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The Issue
Architecture affects both the functional and the sensory-based experiences that we have in our
daily lives. The majority of us today live in built environments, and we are influenced by how these
are designed. The purpose of a building or urban space is to structure and organise a variety
of functions. They act as physical interfaces that allow (or restrict) us to perform various types
of activities of everyday life. Thus, for architects and urban planners, a human-centred design
process should be an obvious starting point in the initial design process. In practice, however, the
“end-user perspective” can often be prevalent. There are several reasons for this - planning and
designing a built environment quickly becomes a complex situation with many key stakeholders
(municipality, contractors, community functions, rules and law, cost, material limitations, etc.),
which sometimes causes the end user’s voice (intentionally or unintentionally) to be unprioritised,
or simply forgotten.
The question is how we, as architects and urban planners, can become better at introducing and
retaining people’s needs and wants as an active part of the design process. By using established
tools and methods from other human-centred design processes, we have developed a method
that gives us a greater opportunity to design buildings and cities so that they become meaningful
places for the people who live or want to live there.
We hope that this guide can contribute to a more human-centred approach in architecture
and urban planning and contribute to better design solutions where people are at the centre
throughout the process.
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Human-Centred Design
Human-centred design is controlling projects against the requirements that end-users
value most highly. Such design is based on people’s goals, attitudes, behaviours
and driving forces. Also, there is a great emphasis on participation throughout the
process. Human-centred design is a broad concept and is used in several different
types of design disciplines. There is an ISO-standard1 that contains requirements and
recommendations for human-centred design, but the approach is multifaceted and so,
therefore, includes several methods and types of tools.
In the field of digital service design, human-centred design has been increasingly used
recently, more tools and methods have emerged to create useful IT support in various
sectors and industries. Poorly designed IT, where technology and market forces have
dictated the terms at the expense of human values, have shown themselves to cause
many adverse impacts in the form of stress and poor working conditions in digital
environments. In terms of architecture and design of the physical space, such as cities
and buildings, similar risks are apparent. Poorly used spaces, un-safe areas, alienation,
noise, pollution and hazardous traffic environments in our cities are symptoms of
design that have not had a human-centred approach.

1 https://www.iso.org/standard/77520.html
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What is Service Design?
Service design is a form of human-centred design that is based on
the use of “service” instead of, for example, starting from a physical
product. In service-design tools are used that describe people’s use
and experience from a holistic perspective over time. Service Design
focuses on solving the right problem - which is not necessarily, or
even very often, the initial problem description. The design process
is therefore based on the different end-users and key-stakeholder
needs. Qualitative methods (e.g. in-depth interviews and field
observations) explore possibilities based on the questions ”how” and
”why” (rather than starting with ”what” to design).
The basic steps in Service Design are to:
collect information about the customer or the user
process the information and map the customer’s or the user’s
behavioural patterns, needs and driving forces.
suggest solutions based on the customer or the user
behavioural patterns, needs and driving forces.
One of the tools in a service designer’s toolbox is called impact
mapping1 and assumes that value arises when a service, product or
place is used.

How the service perspective affects behaviour and
experience:
Traditional economic theory makes a clear division between goods and
services. A hairdresser’s visit is a service, while a ballpoint pen is a
good. However, now that difference is not as clear. A digital music track
can either be purchased on a CD (physical item), downloaded digitally
from the iTunes Store (digital item), or streamed through, for example,
Spotify (service). The listener’s experience is not affected by whether
they own or subscribe to the music. Conversely, by paying for access
instead of physical goods, all of your playlists suddenly become
available on all possible devices and playgrounds by merely logging
into your account. The boundary between commodity and service is
thus blurred.
Digitisation of services opens up opportunities that can affect both
people’s behaviour and physical locations. Today, there are no record
stores left in the city centre, and as a subscriber to a music service,
you have already paid for access to all available songs. Therefore you
do not have to limit what you choose to listen to from an economic
perspective.
The service perspective challenges phenomena that have previously
been intimately associated with physical products (accommodation
instead of ”house”, mobility instead of ”cars”). By starting from human
driving forces, behaviours and goals, this can lead to new innovative
and more meaningful solutions.

