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Dysgu

Dysgu; ‘to teach’ and ‘to learn’.
As designers, we are responsible for the products that we create. Within the fashion industry, the production and consumption of ‘fast fashion’ is having a detrimental impact on the environment. This constant turnover of cheap clothes is recognised to be driven by human behaviour, as our metaphysical desires of social acceptance and hhiqcnb have us seeking for them in physical products, and fashion brands profit off of this. Despite this, the fault doesn’t necessarily lie in the consumer, the consumers job is to consume, and due to the metaphysical drivers for consumption, you cannot rely on reducing consumption to achieve a sustainable fashion industry. Likewise, eliminating consumption would also mean the elimination of design, this is where the responsibility of the designer comes in, through designing sustainable consumption. 
Designing sustainable consumption immediately indicates that consumer behaviours need to be considered at the design stage, as identified, it is what drives consumption. Therefore, a designer needs to learn and understand what drives consumer behaviour, in order to design for it. 
The ‘throw away’ culture we find ourselves in indicates that the value of materials has been lost in westernised cultures, and as identified, increasing the use consumers get out of their clothing is a leverage point to make the system more sustainable. Therefore, looking to other cultures who have a higher respect for material to see what there is to learn about how they utilise fabric through the design of their garments, and apply this knowledge and thinking when designing garments for sustainable consumption. 
Issey Miyake is a Japanese designer that is recognised for his sustainable approach to fashion design, and is a prime example of how cultural influence can help achieve this. Miyake’s A Piece of Cloth (A-POC) was inspired by the ideology of the Japanese Kimono; ‘respecting the integrity of the cloth’. A-POC is an innovative ‘zero-waste design’ by Miyake that considers the need to of consumers by bringing them into the design process, meaning their emotional needs are fuelled beyond initial purchase. It highlights that in order to create his designs, Miyake had to learn and understand consumer behaviour, as well as traditional cultural techniques, indicating the importance of learning or ‘dysgu’ as a designer. 

Anna Wintour, the chief editor of Vogue has previously commented that “Japanese clothes are too difficult to wear” whilst this suggests an ignorance to other cultures, it may further indicate a designers responsibility to learn and synthesis information from a variety of sources. Issey Miyake himself has noted that his designs are much more popular in Japan than they are in western regions, suggesting that it is just as important that western behaviours are studied and understood in order to create a design that is synthesised with other cultural references, and therefore accepted amongst consumers. Referring to the idea of ‘Dysgu’ the designer also has a role of teaching. Whilst designers in the west can learn from traditional Japanese culture, they can also inform the culture of western behaviours, in order for the synthesis of information required for sustainable design. 



Issey Miyake’s A-POC highlights an importance of pattern making; perforated onto the cloth are the individual pattern pieces ready for the consumer to cut, with empty spaces being utilised as accessories or embellishments. This idea of ‘zero-waste design’ is also championed by Timo Rissanen, who highlights that the design process has become fragmented, with patternmaking becoming an entirely separate role, meaning designers no longer require the knowledge of the craft. However, this separation of stages is undermining the innovation of the fashion industry as the designers are not utilising the ability to control waste through design. The Cutting Circle, 2011 – Timo Rissanen This indicates a learning designers need to embark on, to understand the craft of patternmaking, and bring it into the design stage to create sustainable designs. 
Alongside Holly McQuillan and Julian Roberts, Timo Rissanen created ‘The Cutting Circle’; a research project designed especially to collaborate and learn from each other’s approach to zero-waste design. The project allowed the designers to explore and identify new approaches to design through a ‘cross-pollination’ of ideas, providing them with a new perspective and way of thinking that improved their ability to problem solve and strategize. 

The four ways of knowing 
Designers will become strategists – working collaboratively to influence positive societal and cultural change 


epistemology(?)
Miyake recognises that clothes should reflect the needs of the consumer 
Miyake – designers should see challenges not limitations 

Einstein – “the significant problems we face cannot be solved at the same level of thinking we were at when we created them”

