
Research in Context (ADAD5003) 
Contextual Practices, Level 5, Semester 1

‘Thinking Making’



‘Ways of Observing’



1. notice your idea: realise you are curious / interested in X

2. own the insight: connect it with your previous insights

3. confirm context: check X’s connection to actual issues

4. let go: allow the writing to (risk) go beyond your intentions 

5. invest yourself: is your writing making you feel good?
6. reveal the whole: make the parts work with the whole 

7. identify a reader: who has the question to your answer?

8. empathise: get to understand your reader’s standpoint

9. re-orient: revise your idea from your reader’s situation

10. clarify for reader: elucidate your text to/for your reader
11. invite transformation: offer her relevant practical advice

12. check transformation: return later to see what happened
John Wood



Perspectives from the last session

Raymond Queneau, Exercises in Style taken from: 
https://monoskop.org/images/4/49/Queneau_Raymond_Exercises_in
_Style_pp_1-26.pdf

https://monoskop.org/images/4/49/Queneau_Raymond_Exercises_in_Style_pp_1-26.pdf
https://monoskop.org/images/4/49/Queneau_Raymond_Exercises_in_Style_pp_1-26.pdf


References from the last session

Bruce Hanington, 
(2012)

Lidwell, Holden and Butler 
(2015)

Vivian Maier

Buckminster 
Fuller

CHAT BOX
If you have 
sought out 
any of these 
texts, insert 
a 



Go to a place and observe an event. This may be, probably 
will be, a pretty ordinary event. Capture the ‘joy’ of it, ‘ truth’ 
of it, ‘gist’ of it, ‘essence’ of it in:
1. Five written descriptions (no more than 150 words). 

Suggestions - you may be (a) different people viewing 
the event, or (b) the same person viewing it from 
different points of view or (c) the event may alter, or (d) 
the writing may alter; or (e) the mode or way you write 
may alter (see link below for examples a-e).

2. Think about five ways where you aren’t reliant on 
writing. How could you ‘record’ or ‘retell’ this event 
from a range of perspectives?

Ways of Observing



(10 minutes) In your groups discuss the five written 
descriptions
 What does the writing explore?
 How does the writing explore this? 
 What form does it use? 
 Is the writing successful? 

What five ways did you discover that aren’t reliant on 
writing? How could you ‘record’ or ‘retell’ this event 
from a range of perspectives?

☞ Show and tell your most interesting discoveries to 
the wider group

Ways of Observing



(10 minutes) Does anyone want to ‘show and tell’ the five 
written descriptions & non-written observations you 
brought to the session today
 

Are there any ways in which the forms of observations 
could be used as design tools or strategies? 

Ways of Observing



Design Values, Design 
Principles, Design Stories, 

and Manifestos 



Design + Change Design + History 

The Design Vision 



What if…What was…

The Design Vision 



Lidwell, Holden and Butler (2015)   Bruce Hanington, (2012)





Manifesto (noun)

Manifestoism (noun)

Manifestoing (Gerund)

To Manifesto (Verb)  

10
0 

A
rti

st
s 

M
an

ife
st

os
 F

ro
m

 th
e 

Fu
tu

ris
ts

 to
 

th
e 

S
tu

ck
is

ts
 

Se
le

ct
ed

 b
y 

Al
ex

 D
an

ch
ev

 (2
01

1)
 L

on
do

n:
 

Pe
ng

ui
n 

Bo
ok

s



Manifestos
Manifesto
Manifest
Manifes
Manif
Mani
Man
Ma
M

Vincente Huidobro, MANIFESTOS Manifest (1925)
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M
anifesto Independent Study www.bbc.co.uk/programmes/b090

fwds#play

I don’t have 
a TV licence! 





M
anifesto Independent Study

I have made a set of the five manifesto sessions 
(15 minutes each) within Box of Broadcasts (BOB). 
You can listen here without a TV licence. Here is 
my link: 
https://learningonscreen.ac.uk/ondemand/playlist
s/326510 or you can go to BoB
https://learningonscreen.ac.uk/ondemand and click on 
the search button you can search for either 
programmes or playlists. Click the playlist button and 
search for “Artists’ Manifesto” and you should find my 
playlist with the 5 programmes. You can then listen via 
UWTSD who are registered to use BOB. You may need 
to put in our institution, UWTSD, before you can enter 
the site. Let me know how you get on. 