1 'effektkarta' Ottersten & Balic (2004) Effektstyrning av IT. Liber
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What is Impact Mapping?
Impact mapping is a method of structuring and describing desirable outcomes
(benefits and values) and linking them with human behaviour and design
solutions. Impacts can be of different kinds. They may consist of purely
economic and functional value as a result of efficiency enhancement, increased
service and elimination of sources of error, or of ”softer” values such

as
increased interest, sense of belonging and meaningfulness or various aspects
of customer satisfaction. No matter what values a service should create,
the effects arise through people’s activities and the use of different design
solutions. Therefore, behavioural patterns and design solutions are visualised
together in the impact map, so that there is a clear link between how a design
solution connects to human behaviour and contributes to the desired impact.
One advantage of the impact map visualisation is that the overall aim of the
project is broken down into clear and measurable sub-goals, which help the
designer and others stakeholders to connect robust design solutions to the
overall goal. On page 23, you will find examples of impact maps and various
design solutions.
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Impact
(Why is the project being carried out?)
Desirable measurable impact goals and values for the
project players, such as suppliers, residents and the
municipality.
Behavioural patterns
(How do different types of user do activities?)
Different types of end-users are grouped concerning with
what activities they perform, and how they solve tasks or
reach their goals.
Solutions
(What should we build / design?)
What to build and / or do to support behavioural patterns and
contribute to the desired impacts for the project.

Why Impact Mapping for Architecture?
How can future residents and users be involved in influencing design decisions?
How can the driving forces and wishes of citizens become part of the design
process?
In the design process of architects and urban planners, there is always an initial
phase of information gathering and analysis of the site and its conditions, qualities
and deficiencies. This analysis could include noise disturbance, proximity to
public transport, service and recreation opportunities along with more subjective
values and the experience of the place. Initial information for the analysis may
come from the client or possibly requirements from the municipality, information in
investigations or of course based on their own experience. However, what is often
missing are the views and wishes of future residents. Not because there is no will to
talk to them, but lack of knowledge about where future residents are, who they are,
and how they can be reached. There is, therefore, a risk that design decisions are
made routinely, that they lean too much on past experience and neglect to include
new information about the future residents in the project.
Although participation and dialogue with citizens is perceived as important, in most
architectural projects and urban planning processes there is often some ambiguity
about how dialogues are actually carried out, and how or if the dialogue ultimately
affects the final proposal.
Our thesis is that a formalised human-centred design methodology, which is
available to architects and urban planners, can contribute to better design
solutions for housing and other built environments.
9
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Process
The impact mapping process can be described as...

The illustration of the process describes how the architect’s design process interacts with the impact mapping, that is, how the blue circles
in the ”classic design process” is supplemented with the purple in the impact mapping and then interacts and influences the final proposal.
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Step 1 Define aims and impact goals
A significant advantage of impact mapping is that desirable effects are
described early in the process. This means the design decisions are
always guided by the impact goals, which increases the likelihood of
ideas and visions being translated into desired benefits. The impact map
answers the question ”why?”. The answer is expressed as the change
or improvement that the project intends to achieve. We call it aims and
describe it in the inner circle of the impact map.
The aims can be formulated from several perspectives, and it is not
uncommon for there to be multiple agendas at this stage. Different roles
and functions understand and define problems in different ways. One
challenge, therefore, is to provide an aim description that several different
roles can endorse. We recommend that the aim and the impact goals
are developed in line with the actual mapping. Often the beginning of the
aim branch can be incited from the strategy documents or other existing
material.
The aims should be brief and appealing. Avoid extended formulas
of strategies and sideline background facts; instead, spend time on
creativity formulating sharp descriptions.
Analysed and relatable impact goals are then added to the aims. These
describe how each aim is reached. All forms of analysis “cost” in terms of
resources and time, so it is important to choose effective ways to examine
and choose impact goals that point to the most important outcomes.
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Step 2 Examine behavioural patterns
As in all user-centred methods and tools, the content of the model must be based on authentic factual data.
It requires the design team to go outside the studio and challenge “old truths” by interviewing and observing
key stakeholders and end-users in depth. If the goals in the impact map are not based on real observations
and interviews, the design team does not know if they solve real problems and in turn, contribute to an actual
impact
Examining behaviour patterns is done in two steps:
2.1 Interviews
2.2 Analyse and prioritise behavioural patterns
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2.1 Interviews
Interviews are a form of information gathering from experts in any field. They provide
qualitative data on end-user experiences, goals, attitudes, motivation and behaviour
around places, services and social relationships. Conducting interviews at the beginning
of the design process provides valuable insights on how users think and like, for
example, housing, dreams, or what irritates them.
This material is then used to create behavioural patterns from which design solutions can
be tested and validated. Conducting qualitative in-depth interviews can be a challenge.
But there are plenty of books, courses and other learning materials to learn more.

