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preface

In the summer of 2020 we initiated our Masters thesis project through the formation of an international 
and transdisciplinary design collective, projektado. 

The collective aims, through a multimedia approach on our online platform, to interact with students, 
professionals, universities and the general public. Our hope is to redefine the general perception of de-
sign, and to form a critical but positive approach through an ongoing dialogue that raises importance 
towards the impact and context of design. 

To realise our goal, we aimed to produce a variety of different outcomes, including publications, work-
shops and projects. Within the context of this thesis project, we focused on the creation and curation of 
a critical design magazine, which was to be the first collective output of projektado and would include 
essays, articles, videos, podcasts, visual experiments and more. 

When we individually started to consider our options for the degree project, it was immediately obvi-
ous that the covid-19 pandemic was going to heavily impact the outcome. There would be limitations 
on physical experimentation and making within a workshop environment as there were in the previous 
semester, and this greatly conditioned the potential of what the projects could be.
In the past, we had expressed a strong interest and enthusiasm in design theory, which was something 
that we had tried to imbule within our practice, an independent industrial and product design studio 
called ‘selce’, that we started together in 2015. In parallel to this, we had also initiated a few discussion 
groups that had small publication outcomes and designed a couple of workshops all centred around 
opening and maintaining an open dialogue on the context that design sits within. 

We had always wanted to pursue this further, either through institutional education or independent 
workshops, and it is for this reason that we both applied to an MA, to reconnect with a group of designers 
and students to keep ourselves relevant and be involved in a knowledge sharing environment. Unfortu-
nately the pandemic made maximising the potential of the social environment of university very difficult, 
and so we decided to try to do it another way, which was through the creation of a design magazine. 

We wanted the magazine to acknowledge design as intrinsically connected to our cultures, societies, 
economies and political systems. We also hoped to build a space where design could be discussed in a 
more transdisciplinary way, as part of a network of professions that influence each other. We wanted it to 
be representative of new generations and their responsibilities in entering this industry, and for it to be an 
open space for discussion, like a forum that remained dynamic and constantly engaged in conversations 
so that the views presented in the magazine didn’t become stagnant, narrow minded or one-sided. We 
knew that to do all of this, it would not be possible with only the two of us, so we decided to try to put 
together a collective. 

The possibility to work on a self-directed project during IDEN25, the STARS project (September-Janu-
ary 2021), seemed like it could offer us a good opportunity to dedicate a substantial period of time to this 
endeavour, which is something that it definitely seemed to deserve and require. This part of the project 
proved to be an invaluable opportunity to develop the collective’s identity and vision, manifesto and 
visual identity, all in preparation for issue 1, which was released in May 2021. 

preface

covid-19

As mentioned previously, the pandemic greatly conditioned the direction that this project went in, it also 
affected the project itself, as our intention was to create an international group and we had hoped to meet 
in person. In November 2020 we were awarded the Crafoord travel grant with a view to meeting up with 
some contributors for interviews and to visit exhibitions and projects that could serve as stimulus and 
content for the magazine, all to be undertaken between February-April 2021. This has been postponed 
until July 2021, when we are aiming to meet when restrictions are eased. 
Although meeting in person has proved impossible for all of the members, the work that we were able to 
perform remotely has proven to be highly satisfactory and rewarding. 



overall introduction / 6

contacted first person to be involved in the collective / spoke to a few other 
members who registered interest

started having regular meetings with the collective / started developing the 
manifesto / experimentation with short visual communication projects

travelled to Italy to work with another member of the collective / website de-
sign

started working on the pilot issue - issue 0 / finished manifesto / finished log-
otype

worked on pilot issue / finalised website

released issue 0 / started to develop topic for issue 1 / discussions based on 
topic

released open call for issue 1 / analysed submissions / contacted selected con-
tributors / collective discussions based on the topic

in contact with all contributors / collective developed their own pieces in re-
sponse to the brief / creation and refinement of visual identity of issue 1 

received final content from all contributors / development of the covers for 
pieces / editing and proofing contributor and collective pieces

final curation and design of layouts / release of issue 1

august 2020 

september 2020 

october 2020 

november 2020 

december 2020

january 2021 

february 2021 

march 2021 

april 2021 

may 2021

timeline
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Besides initiating the project, we both have remained throughout it the most active members of the col-
lective, being the only full time members with no decision taken without our involvement. As the nature 
of the project is rooted in a working philosophy that prioritises an equally shared outcome, drawing lines 
between each individual’s contribution is difficult, and between the both of us it is even harder to estab-
lish, considering that most of the work is carried out together. 

Nevertheless the following is a summary list of the activities we were directly involved in for this project:

• Initiation of the collective, making the first contact with other designers, and being responsible for 
pitching to them the possibility to collaborate, done in person, virtually as well as through email.

• Initiation, organising and moderation of group meetings.
• Independent research on past and present examples of design and architecture magazines, competi-

tors evaluation.
• Writing of the manifesto, producing several drafts independently, to be collectively discussed and 

edited.
• Creation and research of the name, logo and overall visual identity of the collective.
• Design and site mapping of the website and consultation with the web designer.
• Independent work on our own individual contributions to the issue 0.
• Independent work on our own individual contributions to the issue 1.
• Writing of all website text.
• Initiation of the idea of producing a magazine as a first project for the collective.
• Conceptual framework surrounding magazine.
• Development of the topic and brief for issue 0.
• Development of the topic and brief for issue 1.
• Layout and graphic design for the magazine.
• Social media management for the collective.
• Full proofreading and editing of all written work (English and Italian pieces) for the entirety of issue 

0, website texts, promotional material and part of issue 1.
• Drawing of the ‘about us’ figures.
• Key role in the design of the magazine article covers.
• Photoshop work involved in the preparation of both photography and graphics for the magazine and 

website.
• Creation of all of the animated and moving work for the website and social media.
• All photography work involved in the project, including the images for the website, and the covers of 

the articles within the issue.
• Brief writing, research, storyboarding, making, social media, filming.
• Emailing contributors and maintaining a working relationship with them.
• Reaching out to universities and brief/competitions platforms to share and promote the open call 

announcement.
• Preparing the press release for issue 1.
• Reaching out to several online design blogs and magazine with the promotional material for issue 1
• Creating and maintaining a working list of tasks for the rest of the collective.
• Project managing.
• Website content creation and back-end managing.
• Website coding and maintenance.
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There are many reasons why this project was initiated and it is important to describe them all, in order to 
paint an accurate picture of the motivations that kickstarted it. 

It was clear to us, Jaxon and Riccardo, since the beginning of the summer in 2020, that we were going to 
try work on a shared project rather than individual ones. We had been working for 5 years together in our 
own design studio, selce studio, and were motivated to produce an outcome that would be in line with 
our studio’s ideals and that would represent a natural continuation to the work we had been producing 
over the last few years.

There was especially one area of interest that we had been increasingly focusing on, and that was the de-
velopment, study and discussion of design theory and design education. We had tried over the last few 
years to not only independently research these areas, but also organized discussion groups, workshops 
and interviews with the idea of eventually being able to put these experiences together in a meaningful 
way, trying to document the importance of balancing theory and practice for a future industry that was 
more aware and responsible.

These experiences reinforced our conviction that with the increasingly complex problems of contem-
porary societies, it is only with effective collaboration, both internationally and transdisciplinary, that 
impactful projects can be developed. 

With these ideas on the back of our minds, we started thinking of concepts for our thesis project and a 
couple of additional requirements were established. Firstly, we knew we wanted a project that would not 
terminate with graduation, but that would give us opportunities to continue working with it past the end 
of the academic year, and, secondly, we understood that the new context created by the Covid-19 pan-
demic would have a great impact on the way we worked for the rest of the year.

In July 2020, we decided that we would respond to these varied motivations by creating a new design 
magazine. A magazine that would support and encourage the critical discussion that we thought was so 
important for the future of our discipline, a magazine that would see design as part of a network of disci-
plines and in reciprocal exchange with a variety of sectors, with politics, economy, and society as a whole.

We also wanted it to be an opportunity for us to work in a collaborative and stimulating environment, 
for this reason we had to start assembling a team for the project.

In August we contacted the first person with a request to join our project, an Italian architect we had 
known for a while and that we believed would share some of the ideals associated with this project. After 
she confirmed her interest, she helped us organise a video call with a group of architects and urban plan-
ners she thought could be interested and we presented to them the project. We also asked to a student 
from our course to take part in the project. After a few weeks of conversations, trials and discussions, we 
finally had formed a core group of 5 people which was representative of various design disciplines and of 
a variety of cultural and educational backgrounds.

It soon became apparent to us how this project had turn into something much more significant than a 
simple design magazine. We were now a collective driven by a shared common vision for the future of 
our practice, a group of individuals, with varied approaches and opinions, determined to work together 
to bring positive change to our industries and continue doing so for the foreseeable future.

We decided to call ourselves ‘projektado collective’.

introduction
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what is projektado?

projektado is an international and transdisciplinary collective addressing contemporary design from a 
critical perspective. We are an attempt and an invitation to collective action in design; a collection of 
shared knowledge deriving from different cultural, intellectual and professional backgrounds that forms 
the basis of a common vision and approach for the future of our practice.

what does projektado mean?

projektado // [proh-yek-tah-doh] is a word from Esperanto, the most widely spoken invented interna-
tional language. Although in many ways unsuccessful, the culture that surrounds this language is one 
of inclusiveness and optimism for international peace, making it more suited to our collective than any 
national language.
projektado means ‘designing’ or more correctly ‘projecting’ - pertaining to the act of doing a project, 
which aims at emphasising design as an iterative process, not only as a static outcome.

The use of a single word to represent such an interdisciplinary and varied act is representative of our ap-
proach to discussing design as active members of different disciplines.

As the use of the word ‘design’ grows and its meaning becomes nebulous, we would like to clarify the use 
we will make of this term throughout our work, which is based on the interpretation of design as the act 
of responding to a context with the idea of implementing changes to it and/or the perception of it.
This may sound vague, and it probably is, but it speaks for our intention of analysing, discussing and 
criticising design as an ongoing complex, international and transdisciplinary practice, not a sectorial and 
static one.

about projektado
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It was one of the collective’s early decisions to prioritise our collective identity over our individual ones. 
The myth of celebrity and of individual success is intrinsically connected to the context which we aim to 
criticise within our work. We believe that the aim of design professionals should be shifted away from 
the continuous search for personal gratification and towards the search for meaningful actions for our 
collective future. 

We believe that collaborative work is one of the founding elements of the future of our practice and that 
it is more significant than recognisable names, that the message is more important than its carrier.

The work produced by our collective is whenever possible disassociated from individual names, as we all 
feel represented by the work we all do and that inevitably belongs to a shared dialogue.

There are of course many instances of opposing opinions within the collective, something we enjoy and 
that is vital for a group that strives to be always relevant and always intellectually growing. This is reflect-
ed in some of our production, which leaves the members of the group the freedom to explore and present 
opinions that are not necessarily shared by all. The trust we put in each other’s contribution is based on 
a shared vision that we have established together. A vision that is open, but at the same time clear in its 
intentions and ultimate aims.

In this page we are showing how we decided to represent ourselves on the ‘about us’ page of our website. 
We took inspiration from a drawing we found in one of Andrea Pazienza’s comic books (Pazienza, A., 
1998. Zanardi Edizione Critica. Milan: Baldini & Castoldi), which saw a grid of passport-size pictures of 
people, with only a few details to distinguish one another. We liked the idea of using the same concept 
of an identical silhouette and represent ourselves through the addition of a few details or features we 
thought represented us. We therefore proceeded to produce our own figures, as well as a series of more 
random ones, to give ourselves the possibility to mix our figures within a crowd of varied individuals.

individual anonymity
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One of the first things we collectively worked on with the rest of projektado’s members, was the develop-
ment of a manifesto. This was considered a vital step in the creation of a collective which was to represent 
all of us fairly. It was important for us to establish our collective vision, so that we could trust people to 
work more independently, knowing that the aim for everyone was to go in a similar direction.