https://learningonscreen.ac.uk/ondemand/playlists/326510
https://learningonscreen.ac.uk/ondemand/playlists/326510
https://eur01.safelinks.protection.outlook.com/?url=https%3A%2F%2Flearningonscreen.ac.uk%2Fondemand&data=04%7C01%7Cjulia.lockheart%40uwtsd.ac.uk%7C8ccf13256d354843995408d987f5a304%7C4e0f11f9046e45059cb8db2152311e21%7C0%7C0%7C637690311329736674%7CUnknown%7CTWFpbGZsb3d8eyJWIjoiMC4wLjAwMDAiLCJQIjoiV2luMzIiLCJBTiI6Ik1haWwiLCJXVCI6Mn0%3D%7C1000&sdata=cXoeK6wcPhJRHkSCW5aU28zP55qkqoHOFdatEIxShWM%3D&reserved=0






https://designmanifestos.org/

You can choose a manifesto from the website below. 
In analysing the manifesto you may wish ask the following 

questions:

What is the motivation of the manifesto? 

Aesthetic? Socio-political? Ethical? 

What does it distinguish itself from? 

What does it affirm? 

How does it inhibit/constrain/direct practice?

Who does it address?

How is it designed?

https://designmanifestos.org/


1 Good design is innovative
The possibilities for innovation are 
not, by any means, exhausted. 
Technological development is 
always offering new opportunities 
for innovative design. But 
innovative design always 
develops in tandem with 
innovative technology, and can 
never be an end in itself.

“Less but better”

A Design Manifesto           Dieter Rams 
             ‘Ten principles for Good Design’



2 Good design makes a product 
useful
A product is bought to be used. It 
has to satisfy certain criteria, not 
only functional, but also 
psychological and aesthetic. Good 
design emphasises the usefulness 
of a product whilst disregarding 
anything that could possibly 
detract from it.

3 Good design is aesthetic
The aesthetic quality of a product 
is integral to its usefulness 
because products we use every 
day affect our person and our 
well-being. But only well-executed 
objects can be beautiful.

TP 1 radio/phono combination, 1959, by Dieter Rams for Braun

A Design Manifesto           Dieter Rams 
             ‘Ten principles for Good Design’



4 Good design makes a product 
understandable
It clarifies the product’s structure. 
Better still, it can make the 
product talk. At best, it is self-
explanatory.

5 Good design is unobtrusive
Products fulfilling a purpose are 
like tools. They are neither 
decorative objects nor works of 
art. Their design should therefore 
be both neutral and restrained, to 
leave room for the user’s self-
expression.Cylindric T 2 lighter, 1968, by Dieter Rams for Braun

A Design Manifesto           Dieter Rams 
             ‘Ten principles for Good Design’
 



6 Good design is honest
It does not make a product more 
innovative, powerful or valuable 
than it really is. It does not attempt 
to manipulate the consumer with 
promises that cannot be kept.

7 Good design is long-lasting It 
avoids being fashionable and 
therefore never appears 
antiquated. Unlike fashionable 
design, it lasts many years – even 
in today’s throwaway society.

Steuergerät (Receiver), 1972, by Dieter Rams for Braun

A Design Manifesto           Dieter Rams 
             ‘Ten principles for Good Design’
 



8 Good design is thorough 
down to the last detail
Nothing must be arbitrary or left to 
chance. Care and accuracy in the 
design process show respect 
towards the user.

9 Good design is as little design 
as possible
Less, but better – because it 
concentrates on the essential 
aspects, and the products are not 
burdened with non-essentials.
Back to purity, back to simplicity.

Braun Clock, 1978, by Dieter Rams for Braun

A Design Manifesto           Dieter Rams 
             ‘Ten principles for Good Design’
 



10 Good design is 
environmentally-friendly
Design makes an important 
contribution to the preservation of 
the environment. It conserves 
resources and minimises physical 
and visual pollution throughout the 
lifecycle of the product.

Stylus Force Gauge, 1962, by Dieter Rams for Braun 

A Design Manifesto           Dieter Rams 
             ‘Ten principles for Good Design’
 



• A declaration of principles, which you wish to hold by, and, 
intentions you have for your practice (as a whole, and, or, at this 
period of time). 

• Typically a manifesto sets limits on what you will and won’t do 
and outlines to a degree how you will do something. 

• There is oftentimes a political-ethical dimension to a manifesto 
(sometimes religious). 

• There is also in art/design manifestos a skeletal outline of 
methods and approaches to making the work (often entwined 
with the ethical/political).

