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Circular Economy

Values

Valuing resources is the materials, 
but resources also mean human 

resources in the end and how you 
make use of it.

We have very little of some things so 
there is scarcity and now certain 

materials are scarce, but in the 
future, we might invent new things 
and then we'll get scarcity in other 

materials or another human type of 
skills or other things.

If you think about the circular 
economy, many people always start 
thinking about products right away 

again.

Different Levels

You can look at the product level, at 
the product service level.

But you can also look at the social 
technical system and the whole 

social system on top of it. So it's a 
multi- level perspective.

They need a different mindset. So 
work on prevention. So that's of 

course very difficult, but that's how 
you see that often in design for 

sustainability and circularity, they 
talk about different levels, right?

Systemic

And it's also something which is by 
the meadows. These leverage points, 
they're how to change systems. It's 
focusing on those higher goals, but 
those are also the harder ones to 

change.

It's always a good thing to make 
things transparent. So 

understanding the product flows that 
are there, the material flows where it 
goes uncovering what's happening at 

the moment.

I only focus on the consumer aspect, 
but of course, we also need to 

consider the whole system because 
consumer behavior happens in a 

product service system rather than 
with a single product.

Mental Model

Dit gaat echt over iets best wel dieps, 
het is je mentale model van hoe de 

wereld om je heen werkt.

Als je kijkt naar die grote cognitieve 
veranderingen, dan gaat dat vaak 
over een langere periode met tijd. 
Het is een fysiologische evolutie, je 

hebt je neurologische pathways in je 
hersenen, dus het duurt best lang 

voordat je dat kan beïnvloeden, als je 
dat zou willen.

Als mensen nu nog steeds niet iets 
over duurzaamheid weten, dan die 

hebben gewoon een heel ander 
belief system en andere values dan 
mensen die al een hele tijd hierin 

geïnteresseerd zijn. 

Dit is niet om mensen te overtuigen 
van oh, je moet duurzaam zijn, want 

dan begrijpen ze het al helemaal 
niet.

Ik denk dat er ook heel veel mensen 
zijn die nog steeds niet begrijpen 

waarom we iets duurzaam moeten 
doen, omdat we denken van nou, 

weet je, het is altijd zo goed gedaan.

Dit is met name behulpzaam voor 
mensen die vastzitten in een oud 

gedachtenpatroon en al wel 
comfortabel zijn met het idee van de 

circulaire economie.

Mindset Change

It's also a real mindset change that 
you're not going from extraction to 
selling it and then it's done, but you 
are responsible for the whole cycle.

You can go even further towards 
really systemic thinking or transition 
thinking where you're looking at an 
even broader perspective of how 

those things all work together.

The systemic part is important in the 
sense that you also have to 

understand all the different effects 
and relationships between different 

steps and products.

I think a mindset of scarcity and 
valuing resources both material and 
human and skills is very important.

So for the mindset, I would say 
systematic thinking even though you 
are looking at the single stakeholder.

We would need to provide 
consumers scenarios on how to react 

to the whole system and then let 
them think about and evaluate their 

perceptions rather than just give 
them an image of packaging to let 

them evaluate.
Metaphor

Er wordt op een mechanistische 
manier nagedacht en ik ben erachter 
gekomen dat diezelfde metaforen en 

denkpatronen ook voorkomen in 
circulaire economie.

En voor de economie denken heel 
veel mensen door de metaforen van 

een machine.

We denken vaak over iets abstracts 
zoals liefde of de economie door een 
metafoor van iets anders, dus door 

een iets concretere metafoor die wat 
duidelijker uitlegt aan onze hersenen 

van hoe iets werkt.

Dus het grotendeel van onze 
abstracte denkpatroon is door 

middel van metaforen.

Dat we daar inspiratie uit halen om 
een stukje sense making te kunnen 
doen over de circulaire economie.

Wat de implicaties zijn van 
metaforen die komen uit levende 

systemen dus niet uit een 
mechanistisch systeem dat als een 

robot werkt, maar een levend 
systeem zoals een ecosysteem dus 

hoe de biologie opereert.

CE as a machine

CE as a forest

De economie zien als een soort van 
pipework. Je bent met name 

geïnteresseerd bent in de materialen 
die erin omgaan.

In plaats van dat je dus ziet dat de 
materialen en de communities en 

het sociale gedeelte heel erg diep in 
connectie staan met elkaar.

Ja hun sensemaking van een bos dus 
echt waar mensen dan aan denken 
wat best grappig is, want heel veel 

dingen zijn gewoon niet waar en we 
denken van oh, dit is hoe een bos 

werkt en dat ik echt denk van wow, 
maar heel veel mensen zijn 

stadsmensen,

Circulaire economie as a forest, dus 
als een bos waarin we dus kijken 

naar de bedrijven in een economie 
als bomen in een bos en dat je daar 
dus door middel van de logica van 

het bos, daar lessen vanuit te nemen 
dat je op andere conclusies uit kan 

komen.

Principles

Principles

boundaries between entities are 
ambiguous,

de canopy collectively creates a 
resiliant micro climate for natural 

systems to thrive,

ik heb hem opgedeeld in dealing with 
the whole en dan managing 

relationships en dan responding to 
change. Dus dat is zeg maar mijn 

framework qua ecologisch 
wereldbeeld

een prompt, symbiotic relationships, 
een inter dependency the worlds 

scavengers decomposure of bacteria, 
dus dan kan je kijken naar 
informelere economieën

different layers of every forest
metabolizer by the wider systems to 

open loop systeem

dus hoe zo’n systeem verandert 
reactive properties, new growth after 

disruption, cyclical nature of 
redistribution dus je hebt die cycli 

van re- ordering growth, maturity and 
collapse,

Als je kijkt naar lineair systeem, dan 
heb je dus echt oneindig groeien, 

want het wordt geconceptualiseerd 
als een machine die onderhouden 

moet worden en moet groeien.

En dan heb je dus ook features zoals 
resilient properties to absorb shock 

and disruption.

Dus als er iets misgaat, dan wordt 
het opgevangen door het wider 
system, dus daarom heb je ook 

meerdere blaadjes aan een boom. 
Als je maar een blad aan de boom 

had en dat blad ging kapot dan ben 
je niet heel erg resilient.

En dat je dat heel erg betrekt tot aan 
de case en de circulaire economie 
dat je je op basis daarvan ideeën 

gaat genereren dat je dan kijkt naar 
wat voor thema’s daar binnen zitten.

ik ben nu bezig met een case study daarvoor 
maken, en dan heb je dus wholeness, 

relationship and change hier en dan ben ik 
bezig met kwalitatief onderzoek waarin ik 

kaartjes ga maken als design prompt. En dan 
is het ongeveer iedere stap gaan we door 
dezelfde cyclus heen, dus je hebt al een 

bepaald moment dat je echt gaat kijken naar 
van oké, wat weet je nou over een bos?

Ik zou dat niet als eerste introductie voor een 
circulaire economie doen, dit is eerder een 

reflectie van. Oké als je allerlei normale 
methodologieën gebruikt die allemaal heel 
erg alined zijn met je wereldbeeld. Dan kom 
je op hele andere dingen uit dan als je deze 

methodologie gebruikt, dus dit is echt. Kijken 
naar een transformatieve verandering?

En holisme kijkt naar het gehele 
plaatje, dus dat als het ware als je om 

je heen kijkt door je wimpers dat je 
op een abstractere en wider lens dat 

je die gebruikt om de situatie te 
begrijpen en daardoor kan je wel wat 

breder relaties trekken,

Holism

maar je hebt ook een hele supply 
chain en wat daarna komt waarin 

mensen voor een bedrijf werken en 
daar afhankelijk van zijn. Je hebt 
power dynamics. Je hebt al die 

sociale thema's die er heel erg in 
betrokken zijn,

bijvoorbeeld als je mobieltje kapot 
gaat. Dan kan je die gewoon laten 
repareren in een repair shop. Het 
hoeft niet allemaal in eigendom te 

zijn van het bedrijf.

Je hoeft niet overal van in controle te zijn, 
dus het is ook gewoon. De informele 

economie is ook een economie en daar 
kunnen op lokaal niveau hele effectieve 

oplossingen plaatsvinden. En, dat wordt heel 
vaak niet geconceptualiseerd in een 

mechanistisch wereldbeeld.

Dus ik denk plaatsgebonden dat 
interconnection between social and 
environmental en dan ook wat meer 

die radicale veranderingen

Dat als je heel erg naar de details 
gaat kijken, dan begrijp je het meer.

Reductionism

bijvoorbeeld als je op een 
reductionistische manier aan het 

denken bent, dan is het heel fijn om 
dingen te kunnen meten en te 

kunnen zeggen van oké dit zijn de 
materialen die erin en uit gaan

dus verandering op een 
reductionistische manier is bijna van 
oké, we moeten een onderdeel van 

de machine vervangen of we 
beginnen met een klein dingetje en 

dan wordt het groter.

Transformation

Het is niet per onderdeel, maar het 
komt allemaal samen en daardoor is 
het radicaal anders in plaats van dat 

je steeds een onderdeel vervangt. 
Dus dat is een andere 

conceptualisatie van verandering

Maar als je kijkt naar veranderingen in de 
natuur, dan is dat ietsje radicaler en dan 

komt omdat de verschillende condities voor 
verandering samen komen op een bepaald 
moment en dan kan je bijvoorbeeld denken 
aan een rups die in een vlinder verandert. 