The manifesto is a piece of writing that was co-written by all members of the collective. The process be-
gan with a couple of us writing draft versions on which we built upon until we had a finalised version. 
This process took at least 3 months as we were determined to outline and include as many of the core 
principles that the collective members shared. It also served as a valuable learning process for us to un-
derstand each other’s true intentions and motivations through the conversations surrounding the pro-
cess, particularly as some of us hardly knew each other at all. 

Overall this exercise proved to be one of the most fundamental tasks that we have undertaken together 
as a collective.

Being from different educational and professional backgrounds, as well as being individuals with dif-
fering communication styles, we all had slightly differing perceptions on how a manifesto should be 
formatted. We found comprehensive manifesto archives, such as https://designmanifestos.org/, that of-
fered many examples of existing manifestos and started by sharing the ones that we were influenced by 
or found more appealing, on top of manifestos that we had individually found interesting in our past, 
before trying to understand what way we would go about it. 

It became clear as soon as we started to put ideas down, that the style of manifesto that we were heading 
towards, was going to be a dense and concept heavy text. In a way all of the research that we had done and 
our established preferred formats didn’t really seem to have that much effect on the outcome, as what 
emerged was truly a combination of all of our styles, thoughts and hopes, meticulously discussed word 
by word for many weeks. 

We of course understand and appreciate the fact that a manifesto holds always a political connotation, 
as almost any action in contemporary society inherently does, but this for us is not only a statement of 
intention/purpose, but the representation of an approach to a practice which is heavily political, but that 
isn’t perceived as such by most.

With this, we are not trying to indoctrinate others, but to just be more transparent about what our ideals 
and intentions are, giving others an opportunity to understand us, and us to remain coherent and rele-
vant as we produce work as a collective.

There are of course thousands of manifestos on design, some of which are more relatable than others 
and some that are more inspirational than others, but it is our belief that it is necessary for any group 
intending to produce something together to develop shared ideals that are formed in a direct and active 
dialogue between the participants. Our manifesto is much more than a statement to the public, it is an 
intellectual agreement between the members of our collective, it represents our trust in each other, our 
motivations and commitment to the future, and the foundations of something we all believe in.

A full version of the manifesto can be found in the following page.

making the manifesto

https://designmanifestos.org/
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projektado is an international and transdisciplinary design collective that responds to the 

ways design is perceived, taught, practiced and consumed today. Increasingly adopted as a 

mechanism of capitalism and neoliberalism, design is often devised and presented as apo-

litical, positioning the role of the designer as a facilitator of oppression and discrimination. 

In reaction to the social, political and environmental detriment that is following this trajec-

tory, we question the responsibilities of design, through the critical lens of a well-informed 

praxis. From specific to systemic, across scales and sectors, we revindicate the designer as a 

political, constructive and critical force, a catalyst for social justice.

We affirm that all design processes bear a responsibility towards our common future, and 

that for this reason designing must be enacted as an intellectual and not only a physical act. 

With designers being increasingly educated to become passive technicians, tools for the 

largest companies in the world, it is crucial for us to bring together the diverging fragments 

of this profession, to claim the interdependence of its theory and practice, and to advocate 

for a institutional and professional design education that is conscious of its extensive lever-

age on society’s behaviours, values and attitudes. This process of responsibilisation is neces-

sary to contribute to the ongoing elucidation of how design can shape and affect the future 

of global, collective, living environments.

We as projektado establish ourselves as a radical, critical and constructive force. Through 

our collective action we aim to establish an open conversation, challenging the past, present 

and future of our discipline. We intend to create a movement that carries design away from 

being a profit tool and instead directs it towards a more responsible and accountable path. 

We contribute to a more democratic conception of our profession, one that is more ecolog-

ically and socially sustainable. A design of everyone and for everyone.

manifesto
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The collective is currently composed of 6 members, 5 of which are involved in every main decision made, 
identified as the ‘core’ group, and 1 who is a consultant who helps with proofreading and economic ad-
vice and direction. The core group meets twice per week - for 2 hours each meeting, to discuss the tasks 
and objectives that were undertaken and any specifics depending on the moment in the timeline of the 
project or publication. The 6th member drops in when she has time or we have to specifically discuss 
funding or business structure topics. We communicate on a daily basis through Discord (https://discord.
com/brand-new), and it is through this application that we also make video calls together, and categorise 
discussions and resources under different text channels.

With regards to time commitment to the project, Jaxon and Riccardo work 4-7 days on the collective, 
with the remaining members spending 1-2 days depending on their availability considering their other 
professional endeavours. It has been agreed that for now there is no fixed amount of hours each member 
should contribute, and that we all share a level of trust that allows us to rely on each other to complete 
tasks and responsibilities in each other’s own time. This flexibility at the moment is partly due to the 
fact that we do not receive any financial remuneration for the work that is undertaken, and may change 
slightly if we were to receive funding. We plan to discuss in the debrief after issue 1 a potential structure 
for when we receive funding. It is highly likely that once Jaxon and Riccardo have graduated, and this 
stops being their thesis project, they will start working part-time and not full-time on it.

At this stage of the project, as we aren’t able to pay any of the people involved in the collective, the se-
lection of members was based on the people closer to us, and that we felt could be suited for a project 
of this type. New members were asked to participate to a few meetings and to a very informal interview, 
which gave us the possibility to understand both the level of expertise of this member and any potential 
similarities/differences in approach and ideals.

In this case the core group of 5 was formed before the manifesto was written, resulting in a selection based 
mostly on feel and motivation. Now, since the manifesto has consolidated a more clear set of principles 
in relation to the collective, future selection of members would have to be based not only on what they 
can offer to the collective, but also on their opinions towards the manifesto (which will remain dynamic 
and variable). Two other people also agreed to participate early on, but then couldn’t for time reasons.

The group works under the premises that we all feel represented by the manifesto we have compiled to-
gether. The aim of this manifesto is to make sure we have a shared goal and vision, and that we can trust 
each other on the fact that all the work we produce is to ultimately feed this common vision. For this 
reason disagreements and confrontations are not perceived as negative, but as natural parts of our intel-
lectual growth and production towards our goals, which can only be reached through a varied, dynamic, 
contrasting and relevant dialogue.

members and expertise 
Carlotta: Italian /  Architect and Urban Designer
Cécile: French / Business strategist and Urban Designer
Jaxon: Australian / Industrial and Product Designer
Naiara: Brazilian / Architect and Urban Designer
Riccardo: Italian / Industrial and Product Designer
Sheida: Iranian / Industrial and Product Designer

group work

https://discord.com/brand-new
https://discord.com/brand-new
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Developing a logo or logotype for our collective was the next formality we needed to go through before 
thinking about opening a website, publishing things on social media and so on.
We didn’t really like the idea of building a ‘brand’, but more of a recognisable name that could be asso-
ciated with our production. For this reason we decided to work towards a logotype more than a logo, 
something that could be easily read and looked up without any prior knowledge of it.

The first decision we had to take for our logotype was the choice of font. We came to the decision to use 
‘Minion Variable Concept - Display’ very quickly, deciding to try to interact with one of the letters either 
through a variation in colour or slight variation in form to create a recognisable detail.
The idea was that by creating an area of focus around a specific letter, this letter could then be used indi-
vidually for smaller logos (such as social media).
In the following pages we have collected a small selection of various iterations and ideas that were consid-
ered during logotype development, before reaching the final version which, ironically, is exactly the same 
as our very starting point you see on the left here: our name in Minion Display.

We consulted with an Esperantan speaker, who told us that ‘projektado’ could be spelt with or without 
the accent on the letter ‘a’, and therefore decided to try a version that included it. We quickly felt that 
using an accent created too much of a connection with Spanish or Portuguese, and as our intention was 
to try not to create too much of a connection to any specific nationality or country, we decided to use the 
word without it.

Another possibility when considering letters to bring additional focus to, was to use the dot on top of the 
‘j’ as a simple geometric feature. At the time this was discarded as too subtle, but in retrospect it remains 
a good version of this logo.

logotype development
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The third element we tried interacting with was the ‘k’, as we felt it was a letter in the word ‘projektado’ 
that was quite central and set our name apart from similar words you would find, for example, in Portu-
guese. This letter ended up being the one we did most experimenting with. In this version, the dot that 
sits atop the ‘j’ was used as a decorative feature of the ‘k’. We produced dozens of different variations of 
the ‘k’, altering both shapes and colours, but ultimately decided to leave the shape untouched. This was 
because, after a lot of attention given to how we were to make ourselves distinctive, we realised that we 
preferred not to try to create a ‘brand’ through a custom logo, but try to drive focus towards the word 
itself and its meaning.

We began to start to experiment with different textures and levels, we felt that the concept of adding 
some physicality to the look of the logo suited our approach to the format of the magazine and in general 
our idea of creating a balance between digital and physical elements. This version presents grid paper, 
commonly used for technical drawings, highlighting further the relationship between us as designers.

To further experiment with physical elements, we started to overlap a set of light filters to the logo to 
try to add a distinct burst of colour. We had already decided that yellow was going to be a colour that is 
present in the visual identity of the collective and therefore we tested a few different types. Approximately 
100 different versions of the logo with light filters were tested, but were at the end discarded as we were 
worried that including a colour could be limiting in some cases, for example when greyscale or black and 
white was only possible to use.

Towards the end of our physical/digital experiments we started to move away from colour, to make sure 
we would have a logo that could easily be printed on anything and that would not clash with other col-
our palettes. In this version we aimed to emphasise the ‘k’, as we did with the grid paper version, but in 
a slightly more subtle and less ‘crafty’ way. This version presents the ‘k’ hand-traced onto tracing paper, 
and scanned together with the original print out and the rest of the word ‘projektado’ to create a diffused 
effect. A few iterations using tracing paper were produced, but ultimately we found it to be too heavy and 
discarded the idea. 

logotype development
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Since we had decided to use the ‘k’ as a point of focus in the word ‘projektado’, we thought that it would 
make sense to also use it as the logo for social media, which is usually a circle or square format. 

This page shows a small selection of versions that were produced alongside some of the previously fea-
tured logotypes, but that were eventually all discarded.

We experimented with several different mediums and colours before finally deciding on using pho-
tographs of objects to create a link to the homepage of our website (chapter starting at p. 29). On the 
bottom row of this page we featured a very early test using building blocks to create the letter ‘k’. Similar 
blocks were actually used to create the final social media logo, but in a different composition and with 
different lighting.

logotype development
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The final logotype that was selected through a discussion and voting process ended up being one of the 
first iterations we had of our logo. At the end we felt like the font and the word itself were unique enough 
to not have to rely on any ornamental feature. We chose to go for simplicity and only black as a colour, 
to make sure the logotype could be used next to any other colour, and that it will be simple to print in the 
future on a variety of materials and mediums.

The final social media logo was one frame of an animation we made with colourful blocks. These blocks 
would start scattered on a surface, to then come together to form the letter ‘K’, which, as mentioned 
before, was a letter we decided to focus on for logo purposes. More explanation on the use of building 
blocks can also be found in a later chapter, at page 42.

final logotype
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riccardo 

It was clear to me from early on that this part of the project, the creation of the collective, and especially 
the decisions associated with it, were going to be one of the more long term outcomes of the entire pro-
ject. It is often too easy to focus the excitement on the more tangible results, on a product or, in this case, 
a magazine, but I do believe that what we put together in terms of group, approach, and dynamics, is 
possibly even more exciting than our own production. This is not to say that the work we have produced 
and will produce isn’t exciting, but it is only a manifestation of what we are as a collective.

This wasn’t the first time me and Jaxon put together a group to work with (probably the most enduring 
example of this is our design studio), and I think overtime both of us have started to become more clear 
on what to look for in a team, and how to motivate a group of people to share the same idea of what 
working together means.