What is a Manifesto?



‘Manifestos’ resemble contracts that the undersigned make with 
themselves and with society. As with all contracts, manifestos imply 
certain rules laws and restrictions. But they soon become independent 
from their authors. At this point, a masochistic relationship begins 
between the author and the text itself, for the manifesto-contract has 
been drafted by the very person who will suffer from the restrictions of its 
clauses. No doubt such carefully devised laws will be violated. This self-
transgression of self-made laws adds a particularly perverse dimension 
to manifestos. In addition, like love letters, they provide an erotic 
distance between fantasy and actual realisation. In many respects, this 
aspect of manifestos has much in common with the nature of 
architectural work. It plays on the tension between ideas and real 
spaces, between abstract concepts and the sensuality of an implied 
spatial experience. 
(B. Tschumi, preface of Architectural Manifestoes, London, 1979).

What is a Manifesto?



Why might it be important?

- Identification of values 
- Clarity of vision
- Playful so you can try things out move 
away or towards ideas and things
- Alignment to current ‘trends’ or economic 
requirements



Identification of values

What do you believe in and why? 
Where do your values come from? 
What aspects of culture do you align 
yourself with? What is your ‘Cultural 
Capital’ (Pierre Bourdieu, The Inheritors, 1964)

What are your ethical values?
 What do you care about?
 What do you ignore?
What are your politics?
What is your ethnicity?



Clarity of vision 👁

So, …
who are you? 

Can you 
write a 280 
character 
‘tweet’ that 
defines who 
you are? 

👁



Playfully try things out!

Say what you are not? 

1. Make a list: 

2. Map you: The draw a line with you in the 
Middle. What would be at the extremes of 
either end?

3. What colour would you be and why? 

👎
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World economic forum https://www.weforum.org/

https://www.weforum.org/


IDEO



IDEO





IDEO

The marketisation of design thinking



Tim Brown IDEO



Design Thinking Video
(https://hbr.org/2008/06/design-thinking)Tim Brown Design Thinking

https://hbr.org/2008/06/design-thinking
https://hbr.org/video/4443548301001


Design Thinking

Herbert Simon (1969) The Sciences of the Artificial Design 
= a way of thinking. 
Richard Buchanan (1992) Wicked Problems in Design 
Thinking = using design to solve extraordinarily persistent 
and difficult challenges.



Design Thinking and 
“Integrative Thinking”



Design for the 
Real World: 

Human 
Ecology and 

Social Change 
by Victor Papanek (1923-1998) 



“Persuading people to 
buy things they don't 
need, with money they 
don't have, in order to 
impress others who 
don't care”
    
  (Papanek, 1971) 



“By designing criminally 
unsafe automobiles that 
kill or maim nearly one 
million people around the 
world each year, by 
creating whole new 
species of permanent 
garbage to clutter up the 
landscape, and by 
choosing materials and 
processes that pollute 
the air we breathe, 
designers have become 
a dangerous breed.”
    
  (Papanek, 1971) 



“And the skills needed 
in these activities are 
taught carefully to 
young people.”
   
           (Papanek, 1971)



Q: Who is guilty?
 
A: Those who teach 
Design and Designers



“Design must become 
an innovative, highly 
creative, cross-
disciplinary tool 
responsive to the true 
needs of men. It must be 
more research oriented, 
and we must stop 
defiling the earth itself 
with poorly-designed 
objects and structures.” 

 (Papanek, 1971) 



“How could the 
designer, who must 
(like others) make a 
living actually serve 
‘real needs’ of human 
beings? “I have tried to 
demonstrate that by 
freely giving 10 percent 
of his time, talents, and 
skills the designer can 
help.” In other words, a 
willingness to 
volunteer.”   
       (Papanek,1971:60)





The Design of Everyday Things: 
Donald Norman

Seven Principles for Transforming Difficult Tasks into Simple Ones.

1. Use both knowledge in the world and knowledge in the head

2. Simplify the structure of tasks

3. Make things visible: bridge the gulfs of Execution and Evaluation

4. Get the Mappings right.

5. Exploit the power of constraints, both natural and artificial

6. Design for error

7. When all else fails, standardize.  (1988:188-189)   



How might we 
experience 
what objects 
experience? 



Designerly ways of knowing – Nigel Cross 
(1982)

Design is a third area of knowledge and 
should be taught alongside science and 
the humanities.
Design is a language and system of codes 
formed through designers’ ability to locate 
the relationships between the artificial 
environment and human needs. 