Dat gebeurt niet. Het is niet steeds een been 
en je hebt een vleugel.

Transition

In de natuur heb je niet echt op die 
manier transities, maar 

transformaties, dus ik zie dat in 
Nederland word er gekeken naar 

direct, dus substituten en dat soort 
dingen, dus dat wel. Echt wel. 

Anders.

Dat het gaat om voorspelbaarheid 
dat er deterministische features zijn, 
dus dat je precies kan zeggen, oké, 

dit gebeurt er en dat dat voor 
iedereen homogeen moet zijn.  Maar 

dat kan niet.

Ik denk dat heel veel van degedachte 
patronen binnen de service industrie 
gaan over risk management, dus dat 
je toch wel zelf de controle hebt en 

dat je je warranties hebt en dat soort 
dingen.

Ik woon in Engeland bijvoorbeeld, en mijn 
telefoon kapot gaat dan ziet dat er misschien 
heel anders uit dan als jouw telefoon kapot 
gaat in Delft. Dus hoe zorg je dat dat stukje 

context van waar je woont, wat voor een 
lokale talenten er zijn en hoe kan je dat nou 

echt vieren

in plaats van dat je daar dan 
eigenaar van bent en dat je dan zegt, 
oké, jullie moeten dit doen en dat je 
daar allemaal contracten voor hebt, 
want hoe kan je er een beetje meer 

relaxed mee omgaan? Dus een stukje 
informele economie kan je erbij 

betrekken.

Informal Economics

Misschien kan je samenwerken met 
bepaalde partijen en je kan ook 
kijken naar van oké, hoe ziet het 
businessmodel eruit. Dat de prijs 

eerlijk is voor ons, maar dat we niet 
een hele demografie aan het 

exploiteren zijn.

Dan zal je zien dat dat ecosysteem 
afzwakt over bepaalde tijd, dus. Hoe 

neem je actief deel aan een 
ecosysteem.

Je bent onderdeel van dat 
ecosysteem en dan zie je al die 

nutrients in circulatie, maar als je 
daar een soort van bij gaat staan en 
zeggen van oké van alles wat hierin 

omgaat, krijg ik 2% en die stop je dan 
niet meer in circulatie in dat lokale 

ecosysteem.

Dus hoe ga je daarmee om? Dus ook 
met money cycles en hoe zorg je dat 
de locale economieën gezond zijn? 

Want dat zie je dus bijvoorbeeld ook 
in de natuur.

er zit ook een stukje economie in general bij 
wat je vaak ziet in de service industrie is dat 
dat heel erg draait om brands ca capitalism, 

dus dat je als een soort van rentenier kan 
werken dat je iedere keer een extra 2% 

rekent die naar jou systematisch gaat en die 
komt niet in circulatie in de lokale economie, 
dus dat is best slecht voor de economie als je 

erover nadenkt.

Values

met cradle to cradle werkte, waren ze echt 
heel erg van. Oké, we werken niet met 
bedrijven die pesticiden verkopen of 

geweren verkopen. En ze zeiden van, het is 
heel leuk als je een soort van geweer 

designed for disassembly wil maken of zo, 
maar het is nog steeds een geweer. En ook 
hetzelfde met pesticiden, die kunnen nooit 
goed zijn. Die zijn gemaakt om diertjes te 

doden

Dus we gaan er niet teveel over 
nadenken. Want dat zit hier 

natuurlijk ook helemaal erg in vast, 
dus ik denk dat de grootste lessen 

dat dat toch wel dat als je kijkt door 
de lens van een levend systeem.

dus er zit ook een stukje common 
sense en moraliteit in die heel 

makkelijk te vergeten is als je een 
mechanistische design methodologie 

gebruikt, dan denk ik we gaan 
gewoon door deze stappen heen.

we as humans always focus on 
humans but we are dependent on 

other non- human stakeholders and 
that's not necessarily products, but it 

is ecosystems and trees and our 
rivers and our oceans.

But they are important and we now 
let the human voice be the most 

important one. So I think it's 
valuable.

I think it's a good thing if you can give 
them a voice in a way as an official 
stakeholder because an ocean or a 
forest never really has a voice itself.

Those are non- human stakeholders 
and they get affected but we need 

them as humans to sustain our well- 
being as well.

Innovation Challenges

So sometimes you know what 
materials are in there, but not exactly 
where it comes from. For example, if 

it's badly mined under bad mining 
conditions or it's eroding the soil 

because they're growing the bamboo 
in a certain way, et cetera, et cetera.

So slowly more and more things are 
of course uncovered that certain 

products and things have a negative 
effect, but a lot of the data is not 

available. Sometimes this data and 
materials are not very traceable

One of them is a lot of data is not 
available. So people sometimes don't 
know the exact materials that are in 

there or the order or the exact 
effects that some of the products 
bring into the market have on the 

environment.

But it's probably in education. We 
need to do a lot more of these 

things, a lot more training.

And legally, there's not too much 
responsibility yet for a lot of people 
or companies, so they have to want 
to do it themselves because legally 
they're not bound to do it yet. So it 
has to come from their passion or 

motivation that they believe.

in terms of skills, people also often 
find it difficult to see all the different 
steps and oversee where it all goes

Data

Skills And Knowledge

Legal

I think a lot of companies making 
circular products are facing 

difficulties in making profits because 
it's very difficult to have a circular 

business model that can both realize 
the environmental impact together 

with earn money.

So that means consumers won't 
purchase this kind of product that 

frequently and they won't pursue the 
maybe advanced functions or some 
new versions of this product, they 

just stick to their old one.

A lot of strategies are trying to 
persuade consumers to consume 

less, to buy less, and use efficiently 
use it efficiently as long as you can.

Business Model

So I think maybe we will need some 
policy or some regulations to 

support this and to build up the 
responsibilities of the companies 
otherwise it's difficult to bring any 

profits through recycling.

but some others they're still very separate 
sectors. They just focus on the development 
and then sell it to the market and then they 
are done. They won't consider how people 

use it and how the end of life of this product 
will influence the environment or influence 

nonliving objects.

So that's also why nowadays now so many 
products are not recyclable. I think recycling 
a product cannot benefit the company and 

cannot benefit the other department I guess. 
So just throwing it away like burning it or 
putting it in the landfill would be the most 

cost- effective solution.

So then in the system they should 
also they need to invest a lot of 

money in maintaining the lifetime of 
this product. So they will need to 

collaborate with different sectors to 
help them sustain the functionality of 

this product.

So probably the users won't take that 
much responsibility for caring for or 

protecting this product because 
maybe they have the insurance or 

they have something else.

It is very dependent on the specific 
products or services that people are 

innovating. For example, if we look at 
the sharing bicycle system or car 

renting services, there are challenges 
because the ownership is attributed 
to the company themselves rather 

than the users.

It's also difficult for a user to develop any 
attachment to this item. For example, if I rent a 

laptop, maybe I just use it culturally and then when I 
need to return it, I feel nothing happens. But if it is 
my laptop, I will take good care of it and also when 
it's reached its end of life, I will feel very sad when I 
replace it with another one. I will need to develop a 

new attachment to another item, while this old 
laptop I considered as my old friend won’t work for 

me anymore.

I think that would be also a challenge 
for companies on how to manage 

the all the products assessed in this 
loop in this closed system.

So if we don't have ownership of the product 
itself, it can sometimes also accelerate the end 

of this product. So then we need to consider 
how to deal with those broken products or how 
to maintain them and then sustain them in this 

system to continue to benefit the users or 
continue to keep them in this loop to play their 

role rather than just break the goal and then 
the new products enter

I'm from China and in China we also have a 
bike- sharing service. Usually, you see a lot of 

bicycles at the same time and sometimes 
you see a trunk on the way that carries a lot 
of broken bicycles and no one knows where 
these bicycles go. We don't know if they get 

repaired and go back to the market or if they 
are just broken and thrown away.

Ownership

Personal Attachment

P1 P2 P3
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Appendix C - Results Internal Expert Interviews
Appendix C1 - Interview Guide

103

Main themes Probes

Introduction Welcome
Small introduction to project
Ask permission for recording

General Questions How many years have you been working as a service designer/strategist, and 
how long at IN10?

What is typically your role in the design process?

Design Approaches Can you give me an overview of the different design approaches you use and 
for which problems? It would be helpful if you could draw or plot them on 
paper. (Categories of problems could be specific, moderate, or abstract).

Starting Point Walk me through the process leading up to the starting point of a project. How 
do you determine the starting and end points?

How do you handle situations where a client presents a big, vague problem 
or has a broad ambition without a specific starting point? Can you explain the 
steps you take in these cases?

Problem/Solution 
Exploration

How do you deal with ambiguity or uncertainty during the process? Please 
explain the steps you take.

Decision-Making How are decisions typically made throughout the design process?

Who has the final say, and how does this differ from group decisions?

How do you steer the group toward a specific direction or influence decisions? 

Activities and Tools What are the requirements of a tool or method to be adopted by you?

Are there specific tools or methods you find helpful?

Closing Question Is there anything else you want to share or discuss that we have not covered in 
this interview?

Table C1. Interview guide for IN10’s experts



Appendix C2 - Clusters

Ervaring met ux design. We hebben veel overleg met de klant.
Liefste nemen we de klant zoveel
mogelijk mee in het ontwerpproces.

Een van mijn rollen is het ordenen
van informatie.