Creating a collective with a respected horizontal structure isn’t easy, and I think that what we have man-
aged to achieve, which I’m very happy with, is partly due to the methods that me and Jaxon have built 
over the years of working together, and that we have used to initiate this collaborative project. Much of 
this is based on attitude, on approach to dialogue and critique, but it is also a balance of freedom and 
shared responsibilities. So, in our case it all came down to discussion, critique, communication, a col-
lective vision (manifesto), and enough freedom to maintain the richness of confrontation, of differences 
and contrast. An invaluable part of remaining relevant and engaged.

jaxon 

The entire process of gathering a group of people together and creating excitement and anticipation for 
a project was one of the most interesting and enjoyable parts of the project. Having had some experience 
in the past in managing teams, but more recently worked independently with Riccardo in a studio, it was 
a great learning curve in teamwork. Working within a group ultimately enriched the entire experience, 
with every positive event or unexpected experience more rewarding and enjoyable as it was shared be-
tween all of us. This was especially so considering the more lateral approach we have to the structure of 
power within the group, which I had not experienced before in a professional environment. The fact that 
we used a system of voting to solidify many important decisions very much helped this approach of cre-
ating a shared outcome, giving all members the affirmation that their input was considered and removed 
the possibility of stronger voices or opinions taking ‘ownership’. 

This was particularly important as Riccardo and I had initiated the project, and therefore were acutely 
aware of being attached to it as ‘owners’, a problem which doesn’t really seem to have manifested.
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Our decision to launch a new design magazine actually came before the idea of forming a collective, but 
it is through our early decision to form such collective that the magazine ended up being developed the 
way it was.

The idea of this magazine quickly became not only the one of producing content for an audience, but 
also that through a collective approach, we could create an environment that encouraged discussion and 
critical thinking. We wanted the magazine to be a place for people to learn from each other and to make 
the readers active participants in these discussions, a dynamic group in constant change but pushing 
towards a similar goal.

The magazine was to reflect the ideas, preoccupations, and expectations that new generations of de-
signers have for the design industry and its responsibilities for the future, in a context in which most 
designers don’t think about their responsibilities at all. For this reason, the aim of this magazine was to 
show and discuss the intrinsic relation design has with politics, economy and society, to that portion of 
designers that are realising that something is wrong with this industry, but also, and especially, to those 
who are not used to thinking of design in this way at all.

Another strong motivation to start a magazine was based on our dissatisfaction with mainstream design 
publications (both print and online), and their either superficial nature, overly specific/sectoral approach 
or overly academic and elitist language. We wanted a magazine that went beyond the borders of our pro-
fession and presented it as a part of a network of disciplines that influence each other, a transdisciplinary 
magazine that acknowledged the increasingly complex nature of the problems our societies are facing. 
We wanted to go deep into our exploration and critique of design, but also wanted to stay away from an 
overly academic publication, which generally seem to have a much narrower audience. Our idea to go 
around this problem was to maintain the depth of content, but to present it with various media (images, 
videos, audio, music, games, interactive pieces etc.), trying to acknowledge the reality of content con-
sumption today, which is drastically moving away from long written content, and towards more imme-
diate and fast types of media.

introduction
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here is a list of the selected online research, featur-
ing the most relevant sources of inspiration: 

https://www.readvisions.com/
http://www.veryvaryveri.info/
https://silverlining.areweeurope.com/
https://katrinemehl.com/
https://www.joonmagazine.com/
http://www.buecherundhefte.de/en/index.html
https://www.spatialagency.net/database/where/
https://real-review.org/
https://n-o-o-n.co.uk/
https://personnemag.com/
http://www.zingmagazine.com/index.html
https://www.thesitemagazine.com/thesitemagazine
https://klima-magazine.com/en/
http://manege.spb.ru/en/
https://www.slanted.de/
http://kajetjournal.com/
https://marfajournal.com/
http://www.beyondchange.ch/front
https://maljournal.com/3/plantsex
https://panteonmagazine.com/Magazine
https://extraextramagazine.com/
https://www.macguffinmagazine.com/
http://www.syntesforlag.se/
http://junkjet.net/
http://www.engawa.es/index.php?/
http://concreteflux.com/1/#1
http://ordinary-magazine.com/
https://goodsportmagazine.com/about
https://www.the-fence.com/
https://www.brckt.com/
https://backtalks.city/
https://99percentinvisible.org/
https://thefunambulist.net/
https://www.uncubemagazine.com/

selected online research
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Out of the research of the list of current magazines we shared in the previous page, we decided to do a 
deeper evaluation of four of what seemed to us to be the most relevant examples to look at in relation to 
our magazine:

https://backtalks.city/
The city talks back is an interactive platform that focuses on the urban environment of Athens, including 
selected projects, articles, visual pieces and seminars that focus on discourse surrounding politics and 
culture of that geography. It is the result of a research residency that has had two outputs of ‘assemblies’ 
and talks that discuss the topics that are relevant. It is an interesting approach to a research project, and 
sharing the knowledge output of it. 

The format of this website is interesting and quite experimental, it presents quite well the concept of a 
‘forum’ and breaks out of certain standards and restrictions that many websites adhere to, by removing 
more traditional lists of content and having it spread across the homepage to search through as the reader 
feels. Whilst this is novel, fun and appealing, it presents quite big problems in that it is easy to miss con-
tent because it is ‘hidden’ under other content, it is very impractical on other devices, and generally past 
the excitement of its novelty it is a bit inconvenient. 

https://thefunambulist.net/
The Funambulist is quite a well known publication within the critical dialogue on urban design, geo-pol-
itics and architecture. It is a printed magazine that prints relatively low numbers and often sells out be-
fore needing to re-print. They also create podcasts, usually in relation to the content of the magazine, but 
there are a few series that are stand-alone. 

Generally the content of this magazine is very interesting and seemingly well-informed, with a strong 
focus on contributors reporting from within the relevant contexts, as opposed to international journal-
ists commenting as observers. The format of the magazine is clean but relatively under-whelming and is 
certainly not its strong point. The podcasts are sometimes quite badly recorded and hardly edited. Over 
the past year the website has been updated, but it is still very basic. It is obvious that the focus of this 
publication is not to be aesthetically pleasing, but to be information sharing. 

We spoke to the editor-in-chief, Léopold Lambert, last October 2020 in order to ask for his brief thoughts 
and experience in starting a magazine, and how the process currently works for him in relation to paying 
the contributors, timing, the structure of the working environment, the communication between the 
editorial team and the contributors and the logistics behind a printed magazine. His thoughts were quite 
insightful and he was forth-coming with advice. We also sent to him the released issue 1 in May 2021, 
and he replied with very encouraging and positive comments. 

https://www.uncubemagazine.com/
Uncube Magazine was an online only publication that was founded in 2012, was based in Berlin, and 
at the time of release won a few awards for its novel format. It is currently not publishing due to lack of 
funding, which at the time of its production was through cultural grants and sponsors. 

competitor evaluation
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including industrial design) and retain a similar depth of analysis and social relevance in their narratives.

Also language and medium are key differing factors between our magazine and the majority of what we 
have found in our research. We have found language style to be, at least in the publications that includ-
ed industrial design, either academic and addressed to academia (not necessarily to designers) or more 
approachable but presenting content with less intellectual depth, all of this presented either through con-
ventional magazine mediums, which are now much less frequently consumed by younger generations, or 
in more engaging examples that too often seem to lack in their contribution to a critical dialogue.

When it comes to connection to the practice, as briefly mentioned before, there is on one side the prob-
lem of magazines/academic papers that tend to theorise endlessly over design but then fail to demon-
strate practically how these theories can be applied to design practices, and on the other hand we have 
also the problem of more journalistic style magazines, where the main role of those producing it is being 
part of an editorial team, and not being designers, but design experts/researchers. This perceivable dis-
connection between those who talk to the masses about design and the new generations of designer, is 
something that our collective is also aiming to address through a re-evaluation of the concept of maga-
zine and the establishment of a collective approach that merges theory, practice, and constant open and 
public dialogue with external perspectives.

The website presents a content carousel, with a small amount of information before entering each ar-
ticle, including the author, title, a categorisation method and a visual aid that marks the length needed 
to go through the piece. Some of the content is relatively visual and non-conventional for a ‘magazine’, 
something that we are also aiming to achieve. Overall it feels like there is too much moving and sliding 
content with almost everything moving as soon as you hover over the top. It is a bit distracting, and it also 
can create quite visually disturbing pages as one graphic style suddenly appears over the top of or next to 
another and it isn’t always nice. 

We spoke to one of the founding members of this magazine, George Kafka, who also was a founding 
member of the city talks back, about his various projects and this was one that came up quickly for being 
a great reference. He offered some advice on the process between journalists and magazines, as he is also 
a writer, and was quite encouraging in relation to the idea of a digital only magazine, being that we were 
going in that direction. 

https://99percentinvisible.org/
99% invisible is definitely one of the most mainstream competitors with quite a strong following. It is 
primarily a podcast, with each episode being accompanied by a written article that summarises the con-
tent and includes images and links. The content that is produced is based on reporting the almost invis-
ible and unnoticed details of ‘design’ and therefore discusses a very wide range of disciplines. It is one of 
the few that we looked at more in depth that offers content on industrial and product design, but it does 
not necessarily offer much critique or strong opinion, more historical and factual content. 

The production quality is very high, each episode is very well curated and edited with a mix of narration, 
interview, ambient sounds and noises from site visits and recordings from historical conversations or 
speeches, all contributing to a usually well-rounded and cohesive narrative. The podcast is based in Cali-
fornia, and therefore has a strong Northern American style, with a high quantity of guests being from the 
US and quite a few stories based on specific details of North American culture. Whilst many outside of 
the US would still understand many of the references, it is a bit less enjoyable and sometimes annoying 
that the content is often specific to this context. It definitely feels like this podcast is missing at least some 
journalists or interviewees from outside the US, as although there are sometimes stories based on events 
and artefacts from other continents, there is a tendency to use the Northern American expert on these 
topics, instead of seeking experts from those specific places. 

conclusion

Overall, the research that we did showed that there certainly is a place for projektado magazine. Mostly 
based on transdisciplinarity, language, medium, and connection to the practice.

There are several examples of magazines that do talk about multiple disciplines within the same publi-
cation, but the ones that start including politics, sociology, economics to the mix (something we are also 
actively doing), seem to in most cases end up narrowing the selection of design fields included to only a 
couple. Many of the magazines we found, for example, dealt with architecture and urban design togeth-
er, but we have rarely seen anything including a wider variety of design disciplines (especially examples 

competitor evaluation
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After extensive research on existing publications, both physical and digital, and from within the sphere 
of design and outside it, we quickly came to the conclusion that we would start with a digital publication. 

Partly due to a lower financial investment, and partly due to the situation in relation to the COVID-19 
pandemic and the increased interest and use in digital media, we felt that we could try to create a website 
that sampled some of the endearing features of printed media and translate them into online content. 

Our intention to combine strong elements of the physical and digital world pushed us to experiment ex-
tensively. This included us experimenting with scanned paper, card, drawings, stickers, small objects as 
well as the decision to try to use physical objects as icons on the homepage. We started to try displaying 
moving media on objects that we normally perceived as static and static objects on spaces that we nor-
mally perceive as dynamic. Being that we as a group are generally much more experienced in working in 
the physical world, this made us feel more comfortable and hoped that anyone else viewing the website 
would also understand this relationship with physicality. 

As from the very beginning our intentions have been to try to include a younger generation within the 
audience of our projects and publications, the idea to have it digital gave us also access to a much wider 
range of communications mediums, and we quickly started to plan our content to be easily accessible 
and understandable by as many as possible, through the use of written, video, audio, interactive, visual 
and mixed media.

Being that the commitment to the collective and its projects has been initiated to be a supplement to a 
relevant industry practice, we decided that we would commit to no more than 2 published issues per 
year, with the possibility to do projects in between or instead of a publication.

aims
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projektadomagazine
miniondisplayhelveticabold (magazine logo)

projektado
miniondisplay (collective logo)

titles
helveticabold (magazine titles)

text
miniondisplay (main body text)

#010101 (main cover / editorial / uncategorised)

#eb599b (article)

#efc641 (visual)

#e23d26 (interactive)

#40b284 (audio)

#4593d0 (video)

#f5f5f5 (background colour)

visual identity elements
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riccardo 

There are many things to explain in relation to the decision of making a magazine at this point in time. 
Questions like ‘do new generations even read magazines?’, ‘is the magazine still a relevant medium?’, 
‘aren’t there already enough magazines around?’, come to mind, and need to be answered.