Designerly ways of knowing – Nigel Cross 
(1982)

“Designerly ways of knowing are 
embodied in these codes” (Cross, 1982:25) 

and are manifest as tacit knowledge - 
“they know it in the same way that a skilled 
person ‘knows’ how to perform that skill” 

     (Cross, 1982:25). 

 



Designerly ways of knowing – Nigel Cross 
(1982)

• Designers tackle ‘ill-defined’ problems.
• Their mode of problem-solving is 

‘solution-focused’. 
• Their mode of thinking is ‘constructive’.
• They use ‘codes’ that translate abstract 

requirements into concrete objects. 
• They use these codes to both ‘read’ and 

‘write’ in ‘object languages’. (Cross, 1982:29)



Design Reasoning

Deductive – based on observational evidence associated 
with science

Inductive – reasoning derived from general principles 
that forms arguments associated with philosophy or 
mathematics

Abductive – manifesting objects that do not yet exist. 
Can’t be derived from general principles and cannot be 
observed in the world focused on finding solutions to 
problems we find in the world.



Haridimos Tsoukas 
(2001) 

‘Complex thinking, 
complex practice: The 

case for a narrative 
approach to 

organizational 
complexity.’ 

Permalink:https://librarysearch.uwt
sd.ac.uk/permalink/44WHELF_UW
TSD/1ir6fgh/cdi_proquest_miscella

neous_57856334

Also interesting by this author:  
https://librarysearch.uwtsd.ac.uk/perma
link/44WHELF_UWTSD/1ir6fgh/cdi_pro

quest_miscellaneous_38306716





Organising, Designing 
and Redesigning Language



Designing 
designing
John Chris Jones (1984)

is one of the most 
extraordinary books on 
design ever written. First 
published in 1984 and 
reprinted with this title and 
cover in 1991, the book was 
the product of ten years of 
auto-critique, reflection and 
experimentation on writing 
on designing.
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Offering a savage auto-
critique of his own work on 
“methods”, as well as of the 
wider methods and ends of 
advanced industrial 
societies as a whole, this
book challenges the 
traditional product- and 
progress- orientated focus 
on design by insisting that 
the world now coming into 
being requires designing to 
be understood as 'a 
response to the whole of 
life.'
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But designing designing is 
also unique in modern 
design thinking in its 
exploration of what writing 
on designing might be. 
Combining essays, 
interviews, reflections, 
performances, plays, 
poems, chance procedures, 
photographs, collages and 
quotes, Jones experiments 
with both form and content 
in an attempt to make a 
book which 'is not simply 
about designing but is 
instead itself an instance of 
the ideas and processes 
explored within it.'ht

tp
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https://librarysearch.uwtsd.ac
.uk/permalink/44WHELF_UW
TSD/11c0l68/alma99100376
992102421

https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100376992102421
https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100376992102421
https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100376992102421
https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100376992102421
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Metadesigning 
Designing in the 
Anthropocene

Jones, H. and Lundebye, A. (2012) ‘Metadesign: a Dynamic Framework for Seeding 

Socially Responsive Design’ in Out of Control, the 8th International Conference on 

Design and Emotion. Central Saint Martins School of Art and Design, UK.   

Moving from me to we to 

world and back again 
(Jones and Lunebye, 2012). 



https://ebookcentral.proquest.com/lib/
trinity/reader.action?docID=6955538

https://librarysearch.uwtsd.ac.uk/per
malink/44WHELF_UWTSD/11c0l68/a
lma99100443101902421

https://ebookcentral.proquest.com/lib/trinity/reader.action?docID=6955538
https://ebookcentral.proquest.com/lib/trinity/reader.action?docID=6955538
https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100443101902421
https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100443101902421
https://librarysearch.uwtsd.ac.uk/permalink/44WHELF_UWTSD/11c0l68/alma99100443101902421
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https://www.uwtsd.ac.uk/metadesign-research-centre-wales/
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https://metadesigners.org/Our-Manifesto


Fashion Manifesto

https://www.fashionrevolution.org/manifesto/

https://www.fashionrevolution.org/manifesto/


Union of 
Concerned 

Researchers 
in Fashion

(UCRF)
Manifesto

http://www.concernedresearchers.org/

http://www.concernedresearchers.org/
http://www.concernedresearchers.org/


Earth Logic – Growing out of Growth 



Staying with the 
Trouble: 
Making Kin in the 
Chthulucene 
Donna J. Haraway (2016)



Seminar Slides



Values 
search

What do you think the function of this company is? Who are its customers - who values 
these values?  