In this guide, we have gathered three main tips to get you started:
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1. Who should we talk to?

-- Finding the “right” interviewees.

2. What should we talk about?

-- Develop a theme and interview guide.

3. How to carry out a good interview?

-- Tips for high-quality interviews

2.1.1 Who should we talk to?
In principle, there are two main target groups for our interviews:
1. Key stakeholders – the people and functions that have valuable input
and significant interests in the area, although they will not live and work there.
Examples of key stakeholders are the city’s town planner, the landowner,
specialists such as building engineers, environmental experts, to name a few.
Find the relevant stakeholders and ask them to be interviewed.

2. End-users

- the people who live and work in the environments we build.

Creating a picture of the end-users is perhaps our biggest challenge. We don’t
know them yet. Here it takes a little ingenuity to find representatives for the
end-users. It could be a neighbour (who will use the area), someone who lives
in another region (and is interested in relocating) or someone who will live there
described by the project developer.
Within these two main target groups, there are several different roles. Often
it can be tempting to categorise users according to demographic attributes,
such as age, gender, family size or income. This classic target grouping can
be a good start, but often the behavioural patterns we are looking for go
deeper than that. By conducting the stakeholder interviews first, you can get
an idea of what the end-users are likely to be; this allows you to make an initial
recruitment theory of end-user type. Then it is good to have eyes and ears
open to new types of users - often those who think differently or have special
needs. Such interviews often provide insights that may come from other kinds
of users to benefit. For example, a wheelchair ramp can also be useful for
strollers and bicycle carts.
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2.1.2 What should we talk
about?
The most critical when it comes to planning interviews and other
data collection is to define what the aim of data collection is
is clearly. Although the data collection is explorative, and we are
flexible, it is important to define certain themes that will be the basis of
our interview guide.
A good interview guide contains the following main points:
1. Introduction
2. Main content: Predefined themes that the conversation revolves
around
3. Future Perspectives
4. Ending

Introduction
Important for creating a confident and comfortable conversation
atmosphere. It is also essential to clarify the expectations of the
conversation. Explain how long the interview is expected to be, explain
why the interview is taking place, and inform about anonymity and the
opportunity to cancel their participation
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In a ”Drivers of Change” workshop for a residential
projects, the team methodically worked out seven themes
which formed the basis for the interviews with the endusers:
1. Movement in everyday life
2. Access to nature
3. Co-use
4. Meaningful living
5. Meeting place
6. Self-sufficiency
7. Demographic overlap

Main Content
Consists of several themes that the majority of the interview will be about.
The themes discussed are prepared in advance. Themes could be from the
municipality’s environmental strategy or sustainability work; the task in the
user interview is to translate what it could mean for future residents. Other
common aspects to address are attitudes about lifestyle and features about
housing, social relationships linked to housing, transport and leisure activities.
Since it is a semi-structured interview, you do not need to write down exact
questions, but let the conversation flow freely around the themes you have
decided on.
Future Perspectives
Towards the end of the interview, it is often a good idea to ask some more
future-oriented or ”big” questions. After spending time with the topics
that you, as an interviewer, have included, it is now time to look a little
further ahead. Examples of questions here might be: “If you and I had this
conversation in a year, what would you think is different?”, Or “What would be
your dream scenario regarding accommodation in this area?”.
Ending
A typical interview ends with some standard questions such as ”Is there
anything else that you think is important when it comes to housing that we
have not addressed?” and ”Is there anything you want to question about the
interview or the project?
Afterwards, thank the person for the interview and provide information on how
they can contact you or the team later if needed.
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2.1.3 How to carry out a good interview?
It is important that the interview feels relaxed and comfortable. Conduct
the interview in an environment where neither you nor the interviewee is
disturbed by colleagues, surroundings, or other distracting factors such as
telephone calls or noises.
If you are calm and have control over your interview, then that atmosphere
will extend on to the interviewee. Remember to observe the person’s body
language. Sometimes it can help to have an interviewee show or draw things
to describe their thoughts. Such sketches are also part of the data and
provide richer material to build the analysis.
Remember that when it comes to experience, attitudes and goals around
accommodation and work, then your interviewee is the expert. Even if you,
as an architect, know how to draw and build a house, it is you who will learn
new things during the interview. So it’s not about convincing the interviewees
about what are right solutions, but instead understanding how the person
looks at it, for example, housing, work and lifestyle.