Making a design magazine, especially a strongly opinionated one, has always been somewhat of a state-
ment. Decades ago, these statements were undoubtedly more common, in a moment in time where de-
sign magazines represented an important way for designers to understand their discipline and discuss it, 
as the internet was not yet around to provide us with its overwhelming communicative potential. Today 
these statements are less frequent, and less far reaching, but for this reason appear more unordinary, and 
sometimes more novel. In terms of approach, there is not much that can actually be considered new, 
most of the design magazines coming out in the internet era still have a lot in common with the overar-
ching narrative of contestation present in magazines from decades before. Of course the contents change, 
they adapt, but still many of these magazines seem to target an audience that is disappearing, with a me-
dium that is losing in relevance against the digital possibilities that we have today.

Throughout our research, we found that most of the interesting design magazines today (interesting in 
the sense that they are deeper that the popular examples that show only pretty pictures and links to buy 
things) are either targeting a restricted and already well-informed audience (academics, activists, older 
generations of designers, etc.), or proposing a far too narrow view (very specialised magazines, mo-
no-disciplinary, etc.). This seems to be generally associated with also problems of accessibility: this can 
be true in terms of price, ease of collaboration, language used and, most importantly, media used, which 
is still predominantly written.

So even though we have decided to call our production a ‘magazine’, as we believed it was the closest 
medium category available, our intention is to really try to redefine what a design magazine can be today. 
This is achieved through more accessible content, in the form of a free magazine that can be accessed by 
any device with internet connection, varied media that show our understanding of contemporary con-
tent consumption, pieces that go from videogames to research studies and that acknowledge the varied 
nature of this profession, an environment open to discussion and collaboration, a transdisciplinary and 
international approach to design, and still a political, critical, contestational view, which is always needed 
for the health of a responsible discipline.

jaxon 

The idea to do a critical design magazine did not come from an existing interest in what already had 
been published in the past, but from what we felt was lacking in the practice of industrial design today, 
which was a clear lack of discussion on why we should have a design practice in the first place. This was 
particularly at the forefront of our minds, as we were discussing the potential of what could become our 
master’s thesis projects, but were finding it very difficult to justify the need for many of the ideas that we 
had discussed. We had decided to try to spend some time reading before making a decision on what the 
project might be, and it is through this process that we arrived at a communication project. 

As we did not have a lot of knowledge on the existence of critical design publications, we spent the sum-
mer of 2020 researching this, finding a lot of content that focused on architecture, and less on industrial 
design. The first industrial design journals we had ever read several years ago were the ulm journals, and 
we struggled to find much more in that direction that was more contemporary, partly because we had 
not looked very deeply, and partly because there didn’t seem to be much in the mainstream or that had 
been translated. I do not regularly read any publications, only selected work from selected authors who 
are quite old and quite philosophical, therefore when we met to work with the first member that we had 
approached, she offered a lot of new and contemporary resources that very much helped me understand 
exactly the context of our project. 

Something that still stands out as one of the most interesting and important points of the project, is the 
self-organised nature of the outcome, which in part comes from the fact that we are students and there-
fore associated with being more informal and casual. The most interesting visually and conceptually 
small publications that we found in our research, were the many that came from the period of 60s-70s, 
from university groups, which were a bit rough in appearance but gritty and experimental. This realness 
that is the polar opposite to a smooth well-curated brands website is something that I personally felt the 
need to maintain, and prompted me to try to scan as much of my stationery and sticker collection as 
possible, in order to maintain texture and realness, but translate it to the digital world. The struggle was 
finding a medium between a crafty looking blog and a sterile and personality-less website.



34

projektado website

introduction

initial ideation

draft version 2

draft version 3

draft version 5

site maps

photography and curation

final version

final version on phone

individual reflections

35

36

37

39

41

43

45

49

54

55



projektado website / 35

With our decision to work on an online design magazine as our first collective project, it was essential 
for us to develop a website as a way to present both projektado and our magazine in an effective and ac-
cessible way.

Whilst we were able to develop the design of this website, none of the members of the collective had 
enough experience with coding for web to be able to effectively produce the outcome we were looking 
for within the time we gave ourselves.

In order to build the website that we had designed, we decided to work with a junior web developer who 
wanted to practice her skills and add projects to her portfolio, Micol Gelsi. She had the most experience 
in building Wordpress websites and therefore we decided to use this as our platform.
We provided her with detailed designs, graphics, and site maps, and she helped us converting our designs 
into a basic functioning structure. This work took her about 3 months (as she was only able to work on 
it in her spare time), during which time we developed the content for issue 0 (the pilot magazine we re-
leased in January 2021) and took responsibility for uploading content on the website and building a basic 
layout for the articles and pieces featured in issue 0.

We visited her frequently throughout the process in order to see the progress of the website, and to dis-
cuss any issues that came up, as several features of our design were new to her. This collaboration was 
made easier by the fact that she lived in the same city that we were staying in, Bologna, where we based 
ourselves for several months to work with another member of the collective. 

At the end of February 2021, Micol gave us some instructions on how to modify the code of the website, 
and since then we have taken full responsibility for all changes to layout and content, including back-end 
CSS, PHP and HTML coding.

In the following pages, we will document the most relevant versions and iterations of the website’s design 
process.

introduction
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Throughout the process of website design and development, we went through several 
versions and iterations, not all different or relevant enough to include in this documen-
tation. In these pages we present versions 2, 3, 5 and the final one.

We start with the second version of the website’s design, which was mostly an update 
on the first version we discussed with the collective through simple sketches, which 
shows the website split into three main parts: the journal, the meanwhile and the col-
lective. These 3 vertical sections would expand or minimize when they are clicked on, 
and would be possible to scroll independently.

The ‘journal’ section was intended to include the issues of our magazine (which at the 
time we had labelled ‘journal’), which you could see the covers of by scrolling down.
Each magazine cover could then be clicked on and would open the magazine in a con-
certina style layout, showing contents appearing on a long strip of paper that could be 
explored by side scrolling. In this version we imagined that the entire magazine was to 
be printed digitally and then scanned or photographed, to maintain a physical element 
on our digital platform.

draft version 2
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The ‘meanwhile’ was a concept for a blog style section of the website, that allowed 
for content to be uploaded more frequently, in between the release of issues of the 
magazine. When ‘dormant’ or not fully open, it was intended that it could be scrolled 
through, with content fitting stacked, and when opened content was visualised in two 
columns. 

The ‘collective’ was to be a static page with information that outlines our collectives 
aims and intentions, and our manifesto.

draft version 2
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The third version of the website’s design was very different from the previous one, and 
it introduced the idea of using space as a surface to rest objects on. With the homepage 
we started going towards a more physical representation of the different categories that 
we wanted to include within the website. This homepage was to act similarly to a com-
puter desktop where each icon (a photo of a real object) represented a ‘folder’ with 
more contents to explore once opened.

draft version 3



projektado website / 40

After clicking on one of the icons on the homepage, the contents of the ‘folder’ would 
be displayed through objects (such as paper for an article, a cassette for audio content 
etc.), which would accompany a short written description of the contents. In this it-
eration we introduced the idea of the ‘breadcrumbs’ which is present in the header, 
that shows the journey from the homepage, similar to a windows operating system’s 
directory bar.

Within the article or piece, we would then have the text or visuals, as well as the possi-
bility to make comments on the work. The idea was that this ‘critique column’ would 
be a way for us to display the regular debates and discussions that happen within the 
collective, but in a public way. Trying to make readers understand that our work is 
not simply a result of conformity to consensus, and that we encourage and support an 
environment of discussion which presents ideas that at times are contrasting. This is a 
feature that we discovered was used in an intellectual journal in the 60s and 70s called 
‘utopie’.

draft version 3
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Between the third and fifth iterations of the website’s design, we shifted towards side 
scrolling for the homepage, and began to experiment with the idea of more abstract 
objects in relation to the content of the page as opposed to directly descriptive objects. 

One of the biggest changes came in the form of a new way to organise and display the 
magazine and its contents. This is the first draft where we use the concept of the carou-
sel for the contents of the issue of a magazine. Pieces/articles would be displayed like 
the spines of books on a bookshelf, which could then be opened to reveal the magazine 
opened at that particular page. During these discussions, we were unsure of whether or 
not the content itself in the preview of the carousel would be interactive or static. But 
we knew we wanted to further blend the physical and digital space by having some level 
of unusual interaction with the photo of the open magazine.

draft version 5
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In this version we also introduced the ‘archive’, a concept for a page that collected all 
of the individually published work and categorised them according to their typology of 
media. The intention of the page was to be able to more easily find all published pieces 
of a specific type, with each typology of media having its own unique icon, for example, 
podcasts are represented by a cassette. 

A footer was also added to this version, to allow users to have at any point a quick way 
to navigate the main sections of the website, to search for articles, or to find out more 
about us.

draft version 5
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As the design of the website began to be completed, we started to also understand how content and pages 
would connect to each other.
We produced a series of site maps to provide Micol, the web developer we were collaborating with, a 
better structure to keep as reference throughout our exchanges.
The site map on this page, and especially the one in the following page, proved to be invaluable to make 
sure everyone involved had the same understanding of the website’s functioning and the interactions we 
expected to set up for our users.

site maps
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site maps 2

site maps
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Our concept for the website strongly revolved around the idea of including a feel of physicality to certain 
parts of the website. To do so, it was necessary to plan and organise a photography set up, to achieve high 
quality pictures with limited shadows.

We, Jaxon and Riccardo, took responsibility for taking the photos that were to be used on the website, 
mostly because we owned most of the items that were used and we had easier access and means to create a 
home photo studio. Even considering our limited resources and the impossibility to access a professional 
studio, we believe we managed to overcome most problems in a satisfactory way.

As we documented in the picture on the left, our set up did certainly not look very polished, but the re-
sults suited our needs perfectly, and we were able to get consistent results even though we had to split the 
photoshoot across a few days.

Consistency was particularly important as all object were photographed in different positions to cre-
ate short animations, which were then used as GIFs on our website. Once again this was an attempt to 
combine the physical proprieties of photography with the dynamic and interactive space provided by a 
webpage.

The process of curation and concept development, which formed the basis for the reasoning behind the 
selection of objects for the website, will be further described in the following pages. While for the animat-
ed versions, they can be seen on our website: https://projektado.com/

photography and curation

https://projektado.com/
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about us

The blocks are animated to form the letter K, a letter that we decided to focus our attention on since the 
beginning of projektado’s logo developement. As we decided to use a single letter instead of the full name 
in our social media profile picture, the K seemed to be the letter that most set our name apart from more 
commonly used words in other languages.
In regards to colour, we had already discussed the possibility of using yellow and pink as main colours 
to represent the collective, and the additional black, blue and red we found in this set of blocks suited 
the colour palette. Additionally, we liked the idea of blocks in movement to construct something with 
meaning, as it displays the nature of a collective identity formed by many different parts.

other options considered for this icon:
• small book with featureless head figure
• small pile/collection/scattering of objects - cultural and personal items such as food, clothing, trans-

port tickets, design tools
• a square ruler
• ‘about us’ spelt out in letter blocks

manifesto 

These items (stone-working tools) represent the slow process of refining a collection of opinions, way of 
working and hopes for the future into a single manifesto. This process was difficult and slow and there-
fore we felt that stone carving was an appropriate metaphor, as well as the permanence and durability 
that the material of stone represents. 

other options considered:
• printed and scanned manifesto on paper
• a mineral, rock or shell
• homemade ‘dynamite’ toy
• hammer and nails

photography and curation
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get involved

This doorbell aims to represent an invitation to ‘knock on our door’ and get in touch with us. We chose 
this format, over the others that we had discussed, as it seemed appropriate to include a more familiar  
object in the list of menu objects. 

other options considered: 
• antique hand door knocker
• megaphone

archive

This was one of the most difficult categories to define, partly because it was hard to know in advance the 
quantity of content that we would have and exactly what it would be. We had also discussed the possi-
bility of defining this category as ‘library’ but it felt too close to written and printed content, and would 
not signify clearly enough that this category would include other forms of media. At the end, a wooden 
box opening to reveal the word ‘archive’ spelt out seemed to add a nice touch of colour and a very clear 
indication of what to expect from this category.

other options considered: 
• USB stick
• external hard drive
• retro video game console memory cards

photography and curation
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magazine

The magazine icon that we used is a notebook book that we bought from Muji and covered in white 
matte card, in order to create a thicker spine to mimic a fuller magazine and have a plain white base to 
photoshop our content onto. Currently Issue 0 and Issue 1 use the same book as the icon, and in the car-
ousel, but we have discussed the possibility of using different types of books to represent different media 
within the same issue, as well as different formats for the covers.
As every article/piece in our magazine has its own individual animated cover, the photo of the open note-
book was used to produce those covers.

photography and curation
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The homepage presents a series of curated objects acting as icons that conceptually represent the content 
of each page/section of the website. This curation process is further explained in the previous pages.