Now that you know the 
company’s role and 
purpose, think about your 
values and how you might 
communicate them.









Predictions
• Dan Howarth: Where do you think graphic design is going to go next?
• Stefan Sagmeister: I'm probably terrible as a predictor, but there's some easy predictions. I think 

it's going to go where technology goes. So I think a couple of things are very easy and 
foreseeable.

• Anything that's possible to be animated will be animated. I think that the printing technology in the 
3D world will play a bigger role, or will introduce and make it much easier for graphic designers to 
do products because again it's that same space. Or I would say that that printing technology will 
continue to play a big role as far as individual execution, because inkjet will take over more and 
more spaces. It means that you can do something that's much smaller in run and much more 
individual in their outlook.

• So my assumption would be that custom-made, low-run, high-end projects will play a bigger role 
considering specifically that only very specialised things will have the desire and the need to be a 
physical object.

• Those would be my three key predictions. These are fairly safe predictions because I see them 
already happening to some extent. We now do sometimes extremely elaborate projects and we do 
them in an edition of 10.

• That thing didn't exist as a client project 20 years ago. It would have been impossible to print 10 of 
something, but now that's very regular and basically only 10 people will own it but maybe 
hundreds of thousands will see it on social media, so there is a different kind of multiplier going 
on.
Taken from - https://www.dezeen.com/2015/06/16/stefan-sagmeister-interview-graphic-design-
star-wars-poster-album-record-covers/





METADESIGN AIMS: Because

1. To learn from the way ecosystems work living systems are smarter than we know

2. To think in a more comprehensive way we need to join up more of the dots
3. To operate at the level of paradigms improvement of separate parts may not 

work
4. To 'language' new possibilities paradigms are partly sustained by words

5. To create synergies through re-
combination

synergy is a free bonus from Nature

6. To work co-creatively across disciplines no one is smart enough to see the whole 
picture

7. To encourage flat-structured teamwork fixed hierarchies eclipse willingness & 
responsibility

8. To work as entrepreneurs & 
entredonneurs

this can reconcile top-down & bottom-up 
initiatives

9. To make complex systems more 
navigable

users need to find their way around 
systems

10. to develop radically optimistic 
approaches

negative thoughts make miracles seem 
less possible

https://metadesigners.org/Eco-mimetics-Glossary
https://metadesigners.org/Comprehensive-Glossary
https://metadesigners.org/Paradigm-Change-Glossary
https://metadesigners.org/Languaging-Glossary
https://metadesigners.org/Synergy-Glossary
https://metadesigners.org/Synergy-Glossary
https://metadesigners.org/Sympoiesis-Glossary
https://metadesigners.org/Holarchy-Glossary
https://metadesigners.org/Entredonneur-Glossary
https://metadesigners.org/Entredonneur-Glossary
https://metadesigners.org/Fractal-Glossary
https://metadesigners.org/Fractal-Glossary
https://metadesigners.org/Radical-Optimism-Glossary
https://metadesigners.org/Radical-Optimism-Glossary


Answer the following 6 questions by asking  
yourselves:

1. How do I learn? 
2. How will we learn together?
3. How will we respond to information?
4. How will we work together?
5. How will we reward each other and have fun?
6. How will we create an environment everyone 
thrives in?

A Manifesto for Learning



Once each person has answered these questions, 
look for patterns within each question area. 

For example, the areas would be 
• individual learning, 
• group learning, 
• responding, 
• rewards & fun, 
• learning environment.

A Manifesto for Learning



In small groups look at your groups and create 
Clouds of ideas

A Manifesto for Learning

Individual learning

Group learning

Responding

Rewards and fun
Learning environment



Show to the whole group and narrow down.
Now you can vote on which phrases are most 
important. 

There’s no magic number of phrases, but aiming for 
between 4 and 10 statements—enough to give some 
depth to your manifesto, but not so many that it 
becomes a chore to read. 

A Manifesto for Learning



This is the draft stage of a manifesto. 

You can edit and rewrite but this is a starting point. 

Once the statements are set, come up with a visual 
way to share them. The text should reflect your 
personality. Finally, embed the final manifesto into the 
portfolio of writing, and consider posting it publicly to 
inspire others.

A Manifesto for Learning



Question 1: What is the role of the designer/maker in the 21st Century and how 
might this role change in the next 10 years? Discuss your ideas with reference to 
two of the practitioners or thinkers discussed in your lecture strand. 

