
Proposal for a new master program in

CODESIGN AND 
DESIGN ANTHROPOLOGY
Through collaborative design-led research, the 
Codesign and Design Anthropology Research Cent-
er (CODE) serves as a trans-disciplinary academic 
laboratory in Copenhagen for researchers and 
graduate students seeking to push the boundaries 
of design and the social. From 2014 we offer a new 
master programme.
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BLOK P
AN AUDIO-VISUAL INSTALLA-
TION THAT DOCUMENTS PAR-
TICIPATION AND LIFE STORIES 
FROM THE APARTMENT BLOCK 
P IN NUUK. BY RASMUSSEN AND 
HANSEN, 2011.

Exemplary graduate project
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The new master program in short

These themes correspond to the core 
courses delivered as part of the MA: 
Design and the sociology of science 
& technology; Constructive design 
research and theories of experimen-
tal making; Design interventions and 
engagements with ethnographic field 
settings.

The MA programme focuses on this 
skill set: empathy through ethnogra-
phic fieldwork, exploratory design 
inquiries, structured ideation, achie-
ving synthesis in situations of high 
complexity, visualizing and materiali-
zing possible design directions, itera-
tive prototyping and a high degree of 
collaboration and participation.

The master programme is designed 
for students who are interested in new 
ways of exploring and understanding 
complex social and material issues 
through the use of visual, sensory and 
dialogue-based approaches. 

Students work in cross-disciplinary 
teams and consider issues from mul-
tiple perspectives by inventing and 
deploying mixed methods from de-
sign and the social sciences.

All applicants should have, or be ex-
pected to gain a bachelor degree in 
design, architecture, anthropology or 
a suitable related subject. Applicants 
with significant professional experi-
ence are also encouraged.

CODESIGN AND 
DESIGN ANTHRO-
POLOGY

DRAFT
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Where is codesign and design anthropology headed?

One of the consequences of the 
industrial development over the 
last century has been an increased 
distance from actual production 
processes and a general deterioration 
of people’s making skills. 

However, to make is an option. In 
an era of post-industrial design we 
witness a renewed interest in making 
that extends far beyond privileged 
engineering labs and century long 
building of craftsmanship. Critical 
design dialogues and innovative 
recreations of the social and material 
conditions of our life worlds take 
place everywhere we look. From DIY 
clothing customization and garage 
build electric bikes, over communities 
of hacker spaces and fab labs, to public 

participation in science and policy 
development, we see a widespread 
acknowledgement of the potential of 
making as a general human capacity. 
The proliferation of making, in this 
broad sense, poses new challenges to 
professional designers.

Making – by who, where and 
how? The fields of codesign and 
design anthropology are still young 
and continuously developing. While 
they draw on several distinct and 
established disciplines such as 
anthropology, visual communication 
design, product design, and 
performance studies, the trans-
disciplinary nature of addressing 
complex problems of making with 
codesign and design anthropology 

NEW FORMS OF 
POST INDUSTRIAL 
MAKING?
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the potential of codesign and 
design anthropology. As our sister 
programme in Transdisciplinary 
Design (Parsons) puts it, one of 
the challenges is “action in the face 
of uncertainty”, i.e. the ability to 
find ways to act despite a feeling of 
uncertainty. 

A codesigner’s response is to create 
material conditions that stimulate 
collective action and reflection.

involves a very open range of 
methods and outcomes. With 
this master programme we invite 
students to actively develop the fields 
of codesign and design anthropology 
as an integral part of CODE’s ongoing 
research and development projects. 

We believe in design that engages 
in social issues; design that involves 
people different from ourselves; 
and design that dares to challenge 
assumptions about socio-material 
processes as well as outcomes.

Rather than providing fixed answers, 
this master programme is an open 
platform, where students are invited 
to participate in a community of 
curiosity and making, exploring 

DRAFT
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The CoDesign and Design Anthropology Research Center

partners are more societal in their 
objectives, and students will try to 
stage events in the city for partners 
like the Municipality of Copenhagen 
or Københavns Bymuseum. With 
partners like patient organizations 
and NGO’s, projects can for 
example be about generating and 
communicating empathic stories of 
particular people’s untold life-worlds, 
for example to better understand the 
everyday concerns of people suffering 
from chronic disease or marginalized 
communities.

Real Issues, Real Partners. 
Working with external partners 
and taking departure in real world 
issues is central to the approach 
of CODE, and is a requirement for 
projects in the master program. With 
a range of external partners CODE 
has previously explored a number 
of longitudinal project themes, 
addressing complex societal issues 
such as waste handling, living with 
alzheimer’s syndrome, and urban 
networks for active senior citizens.

Some partners are distinctly 
corporate, and students will try to 
develop and deliver value to complex 
organizations like for example 
Vestforbrænding, Novo Nordisk, 
or Johnson & Johnson. Other 

REAL ISSUES,
REAL PARTNERS



7

Example partner topics
Living with Alzheimer’s, Flexible 
workspaces, Prison services, Waste 
handling, Culture production in 
community houses, Registration 
of taxation, International ship 
registering, Mobile public services, 
Hospital treatment rooms, Mobile 
terminals and digital services, Active 
senior life, Green cities.

DRAFT
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BEYOND MOBILE
3 FUNCTIONAL PROTOTYPES 
THAT EXPLORE POSSIBLE 
INTERFACES BETWEEN URBAN 
NATURE AND THE INTERNET OF 
THINGS. BY HØJMOSE, 2012.

Exemplary graduate project
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Exemplary graduate project

AT HOME WITH ALZHEIMER
A BOOK AND DIALOGUE TOOLS 
ABOUT THE EVERYDAY CHAL-
LENGES AND HOPES OF THREE 
COUPLES WHERE ONE SUFFERS 
FROM ALZHEIMERS. BY RISAK & 
NØRGAARD, 2012.