A practical guide to sustainable fashion – book 
Pg 5 – its important designers understand how garments are used by consumers to improve patterns of use through design
Pg 14 – designers need to understand all the phases of the life cycle of a garment in order to design the garment with a longer life – what strategies can be implemented at each stage 
Chap 2 – life cycle thinking 
Buckminster fuller – called for a design science revolution to overcome environmental issues ‘design science’ – systematic approach to design – idea of using the known, the facts, to improve. 
‘the artificial world’ of artifacts is what design knowledge is about – learned through designing, but also reflecting on the designed – we must focus on the ‘designerly ways of knowing, thinking etc’ in the same way science focuses on the underlying knowledge
Metadesigners.org – designers should be trained for a paradigm change 
could also take on a role of helping consumers understand these cultural references through their role as ‘teachers’ and ‘facilitators’ 
Pleats please also takes inspo from fortuny – Spanish – greican pleating system
 Likewise Timo Ressinen 

To learn and be inspired by other cultures is a key factor of Meta design; ‘diversity and interdependence’ (john wood) 






Modular 

London fashion house JE CAI creates designs using their own ‘Algorithmic Modular System (AMS) of base layers, components, and extra components, providing the consumer with ability to construct their own garment that can be taken apart and reconstructed in various ways. The brand takes inspiration from a Chinese ideology by Tazoi, highlighting that “from one system it breeds infinite possibilities” 
To learn and be inspired by other cultures is a key factor of Meta design; ‘diversity and interdependence’ 
JE CAI’s modular approach to design actively involves the consumer in the design process, further highlighting this idea of diversity and interdependence (john wood), as in order to create something that will emotionally and physically sustain the needs of the consumer, consumer behaviour needs to be considered and understood by the designer. (A practical guide to sustainable fashion) 

Japanese Fashion Designers: The Work and Influence of Issey Miyake, Yohji ... - Bonnie English - Google Books 


SYSTEMS 
The current fashion system is driven by 
– highlighting the system needs redesign – the designing of garments needs redesign beyond using organic materials and dyes, as this is not enough, designers need to recognise what fuels the consumption of design – co-design – working with consumers – recognising their needs – designing for emotional durability 
‘re-use, re-design, re-educate’ Designers Visionaries and Other Stories | A Collection of Sustainable (taylorfrancis.com)

Human behaviours drive production as consumption is the physical expression of peoples emotional desire of the ‘metaphysical’ e.g, to be liked. (design for emotional durability Jonathan chapman) 
When looking at the fashion system and the rate at which clothing is produced and subsequently sent to landfill, consumption is recognised as the factor that needs to be reduced in order for the system to become more sustainable, putting the responsibility on the consumer. However, as highlighted by Designers Visionaries and Other Stories | A Collection of Sustainable (taylorfrancis.com) simply expecting the consumer to stop consuming will not work, as consumption isn’t always about the physical product. Furthermore, from a designers perspective, eliminating consumption would also eliminate the need for design. The purpose of design is to breed innovation, highlighting that the designer has a large role in moving us towards a future of sustainability, through creating ‘sustainable consumption’ that accommodates human desire without the impact on the environment. 
Designing for sustainable consumption is a leverage point 
The fashion system as it has grown has become more fragmented with the pattern cutting, sewing and other stages of production becoming separate to one another, and completely separate from the design stage. However it still fundamentally consists of design, production, and consumption
The fashion system starts with design  

 – as a designer you need to recognise this, 
It is often suggested that reducing consumption will lead to sustainability, 
however, human behaviours and consumption are not necessarily the issue, 
consumption is the physical expression of peoples emotional desire – metaphysically 
you have to accommodate human desire for true sustainability 
a designers job is not to tell people to stop consuming – its to design sustainable consumption – design is needed for innovation, it’s the purpose of design – to not consume would mean to not design 

*Microsoft Word - Places to Intervene in a System (conservationgateway.org) – donella meadows 
Leverage points – system change – its about recognising leverage points – they are not intuitive 
“small parameter adjustments, weak negative feedback”
Positive feedback loops drive growth, a system with an unchecked positive feedback loop will destroy itself – possible positive feedback loop in fashion – fast fashion – the more clothes that are made and the cheaper they are made will drive consumption – consumption drives making – unsustainable levels – effect on planet – negative feedback – run out of resources – planet dies – slowing the positive loop is better than strengthening negative loop- positive loop = leverage point 
Number 5 : information flows
“missing feedback is also a cause of system malfunction… adding information can be a powerful intervention”

A new textiles economy – redesigning fashions future 
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My three words:
Systems 
Modular 
Dysgu 


