of organizing design settings that might even
be self-contradictive, irreductive, pursuing opportunities in the
environment experienced by the designer when exposing
him/herself to the environment and subject matter (auto-
ethnography).
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Spiral / circular (an addition?)

When working with more-than-human stakeholders, could we
imagine that we could work in spirals? For example, by following
the rhythms of certain things? Moon cycles, tides, seasons,
weather patterns, mating cycles, and so on ...

Temporality: this means that we need to explore designs across
longer periods of time. Learnings about how a design works in
entanglement with other more-than-humans in an environment
might require us to explore a design throughout several cycles or
rhythms of something. The design might in many ways never
really be finished, because it is continuously shaped by the
environment.
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Tools used when designing for/with nonhumans

Nonhumans cannot articulate their needs or perspectives as easily as humans,
but

we (as designers) use various methods to understand them.
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Tools used when designing for/with nonhumans

Data Gathering
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Tools used when designing for/with nonhumans

Reflection
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Tools used when designing for/with nonhumans

Imagining



Data Gathering

* Collecting information about nonhumans through
observations, interviews, or technological tools

* Provides objective and tangible insights and
establishes a foundational understanding of
nonhuman behaviors and interactions.

* Risk of misinterpreting data due to human biases.
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Four-hour sound recording at dusk from day
through civil, nautical, and astronomical twilight

Serena Pollastri, Rupert Griffiths, Nick Dunn, Paul Cureton, Chris Boyko, Adam Blaney, and Elisabeth De
Bézenac. 2021. More-Than-Human Future Cities: From the design of nature to designing for and
through nature.. In Media Architecture Biennale 20 (MAB20), June 28—July 02, 2021, Amsterdam and
Utrecht, Netherlands. ACM, New York, NY, USA, 8 pages. https://doi. org/10.1145/3469410.3469413



Data Gathering
Thing Ethnography

* observing and documenting objects, such as
household items or tools, to understand their
interactions within their environment and how

they contribute to a larger ecological or social
network.
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Photographs taken
by autographers
(from a cup’s
perspective)

Collecting data
with autographers

Cila, N., Caldwell, M., Tynan-mahony, ., Speed, C., Rubens, N. (20). LISTENING TO AN EVERYDAY KETTLE:
HOW CAN THE DATA OBJECTS COLLECT BE USEFUL FOR DESIGN RESEARCH?
httpsites.thehagueuniversity.compinc20home
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Reflection

Birdwatching kit

* Using self-reflection to understand nonhuman
perspectives.

* Encourages designers to empathize and think
beyond human-centric viewpoints and can uncover
subjective insights that data might not reveal.

* Highly subjective and dependent on the designer’s
perspective.

Heidi,, R, Biggs, Jefery Bardzell, and Shaowen Bardzell. 2021. Watching Myself Watching Birds:
Abjection, Ecological Thinking, and Posthuman Design. In CHI Conference on Human Factors in
Computing Systems (CHI "21), May 08-13, 2021, Yokohama, Japan. ACM, New York, NY, USA, 16 pages.
https://doi.org/10.1145/3411764.3445329



Reflection
Noticing

* by reflecting on our observations and
experiences, we can begin to understand the
needs, challenges, and contributions of
nonhumans in our shared spaces.
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working through the knots

Doenja Oogjes and Ron Wakkary. 2022. Weaving Stories: Toward Reper- toires for Designing Things. In
CHI Conference on Human Factors in Comput- ing Systems (CHI '22), April 29-May 05, 2022, New
Orleans, LA, USA. ACM, New York, NY, USA, 21 pages. https://doi.org/10.1145/3491102.3501901
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lmagining

Screenshot from «l Moss You»
* Combining data and imagination

* Encourage us to envision the world through
nonhuman perspectives and to think beyond our
usual constraints.

* Relies on human creativity, which may introduce
unintended biases.

Sondergaard, M. L. J. (2023). What mosses can teach us about design fabulations and feminist more-
than-human care. Human—Computer Interaction. https://doi.org10.1080/07370024.2023.2269893
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lmagining
Animal Diplomacy
Bureau’s bird games

* we can think about how nonhumans experience
their environement, engage in discussions
about urban life and nature, and connect with

the nonhuman world.

]
St o YA

Phillips, R., Kau, k. (2019). Gaming for Active Nature Engagement. Animal Diplomacy Bureau designing
games to engage and create player agency in urban nature. The Design Journal, 22(sup1), 1557-1602.

https://doi.org/10.1080/14606925.2019.1594993


https://doi.org/10.1080
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Sketch a design process

Pick one built place from your local environments and think about the task of re-designing it
according to more-than perspectives. It could be a park, a building, a square, a bridge, a statue ...
You should not re-design it now, but instead think about how the design process could be when re-
designing it.

* Find an image of the place (e.g., from Google maps or any other digital resources).

* Share the images with each other and talk about them. Discuss candidates (5 minutes)

* Select and agree upon one of the places to re-design (5 minutes)
* Start mapping more-than-human actors in the environment of that place (10 minutes)

* Brainstorm potential methods to use for learning about the more-than-human actors (10
minutes)
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Sketch a design process

* Sketch out a design process for the re-design of this place (10 minutes)

* You can work directly on the Miro board, or in any other program/software (see the allocated
space for your group on Miro).

* Upload your design process to the Miro board (to the allocated space).

Here is a link to the Miro board:

https://miro.com/app/board/uXjVL93mkc8=/



https://eur01.safelinks.protection.outlook.com/?url=https%3A%2F%2Fmiro.com%2Fapp%2Fboard%2FuXjVL93mkc8%3D%2F&data=05%7C02%7Canne-marie.hansen%40mau.se%7C2618da39d4af48fc8c6708dd18481800%7C601bc2d3e6eb42a79990b8072b680528%7C0%7C0%7C638693419047369241%7CUnknown%7CTWFpbGZsb3d8eyJFbXB0eU1hcGkiOnRydWUsIlYiOiIwLjAuMDAwMCIsIlAiOiJXaW4zMiIsIkFOIjoiTWFpbCIsIldUIjoyfQ%3D%3D%7C0%7C%7C%7C&sdata=nqdZzG3cevHpmDvD6y88QpLnW00T%2BL8%2Fv%2FHmfFDMpQ0%3D&reserved=0
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Group discussion

After you made the design process sketches, you meet with other groups and share your sketches
of design processes. Dedicate ca 10 minutes per group and end with a joint discussion.

Suggested questions to discuss:

*  What methods are relevant when working with a selection of more-than-human stakeholders in
a specific context?

e How can we involve a selection of more-than-human actors?

e What can we learn from them?



Plenum discussion

We conclude with a plenum discussion where all groups get to present their sketches of the
different design processes in a shared discussion.

The discussion evolves around these topics:

* Present your design process sketches

*  How do the more-than-human stakeholders affect the way the design process is planned?
*  Which kinds of expertise are needed?

*  What combination of (research through) design methods do you plan to use?

*  What do the phases of your design process consist of? And how does it look like?

A MOVA
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