Tip: Record the interview!
But don’t forget to ask the interviewees’ permission. Ask if you can use the person’s name,
or if they prefer to remain anonymous. By having the recording available afterwards,
you do not have to spend as much time taking notes yourself during the interview.
End the interview on time! Thank the person for their time and provide your contact details
so that they can contact you.
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2.2 Analyse and prioritise behavioural patterns
Look carefully at the data collected during the interviews. Try to
find statements and phrases that describe situations, behaviours,
goals and attitudes. One way to categorise the content of
the interviews is to categorise statements by behaviour (what
people do), thought patterns (how people think about different
situations), and emotions (e.g. frustrations, what feels positive
and meaningful). Based on these categories, you then build
”archetypes”: behavioural patterns found in several groups.
You can see examples of four such behaviour patterns later on
in this description. We call them The Life Puzzler, The Living Artist,
The Roamer and The Green Conscience

Tip: Once you have done an impact map on a house or city
building project, you will be able to reuse some of your work
for the next project. The behaviour patterns may be similar to
each other and only need to be replaced or changed in certain
parts.
Build up a directory of behavioural patterns step by step that
you can verify, instead of developing it all from the beginning.
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Step 3 Create an impact map for the project
After interviewing users as well as key stakeholders, you should have
gained initial answers to the questions ”why?” and ”who / how?”.
The answers to why, go in the centre of the impact map. Then alongside are
the aims and how we measure success against the impact goals. Note that
these conclusions should combine both the aims of the users and the client. It
is in collaboration between the benefit of the residents and the municipality, for
example, the positive and long-term effects arise.
The next layer describes the behavioural patterns (see above) identified in
interviews and observations. For best effect, these behaviours patterns should
be prioritised. This can be done based on the interviews and other activities in
the feasibility study, linked to the measurable impact goals found in the ”Why”circle. With prioritised behaviour patterns, it becomes clear which design
proposals should be addressed first.
In the outermost layer, we focus on the question ”what?”. This layer helps the
designer to create solutions which are connected to the behavioural patterns.
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Step 4 Use the impact map in
the design process
There are several different types of values with impact mapping. One is the
map itself. It summarises deep qualitative insights that help you as a designer
and architect to make informed design decisions, and remind you how design
decisions affect the desired impact and how they relate to the identified
behaviour patterns. But there is also another - perhaps a little more complicated
- value: namely the process and the work you and your colleagues perform while
you do your qualitative and quantitative studies. In the actual work, the team
captures ”silent knowledge” about the design problem and the stakeholders you
encounter. The impact map itself is essentially only the visible tip of the iceberg of
these insights.

Tip: Print the impact map in large format and hang
it up in the studio! The visibility reminds the team of
the end goal.

A third value arises when the impact map is used to communicate value and
benefit, as well as to argue for design decisions and different solutions. The
experience from the projects we used the method on clearly shows that the
impact map helps to create a collective image of the project and is received
positively by different types of audiences. The simple visualisation of the impact
map helps everyone understand and can contribute to discussions.
It is also essential to update impact goals as you learn about behavioural
patterns and changing requirements. Even though we have a decent picture after
the first steps in the process, conditions may vary. It is then appropriate to modify
the impact map - provided you are aware of where these changes come from
and why.
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Step 5 Revise
Although many design processes are described as a linear flow of
activities, in most cases, a continuous revision of the creative process is
required. This also applies to impact mapping. As design proposals grow,
some things may need to be adjusted.
The impact map should be used as an aid in the creative design process
and act as a support - not as a constraint that hinders work. On the
contrary, the impact map is intended to be a reminder of the insights that
the research work has provided, against which new design ideas can be
tested. However, be vigilant about what changes you and your team allow
review the map. Do you change things to serve the end-user better, or are
there other agendas behind any changes?
Often, you could strengthen design ideas by finding solutions that solve the
needs and goals of several behavioural patterns. However, priorities must
be made based on the desired impacts defined in the project.

22

Example: In a housing project, the team worked out
three behavioural patterns. As the work progressed, a
fourth pattern of behaviour formed, which had points of
contact with the other three, but still had its own unique
standpoint: environmental awareness cut right through
the other three behavioural patterns, and strongly tied to
the municipality’s sustainability goals.
The team, therefore, decided to create a fourth
behavioural pattern to clarify this: ”The Green
Conscience ”.