The page is laid out horizontally, with the latest magazine issue sitting to the left, and the rest of the icons 
visible via scrolling.

Each icon is an animated GIF that is activated when hovered over. The name of the page is also displayed 
when hovering, to make it easier to navigate and less cryptic at first.

The footer is accessible via the arrow at the bottom in the centre of the page. It presents access to most of 
the content that is available on the homepage, as well as our social media links, a place where donations 
to us can be made, a search bar and a credit to our website developer.
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The ‘about us’ page presents a summary of the collective, defining the name ‘projektado’ and offering a 
brief outline of what our current and upcoming movements are. The page also shows a series of ‘anony-
mous’ characters, some of which are animated. This page is formatted to be in two columns, with either 
side scrollable independently.

The ‘get involved’ page uses the same template as the ‘about us’ page and displays our contact informa-
tion as well as a playlist that is in relation to our latest magazine issue.

The manifesto is presented on a single column page, and includes the anonymous signatures of the 5 
projektado members.

The search feature allows for the entire website to be scanned for relevant keywords.
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Below each cover, the user can decide if clicking on ‘read now’ or ‘read later’ to continue reading/viewing 
the piece in its entirety. ‘Read now’ opens a pop up on the same page, which displays the full piece, while 
‘read later’ opens a new tab in the browser with the piece by itself. This allows the reader to put easily on 
the side things they want to look into at a later moment.

In this page each piece also has a colour-coded tag below the title, a small square, which indicates the 
type of media that was used for it. As explained above, pink is for written pieces, yellow for visual, blue 
for video, green for audio, red for interactive, and black for editorial pieces.

Each piece features an animated cover, these have all been curated and produced by us in the collective. 
As mentioned previously, our intention to create unusual interactions between physical objects and dig-
ital space is also manifested through these features.

The magazine is displayed in a page which acts as an index. Pieces are displayed next to each other, simi-
larly to books on a bookshelf, and they can be opened by clicking on their titles, which would then reveal 
the cover page for each piece.
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A ‘read now’ preview of a written article that also presents the format for dual language pieces. English is 
positioned to the left, as in smaller format screens it will remain above the right column, which presents 
the second language, in this case Arabic. 

A ‘read later’ preview of the same article, this option presents a ‘previous’ and ‘next’ arrow to scroll 
through the pieces without going back to the carousel, something that is not possible to do via the ‘read 
now’ pop-up.

A ‘read now’ preview of the interactive piece ‘the good, the bad and the anonymous’, read now pieces are 
displayed on a pop-up window that is left by clicking outside of it. 

A ‘read later’ preview of ‘the good, the bad and the anonymous’, each piece displays a colour tag at the 
top, which represents the media used (in this case ‘interactive’), and next to it the length of the piece.
Each piece also presents an abstract, that allows readers to get an initial idea of the contents before com-
mitting to interact with the main piece.
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riccardo 

I found the design process for the website to be much more enjoyable than I originally anticipated. The 
decision to keep the magazine digital really gave us the opportunity to think about it in a much more 
open way, and by having someone helping us coding our ideas, Micol, it felt like we could experiment 
without huge limitations.

I think at first I was probably the one in the collective with more experience in HTML and CSS coding, 
with Jaxon also having some base knowledge. Throughout the process it was mostly me and Jaxon keep-
ing the conversation open with Micol and trying to figure out technical difficulties. Jaxon ended up tak-
ing more responsibility over content layout and upload, whilst I tried to offer support in the adjustment 
of structural and code problems, as Micol could only offer us a limited amount of time.

Besides improving in coding languages, I also feel like the curational process improved greatly my pho-
tography skills, my graphic design skills, and my technical skills in the use of programs like illustrator and 
photoshop, as I took responsibility for a good portion of the project in preparing and setting up the files 
that we still use today for content creation.

I think that through this experience both me and Jaxon have developed a fairly strong interest in web 
design/developing, and I’m certain we will make good use of these skills as we keep experimenting with 
the magazine and parallel projects.

jaxon 

Designing a website was an entirely new process for both Riccardo and I, although we already had some 
experience in basic coding and restructure of existing templates for our own website, starting from scratch 
was completely new. In many ways our inexperience and naivety pushed us towards unusual design 
choices, and it is quite clear that our physical practices also greatly affected our approach. The contact of 
the website developer was through another member of the collective we were working with in Italy, and 
so we met Micol, the junior web developer who was living in the same city as we were staying. 

We told Micol that we both had a bit of experience, and that we were happy to upload the content, but 
we needed her help in creating the framework for it. After she instructed us on what a site map should 
contain, we quickly made one up and waited for her to show us a first draft. Following this we visited 
her periodically to see the progress and got the chance to see how she worked. When she finally handed 
the website over she showed us how to access the main codes and how to change them, which Riccardo 
mostly took responsibility for with regards to major CSS changes. I found a new special interest in HTML 
coding the website and interacting with wordpresses plugins and blocks and I took responsibility for 
almost all of the uploading of the content, which involved a lot of repetitive work, problem solving and 
checking between devices that I became much faster at doing. I am very pleased to have taken this on and 
now have a new and very useful set of skills.
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None of the members of projektado had ever worked on a magazine, and most of us had never worked 
together before. We therefore thought it was important to work on a ‘prototype’ or ‘pilot’ issue, before 
focusing our work towards a first official publication.

The benefits of working on a pilot magazine are very similar to the ones you get by making a prototype in 
any design project: you become more knowledgeable about the object of research, you are able to more 
accurately estimate how long the real product would take to realise, you understand the team dynam-
ic, you get an idea of each other’s skills, you have something to improve on, you set up a structure that 
would make the final product easier to make, and so on.

Issue 0 therefore became in our minds an absolute necessity before venturing into producing a ful-
ly-fledged magazine.

The idea was to try everything out in a more manageable scale and, in doing so, also having something to 
start showcasing to potential investors or prospective members of our collective in view of issue 1.

introduction
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The brief that was distributed to external contributors was designed around the question “Why discuss 
design today?”.

As this was a pilot magazine, we thought that tackling this question could give us precious insights on 
justifying our future production and discuss the importance of reopening/contributing to dialogues in 
the field of design theory and practice with a new magazine.

The brief was also designed to offer the opportunity to contributors to produce work in a variety of me-
dia, to try to take advantage of the possibilities offered by an online publication over a physical one.

For the purposes of the pilot issue, we decided to ask our friends to contribute, partly due to time restric-
tions, and partly because we did not feel prepared enough to ask contributors who we considered experts 
or could provide more comprehensive content. We already had a few people in mind for who to ask for 
Issue 1, but preferred to wait until we were more prepared and potentially had a wider audience due to 
the pilot issue. We also knew that we would be able to use the pilot as an example of what the potential 
of issue 1 could be, so that they had something to judge from. 

Contributors we contacted:

Cesar Beuve Mery - contributed
Ana Coimbra - contributed
Aydam De Paula - contributed
Zhaoxi Huang - contributed
Natalia Melendez Fuentes - contributed
Julius Nobling - contributed
Victor Padilla - contributed
Alejandro Tolero - contributed

Henrik Carlund - could not contribute
Aissatou Diallo - could not contribute
Kai Lawrence - could not contribute
Fernando Silva - could not contribute

The rest of the contributions were developed by us and the other members of projektado.

brief and contributors
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projektado magazine issue 0: why discuss design today?

To introduce the theme of the magazine we produced as a pilot, below is the editorial that summarises 
our reasoning and motivations:

editorial:

Designers are too often measured on the basis of their annual income, their technical expertise,  or 
their ability to make a company profitable, celebrated or competitive. A more insightful, unconventional 
measure we could use is the amount of time needed for different designers to realise that there’s some-
thing amiss with the trajectory of this profession; for some not long, for others very and some never come 
to realise it. However, this measure only exposes a part of the problem; as taking the step from realisation 
towards action is contrasted by a measure of “success” formed along the lines of your ability not to.

As a group of young designers, our stories stretch over a variety of whens, wheres and hows, yet our 
determination to do something, to act, found a way to bring us together, of all times, during a global 
pandemic! It’s somehow fitting that during a crisis of global proportion that has united the nations of the 
world in their incompetence to respond and inability to cooperate, a group of “socially distant” designers 
found themselves immersed in collective action.

This pilot magazine, a product of our impatience, is only the first realisation of a broader movement in-
cited during the summer of 2020, the crafting of which over the past months has been intertwined with 
a plurality of processes giving rise to our identity as a collective; projektado.

Before envisioning alternative paths for the profession, probing the boundaries of designers’ responsibil-
ity, or even defining the spheres of discussions, it was critical, for us as well as our prospective audience, 
to enquire into the necessity of such discussion.

Among a variety of ways to pose the question, the issue’s inquiry was phrased to strike a balance between 
restraint and openness, to directly communicate the purpose of our endeavour yet remain impartial; why 
discuss design today? The aim of this issue was to explore how today’s young generation of designers per-
ceives the discussion around their discipline, and also help the collective develop a better understanding 
of the challenge of discussion within design.

As projektado is formed by designers of different cultural, professional and educational backgrounds, we 
were able to draw from our diverse social circles of design practitioners, students and enthusiasts, and 
challenged them to answer the question in whatever way they saw fit. The striking variety of ways and 
mediums our contributors found to respond to the question was exciting and fun to receive. 

As well as our own contributions to this magazine, the pieces we have selected reveal our small and young 
network’s capacity to discuss design from multiple branches of knowledge by using different tools, cut-
ting across disciplines, contexts, languages, scales and experiences. More than a contribution, we per-
ceived the interaction with the authors as a process of knowledge sharing during which we have been able 
to grow with those who generously collaborated with us. 

To present this experimental issue as a cohesive collection, we have organised its contents on the basis 
of themes that respond to similar concerns, concepts, or approaches. Most of these debates permeate 
through each other, however, some of them bear clearer connections among them. To illustrate these 
strands of discussion, the following macro-answers have been selected to the question ‘why discuss de-
sign today?’:

 … for its multiple meanings; 
… for its diverse purposes;
… for its concerning results;
… for its boundaries;
… because it is continuous.

When posing the question, we were conscious that defining design assertively is a complex (if not impos-

Our manifesto:

projektado is an international and transdisciplinary design collective that re-
sponds to the ways design is perceived, taught, practiced and consumed today. 
Increasingly adopted as a mechanism of capitalism and neoliberalism, design is 
often devised and presented as apolitical, positioning the role of the designer as 
a facilitator of oppression and discrimination. In reaction to the social, politi-
cal and environmental detriment that is following this trajectory, we question 
the responsibilities of design, through the critical lens of a well-informed praxis. 
From specific to systemic, across scales and sectors, we revindicate the designer 
as a political, constructive and critical force, a catalyst for social justice.