Aangezien dit bij de klant vaak een
chaos is of ze weten echt niet hoe je
moet kiezen. Dus hier help ik ze mee.

Verder lees ik me goed in het
onderwerp en doe ik onderzoek naar
dingen die er al zijn.

Veel lezen om het probleem te
begrijpen.

Hierin ligt ook een taak voor mij om
de user inzichten bijvoorbeeld mee te
nemen, dus inzichten die de klant
misschien vergeet of over het hoofd
ziet.

Facilitator van zo'n sprint.

Ook een inhoudelijke rol, dus dat is
soms wel een beetje dubbel.

Als ik degene ben die de
verantwoordelijkheid heb over het
concept, dat ik dan het concept
bewaak.

Je moet ook wel een beetje de boel
afkaderen en soms een beetje
sturende vragen stellen.

We sturen denk ik op een redelijk
transparante manier, want wij zijn
ook vaak gewoon onderdeel van de
sessie, dus dan mogen wij ook onze
mening geven. Dus dat is eigenlijk
ook een transparant proces.

Role of  the designer

Organizing 
information

Taking 
the client

along

Understanding
the problem

Conducting
research

Responsible 
for user 
insights

Responsible 
for the 

concept

FacilitatorSubstantive
role

Defining 
the project

scope

Asking 
guiding 

questions

Maar dat zorgt er wel altijd voor dat
het in ieder geval hun contactpersoon
of product owner wel echt aan boord
is van die methodiek en dat die
persoon echt heel goed begrijpt wat
we gaan doen tijdens het werk.

Die de knopen moet doorhakken en
die moet ook wat er is besloten
terugkoppelen aan de rest van het
bedrijf of team bij wie er belang is.
Dus diegene moet wel de
verantwoordelijkheid kunnen dragen.

Dat is iets wat klanten vaak niet zo
gewend zijn. Die kijken vaak of vanuit
hun eigen specialisme.

De opdrachtgever is vaak een of twee
mensen, dus die kunnen we dan ook
genoeg met dingen laten zien van hoe
we andere projecten hebben gedaan.

Wel officieel mandaat, het ervaren
knopen door hakken. Of het blijkt
toch dat soms iemand in een
organisatie teruggaat dat diegene
toch niet helemaal de
verantwoordelijkheid heeft. Maar dat
is wel echt belangrijk. Iemand met
gevoel de uiteindelijke keuze kan
maken.

Role of the client

Of iedereen een stem heeft of dat
iedereen een stem heeft, maar de
product owner heeft er 3 ofzo, dus
eigenlijk gaan we dan zelf een soort
democratie ontwerpen.

The product 
owner should 

be able to 
make decisive 

decisions

The product 
owner needs 

to understand 
our approach

Clients view
from their 

own 
expertise

Determine
voting 
rights

The product 
owner must be

able to bear 
the 

responsibility

Ik kan mensen het beste sturen door
één richting te presenteren. Ik heb
best veel invloed om mensen een
bepaalde kant op te sturen. Of
beslissingen te beïnvloeden in de
manier hoe ik informatie presenteer
of deel.

Nou met de klant erbij, ze maar is in
co-creatie sessies moeten ze
natuurlijk ook vaak stemmen.

Of iedereen een stem heeft of dat
iedereen een stem heeft, maar de
product owner heeft er 3 ofzo, dus
eigenlijk gaan we dan zelf een soort
democratie ontwerpen.Dan zit het er vooral gewoon heel erg

op goede argumenten. Dat is volgens
mij het enige.

Ja heel concreet zijn het vaak stem
rondes.

Het is heel simpel, maar het is bel wel
krachtig om iedereen evenveel
stemmen te geven omdat je dan ook
corrigeert voor de mensen die meer
aanwezig zijn of meer het woord
nemen of ook in het
managementlaag zitten in plaats van
de operationele laag.

Iemand expliciet de definitieve stem
geven, dat is bij een design sprint een
beetje het onderdeel van de methode
ook eigenlijk, dat iemand de product
owner is die het laatste mag
stemmen.

Decision- making

Changing 
with vocal
strength

Product
owner

Providing 
strong 

arguments

Exerting 
influence 

on 
decisions

Digitale platforms zoals Figma en
Miro hebben handige keuze tools,
zoals dot voting.

Als mensen er niet uitkomen dan
plannen we ook een sprint 0, waarin
de focus voor de andere sprints
wordt vastgesteld.

Anders is beginnen met een meer
strategisch vraagstuk ook mogelijk.

Voordat we iets verkopen. Slash in
het verkoopproces, schetsen we
natuurlijk al heel erg onze aanpak dus
die slides heb je hopelijk ook wel eens
gezien.

Het begint met het interpreteren van
de vraag.

Starting point

En als het dan eenmaal verkocht is,
dan heb je eigenlijk voor dat een
traject begint altijd of een sprint nul,
dan heb je echt veel tijd om met de
klant voor te bereiden. Om
problemen te verkennen, te
definiëren en eigenlijk al een beetje
voor te borduren op wat je in zo'n
sprint gaat doen.

Showcasing 
the approach
in the sales 

process

Interpreting 
the question

Sprint
0

Aannames doen over mensen, dan
kun je het best met mensen gaan
praten om erachter te komen of die
aannames correct zijn of desk
research doen.

Hoe ik omga met dubbelzinnigheid en
onzekerheid is om vooral informatie
zo goed mogelijk te presenteren en
de klant mee te nemen.

Vaak op het gebied van communicatie
oplossingen, dus dat kunnen ook
weer de digitale tools zijn.

Nou klanten komen wel vaak naar
ons met juist een heel concreet
probleem waarvan wij zeggen: het
probleem is veel groter.

Ze komen snel bij ons met weer een
nieuwe website en dan zeggen wij van
ja, maar dat is een verschijningsvorm.
Je hebt eigenlijk een nieuwe
positionering nodig of een
toekomstvisie of een nieuwe service
of alles.

Maar soms is het ook gewoon een
kwestie van afkaderen.

Een problem framing workshop
waarmee je vanuit de organisatie snel
wat mensen bij elkaar zet en dan met
maar een dag heb je dan al veel
duidelijker wat er moet gebeuren.

Die kan je niet per se oplossen met
een schets of in co-creatie die moet je
gewoon opschrijven en dat moet
iemand gaan uitzoeken.

Dealing with the design challenge

problem 
framing 

workshop

Guiding 
clients to 
the real 
problem

Presenting 
information

clearly

Making and 
verifying 

assumptions

Guiding from 
appearance 
to the real 

issue

Defining
the 

problem

Twee typen sprints: de Google sprint
en de Scrum.

De design sprints zijn nog niet
gestandaardiseerd.

Zou fijn zijn als dat op een manier wel
zou kunnen, zodat er meer tijd is om
te kijken naar hoe het probleem bij
een klant uniek is en hoe deze
opgelost zou kunnen worden.

Wat ook fijn is aan de sprints is dat je
nog flexibel bent om het een en
ander aan te passen. Wanneer je
bevindingen door onderzoek, een
gedeelte uit de sprint, je van gedachte
doet veranderen, heb je nog genoeg
tijd en ruimte om dit aan te passen. In
plaats van dat je al een beeld hebt
van wat het zou moeten worden.

Iedere design sprint is uniek.

We doen ook dat future scoping.

Dat zijn wel sprints en dat zijn van
service design sprints. Maar ja, daar
gebruiken we niet die design sprint
methodieken in.

Dat hebben we eigenlijk zelf een
andere sprint voor ontworpen.

En als het dan eenmaal verkocht is,
dan heb je eigenlijk voor dat een
traject begint altijd of een sprint nul,
dan heb je echt veel tijd om met de
klant voor te bereiden. Om
problemen te verkennen, te
definiëren en eigenlijk al een beetje
voor te borduren op wat je in zo'n
sprint gaat doen.

Een design sprint is een hele goede
manier om heel snel een concept te
ontwikkelen, dus als er een best wel
redelijk gekaderde uitdaging is.

Vaak ook wel een richting en dat is
ook wel een beetje soms het
spanningsveld bij een design sprint
van je weet eigenlijk een beetje wat je
wil. In principe weet je pas op dag één
met welke doelgroep je voor wilt
ontwerpen.

Design sprint

Dat is net als een design sprint ook
wel een methodiek. Ja service
blueprint kan ook een onderdeel zijn
van een design sprint.

The direction 
of the problem
is also the area

of tension

Suitable for a 
reasonably 

defined 
challenge

A service 
blueprint 
can be a 
part of it

Flexible to 
make 

adjustments

Design 
sprints are 

not 
standardized

Different 
types of 
design 
sprints

Als het dingen makkelijker maakt in
plaats van moeilijker

Dat deelnemers zich creatiever gaan
gedragen.

Onderzoek in het veld. Dus we gaan
bij mensen langs, meer
antroposofisch.

Wat ik zoek in een goede tool of
methode is dat ik er inzichten door
krijg.

En dat er voorbeelden zijn van hoe
deze tool gebruikt kan worden. Niet
perse om dit over te nemen maar ter
inspiratie.

Ik vind het ook belangrijk dat het een
wetenschappelijke research design
basis heeft.

Laatste is dat het leuk moet zijn om te
gebruiken.

En vaak al desk research te doen en
het kernteam alvast te vormen.

Als het een fysieke sessie is, want dat
verschilt. Dan vind ik het fijn als
mensen er een actieve houding van
krijgen, dus er actief van worden en
ook actief mee gaan doen.