Impact Map
The impact map compiles and illustrates the information we received in the interviews together with the conclusions and ideas generated
from them. In the middle of the impact map, there is the target wording which is the starting point for ”why” we propose what we do. Then
the four behavioural patterns are presented, what they want, need and want to be able to do, i.e. the answers to “how” we should achieve
our why. Ultimately the map tree describes “what” is proposed.
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Behavioural Patterns
In the interviews, behavioural patterns emerged that we categorised into four different ”archetypes”.
These types had slightly different driving forces and desires in their everyday lives. Each archetype can
represent people of different ages, and with different backgrounds, however, each person can also be
within several different ”archetypes”.
The four behavioural patterns we defined as important for the project were The Life Puzzler, The Roamer,
The Life Artist and The Green Conscience.
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The Life Puzzler
‘I just want it to solve itself - I have more important things to focus on’.
The Life Puzzler has a high tempo lifestyle. In many cases, it’s a family with children,
where everyone in the family has several activities going on. School pick-ups are
frequent between the commute to work. Living close by is an obvious requirement,
as is the ability to get into the centre by bicycle quickly. There are also single living
Jugglers with a focus on career or bi-weekly parenting.
They do not want to micromanage everyday life. Smart solutions that ease the daily
planning challenges are much appreciated. Is there an electric bikepool or bus
service that facilitates transport to and from the station? Or can we start a carpool in
the neighbourhood? Is it possible to solve the delivery of this week’s lunch box?
They know that things don’t have to go in a specific way. Sometimes dinner is
purchased for the whole week as planned; sometimes it will merely be a frozen pizza.
If the children come home early in the afternoon, they can source peace and quiet,
either in their own home or in other types of temporary work environments nearby
(library, café or rental office solutions).
Activities can carry on into the ‘free’ days. If it is not fixtures or other leisure events for
the children, it is the constant desire to get quality family time. Then it is essential to
find activities that appeal to everyone in the family. For example, being close to nature
offers the opportunity for varied activities for both young and old. The Life Puzzler
then can merge over in both the behaviour of The Roamer and The Life Artist.
Sometimes this behaviour pattern can also continue into the weekend - some of the
family walk to the bathhouse while others go to a local farm dairy to experience a rural
heritage, coupled with a playground visit. Therefore proximity and accessibility to
such opportunities at short distances are unique benefits that are much appreciated.
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The Roamer
'We go out and play!'
The Roamer is the pattern of behaviour that, no matter where they live, movement
through the area is achieved. It can be on a run, bike ride, on the way to activities,
or as a visiting guest to someone who lives in the region.
Stopping at the outdoor gym, playing a game of frisbee golf or taking a ride on
the mountain bike in nearby terrain are examples of activities that The Roamer
appreciates having access. However, more ambitious pursuits like going kayaking
in the river or the sea, are also valued by the Roamer.
The Roamer can originally come from another area but comes to visit friends
nearby. Safe and secure roads and “small places” in the form of semi-private
courtyards, football fields and green spaces with climbing trees and bushes for
games are desirable qualities for this character.
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The Life Artist
'Let’s enjoy the moment'.
To be able to take it easy and enjoy life is desired by many different types of people:
the retired couple who appreciate their long walks, the grandmother who travels and
is happy to receive visits from, grandchildren and friends. But this pattern of behaviour
is not the same as retirement. Common to this pattern, regardless of demographics,
is that they do not have the urgency that The Life Puzzler has, and that they tend to
spend most of their time at home. Other examples of this pattern are the new parents
and children of all ages. Proximity to an allotment or garden, and the public space in
the form of varying walking paths in scenic environments appeal to them, and they may
be considered as self-sufficient. Still, the main reason for the cultivation interest is the
satisfaction of having your fingers in the soil, the social interaction, and the excellent
opportunity to move in everyday life.
Since social community is part of the good of life, there must be opportunities to invite
guests home. This means that the kitchen and dining room is large enough and that
there is space for a kitchen table with many guests. The same goes for the outdoor
environment as the walk after a coffee is scenic and gratifying. The Life Artist senses
that the meeting between demographics is essential and that it is encouraged by a rich
public space, where several interests can be met. A dog owner appreciates other dog
owners passing in the immediate area; it gives rise to new acquaintances and builds the
feeling that “our area ”has a high quality of life.
The Life Artist recognises most of the residents in the area and feels that they assist The
Roamer to find the right thing, or help The Life Puzzler take in the mail and water the
flowers when they are gone.
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The Green Conscience
'It should be easy to do right'.
The Green Conscience has high demands on themselves to take
responsibility and” do right” when it comes to climate impact, recycling,
reduced ecological footprint and as a conscious consumer. They often also
possess a conscience for their surroundings and are a source of inspiration
for both The Life Artist and The Life Puzzler to make more conscious choices
in everyday life.
The Green Conscience takes the bicycle cart for the weekly shopping,
chooses today’s vegetarian options at the restaurant and takes the train
for both commuting and family holidays. They are not an outward-looking
environmental activist, but a pragmatic person with a strong compass
direction on issues that have primarily to do with social and ecological
sustainability.
A significant challenge is when this behavioural pattern clashes with The Life
Puzzler. Therefore, all support is appreciated in the form of services that make
it” easy to do right”. If the visit to the recycling station is comfortable or apps
such as ’Karma’ that also allows The Life Puzzler to choose a sustainable
alternative for their scarce lunch break, then The Green Conscience will be
very happy. They also have similarities to The Life Artist. It is about connecting
premium experiences with sustainability. That the IPA is locally produced and
organic, or that you cycle along lovely small roads instead of taking the car to
the Sunday trip to the beach.
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Suggestions
In the inner circle of the impact map (at the far right of our example map), the aims and objectives
are described. The next layer outlines the behavioural patterns we found in our feasibility study.
At the far end of the impact map’s branches are suggestions and ideas on ”what” matches the
behaviour patterns and contributes to the desired effects.
The solution suggestions, at the end of the map, correspond to the wishes and driving forces
defined by the behavioural patterns. The suggestions can be physical, organisational or digital,
they even could create the base for the project design, while other ideas could be passed on to
the municipality or developer. The following post describes proposal examples of various kinds,
both inside and outside our area
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Walking trails
A stone’s throw from our area is the starting point for several existing walking trails
and jogging tracks. Several of our characters (for example, The Roamer and The Life
Puzzler) have an active lifestyle and desire simple solutions for everyday movement.
We added and extended a couple of the trails so now they can cross a bridge and
continue into the landscape. Collaboration with the neighbouring farms makes it
possible to move in the cultivated landscape with the help of trails along fields. For
the residents, simply open the door and leave. For the neighbouring residents, it
becomes a natural way to move through the area.