We affirm that all design processes bear a responsibility towards our common 
future, and that for this reason designing must be enacted as an intellectual and 
not only a physical act. With designers being increasingly educated to become 
passive technicians, tools for the largest companies in the world, it is crucial 
for us to bring together the diverging fragments of this profession, to claim the 
interdependence of its theory and practice, and to advocate for a institutional 
and professional design education that is conscious of its extensive leverage on 
society’s behaviours, values and attitudes. This process of responsibilisation is 

necessary to contribute to the ongoing elucidation of how design can shape and 
affect the future of global, collective, living environments.

We as projektado establish ourselves as a radical, critical and constructive force. 
Through our collective action we aim to establish an open conversation, chal-
lenging the past, present and future of our discipline. We intend to create a 
movement that carries design away from being a profit tool and instead directs 
it towards a more responsible and accountable path. We contribute to a more 
democratic conception of our profession, one that is more ecologically and so-
cially sustainable. A design of everyone and for everyone.

editorial
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sible) task. For this reason, understanding its ramifications and interactions within its own and with oth-
er fields remains an alive and important debate. In this sense, the pieces ‘Homogenous Homonyms’ and 
‘On the relationship between linguistics and design’ raise important discussions regarding the multiple 
meanings of design, triggering reflections on the fields of knowledge included in the discipline as well as 
deeply analysing the association between the use of language and modes of operation in design practice.

In every discussion we have entered, the ethics of design emerged as a latent subject. A persistent con-
sideration ingrains the critical analysis: when understood as a mechanism or a tool, design can assume 
a huge variety of intentions, depending on who is managing it. ‘Small talk’, ‘This is not a designer’ and 
‘Insurgent Designs’ are works that reveal intricacies of the diverse purposes design has been served to, 
sometimes alerting for its appropriation as a neoliberal development apparatus, some others as a potent 
engine to subvert repressive regimes.

On being appropriated by neo-colonial logics of capitalism, design contributes to the development of 
daunting futures that have already produced concerning results to the present time. There is a sense of 
urgency to analyse the effects of the modes of production and life our society has been designed, look-
ing at our lifestyles in a critical manner in order to raise awareness on its possible outcomes regarding 
life existence. The pieces ‘Switching Channels’, ‘Discussing Presents, Re-thinking Futures’, ‘The Catch’ 
and ‘the city of the Others’ bring considerations developed on the observation of the world as it is today, 
contextualising design and giving indications to rethink strategies that subvert failed practices and to 
enhance life qualitatively on our planet.

Following the considerations about the present problems design faces, some works will discuss the 
boundaries of design, proposing diverse possibilities to link it with other disciplines and contexts. ‘Re-
flections on Design and Permaculture’ and ‘Including critics in our circles’ call attention to the necessity 
of breaking the internal boundaries of design discussions, to assume humility as a position of change 
because only that will allow the incorporation of other matters in design and of design in other subjects.

To set the conversations that led us to this very moment of identifying ourselves as a ‘critical design col-
lective’, we have decided to test the ground for debate by questioning the reasons to discuss design today. 
The pieces we have chosen to finalise this issue – ‘My Answer’, ‘Étapes’ and ‘Community Notice’ – are 
good reminders that this is an ongoing conversation to be readapted and redesigned according to its 
time, space, environment and reason.

The format of projektado magazine stems from the adaptation of a co-creation process to the historical 
time of social distancing, but also from the endeavour to re-think the materiality of print within the space 
of a digital platform. We seeked to apply to the web visual and mechanical interactions that are familiar 
and easily associated to the consultation of a physical magazine, while also benefiting from digital tools. 

We hope this experiment, the first of many, can contribute to the debates set today, and that our collec-
tive effort formed in the middle of this unprecedented moment in time can serve as a call for responsible 
action and reflection. 

projektado collective

editorial
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covers

As we have previously shown in the ‘projektado website’ chapter, we decided to show the opening page 
of each article within  an image carousel on our website. This meant producing a cover page (a 2 page 
spread) for the introduction of each one of the articles.

Even though each article cover featured very different visuals, we decided to use a single homogeneous 
text layout for the covers to create a sense of consistency throughout the publication. We needed the text 
to be legible from a relatively low level of zoom, and therefore the overall font size on the covers is quite 
oversized, compared to that of a printed magazine. 

We opted for issue 0 to include the beginning piece of text in the cover, as we did not ask for an abstract 
when we had made the brief. For those who had contributed in dual language, the two columns present-
ed each language, and for those that had contributed in one language, the columns presented a longer 
piece of the body text. For contributions without any text, we left the area blank and adapted the visual 
of the cover to this. 

website

Once opened, each article had to have its own web layout. The layout for the pieces on the website had 
to be designed in a way that meant that implementation was fast and relatively easy. This was due to the 
limited time we gave ourselves to finish the ‘pilot’ issue, and because we also did not have a lot of ex-
perience in working with wordpress blocks, and therefore did not fully understand the limitations and 
possibilities of it. 

Overall as there were quite a few pieces in issue 0 that were dual language, and we did not want to create a 
hierarchy between the two languages, we opted for columns. For contributions that were mono language 
we adopted a two thirds layout aligned to the right, to match the title, author and magazine issue infor-
mation that is present at the top of each article. 

article layout
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Further thought was given to the layout of the title at the very top of each article’s page. We decided to 
use the ‘tag’ colour (the same tags we presented at page 28, which indicate the type of media used, in this 
case pink is referring to a written piece) as a feature of the article page, and incorporate it into the break 
that we felt was necessary to have between the breadcrumbs in the header of the website, and the body 
text. This version presents two lines, and overall was deemed to be too full and heavy.

This alternative version presents the line break above the title and includes the issue number and title of 
the magazine issue. We felt that it made sense to include this information somewhere in the page, but did 
not want to have too many ‘free’ elements.

Finally we decided to go with this version that presents the line underneath the author and the title, and 
includes the magazine issue and issue theme. We had previously experimented with trying to also include 
the language options for the article within the line as well, but this proved to be too much visually and 
decided to leave this information within the body text.

article layout
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homogenous homonyms

Homogenous Homonyms is a crossword puzzle that we designed to highlight the 
increasingly large quantity of different professions that are labelled as ‘design’ today.

How meaningful is a word when it becomes so extensively used for such a wide array 
of different meanings? Does the word ’design’ still mean anything? What does ‘design’ 
mean? Is there a common thread that connects all interpretations and definitions of 
design?

These are just a few examples of the questions (and consequent discussions) we would 
like this piece to evoke.

selected works
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small talk

Small Talk is a comic documenting a casual conversation between two people who 
have just met at a party, one of which who describes themselves as a ‘designer’.

The dialogue may sound worryingly familiar to people that work in design or that 
studied it, and this is a result of a prolonged crisis in the perception and definition of 
this professional sector.

What may come across as a light and casual conversation is only a symptom of a big-
ger problem that needs to be addressed by new design generations.

selected works
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community notice

Community Notice is a short proclamation of our intent to continue the discussion 
within the design industry, its context and its impact, beyond this first issue and into 
the future.

The statement is hand written on a piece of note paper, intended to look like an in-
formal message to be placed on a community noticeboard, similar to those outside 
supermarket complexes or at the entrance of parks or green spaces. The placement of 
the notice within this context suggests that this information is intended to be useful 
and relevant to everyone, as it is everyone that is affected by design and its implica-
tions.

selected works
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The individual covers that were developed for each piece in issue 0 were also animated. We produced 
simple animations with approximately 5 frames each that were then used as GIFs on our website.

This was an attempt to further merge the digital space with physical print, and create an unusual interac-
tion between an object that is associated with non-moving content, and a dynamic medium.

All animated content is available on our website: https://projektado.com/

covers

https://projektado.com/
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The pilot, issue 0, was released on the 13th of January 2021, resulting in a satisfying culmination of a few 
months of planning and discussion. We were able to show our network the work that we had been un-
dertaking and received welcomed feedback on the results.

It is clear that the pilot run was an invaluable experience in preparation for issue 1, as it provided us with 
insights into effective planning and realistic time management and expectations, as well as allowed us to 
understand further the process of communication with outside contributors and cultivating relation-
ships with those who have interests within this field and relevant topics.

In producing issue 0, we have learnt many new technical skills, including graphic based skills and web 
design skills, that proved to be vital for our work in issue 1. Most importantly we have learnt and under-
stood further what it is to share and work within a larger group of people, all with similar interests yet 
with different backgrounds and approaches, something that is fundamental to any successful long term 
collaborative effort. 

Overall, the outcomes of issue 0 really solidified our hopes and motivations for this project, and gave us 
a great base to start developing the content and the network necessary for issue 1.

As the static nature of this document would have compromised some of the content present in each 
piece of issue 0, we have decided to not include the content of the magazine in its entirety, but instead we 
would like to invite the reader to visit the dedicated web page to have a better chance to experience our 
work as it was intended: https://projektado.com/category/issue-0/

conclusion

https://projektado.com/category/issue-0/
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riccardo 

We have mentioned a few times above how important this pilot issue was, and I would like to repeat it 
here, as I reflect on this particular stage of our project.

The period between October 2021 and January 2021, was absolutely pivotal in the establishment of both 
an internal collective identity, and a public one through the production of the pilot issue. I anticipated 
that lots of things were going to go very wrong in this time, but at the end of it everything went better than 
I could have ever expected.
It may seem strange that this documentation doesn’t include more missteps and mistakes, but the reality 
is that things did go very smoothly, which was definitely surprising when we consider this was a very new-
ly formed team, we didn’t know each other very well, and what we were trying to produce was something 
none of us had experience with.

Besides the satisfactory outcome (which did come at the cost of an insanely packed schedule, especially 
for me and Jaxon), I think that the most important thing that came out of issue 0, as mentioned above, 
is an incredible wealth of information in regard to timings, practices, things to do or not do, things to 
improve on, and things to change, for issue 1.

jaxon 

This issue proved to be fundamental in our preparation for issue 1, although I feel it is a shame that we 
did not get the chance to explore and expand upon the topic further due to timing. This process high-
lighted the importance of our schedule, as towards the deadline of issue 0, we started to become unrea-
sonably busy which was in part because we were learning as we were going. As Riccardo and I were doing 
most of the practical work in relation to the graphics, covers and the website, and we were inexperienced, 
it made it very difficult if not impossible to show the others how to do things so that they could support 
us, something that was made especially difficult by virtual work. Ultimately we managed to have all con-
tent almost ready on time, but we waited quite a while for the website developer to be done, as she was 
struggling to make the carousel function properly as she had not used one before and it was the Christ-
mas and New Year period. 

In retrospect, the months that we had in Italy with another member were incredibly important to kick-
starting the entire process. This face-to-face interaction and working environment proved to be highly 
productive and we were very pleased to have taken the risk in going to Italy when we did in October 2020. 
For this reason, meeting again in July 2021 between Italy and London are priorities as we understand 
further the great potential there is to make progress in discussions in person.
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Out of the many things we learnt from producing issue 0 of the magazine, probably the most important 
was the matter of timing. What we realised very clearly is that we were going to have to get started imme-
diately with issue 1, and that if we wanted to give contributors time to give us proposals and think about 
being involved, we needed to have an open call ready by the beginning of February.

For this reason the priority became to confirm the main theme of issue 1, which we fortunately already 
started discussing prior to the release of issue 0, and that we decided would be ‘anonymity in design’.

There were several options we considered as a theme, such as ‘the price of design’, ‘the privilege of space’, 
‘design and education’, but ultimately we thought that the topic of anonymity would have offered us a 
better way to introduce ourselves and our content.

The fact that anonymity links directly to our decision of remaining individually anonymous in our pro-
duction is of course relevant, but as a theme it also offered the opportunity to touch upon the ideas of 
ownership, authorship, identity, discrimination, and invisibilisation, all through a common denomina-
tor (anonymity) which is not too often used as a way to read these issues. It was important to us that this 
was the case, as we wanted our first issue to be perceived as refreshing and different for the angle at which 
it approached important and relevant topics.