DRAFT
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The CoDesign and Design Anthropology Research Center

and master students with disciplinary 
backgrounds in industrial design, 
architecture, interaction design, 
anthropology, visual communication, 
and design engineering, so far.

URL: codesignresearch.com

Current faculty. Associate 
professors Thomas Binder 
and Eva Brandt; assistant professor  
Joachim Halse; Ph.D. students 
Maria Foverskov, Li Jönsson, Sissel 
Olander, Christina Lundsgaard, Tau 
Ulv Lenskjold, Paya Hauch Fenger 
and Janet Kelly; research assistants 
Marie Hugsted, Rasmus Michaelis 
and Julie Køie.

The Codesign and Design 
Anthropology Research Center, 
CODE. The master program is 
offered by CODE, a research center 
at the Royal Danish Academy of Fine 
Arts – School of Design that is devoted 
to researching the emerging fields of 
codesign and design anthropology 
through active engagements and 
design experiments. 

With a strong base in the Scandinavian 
tradition of participatory design, 
CODE is a trans-disciplinary 
academic laboratory in Copenhagen 
for researchers and graduate students 
seeking to push the boundaries of 
design and the social. Faculty consists 
of associate professors, assistant 
professors, post docs, PhDs, pre-docs 

CODE
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Selected publications:

Design Things by Binder, T., G. d. 
Michelis, P. Ehn, G. Jacucci, P. Linde 
and I. Wagner (2011). The MIT Press.

Formatting Design Dialogues: Games 
and Participation by Brandt, E., 
J. Messeter and T. Binder (2008). 
CoDesign 4(1): 51-64.

Ethnographies of the Possible 
by Halse, J. (2013). In Design 
Anthropology. W. Gunn, T. Otto and 
R. Smith, Eds. Berg.

Rehearsing the Future by Halse, J., E. 
Brandt, B. Clark and T. Binder, Eds. 
(2010). The Danish Design School 
Press.

DRAFT
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In the studio. With an attractive 
campus location right by Copenhagen 
Harbour, all students will share a 
flexible workspace to be used actively 
for team work, peer-to-peer learning, 
comunal critiques and exhibitions. 
Students are invited to participate 
in forming the studio space, and 
expected to continuously care for it. 
By the end of each semester we will 
use part of the studio space to exhibit 
and celebrate project outcomes with 
previous and coming partners.

Workshops and tools. The 
master programme offers hands-
on tool courses in the design 
school’s renowned workshop 
facilities. With a focus on design 
dialogue, collaboration, time-
based media and multi-sensory 
aspects the codesigner’s/design 
anthropologist’s toolbox can be 
configured from these: documentary-
oriented (audio, image, and video 
recording to enrich the capture and 
communication of field research), 
artefact-oriented (prototyping in 2D 

IN & OUT OF THE 
STUDIO

What will it be like to be part of this program?
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This may take the form of anything 
from a service blueprint, visualization 
of insights, exhibition, book, video, 
performance, pamphlet, a model 
or a research article. Rounding off 
even preliminary inquiries with a 
clear communicative act, will allow 
different groups of students and 
researchers to build more easily on 
each others work, rather than start 
all over again. And of course, it will 
ensure that each student builds a rich 
portfolio for future reference.

and 3D, visualization techniques, 
props & probes, design games), and 
performance-oriented (staged events, 
scenarios, role play).

Building a strong portfolio. 
Learning activities are situated 
directly in real issues where students 
are trained to publicly expose the 
value and findings of their activities. 
Students are consistently required to 
communicate their course outcomes 
to audiences in the broader society, 
rather than in school-internal reports. 

DRAFT



14

REFRAMING WASTE
A DESIGN GAME AND NEW 
DIALOGUE TOOLS THAT EN-
ABLE COLLECTIVE ACTION 
AND REFLECTION. BY HALSE 
& RASMUSSEN, 2012

Exemplary research tool
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A FIRST CLASS DANISH APP
A MULTI-SENSORY APP FOR 
FIRST GRADERS’ LANGUAGE 
LEARNING IN AND OUT OF 
CLASSROOMS. DEVELOPED IN 
DIALOGUE WITH  GASVÆRKSVE-
JENS SKOLE. BY RUDOLF, 2012.

Exemplary graduate project DRAFT



16

blablabla

The number of enrolled students 
is expected to be 12 the first year, 
with approximately half of these 
admitted from the Design School’s 
BA programme, and the other half 
from other institutions.

Exchange. Some of our sister-
programs offer exchange 
opportunities for studying abroad. 
Particularly relevant is the 
Transdisciplinary Design programme 
at Parsons in New York, and the 
Interactive Research programme at 
Goldsmiths in London with whom we 
will seek to organize a collective study 
trip.

Job opportunities. While graduates 
may seek work in conventional 
design consultancies, they will also be 
qualified to apply their skills in areas 
outside of traditional design realms. 
Graduates may work in careers that 
involve structuring health care policy, 
rebuilding infrastructure, rethinking 
public education, microbusinesses, 
nongovernmental organizations and 
innovating the public sector.

Target Students. All applicants 
should have, or be expected to 
gain a bachelor degree in design, 
architecture, anthropology or a 
suitable related subject. Applicants 
with significant professional 
experience are also encouraged.

SOME MORE 
INFORMATION
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We can’t wait to get started! DRAFT



18

FALL 2014 - 7th semester SPRING 2015 - 8th semester

fast paced skill building and problem-solving semester slower paced more research oriented semester

FALL 2015 - 9th semester SPRING 2016 - 10th semester

reflection oriented semester for professional identity and preparing for thesis realization of larger self-chosen assignment, or integrated with research project 
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