Ja en in Miro hebben we wel allemaal
manieren gevonden waarop je
mensen actief maakt met een
timertje end at soort dingen vertaal ik
ook weer eens terug naar een fysieke
sessie.

Maar bijvoorbeeld gewoon van die
schets oefeningetjes als die crazy 8s
en zo, dat doe ik eigenlijk nooit live,
maar dat vind ik in digitale sessie
weer heel fijn, omdat je dan een soort
van in je eigen huiskamer aan het
doen bent.

Dat je er goede inzichten uithaalt.

Het verzamelen van inzichten in een
co-creatie sessie middels een visuele
methodiek, invullen van canvassen en
dat soort dingen. Soms ook
interviews met eindgebruikers.

Daar dan ook een creatieve rol qua
schetsen maken, schetsmatig
prototype opzetten en dat valideren
met eindgebruikers, of met andere
stakeholders.

Dingen als stakeholder maps of
ecosystemen of customer journey is
natuurlijk tegenwoordig ook veel
service blueprints. Ja dan gaat het ook
over dingen als road maps of zo'n 3
horizon model is een strategische
tool.

Trend onderzoek.

Maar die zitten heel erg al op een
soort van die user stories hoe iemand
een website gebruikt bijvoorbeeld.

Een concept wat een simpel concept
is, probeer niet te groot, maar wat al
waarde toevoegd, dat maakt het wel
minimal viable, dus met minimale alle
waarde toevoegen bij de
eindgebruiker op dat vervolgens dan
te gaan door itereren.

Dat is de gebruiker. Het
gebruikersperspectief moet erin
terugkomen.

Spanning van hoe kan je nou iets wat
complex is toch simpel maken.

En dat je de methodiek ook begrijpt
als je er 5 of 10 minuten naar
gekeken hebt, want vaak zien mensen
het voor het eerst die het moeten
gebruiken.

We proberen het ook vaak wel echt
visueel intuïtief te maken.

Willen mensen enthousiast krijgen,
ook over nieuwe onderwerpen, dus
als je er optimistischer van wordt.

We doen ook nog user testing, dus als
er een idee is wat meer is dan een
schets en ook een prototype.

Requirements design toolsResearch (generating insights) Design toolsUser testing

Interviews
with end 

users

Visual 
methodologies

Desk 
research

Anthroposophical 
research

Testing 
the 

protype

Minimal 
Viable 

Concept

The user 
perspective
should be 
included

When 
something 

is simplified

Becoming
more 

creative

Adopting
an active
attitude

Fun 
to use

Scientific
basis

Examples
available

Gaining
insights

User 
stories

Trend 
research

Roadmap

Customer 
journey

Stakeholder 
mapsSketching Visualizing

Becoming
more 

optimistic

Becoming 
enthusiastic

Someone 
seeing it for 
the first time 

should be able
to use it

Design Process Designer

Design Resources

Altijd in co-creatie werken, een
holistische benadering hebben.

We hebben een user-centered
aanpak dus we zullen al snel
voorstellen om in de aanpak ook met
gebruikers te gaan praten of we hun
vanuit hun bril te kijken naar de
business

Design principles

User- 
centered

Holistic 
approach

Co- 
creation

P1 P2 P3
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1. Observe and interpret the system

Drawing boundaries around a 
system from the outset 
simplifies management, 

facilitates mapping, and allows 
flexibility in determining the 
system's scope based on the 

inquiry or design brief.

Decide what is in the system

Identify clusters of key actors 
within the system - their 

circular economy readiness 
and the interactions between 

these key actors.

Map the system

Include diverse perspectives – 
whether local business, 

citizens, or users – within the 
systems mapping process to 

create visibility of needs, 
interests, challenges, and 

hopes at the outset.

Ensure inclusive representation
“You can’t design the strategy 

until you understand the 
complexity of the system.”

Chris Grantham, IDEO Alum 
(former Executive Director, 

Circular Economy)

“There are no separate systems. The world is a 
continuum. There is no single, legitimate boundary to 
draw around a system. We have to invent boundaries 

for clarity and sanity; and boundaries can produce 
problems when we forget that we’ve artificially 

created them. Where to draw a boundary around a 
system depends on the purpose of the discussion— 

the questions we want to ask.”
Donella Meadows, environmental scientist and 

systems thinker

Define the problem

Mining Landscaping Building

Identify the nodes Identify the relationshipsMap the system Look for the leverage points Design for systems intervention

Deep exploration of the problem Identifying points of intervention Creating systems level change interventions

Explore the 
problem and 

dive under the 
iceberg

Define scope 
and systems 
boundaries

Suspend the 
need to solve

Frame the 
research 
question

Define the 
problem arena

Main systems 
map

Cluster 
mapping

Interconnected 
circles map

Systems mappingResearch Action 
Plan

X Map 
interview guide

Collect data Storytelling
Use the Theory 

of Change
Get the bird's 

eye view
Identify
insights

Creative 
ideation

Explore and 
confirm your 

sphere of 
influence and 
the resources 

available

Test
Develop 'best- 
fit' outcomes

Prototype

Gamify
participation

Leadership and storytelling

Start with personal actions and your position within

Self- care

Anyone can be a leader. Leaders offer a vision that is rooted in their values. They carry this through at all levels, from their own 
actions including finding and sharing stories to influence and inspire the wider system.

Self- reflect Identify what 
personal 

change you can 
make

Use 
organisational 

design

Work openly Share skills and 
mindsets

Build your 
community

Explore Reframe Create
Begin in a positive, value- driven way Start with personal actions and your position within Act as translators and mediators

Catalyze

In dynamic systems, the work is never done

Gather 
different types 
of knowledge 
from people 

with different 
perspectives

Explore how 
things connect 
and are related

Identify 
opportunities

Create or 
understand 

people's 
personal 

connection to 
the project

Start with 
making

Synthesis
Reframe 

opportunities
Remap the 

system
Identify specific 
opportunities 
or challenges

Create a 
portfolio of 

interventions

Create 
relationships

Adopt a circular 
mindset

Allow bold, 
radical and 
provocative 

ideas

Prioritise most 
valuable actions

Prototyping (or 
mocking- up)

Test 
consequences

Create a set of 
metrics

Think about 
sustainable 

scale

Tell the story or 
create your 

narrative

How you start your work will determine the outcome. To achieve a 
sustainable, fair and just society together, we must be able to radically

rethink our world.

Create or 
understand 

people's 
personal 

connection to 
the project

Orientation and vision setting

Begin in a positive, value- driven way

Understand 
the bigger 
system in 

which your 
work sits

Create a 
hopeful vision 
that everyone 

can aim for

Develop a set 
of values and 

design 
principles

Continuing the journey

In dynamic systems, the work is never done

Celebrate, 
reflect and 

learn

Notice the 
impact

Open up

As your project comes to a close, you should reflect on it and learn from any 
mistakes. Your outcomes must be open- ended, focused on creating and

sharing knowledge for future work.

Strengthen the 
connections

Connections and relationships

Act as translators and mediators

Relationship building happens throughout the design process and is as important as the design itself. It is about building 
empathy and bringing in the perspectives of all involved in the work.

Spend time 
with 

communities

Map all your 
stakeholders 
(human and 

natural)

Create inclusive 
spaces

Imagine and 
assemble new 
partnerships

Share skills and 
networks

Use a variety of 
engagement 

methods

Fundamentally is about 
how you think and how 
your perspectives of the 

world are created, which in 
turn influences the type of 

things you create and 
contribute to the world.

Circular design

8 steps to circular design

Everything that is created is 
done so to transfer value 

from one state to another.

By defining what you are 
trying to achieve right from 
the start, you can reimagine 
how to deliver that value in 

divergent ways.

1 Always start with 
functionality

Everything produced has its 
own life story, from the way 
the materials were sourced 
to the number of countries 

involved in its creation 
process. Whether 

something will live for 
generations as a proud part 

of a family’s life, or be 
discarded right after use, 

these decisions are all
made at the design stage.

2 Look across the entire life

When you understand that 
everything is 

interconnected and that the 
decisions you make are 

interdependent on a series 
of other systems,

you start to see the cause 
and effect relationships 

that exist around
your decisions.

3 Design for systems change

By taking a systems 
perspective early on, you 

will always have a reference 
to explore the way in which 

your productions are 
interacting with the bigger 

system. Checking 
relationships (especially the 
nonobvious ones) helps to 
minimize the unintended 

consequences of your 
design decisions.

4 Check the relationships

It’s easy to make quick 
decisions, but it’s harder to 

reflect on the outcome
of our choices. This is all 

fundamentally about value, 
ethics, and integrity.

Every designer can design 
with an ethical compass 

present for checking
in and reflecting on; know 

that tradeoffs are 
inevitable, but by setting

up your own decision- 
making matrix, you will 
have the foundations

for more informed and 
ethical choices.

5 Suspend the need to solve

In systems thinking,
there is a saying: “The easy 
way out often leads back 
in.” This is often the case 

when well- intentioned 
intervenors come along and 

apply a quick fix to a 
complex problem. You have 
to work with the complexity 

and chaos
to get to an outcome that 

alters the underlying forces 
that reinforce the

system.

6 Embrace the complexity

Systems thinking requires a 
shift in mindset, away from 

linear to circular. The 
fundamental principle of 

this shift is that everything 
is interconnected. We talk 
about interconnectedness 

not in a spiritual way,
but in a biological sciences 

way.