John Wood – Systems Theory Lecture – 03/03/22

Cybernetics 
Redesigning systems 
Fashion industry/ design – second order system – systems within systems 
Designers/consumers/manufacturers etc – all ‘trimtabs’ – all have a roll in steering the system – what is the designers roll – roll of redesigning the system – RESPONSIBILITY – Thackara 2005 – 85% of environmental impact determined at the design stage 
Designers need to redesign design – meta design 
Commercial systems – how to manage a world between acquisition and disposal – changing paradigms 
Understanding current system to be able to change it 
‘Leavers for Change’ – Donnella Meadows 1995 
Herbet Simon 1969 – definition of design 
Regenerative better than sustainable – modular design – design for longevity – emotional durability – Jonathon chapman 
Design system needs to be more joined up, less fragmented – Timo Ressianen 
Diversity and interdependence – learning from other cultures 
Relational approach 
Roland Barthes – The Fashion System – one item of clothing exists in various different forms – possible relation to modular clothing 

Sustainability by design – John R. Ehrenfeld – book- Chapter 2 – How good habits turn bad – shifting the burden archetype – 
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Figure 4: Unsustainability as an unintended consequence of modernity – pg.17
Reducing unsustainability will not create sustainability 
Einstein – “the significant problems we face cannot be solved at the same level of thinking we were at when we created them” – innovative design needed – modular – designing for longevity/emotional durability not sustainability – redesigning design 
Chapter 7 – change, transformation and design – creating a whole new reality and set of cultural structures by design – designer needs a model of change as a guide – paradigm shift – link to john wood 
Sustainability will come by addressing the systemic conditions 
Transformation – powerful concept 
Fletcher & grose design for change – chapter 16: designers as facilitators 
Pg 144 – co-design 
Von Busch’s ‘recyclopedia’
Designers will become strategists – working collaboratively to influence positive societal and cultural change 

A practical guide to sustainable fashion – book 
Pg 5 – its important designers understand how garments are used by consumers to improve patterns of use through design
Pg 14 – designers need to understand all the phases of the life cycle of a garment in order to design the garment with a longer life – what strategies can be implemented at each stage 
Chap 2 – life cycle thinking 
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Victor papenek – design for the real world

A new textiles economy – redesigning fashions future 
Fibresort and worn again technologies 
Circular design guide – ellen macarther foundation 
Junky styling – wardrobe surgery 

Full article: Application of Modular Design in Upcycling Solid Leather Waste: A Sustainable Development Approach from Ethiopia (uwtsd.ac.uk)

A Modular Decision-centric Approach for Reusable Design Processes (uwtsd.ac.uk)
Product lifecycle management (PLM)
Full article: Sustainable practices and transformable fashion design – Chinese professional and consumer perspectives (uwtsd.ac.uk)
Proliferation of cheap clothing – people buying more than they need - waste

[11:22] Julia Lockheart (Associate Professor)
Nigel Cross https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/1pbrh66/alma99100200358902421 
Cross, N. (2001). Designerly Ways of Knowing: Design Discipline versus Design Science. Design Issues, 17(3), 49–55. http://www.jstor.org/stable/1511801

Buckminster fuller – called for a design science revolution to overcome environmental issues ‘design science’ – systematic approach to design – idea of using the known, the facts, to improve. 
‘the artificial world’ of artifacts is what design knowledge is about – learned through designing, but also reflecting on the designed – we must focus on the ‘designerly ways of knowing, thinking etc’ in the same way science focuses on the underlying knowledge

Bryan Lawson https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma9924897502421 
​
[11:23] Julia Lockheart (Associate Professor)
Metadesigners.org – designers should be trained for a paradigm change 
*JW_Changing_Change_08.pdf – JOHN WOOD – a frame work for meta design
“Governments, industries and educators have yet to harness the full potential of designers as social and ecological entrepreneurs”
​




*Microsoft Word - Places to Intervene in a System (conservationgateway.org) – donella meadows 
Leverage points – system change – its about recognising leverage points – they are not intuitive 
“small parameter adjustments, weak negative feedback”
Positive feedback loops drive growth, a system with an unchecked positive feedback loop will destroy itself – possible positive feedback loop in fashion – fast fashion – the more clothes that are made and the cheaper they are made will drive consumption – consumption drives making – unsustainable levels – effect on planet – negative feedback – run out of resources – planet dies – slowing the positive loop is better than strengthening negative loop- positive loop = leverage point 
Number 5 : information flows
“missing feedback is also a cause of system malfunction… adding information can be a powerful intervention”
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2.2 The life cycle of a
fashion garment
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over which the fashion
designer can have some
influence.
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