A square for flexible facilities
Our characters express the need for flexible solutions to everyday issues. It’s all about being able to work at home, subscribe to a lunch
box or join an electric bike pool. We propose a square in the area that can be a physical platform for part of these solutions. There may
be office premises, greenhouses, a delivery point for goods, a centre for lending or exchanging, a rental dock of electric bicycles and
other resources that do not have to be privately owned.
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Delivery of local produce
To solve the demand for access to locally produced goods, we worked with an
idea of a removable space that sometimes (or always) stands in the square,
and that can be filled with ordered groceries or other commodities that can be
exchanged and bought. Code locks and apps make it flexible and accessible to
both customers and suppliers.

Designer: Britta Teleman

Community allotments
In particular, The Life Artist has a driving force to harvest his own plot. Within the park that is centrally located, we propose a small
variety of community allotments, i.e. small cultivation plots that can be used by the residents in the area. Fruit trees are planted
around the allotments, which everyone can pick off.
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Closing comments
If you have gone this far in this guide, you now know that it takes some time and
effort to develop and use an impact map. At the same time, we hope that you see the
potential of the method and that the information in this guide will help you get started.
Impact mapping of architectural and urban building projects helps you to meet the
demands and needs of the people who will live and live in an area, as well as with
other stakeholders such as contractors, municipalities and other groups. Ultimately,
all architecture and urban planning is about creating human-centred solutions that
bring about positive change for the individual, organisation and society. In a dynamic
society, conditions change continuously. By seeing the impact map as a catalyst for
strategically reasoning around this, it will contribute to long-term value and benefit.
We are curious about how you are doing! If you use impact mapping in your projects
and would like to share with you, please feel free to contact
pontus.warnestal@hh.se or lina.lindegren@krook.tjader.se

33

About the project
Participatory Urban Design (PUD) research project was carried out in 20162019 at Halmstad University and has investigated how user-centred design
and participation affects architecture and urban planning. Within this framework
research project, the method of impact mapping has been pilot tested in
collaboration with The architects Krook & Tjäder.
A researcher in Informatics and digital service innovation from the University
of Halmstad has followed an architectural group from Krook & Tjäder’s office in
Halmstad during the feasibility study and design phase for two urban planning
projects. Under these projects, the team has used impact mapping and
continuously evaluated the method in different phases.
The PUD project is funded by the KK Foundation
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