Question 2: Define skill in the context of your own practice and the work of two 
artists/makers/designers from the lecture series.

Question 3: How useful are Manifestos to designers and/or design groups? Outline 
your discussion with reference to three key manifestos. Through careful critique, 
conclude your text by defining your own design values in a 10-point manifesto. 

Question 4: Outline a current environmental, political, or social issue that requires 
redesign. Explain how you will solve this issue over the duration of your future 
design career. Underline the tools and approaches you will use and discuss how 
and why.

Question 5: From the series of ‘Thinking Making’ research strand lectures, 
choose a theme, movement, or selection of artists or designers that relate to your 
practice or interests, and construct a 2,500-word essay. Critically assess primary 
themes, key writers, and relevant practitioners.

Brief



Consider one of the following in addition to the website manifesto link:
1) The Ideal Book – William Morris 
       https://www.marxists.org/archive/morris/works/1893/ideal.htm
2) The Founding and Manifesto of Futurism – F.T. Marinetti 
       http://www.unknown.nu/futurism/manifesto.html 
3)    De Stijl Manifesto - Theo van Doesburg
         https://en.wikisource.org/wiki/Manifest_I_of_The_Style_1918 
4) The Manifesto of January 3, 2000 – Bruce Sterling
         http://www.viridiandesign.org/manifesto.html 
5) A Declaration of the Independence of Cyberspace - John Perry Barlow
         https://www.eff.org/cyberspace-independence  
5) Ethical Design Manifesto 
         https://ind.ie/ethical-design/
7) The Afro Surrealist Manifesto – D. Scot Miller Miller
http://openspace.sfmoma.org/2016/11/the-afrosurreal-manifesto-a-living-document/
7) Manifesto for Radical Social Change

http://www.iicat.org/manifesto-for-radical-social-change/ 
9) Open For Change Manifesto 
         http://openforchange.info/manifesto
10)   The Russell-Einstein Manifesto
         http://www.umich.edu/~pugwash/Manifesto.html 
11) ‘Ever’ Fashion manifesto 
         http://evermanifesto.com/content/downloads/01-Ever-Manifesto-Everlution.pdf 
12) Dogma 95 
         http://www.dogme95.dk/the-vow-of-chastity/
13) First Things First 2014 Manifesto 
         https://firstthingsfirst2014.org/
14) Dada Manifesto (Tristan Tzara)           
http://www.391.org/manifestos/1918-dada-manifesto-tristan-tzara.html#.WHZGqofIOKI   
14) Claes Oldenburg Manifesto (I am for an Art)  
         http://www.walkerart.org/magazine/2013/claes-oldenburg-i-am-for-an-art-1961
16)   OuLiPo Manifestos 1 and 2 (F. Le Lionnais)    
        www.mc.maricopa.edu/~jerol76351/110/readings/lipo_manifestos.doc 

Or take a look at those listed at 
https://designmanifestos.org/

https://www.marxists.org/archive/morris/works/1893/ideal.htm
http://www.unknown.nu/futurism/manifesto.html
https://en.wikisource.org/wiki/Manifest_I_of_The_Style_1918
http://www.viridiandesign.org/manifesto.html
https://www.eff.org/cyberspace-independence
https://ind.ie/ethical-design/
http://openspace.sfmoma.org/2016/11/the-afrosurreal-manifesto-a-living-document/
http://www.iicat.org/manifesto-for-radical-social-change/
http://openforchange.info/manifesto
http://www.umich.edu/~pugwash/Manifesto.html
http://evermanifesto.com/content/downloads/01-Ever-Manifesto-Everlution.pdf
http://www.dogme95.dk/the-vow-of-chastity/
https://firstthingsfirst2014.org/
http://www.391.org/manifestos/1918-dada-manifesto-tristan-tzara.html
http://www.walkerart.org/magazine/2013/claes-oldenburg-i-am-for-an-art-1961
http://www.mc.maricopa.edu/~jerol76351/110/readings/lipo_manifestos.doc
https://designmanifestos.org/
https://designmanifestos.org/
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Journals

International Journal of 
Design http://www.ijdesign.org/ojs/index.php/IJDesign/
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Research http://www.inderscience.com/jhome.php?jcode=jdr
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http://www.core77.com
http://www.curvelive.com/Home
http://www.designboom.com
http://www.dezeen.com
http://www.yankodesign.com
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