7 Think in circular systems

Since everything is 
interconnected, there are 
constant feedback loops

and flows between 
elements of a system. We 
can observe, understand,
and intervene in feedback 
loops once we understand 
their type and dynamics.

8 Work with the feedbacks
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2. Envision circular futures

Use visualisation methods with 
a group of actors to imagine a 
future system or ecosystem 

embodying the circular 
economy principles of 

eliminate, circulate, 
regenerate.

Imagine a desirable circular 
future

Useful prompts for engaging 
our imagination and unlocking 

possibility.

‘What if’ questions

Collectively explore what's 
transformative about those circular 

economy visualisations, conveying in 
particular how the system works at 

different scales and for every individual 
and organisation. It's important that 
there's a shared sense of mission or 
purpose, beyond the few leading the 

initiative.

Convey the future

Creating models and artefacts, 
stories or experiences enable us to 

play out unfamiliar scenarios, to 
spot opportunities, obstacles, and 
pitfalls we may otherwise miss and 
force decisions about what to do 

next.

Question and test the concept

“Defining what is valuable to an organisation is really the 
starting point. What are we chasing? What organisations are 

chasing is entangled in how we understand value, and what is 
of ‘value’.”

“Designers need to bring circular economy visions to life in a 
way visions typically aren’t. They should be more emotional and 

more engaging.”

Chris Grantham, IDEO Alum (former Executive Director, Circular 

“Designers come with a creative mindset and are natural 
storytellers – through narrative creation and visualisation they 

can help motivate others to take action.”

Jamie Bates, Global Design Leader, Unilever

Spart the mind, set up a frame of 
reference, and then provide the 

opportunity for seeing something 
differently. It is to to prove someone is 
right or wrong. It's about creating the 
right level of curiosity so that, even if 

someone is wrong, they feel good 
about the new knowledge they receive.

Aks questions

The way a room is set up and 
the position of the presenter 
both convey meaning to the 
participants. Simple spatial 

decisions will trigger different 
responses in the people you 

are working with.

Design the experience

Fun can be embodied in a little light 
humor and also through the selection 

of experiences and activities that 
people are invited to participate in. 

Also games are an useful mechanism 
for creating fun and playful 

experiences that ignite change.

Make it fun

Good stories can trigger all 
sorts of emotions, like empathy 

and even anger, which are 
powerful tools to illustrate the 

point in different ways.

Tell stories

It can help get them filled quickly. 
Someone else might have the answer, or 
get inspired to find the answer, and share 

it with everyone else.
A lack of knowledge about something can 

be more interesting than an 
overabundance of knowledge, as it drives 

curiosity and the desire to learn more.

Admit what you don't know

Co- creation allows for an open 
equal space to be developed. 

And participants are more 
likely to resond to complexity 

and let creativity flow.

Co- create, don't dictate
Humans' aversion to change means that people often opt 
out of participating in the positive changes they want to 

see. Culminating ignorance towards change is 
manifested in major global issues that we're experiencing 
now. From climate crisis to poverty and the global shift to 

the political right, all of these changes have collateral 
problems, like the refugee crises and political apathy. But 

the future is not defined and the choice to not actively 
participate in change is, unto itself, an act of change - one 

that reaffirms the status quo.

Create or 
understand 

people's 
personal 

connection to 
the project

Ask 'why are 
we all here?' 

and allow the 
answers to 
drive the 
project.

Understand 
the bigger 
system in 

which your 
work sits

Consider the 
history, the 

societal values 
and 

assumptions 
of the system 
in which you 
are working.

Create a 
hopeful vision 
that everyone 

can aim for

Do so in clearly 
defined and 

shared terms 
and language.

Develop a set 
of values and 

design 
principles

To guide your 
work or 

reframe how 
you see the 

work.

Spend time 
with team 

members and 
stakeholders 

at the outset to 
build trust.

Complex 
environmental 

and societal 
challenges are 
not static: they 
can't simply be 

'fixed'.

And 
collectively 

return to these 
values 

throughout the 
process.

Orientation and vision setting. How you start your work will 
determine the outcome. To achieve a sustainable, fair and just 

society together, we must be able to radically rethink our world.

Complex environmental and social challenges are not static: they 
can’t simply be ‘fixed’. Rather than seeing your work as a ‘problem 
and solution’, you should start with a hopeful vision of what you 

want to achieve, and develop a clear mission from that. It is 
important to begin your project in a positive, values- driven way. 

Making sure these are shared across partners is crucial. Spending 
time with team members and stakeholders at the outset to build 

trust allows you to collectively return to these values throughout the 
process.
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3. Create the conditions for collaboration

Facilitate shared experiences 
to help create personal 

connections and build long- 
term relationships as well as 

overcome barriers.

Bring key actors to a shared 
mindset

Evaluate the system's potential, 
emphasizing complementary roles for 

mutual and overall benefit. Shared 
risks and thorough exploration of the 

value ecosystem are crucial for 
aligning every element with the long- 
term vision of circular and disruptive 

innovations.

Share project ownership, 
benefits and risks

In a multi- actor collaboration, 
it’s important to identify each 
actor’s strengths and leverage 

their unique abilities in the 
project context. Make each 
actor accountable for their 

contribution.

Define the roles of each other

Choose a project scale that aligns 
with the operational pace and 

circular readiness of 
actors/organizations, considering 
diverse contexts such as cultural 

variations, standards, and 
regulations across regions.

Raise awareness of scale and 
context

The acceleration of the 
transition to a circular 

economy includes avoiding 
duplication and reinventing the 

wheel constantly.

Open up knowledge and 
advance learning

Make knowledge, including partial 
systems maps, publicly available for 

others to learn from and build on. By 
opening up information to peers 

within and beyond your network, it 
seeds an ecosystem of reciprocity and 
an understanding that ‘the more you 

put in, the more you get out’.

Systems thinker

Identify and understand these 
relationships as part of the 

exploration of the larger 
systems at play.

Explore all the parts that make 
up the whole and identify where 
the crossover connections are.

Every system is like a 
Matryoshka doll, made up of 

smaller and smaller parts 
within a larger whole. >> 

Seeing things in this way helps 
to create a more flexible view 

of the world and the way it 
works.

The world's beautifully 
complex and chaotic 

interconnected systems are all 
working harmoniously 

together, behind the scenes, 
to create the world as you 

understand it. These 
interconnected systems are 

often invisible to most people 
though.

Designer and maker Connecter and convener

Systems thinkers look at problems 
holistically, seeing multiple causes and 

effects, and brings in different 
perspectives, rather than working with 

prior assumptions from a siloed 
viewpoint.

Systems thinker

Successful projects are led by those able 
to envisage a hopeful and imaginative 

outcome.

Leader and storyteller

Core roles in a design team

Seeing how everything is connected, 
interdependent and circular.

Finding the root of the problem.

Bringing together new perspectives and 
marginalised voices.

Holding the fullest complexity and 
expanding the brief.

Connecting to and learning from nature.

Encourage people to think more broadly 
and more hopefully.

Their work is value- led, persuasive and 
tenacious.

Their stories are heavily evidence- based.

They introduce new approaches to 
monitor and quantify outcomes > they 

redefine what is deemed valuable.

Designers are using their skills to 
understand different motivations and 

create things that people want to use or 
be part of.

They are making things tangible and 
visible to raise awareness, attract people 
towards them and inspire others to act.

Designing and making things that 
encourage more sustainable behavior.

Designing the context which frames how 
decisions are made.

Seeing and making connections is a core 
part of acting systemically, be they 

connections between people, ideas, 
objects or processes.

Connecting different interventions at 
different levels

Connecting partners to create greater 
ambition or market demand.

Connecting people with shared goals, 
designing the platforms that bring them 
together from which further innovations 

can emerge.

Some projects may include people who can span different roles, while 
others may need experts to focus on a single area.

Understand the types 
of people that need to 
be involved in designing 
for sustainability.

There is no wrong or right 
idea;'there are best fits and 
impractical or unachievable 

ideas, but all ideas have value. 
>> We need to be able to sift 

through them to find the best 
ones for the problem arena 

we are seeking to intervene in.

Sift through ideas

Collect ideas, inspiration, 
opportunities and possibilities. 
Store them away in an 'ideas 
bank' in your brain (and write 

them down somewhere if 
you'd like), and one day, they 

will pop back up, connect, and 
help you generate new ideas!

Have an ideas bank

There is no one way to be creative. 
Some people like to write, draw, 
speak, sing - you name itk, there 

are so many different ways of 
exploring ideas and their potential. 

Also, I always seek out other's 
perspectives on ideas to help build 

the 'ideas' resilience and 
robustness.

Find your own process

Everything that exists has a primary 
function. In defining a function, you 
are setting the framework through 

which you can then explore divergent 
ways of achieving delivery and that 
same function. >> Starting with the 

function helps everyone to get on the 
same page in what you are seeking to 

achieve.

Define a function and objective

The first few ideas are usually 
the most obvious ones, and 
we often get too attached to 

them.

Push through the frothy stuff

Ideation is about learning to 
love, explore and get 

intimitate with the details of 
the problem. Since everything 

is interconnected, every 
problem will hold its own 

solution in you understand the 
issue well enough.