The expectations for issue 1 were much higher, as we were going to improve everything that we had test-
ed on issue 0. Both in terms of quality of content, but also in terms of overall experience, work-flow and 
presentation.
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Given the tight timeline that we had, which was conditioned mostly by our thesis hand-in, we did not 
have as much time as we would have wanted to continue researching on the theme before writing the 
open call and discussing the possible contributors. Being that the topic was closely linked to one of our 
collective intentions, this lack of time to explore anonymity in great detail was helped by our numerous 
discussions in previous months on the concept of being anonymous as a collective. Also, as we realised 
during the process, the research on the theme is something that didn’t stop with the open call, but actu-
ally continued until the release of the magazine. This research was stimulated, encouraged and supported 
by our exchanges with external contributors, our internal discussions on the content and our own indi-
vidual research when producing contributions as members of the collective.

In February we created a list of possible themes that could be explored, this was added to during our 
meetings as well as individually between meetings. 

Possible sub-themes discussed prior to the open call: 

• Silent figures in design
• Individualism
• Ownership / authorship
• Promoting our idea of collective
• Interns / invisible workers
• Different political systems and their effect on design teams
• Teamwork / communal efforts
• Pseudonyms > graffiti culture > activist street artists
• Acknowledging that it can be a privilege, and sometimes not a choice
• The difference between choosing to be anonymous and the imposition of this concept
• Modernism - taking away identity / exporting identity > exporting materials
• Creating identity in a moment of uncertainty 
• Design produced out of conflict / war
• Designers in exile
• Collective action / group work 
• Fame/celebrity status > unintentional design icons / who is responsible for the hype? 
• Is complete anonymity possible? > What is the difference between a collective and brand? Vertical vs 

horizontal 
• Closed door vs open door / a collective versus a movement 
• Anonymity often set against accountability - why
• Relationship between anonymity and power (I know this might be a stretch, but Bitcoin ledger sys-

tem)
• Decentralization and soft-bureaucracy
• Hiding in plain sight (coded communication between minorities)
• Me Vs. Us (Theories of collective action / the tragedy of the commons) - I think this could be a good 

angle, shows how rational choices toward individual gain can lead to irrational collective outcome
• Us Vs. them dichotomies and the bias it leads to - something related to anonymity?
• Difference between Free Software movement and Open-source - the ideology behind the first one 

and the “commercialism” of the second
• The relationship between anonymity (especially cyber) and freedom
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We used this interactive board to try to create some order to the overarching themes that we had discov-
ered whilst discussing and researching the topic of anonymity. We then tried to organise the potential 
contributors that we would try to contact, in order to see if there were any gaps that we as the collective 
could try to fill, or if we could try to search further for contributors to fill said gaps.

research on theme
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Here’s a copy of the text that was shared directly and through an open call as part of the brief for issue 1:

anonymity in design

Empowerment, resistence, rebellion, protection, mystery, invisibility, negligence, discrimination - the 
concept of anonymity touches a wide spectrum of subjectivities that profoundly affects the perception of 
our own and others’ identities. 

Sometimes a conscious choice, other times a forced imposition, the state of being anonymous directly 
reflects that political and social forces within any paradigm, thus making it intrinsically related to the field 
of design and its subsequent impact. 

As we explore the forces that shape and motivate the connections between design and identity, anonym-
ity represents a way to read and write the future of individual and collective action in design. 

The first issue of projektado magazine: anonymity in design, aims to investigate, question and open new 
perspectives on authorship, ownership and belongingness, aiming to further responsibilise and enrich 
the dialogue, influence and output of this profession. 

the specifics

We are looking for contributions that respond to the theme of anonymity in design, from both within 
and around the field of design. 

We are open to consider any approach that may be used to respond to this brief, as we encourage con-
tributors to be creative and experimental in their submissions. 
We accept written articles, visuals, (including illustrations, videos, animations, photography, collage), 
audios, interactive pieces, games and any other media that can be published online. 

The common language of projektado is English, but we welcome accompanying multilingual contribu-
tions. 

Our editorial process is based on the understanding of each piece as a dynamic and iterative conversa-
tion with our contributors. For this reason we adjust our approach based on individual submissions, and 
remain available and interested throughout the process to maintain an open dialogue with each contrib-
utor. 

The first proposal, in the form of an abstract (approx. 300 words), needs to be sent to us by the 22nd of 
February 2021 at hello@projektado.com
A selection of proposals will be accepted and confirmed by the end of February. 

For the proposals that are accepted, a mandatory draft is required by the 22nd of March 2021, and the 
final deadline for the complete submission is the 5th of April 2021. 

We remain available to talk to you at any moment, feel free to reach us at hello@projektado.com

brief and open call
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The brief was shared both though an open call and directly, here’s a list of the 
responses we received:

contributors we contacted directly

Katharina Pfuetzner - contributed
Aïssatou Diallo - contributed
David Li - contributed
Geanine Souza - agreed and then couldn’t complete the piece for time purposes
Akil - agreed, didn’t provide content
George Kafka - agreed, didn’t provide content
CHEAP - agreed and then stopped replying
negro muro - agreed and then stopped replying
Gui Bonsiepe - replied, couldn’t for time purposes, asked to be contacted again
Carl Di Salvo - replied, couldn’t for time purposes, asked to be contacted again
Hay Futura - replied, couldn’t for time purposes, asked to be contacted again
Peter Kapos - replied, couldn’t for time purposes
Robert Sapolsky - replied, couldn’t for time purposes
Richard Stallman - replied, didn’t seem interested
BLU - no reply
Bunnie Huang - no reply
WU MING - no reply

open call responses

The open call was posted on artjobs.com, shared through social media (facebook 
and instagram), and sent to approximately 20 different MA/BA coordinators for 
Industrial and Product Design University Courses. 

We received 15 responses of which 3 were selected to be published:

Gosta Marsden - contributed
Fernando Silva - contributed
Olivia Cheng - contributed
Etaïnn Zwer - agreed and then couldn’t complete the piece for time purposes

indirect interest through other channels 

Sarri Elfaitouri- contributed
Camillo Boano - contributed

contributors

how people were contacted and why

Most conversations were managed through our projektado collective email, an account that we share. 
This was of great importance as it we needed to always be able to all see at what stage we were with each 
contributor/contact. Some conversations, especially the ones with people we knew personally, were first 
started through a more usual channel (either social media, or personal email), to then be moved to our 
collective email account for everyone to be aware of the progress.

Besides the responses we received through our open call, which were at times unexpected, the rest of 
the contributors we contacted directly were either people we knew of, or that we knew directly for either 
personal or professional reasons.

As mentioned previously, we had already a few people in mind since issue 0, but had decided to wait until 
issue 1 to make sure we could offer them more space and time to present their opinions. 

Being a collective was very useful in the process of contributor-searching, as we all had different networks 
and experiences to propose suggestions from, and were able in this way to make sure the transdiscipli-
nary idea we had for this magazine could be maintained. When contacting contributors we tried to keep 
in mind the balance between disciplines, as well as trying to reach individuals that we knew could offer 
very different perspectives on the topic.

A few of the potential contributors we contacted were acquaintances from our past university courses, 
either colleagues or guest lecturers, while the rest were designers/authors of content that we felt had 
knowledge in relevant areas and could contribute novel and interesting perspectives on the theme of 
anonymity.

how people were selected after their abstract submission

The process of elimination was initially based on the abstract that they had sent. All abstracts were dis-
cussed between all members of the collective, comments were made individually and then collectively on 
each piece. We had 3 main categories at first: the abstracts we liked and were convinced by, the ones we 
were unclear about but showed potential, and the ones that seemed to just not be suited to the theme of 
the magazine, which were directly rejected. These categories were formed on a decision based on a piece’s 
relevance to the theme, the contributor’s communications skills, and the uniqueness of the perspective 
presented.

For the abstracts in the first category, we simply accepted the proposal and started the process of collab-
oration, whilst for the ones that showed potential but we weren’t sure about, we asked for further clarifi-
cation (either through email or by arranging an online meeting) and then reassessed with the collective. 
Unfortunately none of these potential contributors managed to clarify the doubts we had, and some-
times they even reinforced them, so we ended up with 4 accepted proposals in total after the open call.

One open call respondent who was accepted ended up dropping out as she could not make the deadline 
for the draft and therefore did not have time to finish the piece.



issue 1: anonymity in design / 80

Final list of contributors published in issue 1:

projektado collective (us) - in terms of content, between the different members of the collective 
we have produced 8 pieces for this issue of the magazine, plus the editorial.

katharina pfuetzner - Author of the recent book: ‘Designing for Socialist Need’ and lecturer of In-
dustrial Design based in Dublin, Ireland. Contributed the written article ‘The absurdity of streamlining 
and lion claws: ‘anonymous’ industrial design and its pursuit in the socialist GDR’.

aïssatou diallo - Graduate in Architecture and Development and Planning and currently under-
taking an MA in architecture in London as LSA. Contributed the written article ‘radical care: black fem-
inism in architecture’.

david li - Director of the Shenzhen Open Innovation Lab in China. David was a guest interviewee for 
the piece ‘shenzhen: sharing and shanzhai’.

gösta marsden - An interdisciplinary artist and writer based in London. Contributed the written 
article ‘claiming the inbetween: london’s hidden encampments and outsider designers’.

fernando silva - An urban practitioner and researcher, specialised in urban informalities, disaster 
risk reduction in cities and participatory urban design based in Chile. Contributed the written article ‘the 
new tools of war’.

olivia cheng - A self taught product designer based in the US. Contributed the visual and short text 
‘behind the screens’ 

sarri elfaitouri - Founder of the Tajarrod Architecture and Art Foundation, Libya. Contributed the 
written article ‘rethinking libyan placelessness’ 

camillo boano - Professor of Urban Design and Critical Theory, at the Bartlett School of Architec-
ture, UCL and Professor of Urbanism at the University of Turin. Contributed in collaboration with two 
other projektado members a multimedia piece ‘do camps have authors?’ 

contributors
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editorial:

To hide or be hidden. Anonymity is a complex and murky concept, neither clearly positive nor obviously 
negative; the yielder feels empowered and the invisibilised feels forgotten. 
 
As historically hidden identities emerge out of enforced invisibilisation and entire communities employ 
new tools and technologies to hide, anonymity simultaneously acts as a catalyst for opposing forces: em-
powerment, resistance, rebellion, protection, mystery, invisibility, negligence, discrimination.

Anonymity can be as much of a statement as an imposed condition, in a society that has been domesti-
cated to embrace individual recognition as the ultimate aim of contemporary life.
Movements, ideas, companies, trends, nations, have all been given faces of single individuals, faces that 
are said to represent everything behind them, but that often conceal more than they show.
We see generations that have been shaped to understand their virtual identities as the only ones that real-
ly matter, and online platforms as opportunities to display themselves, in an internationally shared quest 
for visibility and notoriety. As the world becomes more ‘connected’, communication tools designed to 
bring us together only become bigger stages to perform, bazaars for likes, follows and fame.
 
Individuals, like tall trees in a dense forest, compete egotistically for exposure to the light, determined 
to have it all, and careless of what is left behind this façade. But it is below the impenetrable canopy and 
the meaningless and superficial competition it represents, that we have decided to look, where life is 
prioritised over exposure, where interdependence and collective action are the foundations of a thriving 
ecosystem. 

It is within this ecosystem that projektado chooses to be situated. As unnamed participants to a collective 
effort, projektado’s members remain individually anonymous, a decision that comes with the privilege 
of being able to freely make it. Still, it stands as a statement of our intention to distance ourselves from 
individualistic tendencies and instead adopt a collective, transdisciplinary and international approach.

