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Most of my life, I have been concerned 

with one question: how do we ensure 

that every human being is part of a 

community; that everyone has a feeling 

of belonging in their respective societies? 

Modernity is a great enabler of individual 

freedom and for that we are grateful.  

Yet sadly the flip side of this coin is lone-

liness, young people attempting suicide, 

and other kinds of social problems 

growing out of the fact that much too 

often people are left to their own devices. 

At the same time I feel convinced that 

strong, well-functioning communities are 

a prerequisite for creative work.  

Loneliness and fear stifle creativity 

and more than ever the world, indeed 

mankind, needs a foundation that allows 

everyone to develop and use their innate 

creative abilities in order for us to over-

come the huge challenges that we are 

faced with. We need new ideas, new 

thoughts and new technologies.  

And in order to achieve this we need 

societies from which genuine creativity 

can grow. 

Preface

Individualisation has been a damned 

blessing. For me this is what makes 

working as a leader within the design  

field so very rewarding.  

At its core, design is about improving  

the possibilities to read and understand 

one another; design is about making 

relations deeper and more engaging. 

Designers use aesthetics as a source  

of meaning and joy and nudge us to  

feel better about our fellow human  

beings and to unfold our full potential.

A potential that is in its essence to  

be creative. 

From the position as Rector of Kolding 

School of Design, please allow me to  

present you with a few suggestions for 

design and leadership in the 21st century.

Elsebeth Gerner Nielsen

Rector 

Kolding School of Design
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The world has never been more in need of 

design and designers; to revitalise democ-

racy; to revitalise community; to revitalise 

industry. To release the creative potential 

of all people. 

 

Design can help people become prosum-

ers rather than consumers and producers; 

help them become active community 

creators rather than passive observers; 

help them assume responsibility for the 

good life rather than just leave it up to the 

politicians or the market forces. 

On the basis of this, I would like to present 

the following proposal for a global design 

vision: 

PifPaf
How  can we engage young teenagers to use programming to design and develop  
the world around them? Through physical play with cards, body-storming and film  
prototyping, learning to code becomes a fun and hands on experience and engages  
the pupils in analytical, disciplined and abstract processes. Following this Masters project 
by Alina Moat the PifPaf system is being tested for a year in an inner London school.

The Role of 
Design in the  
21st Century

Design is an enabler – to improve the future by 
making the world more meaningful and sup-
porting humankind to unfold its full potential. 
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Design leadership requires an ability to 

manage processes that result in a com-

plex web of potential solutions – active, 

aesthetic and social – for recipients to 

build on. This means design leaders  

need to create environments that are 

open, confidence-inspiring and free  

from anxiety. 

Most importantly design leaders  

need to understand that the courage  

to fail is actually an advantage in the  

medium term.  

Leadership is about establishing an  

atmosphere with the right people at  

the right time doing the right thing!

At the same time we must, as leaders 

within the design field, acknowledge  

that we have a responsibility to influence 

local, national and international decision 

processes within the UN, the OECD and 

the EU in order to enhance the use of 

design and designers.

Leadership

Information



0

0

1

1

2

2

Leadership Space

The Distance

Here we can identify and engage new 

ways of revitalising:

Community
Democracy
Industry
 

between doing nothing and  

something is greater than doing 

something and doing it well 
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Sustainability:  

Because we simply have no right to pass 

on the Earth to future generations in poorer 

condition than it was passed on to us. 

Social Inclusion: 

Because we have the possibility to design 

a world that includes everyone; also those 

who are not 110 % efficient. Then why 

not do it?

View of  
Human Nature

Values

All people are born creative. Unfortunately,  

a lot of people are never given the oppor- 

tunity to practice their creativity and thereby 

contribute to solving some of the great 

challenges facing mankind. Just think of  

the many youths in London, Stockholm,  

the West Bank, Odense or Accra who  

turn their backs to the world in favour of 

violence and terror.

Cultural Diversity:  

The cultural DNA of the Earth is shrinking. 