Problem hold their own 
solutions

Creativity is chaotic and yes in many 
cases very messy! It's easy to fall into the 

trap of wanting neat, tidy, easy- to- find 
solutions, but problem sets are complex 

and the process of feeling your way 
through them is often just as messy. 

Once you get over the need to solve the 
problem in a clean way, you will free up 

your creative mind to explore the 
endless possibilities in a dynamic and 

playful way.

Embrace the messiness

Ideas don't really do much 
good until you put them into 
action, and nothing makes 

sense until you try it. So, test, 
experiment, explore and 

iterate. Rapid prototype your 
ideas, and get feedback that 
you can use to evolve them.

Adopt a do philosophy

Ideas rattling around in your head 
are worthless until you put them 
into the world and get feedback. I 
call this the pop and bounce - you 
share ideas with others, see if they 

pop, and bounce them back and 
forth until they get to that point 

that they are bouncing.

Use the pop and bounce

Empathy is a visceral feeling that is 
shared between two people, based 
on a collective understanding of the 
experience of pain and other strong 

personal emotions. Develop an 
empathetic ability that you can use to 
understand the motivations, actions, 

and desires of humans outside of 
your own lens of understanding.

Be empathetic

Many people experience many 
neurological barriers when trying to 
develop truly unique and interesting 
ideas. These rules are guidelines to 

bust past those barriers, to help 
frame the process and to provide 

helpful reminders of how to 
overcome the natural desire we have 
to get jump to the solutions as quickly 

as possible.

Facilitating during the ideation 
phase

Every system is made up of nodes and 
networks, connected in multifaceted 

ways. In systems thinking, we explore all 
the parts that make up the whole and 

identify where the crossover connections 
are. It's often the connection points that 
present the most opportunity for making 
change - these will form the basis for our 

intervention points. 

Designers will see how everything is 
connected and how their design 

intervention will put a different set of 
relationships into motions. Rather than 

just seeing these as 'externalities' at 
worst, or 'unintented consequences' at 
best, designers are designing for this 

wider ripple effect. They are making this 
ripple effect visible and sharing the 

wider value that it creates.

The new role of the designer

Designers will be holding their design briefs in a 'looser' 
way, applying their skills, not to a fully formed, discrete 

system, but to a longer- term process of dynamic change. 
They recognise that 'we design and the world designs 

back'. The 'end form' of the design is now less important 
than the way in which it encourages conditions for 

intentional emergence; the 'object' will be the temporary 
'things' that are needed to support transition. Designers 

will be egaged in unbuilding (old systems and old 
assumptions) at the same time as assembling. The 

intention will be to see how resources (people, expertise, 
materials) can be re- perceived, reoriented, repurposed, 
regenerated, and to understand the emotional change 

associated with that.

The new role of the designer

Designers will be taking a more 
radical and intentional stance on 
what new systems need to be for, 

rather than acting as neutral 
facilitators of user needs. That is not 

to say that they won't be working 
with what currently exists.

The new role of the designer

Designers - particularly commercial 
ones - will be working on a 'twin- 
track', designing immediate and 

incremental outputs to build trust 
and goodwill while raising 

imagination and awareness of the 
possibility of alternatives. 

Commissioners will be asking for this 
'double brief'.

The new role of the designer

Someone who has forensically dug 
down into the roots of the current to 
understand what needs to shift, finds 
a market moment in the current, and 

then creates a product or service 
that embodies that deeper change 

and that people can start buying and 
using now.

New system entrepeneur

Someone who, through their practice 
is exemplifying the different 

philosophy behind a new system. 
They find ways to create self- initiated 
research to develop new frames or 
ways of knowing which they keep 
waiting in the wings until the right 

opportunities and partnerships 
present themselves to create 

tangible demonstrations of what is 
possible.

Visionary propositioner

Through observing designers 
working to shift systems, we can see 

that they are finding different 
positions from which to act. These 
allow them to put new approaches 

into practice.

Roles in the process

Someone who uses their role as 
design commissioners or convener 

to bring together different 
organisations and people across the 
system, across and beyond design, 

with a similar alternative intention or 
shared interest in the benefits of a 

new system, and build 
interdependencies between them.

Intention weavers

Someone who plays the 'double 
brief' with a client, coaching them to 

use design to understand and 
reframe their current problems while 

also lifting their eyes to their 
potential new roles and values from 
which more radical interventions can 
come. Who can take into account two 
extreme views and create a third one 

into a pathway forward.

Coaching consultant

Someone who poses questions 
about what might be possible, 

loosens up the current system and 
creates spaces for imagination and 
co- design and then places it in the 

hands of others who can take it 
forward and build on and enact it.

Pro- activists
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4.Build circular design capabilities

Reimagine designers' roles beyond 
traditional brief responses to actively 

shaping future design briefs. 
Integrate strategic and systemic 

capacities into design roles from the 
start, fostering a cross- functional 
presence of design competencies 
across various business functions.

Redefine the role designers play

Regularly map circular design knowledge and skills 
throughout the organization, extending beyond 

design and innovation functions to include 
leadership. Identify existing competencies and 

analyze gaps. Determine the necessary knowledge 
and skills to build capabilities for circular economy 
projects. Leverage existing design skills for circular 
outcomes and develop additional competencies as 
needed. Repeat this exercise as circular economy 

maturity progresses.

Analyze the skills gap

Design learning opportunities to support 
individuals in the circular economy 

journey, covering mindset development, 
knowledge acquisition, staying updated 
on policy and regulation, practicing tools 

and frameworks, and effectively 
communicating the value of circular 
products and services to clients or 

customers.

Design learning opportunities to 
bridge the gap

Establish cross- disciplinary circular economy 
task forces or clusters within the 

organization. Assemble leaders with circular 
design expertise to collaboratively enhance 
innovation capacity. This approach fosters 
interconnected, synergistic, and strategic 
innovation, shifting design from a siloed 

function to an embedded, upstream 
influence in decision- making.

Connect circular design skills 
across the organisation

As designers, we must reflect on our 
own position, and actively draw in 

perspectives that are different from 
ours, including those which have 
historically been marginalised.

Adopt a Problem Mindset

When you break it down and look 
at it in more detail, every 

problem has an opportunity for 
change locked within it. >> 

Learning to love the exploration 
of a problem arena helps you to 
shift to a solutions mindset and 
to define the problem you want 

to make change within.

Problems are opportunities

Learning to love the problem 
helps bust through the negativity 

bias, imagine alternatives, and 
build a more resilient perspective 

of how to make change.

Becoming a problem lover, not 
avoider

Many rush to solve complex 
problems with the same thinking 
that led to them in the first place 
and rush to slap a solution on it. 
While it may be aspirational, it is 
simply not an effective approach.

Suspending the need to solve

Bias. We all have them. They are 
the thinking flaws that impede 
rational judgement and distort 

our perspections. Cognitive 
biases are socially constructed 
issues that live deep within our 
minds to help us connect with 
other humans and survive the 
world. They range from choice 

paralysis (where too many 
options render us unable to 

make a choice), to confirmation 
bias (where we seek out 

information that affirms what 
we already believe), loss 

aversion (where loss has a 
bigger neurological load than a 

gain, so we avoid it more 
actively), to negativity bias 

(where we can’t help but focus 
more on the glass being half 

empty than half full) and 
beyond.

Busting through our brain glitches

The most used thinking paths 
reinforce the same paths. 

Dominant experiences thus 
reinforce how we expect the 

world to occur. Experience can 
quickly become a feedback loop 
that reinforces itself. Which can 
lead to reductive thinking and 
the maintenance of the status 

quo.

Experience is everything

Challenging the status quo faces 
roadblocks due to the status quo 

bias; implementing change 
against familiarity triggers 
cognitive biases, making 

research crucial for creative 
change, activating empathy, and 

enhancing multidimensional 
perspectives.

Getting over the status quo bias

Don’t get stuck in the details 
when you could be looking at 
the entire picture — this is the 

power of designing within a 
systems mindset.

Adopt a systems mindset

A systems mindset enables 
you to meet the design’s 

functional needs, while also 
understanding the greater 

context of how the decisions 
you make fit within systems — 
from the supply chain impacts, 

through to the
cultural implications of what 

you are creating.

The connections and relationships and the leadership and 
storytelling that sit around at a project are as important as the 

design project itself. Through projects, designers can work 
towards their bigger vision, while recognizing that problems are 

never fixed: their work is an evolving process that also needs 
connecting with other similar initiatives to bring about a 

movement for change.

Resourcing 'invisible' activity

Digging down to the root cause of a problem - which could be 
something within the 'invinsible' structure of governance, 

regulations, deeply held assumptions or beliefs - is an important 
part of the design process. With this insight, you can consider 

what you could make (a product, service, place or other 
intervention) that could disrupt the problem and create the 

necessary change.

Disrupting and remaking

Dedicates time to clearly understanding 
the context in which you are working 

before seeking a solution. It gives you the 
space and cofidence to challenge your 

brief.

Divergent and covergent thinking

Being able to switch between a focus on the micro and 
the macro from your project to the wider context in 

which it sits, from the present to the future, from your 
personal role to the wider system, seeing the wider 

consequences - both positive and negative - that your 
work sets in motion.

Zooming in and out

Ways of working

Systems thinking is a 
comprehensive approach that

considers not only the 
individual elements involved

in a project but also how these 
elements interrelate,

how the system changes over 
time, and how it relates to its 

wider environment.

System thinking

Requires us to consider the
relationships between the 

elements of our system
(for example, people, 

organisations, governments)
and how they will continue to 

function over time.

It looks at problems holistically, 
seeing multiple causes and 

effects, and brings in different 
perspectives, rather than 

working with prior assumptions 
from a siloed viewpoint.

They understand that systems 
are dynamic and 

uncontrollable so any 
intervention will set off 

another train of interactions 
which could – with intention or 

facilitation – positively 
reinforce the system as a 

whole.

Designers must consider how 
their work will stand the test of 
time and what capacity it has 

to evolve. Implementing
a great solution at the wrong 
time and place will cause it to 
fail. The outcomes will depend 

upon myriad factors. 

We have managed to design many of our systems to 
be so industrially removed from this simple fact that 
we have forgotten how to learn from nature, and to 

discover how the planet solves problems so 
efficiently and beautifully.

If everything comes from nature, then it must also go 
back to nature.

Learn from nature

Explore the way nature solves problems in your 
everyday life as you are constantly interacting with all 

manner of nature's things, from plans to weather 
systems.

Be constantly curious

This is so critical to understanding and working 
within the world in more productive ways. By seeing 

these natural, social and industrial systems, you get a 
more refined perspective of how the world works 

and how the things that we do impact on these 
systems around us.

Develop a systems perspective

The systems around us are constantly feeding into 
other systems, and everything is flowing through 

things from your body, to energy, through to a city 
grid. The world is made up of flows within systems, 
and by seeing these you start to understand how 

things impact each other.

See the world as flows

Stay orientated to the future 
potential state.

Keep multiple perspectives in play 
without getting stuck, and find ways 
to transcend conflicting viewpoints.

Move forward even when where 
there is no consensus on the nature 

of the challenge or goal.

Stay in action without foreclosing 
options, suspending binary decision- 

making and instead using 
prototyping to probe the situation 
and reveal resistance, energy for 

change and promising paths forward.

Share our new (untested) 
understanding generously by making 

something that can connect and 
spark with others.

Not to compromise but instead use 
invention to work through 'sytem 

barriers'.

Discovering what could be. This 
contrasts with deductive and 

inductive logic. Designers progress by 
forming an idea of the 'what' (the 

value that could be produced) at the 
same time as the 'how' (the means of 
producing it). This dialogue between 

what and how helps to unfold a 
systemic opportunity.

Abductive reasoning

The ability to hold the tension 
between opposing constraints or 

points of view, and generate a new 
model that transcends both.

Integrative thinking

When designers are working with systems, 
they are not applying 'human- centred design' 

tools to solve system problems. They are 
drawing on a more fundamental set of 

thinking and doing capacities that help them 
to create new situations in complex, dynamic 

environments. Stepping into these acts of 
creation and improvisation is important for 

anyone who wants to move from system 
thinking to system innovation.

New design capacities

The ability to reflect- in- action. Designers do 
this through sketching, prototyping and 

improvising in real- time. This is not about 
'testing' an idea but rather about stepping 

into a mode of being in dialogue with a 
dynamic context. By making a move to 
change the situation, you reveal new 

possibilities - the contexts 'talks back' to you - 
and you respond to this 'back talk' by 

changing your appreciation of the situation.

Reflexivity

Making propositions for how the 
future could be, which in turn 
depends on the capacity for 

daringness and non- conformity that 
allows designers to focus enery on 
the possible and the promsising, 

rather than the right or the certain.

Propositionality

The ability to move between the 
subjective and objective, which in 
turn depends on the capacity for 

daringness and non- conformity that 
allows designers to focus energy on 

the possible and the promising, 
rather that the right or the certain.

Perspective- taking

The ability to take in diverse 
information, be changed by it, 

synthesise it and give form and 
expression to your new 

understanding.

Synthesis through making

Value of the new design 
capacities
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5.Rewrite the rules

Internal: Translate into 
organizational design 

guidelines.
External: Consider local, 
national, or international 

regulations when developing 
these principles.

Translate the circular economy 
principles

Internal: Analyse the organisation’s 
existing portfolios to create a baseline 

understanding of how the current 
offering supports the circular vision and 

strategic goals.
External: Explore external CE practices 

for inspiration, fostering discussion and 
action to adapt principles to diverse 

contexts.

Audit existing portfolio projects

Internal: Involve practitioners at all levels, 
raise awareness, support creativity in 

applying principles, and provide 
necessary tools for seamless adoption.

External: Engage policymakers at various 
levels, participating in design- led 

coalitions. Stay informed about policy 
changes to influence regulatory 

conditions for design.

Engage with practitioners

Schools taught most of us to think 
in structured, linear reductionist 
ways. This is incredibly useful for 

retaining core knowledge, but less 
useful for learning how to operate 

in constantly evolving, complex 
systems.

Everything is connected

Humans often only notice change 
when we don't like the direction 

the shift is going in, thus, we have 
all sorts of cognitive biases that 

reduce our ability to see where the 
change is coming from and where 

it is going.

Change is constant

Humans’ aversion to change 
means that people often opt out of 

participating in the positive 
changes they want to see. 

Remember this: the future is not 
defined.

The future is undefined

Sustainability is an incredibly misunderstood word and 
concept. All misconceptions aside, sustainability 

describes an aspiration for maximizing the benefits of 
the social, economic, and environmental systems that 

influence our lives on Earth. It’s a mental framework for 
understanding how the decisions we make today have 
impacts on the rest of the world, now and in the future.

At its core, sustainability is the pursuit to learn how to 
make the future the kind of place we want to live in (and 

are able to live in); it’s about equity, equality, and 
creativity.

All change should be sustainable

We first must address the 
underlying elements that make 
up a problem rather than just 

tweaking the edges and softening 
the symptoms.

We need to embrace complexity, 
challenges, tension and the 

discomfort of not knowing the 
correct answer right away.

Known as "Suspending the need 
to solve" > keep us deep in the 

problem exploration phase.

Challenge is part of reward

Most human- designed processes 
are very linear; they go from one 
state to another in a straight line 

that flows from start to finish. 
But nothing in nature is like that 
(and yes, we are part of nature). 

Thus, we need to embrace a 
circular, iterative, dynamic 

approach to the way we explore 
and intervene in the systems at 

play in the world around us.

Change is iterative

Focusing on the shared 
benefits of all living things.

People and planet centred

From the micro to macro, from 
root cause to hopeful vision, 

from the present to the future, 
from the personal to the wider 

system.

Zooming in and out

Making things to see how they 
work and help more things 

emerge.

Testing and growing ideas

Creating safe, shared spaces 
and language to bring in 

multiple and marginalised 
perspectives.

Inclusive and welcoming 
difference

Seeing a project as one 
element in a wider movement 

for change.

Collaborating and connecting

Focus on existing assets - 
physical and social - and how 
we can re- use, nurture and 

grow these.

Circular and regenerative

Everything that has naturally evolved from this planet 
is part of a beautiful web of complex, interconnected, 
circular regenerative systems - including every single 

human.

A manifesto for design led systems 
change

As it stands, our landfills overflow and our oceans 
become increasingly saturated with plastic pollution 

because of linear design and reductive thinking.

Nearly everything we humans have created to meet 
our needs and advance our lives are based on 

systems of extraction and waste, in the name of 
"convenience", profit, and sort- sighted strategy.

We exploit nature and human labor to continuously 
produce more useless shit, designing in value to 

decrease over time, intentionally making things no 
longer "usable", and ultimately, designing for 

disposability.

Now, with global problems rising, we must 
acknolwedge the result of this flawed linear design: 
products, services and systems do not fit within the 
complex interconnected systems which nature has 
evolved to be regenerative and circular, in order to 

sustain life on Earth and maximize the success of all 
species.

Humans, and all the biodiverse creatures that share 
this planet, require healthy natural systems to 

survive. There are no exceptions to this rule - we all 
have to breathe, need sustenance, and must 

participate in the cycle of life if we ourselves are to 
live.

We thus have a built- in biological imperative to 
create things that meet our needs, whilst also 

regenerating the natural systems that sustain us all.

This is the greatest issue - and opportunity - of our 
time. How do we design a world that works better for 

all of use?

We begin by embracing systems change and learning 
the circular systems- based design tools to make this 

happen because despite our best efforts, humans 
have not been successful at fully replicating the 

complexity of the natural systems that provide food, 
air and water for free.

Our challenge is to develop systems that meet our 
needs and that are regenerative to us and nature, 
that take and give at the same time. This is circular 
systems design and it is the way we can meet our 

needs without doing more harm.

The starting point from any design 
work comes from a perception, and 
worldview of interdependence, and 

designing from that position. What is 
assembled or perceived or 

considered at the outset influences 
how the work develops.

Designing from a collective 
viewpoint

Finding ways to access different 
philosophies, sources of knowledge, 

more- than- human and full- body 
intelligences, plural worlds and 

different ways of feeling and 
perceiving, all to shift how they see 

and experience the world and 
challenge the assumptions and 
boundaries of current Western- 
dominated and anthropocentric 

systems.

Starting from a different place

Designers see what they are creating 
as one part of a bigger ecosystem 

and work to join the various 
elements, to assemble and connect 

distributed acts into a bigger 
narrative.

Principles of system- shifting 
design

Engaging with the materiality of an 
emerging system in real- time. Rather 
than moving between the studio and 

the field to test things out, these 
designers are embedding themselves 

in context and designing are 
embedding themselves in context 

and designing in direct relationship 
with the world.