Languages, crafts and cultural heritages 

are dying. This reduces our possibilities as 

a civilisation. As designers we are able to 

maintain cultural diversity by integrating 

and further developing the richness, 

which is on its way to disappear, into 

tomorrow’s design solutions.  

Information

The Role of the Designer
A designer’s first job is to help create settings that enable and encourage people  

to perform their human nature; that is to be creative. 

At the same time, a designer is responsible for using his or her unique talent to envision 

change and create aesthetic products and services which incarnate a meaningful future; 

that make us go: Yes we can!  Like for instance, the nurses taught to draw by Professor 

Takeshi Sunaga from Tama Art University in Japan giving them a whole new language  

for expressing their vocation and thereby a tool for generating change. 

People often ask me: What about aesthetics? What about beauty? Is it not okay  

to make beautiful things? The answer is: YES. Anything else should be forbidden.  

Aesthetics is what distinguishes us as designers.  



Pilot TestingConcept DevelopmentIdea GenerationInterpretationCollection of Information

Dementia in the Home 
Dementia in the Home is a three-year  
project at Kolding School of Design  
focusing on people with mild dementia 
who are able to remain in their home.  
The objective of the project is to create 
growth in the region of Southern Denmark 
by offering companies a systematic and  
user-driven method for identifying the 
needs of these people in order to develop  
new products and services. The overall  
objective of the project is to develop 

View of  
Human Nature

Planning

The method 
is divided  
into 6 stages

aids that will improve everyday life for 
people with mild dementia by easing their 
disabilities or by introducing technologies 
that will postpone disabilities related to 
dementia. The objective is also to develop 
and refine the user-driven innovation 
method in relation to people with mild 
dementia. The companies involved have 
gained new, systematic and scientific 
knowledge about methods for identifying 
user and customer needs.

Project
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Prevailing democratic structures are in-

sufficient. They cannot compete with the 

massive environmental and economic 

challenges that face the world. Design and 

designers can help by visualising big data 

making it easier to identify and make the 

right decisions.  Or by visualising small 

data giving ordinary people an overview 

or the strength to participate in processes 

of change that are close to them.  

Just consider the possibilities entailed in 

the fact that almost all of the world’s popu- 

lation have access to mobile phones.

Guerilla Innovation:  
How to Disappear Kit
As a response to the increasing amount of 
private information stored on individuals, 
and the rise of sophisticated database 
marketing, students at Kolding School of 
Design have developed a ‘How to Disap-
pear Kit’. 
The DIY kit is enclosed in a video cassette 
case that can only be purchased from a 
vending machine. 

Revitalising 
Democracy

The case contains instructions and mate-
rials that you might need to fight the most 
basic forms of surveillance, including an 
instructional booklet that explains ‘How 
to blend in with a crowd’ or ‘How to use 
invisible ink’.  The How to Disappear Kit is 
part of the permanent collection at MoMA 
in New York City.

Information

Project
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Revitalising 
Community

Bureau Detours:
Bureau Detours is an Aarhus based collective of designers, makers and thinkers that 
engage communities to produce temporary objects and built environments in the  
public sphere. Their interventions give common voice to people’s creative impulses  
and help them manifest the desire to produce outside the narrow constraints of the 
mercantile sphere.  

The building of things becomes an expression of collective will and collective pleasure.
Bureau Detours has been involved in projects in Hong Kong, Korea, France and  
The Nederlands.

The individual rather than the community 

has been at the centre of 20th century 

development. As a result, loneliness  

constitutes the number one health  

problem in the Western world.  

Therefore, it is essential that we as  

designers work to revitalise old forms  

of communities but also that we develop 

new ones that allow people to create 

meaningful lives together across  

generations and social and cultural  

differences. The global network DESIS 

clearly exemplifies design’s strength as  

a creator of communities. 

Project
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19th and 20th century industry took its 

point of departure in these questions: 

What is profitable and what is technically 

possible?

In the 21st century, the main question  

to ask is: What makes sense?

Why should millions of people in Bangla-

desh risk their health to produce fashion, 

when new technology and creativity  

can revitalise local, sustainable forms  

of production? 

Kolding School of Design is extremely 

pleased that so many companies want 

to work with us, and together we are able 

to create new design solutions to, for 

instance, waste issues and CO2 emission 

problems. Together we design solutions 

that use sustainability as a leaver for 

economic prosperity. 

Living Lightly:
Sustainable fashion is a multifaceted 
field: there are no absolutes or clear-cut 
solutions when working with sustainable 
fashion. But there are angles. The project 
Living Lightly presents and considers  
two separate approaches to sustainable 
fashion design defined by the headlines 
Production and Consumption.  
Living Lightly is the end-result of an  
artistic development project under the 

Revitalising 
Industry 

auspices of the Laboratory for Design, 
Innovation and Sustainability.  
Living Lightly embodies the knowledge 
about sustainable fashion which has  
been generated and accumulated through 
years of research, teaching, and collabora-
tion at Kolding School of Design.  

Information

Project
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Kolding School of Design values being 

a part of international networks such as 

Cumulus. Together, design schools are 

able to set a global agenda for integrating 

design in strategies relating to innovation, 

growth and sustainability. Documenting 

the value of design to all the relevant de-

cision makers will make our voice heard. 

The UN Millennium Goals will be revised 

within the next few years and design 

schools and designers need to make  

their mark on this process.

 

More for less for more! 

 

At the same time, we must ensure  

excellent framework conditions which  

can further develop the food chain 

around design. We must ensure that 

children and young people are able  

to exploit their full creative potential.  

Let us reach out to government schools 

and youth education programmes to  

support the training of art and creativity 

skills. Support creation.

Yellowone Needle Cap
According to WHO, the re-use of contaminated needles and inadvertent needle sticks 
are estimated to be responsible for more than 1.3 million deaths annually. In addition, 
260,000 get infected with HIV, 21 million get hepatitis B, and 2 million get hepatitis C.
A yellow plastic lid which converts regular soda cans into permanent disposal containers 
for used luer-slip syringe needles; an easy and inexpensive solution to solving a massive 
problem. Kolding School of Design Master project by Hân Pham in 2005. Awarded INDEX 
Award in 2007, and now in the permanent collection at the MoMA in New York City. 

Discussion and 
Internationalisation
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The Tree of 
Kolding School 
of Design
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·  Use aesthetics as a source of  

meaning and delight

·  Develop or identify ways of  

applying new materials  

·  Design and facilitate processes 

 

·  Represent human needs in the  

design of technology 

 

·  Be a fly on the wall in terms of making 

observations that are transformed  

into concepts 

·  Be a fly in the soup in terms of  

involvement in work processes  

that differ from your own 

·  Sustain the ability to wonder and ask 

questions that lead to new insights 

·  Create sensory experiences  

which speak to much more than  

the rational mind 

·  Create products and services that  

are socially inclusive 

·  Create processes that generate  

involvement and engagement  

across professional disciplines

The Genetics of  
Kolding School  
of Design

COMPANIES

WELFARE
DESIGN

SUSTAINABILITY

PLAY &
DESIGN

RESEARCH

PUBLIC   
SECTOR

PROFESSIONAL
 PRACTICE

THEORY

MATERIAL  
 KNOWLEDGE

CRAFTMANSHIP

ARTIST 
DEVELOPMENT

SHANGHAIGHANA

INTERNATIONAL
OUTPOST

CO-OPERATION

  FOCAL AREAS

KNOWLEDGE
BASE

LEARNING
APPROACH



Kolding School of Design 

Aagade 10

DK-6000 Kolding 

Denmark

P: +45 7630 1100

E: dk@dskd.dk 

W: www.dskd.dk

©
 K

o
ld

in
g 

S
ch

o
o

l o
f D

e
si

gn
, 2

0
1

3

For general inquiries:

Head of International Relations

Anette Flinck

P: +45 4021 1100

E: af@dskd.dk

Information 