Desinging- in- action

Focusing on the potential system over 
the problems inherent to the current, 

e.g. not mapping the current system but 
potential states, systemic opportunities, 

plural worlds. Valuing the role of 
imagining alternative possibilities 

through provocation and speculation, or 
creating spaces that allow others to 

imagine. Using making and prototyping 
to reveal possibility, not to validate 

existing assumptions.

Using their design skills 
proportionally to bring the potential 

system into being

Implicating themselves, holding on to 
the radical point of view, rather than 

being a neutral facilitator.

Taking a stand

Which continues over the longer- term and is 
open- ended and improvisatory. Seeing the 
things they design as opening up a space to 

invite others to design into. Rather than 
providing an answer, designing something 
that is radical or 'over- offers' which opens 
up an imagination space for others to fill, 
respond to, and build on, and embracing 
plurality. Opening up the intent so that 

others can build on it.

Considering it an unfolding and 
generative process

These values underpin next- 
generation systems: regenerative not 

extractive, decolonial, more- than- 
human, circular, relational, etc.

Building a new set of system values into 
their designs from the beginning

Finding ways to be there for the long 
haul

Building the capacity for an ongoing 
development process

Investing in a longer time- 
horizon

Designing in more interdependence, 
more contingency, making the 

collective stronger, building more 
collective awareness, and investing in 

the entwinement.

Tending to the collective

Working with people have something 
else to offer on how change happens, 
e.g. activists, journalists and narrative 

builders, ecologists, artists, 
entrepreneurs, philosophers.

Collaborating with other 
disciplines

Scale is not always a means of 
changing systems. In fact, many 

innovations get co- opted back into 
the very systems they set out to 

change. These designers are 
experimenting with different ways to 

grow and deepen their system- 
shifting impact, not only replicating 

their designs but infusing their 
intentions out into the world.

Seeking shift and depth, not 
scale

Rather than seeing people or objects 
in isolation, seeing them as shaped 

by the relationships and interactions 
they have with everthing in the 

system around them.

From personas to relationship

Rather than focusing on individual 
user needs or a target group, 

understanding common values and 
what people and other living things 

alike can do for each other.

From user centred to collective or 
planet- centred

Rather than focusing on a specific set of user needs, 
designers will be working towards humanity's collective 

potential. They will be encompassing not just humans but 
all living organisms and materials. Designers will be 

creating things not just for individual groups of people to 
use, access and enjoy to meet their own needs but for our 
(in its most expansive sense) shared needs. Our notion of 

who is a designer will have shifted, and valuing natural, 
non- human design. Together, they are making things that 
can harness and regenerate creative energy, behaviours 

and resources. Designers will be caring for the system as a 
whole - how it is working, how it connects and positively 

reinforces itself.

Individual to collective or shared

Which designers need to sense as it 
seeps and grows out rather than 

being able to plot from left to right in 
advance.

From linear theory of change to 
an emerging value constellation

Not just bringing people together, but 
intentionally creating connections 

and trust and 
deepeninginterdependence.

From facilitation to entwinement

Rather than investigating a current 
problem, looking for alternative ways 
of thinking about and perceiving the 

world.

Design research to alternative 
intelligence

Current work is incremental and agile in 
order to de- risk innovation. Rather than 

making a better, smoother, faster version of 
what we currently have, designers will be 
imagining alternatives and intentionally 

designing objects, places, and services that 
reveal what that could be, and/or will create 

properties which make it more likely to 
emerge. To achieve this, commissioners will 
be demanding new ways to experiment with 

deeper transformation.

Agile to transformative

Looking for the smallest possible 
expression of the new system - in the 
form of a design - that can trigger a 

move toward the new ideal.

Minimum Viable Product to 
Minimum Viable Purpose

Moving from looking at current 
systems to see where to intervene, to 

creating a shared consciousness of 
what the future could do.

System mapping to world 
dreaming

Rather than creating a plan to be 
followed, creating a basis which can 

be adapted and used as a 
springboard.

From blueprint to springboard

Designers and commissioners are in agreement that a 
problem is never solved and instead we need a whole set of 

interventions to shift to a just and regenerative society. A new 
type of 'emergence design' will be formed where designers are 

working directly on interactions and the elements that bring 
different people and relationships into being together with 

alternative intentions from which further innovation cascade. 
They will be deliberately designing more interdependence into 
new systems as a way for innovation to happen. Scaling will be 

talked about not as one design growing bigger, but as an 
intention diffusing more widely and its roots going deeper. 
Being humble will be less about co- design and welcoming 

other people's ideas, but more about designing the 'invisible' 
infrastructure from which imagination and creativity can grow, 
and opening up intentions so that others can build on them.

Problem- solving to possibility- 
giving

Rather than continuously developing 
one specific idea, communicating the 
intention behind it which others can 

then build upon and develop with 
knowledge and skills from different 

perspectives.

From scaling up to diffusing out

Creating a bank of concepts with 
their underlying logic, intention and 

principles that can be used by others, 
and that are not to be just borrowed 
from, but picked apart, rebuild and 
paid back with 'interest' in the from 

of more knowledge.

From pattern library to intention 
bank

Valuing and holding the space for 
things to emerge over the longer 

term.

From quick win to slow 
appreciation

Rather than designer a whole 
process, creating potential and 

framing ideals to encourage a shift.

From a business model canvas to 
a societal storyline

Preparing the ground for new values 
and ideals to take hold.

From market fit to market- shaping 
and culture- fit to culture- shaping

Not just combining things to create 
something new, but to create a 

groundswell or pressure to create a 
whole system shift.

From combination innovation to 
kinetic innovation

Rather than a temporary thing to test 
and iterate an end product (making a 

single thing better), a temporary 
thing from which a new system can 

grow (a thousand flower bloom).

From a prototype to a seed

Designers will be learning to operate at each 
level of the system including the 'meta' level 

of societal narratives, values and 
philosophies. They will be connecting 

innovations together, not just to create new 
innovation, but to strengthen the pressure 
and opportunity for change. They will need 
to recognise different theories of transition 

and create new approaches to change- 
making through collaboration with a much 

wider expertise related to change, from 
activism to psychotherapy and storytelling.

Static solutions to dynamic 
conditions

“As designers, if we understand what 
influences regulations we can contribute to 
change the rules. Our main skill is creativity 

and we should not limit ourselves about 
how we execute it.”

Helle Ullerup, Senior Service Designer, 
Philips
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These are more 'basic' maps where you are teasing 
the refined aspects of your system and looking at the 
cause and effect relationships between key elements. 
Essentially identify the feedback loops that reinforce, 

maintain or disrupt the system. 
The main question is what is causing X to do Y? And 

how is the systems reinforced or maintained?

Causality Maps

Exploring how to transform a linear product or 
service into a circular one requires the practitioner to 

conceptualize the entire life experience of the 
transition from linear to circular. 

This mapping helps you to envision the steps of 
service delivery and design the entire system around 

the product.

Product Service Mapping

Allows you to share your concept and then get 
feedback on the user experience from potential 

stakeholders. Do a quick sketch of the flow that a 
user would experience and the way the product 
moves through the system. What are the main 

components or elements that are needed to facilitate 
the functional delivery of the product within the 

service, and how are the materials recaptured and 
maintained within the system?

Service delivery map

6.Develop tools to design and evaluate

Assess the impact of design 
decisions and help designers 

(stakeholders and consumers) 
make choices based on 

available information rather 
than waiting for the perfect 

dataset.

Identify the tools needed to 
support better decision making

Monitor and evaluate the 
implementation of circular initiatives 
and progress towards strategic goals. 

Design indicators that measure 
progress on the creation of the 

enabling conditions, as well as the 
outcome to inform the way forward.

Avoid duplication by screening 
for tools that already exist 
across the circular design 

landscape.

Screen existing tools

Ensure tools align with agreed 
circular principles, prioritize 
regenerative outcomes, and 
consider long- term impacts. 
Share circular design tools to 

benefit the broader ecosystem.

Ensure tools are fit for purpose

What if instead of keeping track of 
progress against KPIs (Key Performance 
Indicators), highly useful for the linear 

economy, we redesigned this metric? For 
example, KVIs, standing for Key Value 

Indicators, which would reflect whether 
or not an organisation is delivering 

towards the circular future they envision.

KVIs (Key Value Indicators)

A discovery tool that helps you make more detailed design 
decisions on cause and effect.

The goal is to get a more comprehensive understanding of 
the entire life of the product and then use this to compare 

different functional deliveries for design changes that 
result in more effective products that have considered the 

full life cycle impacts.

Life Cycle Mapping

These types of analog maps (or 'brain dump' map) 
are the best starter map, and one you can do 

anywhere on any topic and get to new insights very 
quickly. In a cluster map, we throw a topic, question, 
or problem arena down in the middle of a page, and 
then free associate nodes. The messier the better.

Cluster Maps

A way finding rather than a technical approach to 
understanding what is going on in a complex system.

Its an excellent tool for really establishing the core 
function of a system or product.

Systems Mapping

The objective is to tease out the relationships 
between significant elements or agents within the 

sytem. The shape allows you to see the most 
dominant relationships between recurring feedback 

loops. 
Start by defining what you want to explore and then 
identifying as many of the main elements or agents 

within that system dynamics as you can.

Interconnected Circles Maps

Tools for system- shifting design
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Appendix E - Prototype 3 Presentation Slide Deck
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Appendix F - Approved Project Brief
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