Some may feel unsettled by the lack of an author’s name next to projektado’s contributions to this mag-
azine. It may strike as being reasonable that whoever wrote the piece deserves the recognition they put 
into it, or that the content could have been read and interpreted differently should the author had been 
known by the audience. Nonetheless, the decision of going anonymous comes with an inherent provoca-
tion at the necessity of identities overexposure: do we need to know who we are agreeing or disagreeing 
with? Should our judgement be made on a face or name rather than on the message? Doubts that come 
from a worrying accustomisation to the principles of a socio-political structure that reigns us all but that 
we have a choice to fight against.

Others too embrace anonymity to escape the norms of societies built on vision, on surveillance and on 
information, but in the same way that we adopt anonymity as a liberating tool, it can also represent a 
form of imposed oppression, an invisibilising restraint capable of silencing screams and defusing action. 
A sinister weight on the shoulders of many; a veil of impossibilities; a closed door.

It is in the contrasting and multifaceted nature of anonymity that our very first issue anonymity in de-
sign will find opportunities to open conversations, debates, and critiques on the intrinsic relation the 

designed world has formed with identity.

The issue opens the discussion on anonymity with instances of realisation, from the design industry im-
posing, as a form of control, the systemic trapping of its new generations in a limbo of decision-making 
and purpose-finding, to the dominating mindsets that bar the contribution of those whose vision does 
not fit the picture. We look at the ethical bindings of the profession and the dysfunctional systems of 
support for those labouring in it. A series of systems of restraint that contributes to a design world shaped 
by repulsive processes of invisibilisation, exclusion and oppression on various scales.

We explore the built environment and development plans that disregard city dwellers that are deemed 
to have no claim over the space they inhabit, the limits of official masterplans that refuse to acknowledge 
chunks of the urban creation growing outside and beyond the identity that has been envisioned for them. 
While acts of resistance against such forces occasionally manage to outpace the hand that stifles them, 
there are other spheres of design in which the lethality of the system does not afford the oppressed any 
space to escape, when design is employed as a figurative and literal weapon of erasure, able to disrupt the 
present and future of life and identities.

We question the responsibilities of our profession and the role of its outcomes, in an industry that glori-
fies fame at the peril of any and all things touched by its influence. We find in anonymity opportunities 
to reinterpret the way design is approached and valued, reflecting on past and present instances of liber-
ation of the designed from the designer, in which the boundaries of usefulness, collaboration, ownership 
and innovation have been reimagined beyond what has now come to be the mindless capitalisation of all 
things.

We criticise the present reality of profit being generated from what once was shared, and the supremacy 
of giant companies determining what labels, names, brands, images, ideas, and anatomies we should 
conform to. Redefining the relationship between body and digital world, between identities and virtual 
representation, and in so doing, enabling a different level of control on one’s identity or lack of it. An 
opportunity for anonymity to be used as a defensive veil for those who don’t need protection, but also as 
an empowering statement for those willing to raise their voice and choosing not to remain passive in the 
determination of a collective future.

As we launch this inaugural issue of projektado magazine on anonymity in design, it is with great pleas-
ure that we look back on the reflections that this knowledge creation process has ignited among us as a 
collective. We humbly thank all who contributed directly and indirectly to our magazine for their per-
spectives and insights, for their time and trust, in joining us on this critical journey that has resulted in an 
experience of great meaning.

With all the discussions and viewpoints that it collects, this issue has broadened our understanding of the 
implications of anonymity within and beyond design; what it has meant historically, the processes it con-
tinues to sustain, and the doors it could open. Yet, as complex and multifaceted as anonymity is, so many 
of its dimensions shall remain unexplored unless critical designers raise the issue through discussion and 
practice again and again, along which path this collective aims to be a companion.

With all our love, projektado collective
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website

There were a few considerations and changes that we wanted to make for the layout of the pieces on the 
website for this issue compared to that of issue 0. 

Firstly, as in this brief we had asked for an abstract from all contributors, this needed to be factored into 
each layout. We also wanted to address the confusing colour tag system that we had implemented in the 
carousel with no further description on what the colours meant. This was done with the addition of the 
coloured tag and media type situated above the title and author of the piece as well as the approx. length 
of text or media. 

We decided that we would try to standardise all layouts to be 2/3 text with 1/3 space for images or blank, 
and adapt it according to each different piece and its included media. We maintained the double column 
for dual language. 

An overall rule that we applied was that all informative points such as titles, subheadings, next and pre-
vious arrows would be black helvetica bold, and that all content and the authors name would be minion 
display. 

covers

Similarly to what we did in issue 0, we decided that also for issue 1 each article/piece would have its own 
opening 2-page cover, which would also be animated.

Reflecting on what we liked and disliked about the cover layouts from issue 0, we decided to make a 
few changes to the cover layout of issue 1. One of the main differences between the two versions, is that 
this time we decided not to put any of the text that would be present within the piece on the cover itself, 
meaning that there would generally be more space on all covers for the visuals. 

We maintained the use of helvetica bold for the title of the piece and minion display for the authors, and 
decided to also include the category that the piece sits within (article, video, visual, etc.) with its colour 
tag, and the logo of the magazine itself. Another important change was to align the title and author to the 
bottom of the page. 

We decided that we would not be splitting the title or any text between the two pages, as we did last time.

article layout
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One of the more difficult decisions to make was the visual break between the abstract and body of the 
piece. We wanted to avoid using titles such as ‘abstract’ and ‘body’ so considered graphic elements such 
as a line or oversized semi-colon. 
In the end we decided that we would play with the font format to make the distinction as we felt it could 
be a cleaner way of signifying the difference. 

We were quite undecided between 3 different options, minion display italics, helvetica/roboto bold in the 
colour of the category or helvetica/roboto bold in black (Helvetica was not always easy to display well on 
the website and we did have to sometimes use a Google font instead called ‘Roboto’). Minion display in 
bold was not considered an option, as it was found to be too visually heavy when bold, considering that 
it is a serif font and it has varying thickness in its bold version.

The addition of a pop of colour in the abstract worked very well in some instances, such as in articles 
that were mostly text or had slightly shorter abstracts, and terribly in other cases, such as when the colour 
of the abstract clashed with the content of the piece. It was for this reason that we decided against using 
coloured helvetica bold for the abstract as it was too inconsistent. We could not change the colour of the 
font according to the content, as the idea was for the colour of the font to match the one of the square 
‘tag’, which indicates the type of media used.

Finally we decided to use black helvetica bold for the abstract text, as it suited all articles well and did not 
clash too much with any content. 

article layout
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the good, the bad and the anonymous

History repeats itself at the end of every academic year. An overwhelming number 
of design graduates are released into the wild and are suddenly faced with a series of 
intimidating decisions that could lay the foundations of their professional lives. No 
pressure.

Finally it’s time to exercise those long-practiced skills and get money for it. Too bad 
internships are too often unpaid, secure jobs are rare to find and opening your own 
studio is a bureaucratic nightmare.. Ufff it’s exciting, it’s overwhelming, it’s tiring. 
And beyond the need to ensure financial support, what about those newly acquired 
ideals and dreams for the future of this industry and your contribution to it? Do they 
have a voice in this decision? And what about your lust for notoriety? Surely you want 
everyone to know your name, and to see it stamped on the bottom of 50 000 pressed 
metal serving trays, right?

The good, the bad and the anonymous is an interactive narrative piece that aims to 
put you in the shoes of a design graduate and see how far you get. The decisions you 
make and their consequences are all on you.

selected works
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This piece was designed and produced collaboratively between us, Jaxon and 
Riccardo. We wanted to try to take advantage of the possibilities that an online 
publication could give over a printed one, and we decided for this reason that an 
interesting thing would be to create a piece that required active participation by 
the reader, an interactive piece.

We were aware that interactivity was not a new thing for printed media, as we 
had experience in the past with game-books and ‘choose your own adventure’ 
formats. The idea with these formats is that the reader is able to make choices 
throughout the book, which lead them to different pages and, therefore, differ-
ent narrative paths and ending.

This format was extremely well suited to our needs, as we wanted to still com-
municate fairly complex ideas through our piece, and having a good space for 
written parts was somewhat of a necessity

We did want for the piece to be more dynamic, so we very quickly decided to 
start researching about the feasibility of developing a videogame.

Interactive fiction represented in fact a very popular category in the early days of 
videogame history, and we knew from personal interest that this genre was still 
appreciated, especially for more experimental games. This inspired us to start 
looking more into this genre and into the tools necessary to develop something 
like this, which were very new to us.

The reference images in this page give a glimpse of our research on the topic of 
interactive fiction, with the cover of an early game-book titled ‘The Cave of Time’ 
by Edward Packard, an image from one of the pages of ‘Bloodbones’ by Jonathan 
Green, and screen-capture of the famous interactive fiction game called ‘Zorg’ 
by Infocom. Below the links to the images used:

• Amazon listing for the 1979 book ‘The Cave of Time’ by Edward Packard, 
617DAS1VRUL. (2021) [ONLINE]. Available at: https://images-na.ssl-im-
ages-amazon.com/images/I/617DAS1VRUL.jpg?fbclid=IwAR3-Vr1jeR-
Ran0ISdX1iDmmGYCQs_gCQmcBxi2Tz15Qm7Hjk1zeW3oXRxa0 [Ac-
cessed 5 May 2021].

• CelJaded Gamebook Retrospective 1. (2016) [ONLINE]. Available at: https://
www.celjaded.com/wp-content/uploads/2016/11/CelJaded-Gamebook-Ret-
rospective-1-300x248.jpg [Accessed 5 May 2021].

• Why is Zork Dungeon Considered a Video Game?. (2016) [ONLINE]. Avail-
able at: https://trianglejump.files.wordpress.com/2016/09/7936-zork_i_-_
the_great_underground_empire-1.png?crop [Accessed 5 May 2021].

selected works
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We had been discussing for the game to be about the choices a designer would 
have to make throughout their career, beginning just after graduation from a 
design university.

As we started testing a variety of games within the ‘interactive fiction’ genre, we 
stumbled across a free game called “Dungeons & Deadlines” by Miles Matrix, 
which was a very good reference for our narrative.

Dungeons & Deadlines is a game of work-life balance. The player aims to survive 
the propitiation period of a typical (and terrible) office job by trying at the same 
time to remain sane and healthy. We really enjoyed the style of writing and the 
association of parameters to the choices made throughout the game, and for this 
reason it was probably the most relevant reference when it came to think of our 
game’s interactions.

This game can be found and played at the following link, all images and screen-
shots in this page have been also sourced from the same link: http://textadven-
tures.co.uk/games/view/q1w9tw48l0qlzo8lbwzeza/dungeons-deadlines

selected works
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We developed our game using Twine (https://twinery.org/), a software designed 
to develop text-based videogames. The software was completely new to us, but 
was provided with good online documentation and was therefore possible for us 
to understand it rather quickly and start testing ideas.

Twine allows you to build a story using passages (the small squares visible in the  
picture on the top left of this page), which are connected to each other either 
in direct or conditional ways. Each square needed to be coded using a language 
created for Twine called Harlowe, as well as standard HTML (an example of the 
content of one of the squares can be seen on the bottom left image).

The overall story could then be implemented using CSS and JavaScript, to pro-
vide styling and additional functions.

This process, as it happened alongside our website’s development, was very use-
ful in becoming more knowledgeable regarding coding languages that could 
than be used for a variety of applications.

As it is pretty clear from the pictures in this page, the game turned out to be rath-
er complex and include a lot of alternative narrative paths. With the whole game 
being approximately 140000 characters of coding/writing.

selected works

https://twinery.org/


issue 1: anonymity in design / 88

We liked the idea of keeping the game visually simple but for it to have some 
character and being a bit unpolished, so we decided for the style of the game il-
lustrations to be informal and sketchy, and to match the font that we had chosen 
to use. We hand sketched very basic images, outlined them in black marker and 
then inverted them in Photoshop to create transparent white PNGs for the black 
background of the game. 

We were very pleased with the result and we received good feedback by the group 
that playtested our game, which was mostly composed by other members of the 
collective, friends, and some people we knew that worked in the videogame in-
dustry.

selected works
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This is a game about identity, work and choices, set in a moment of life when 
choices can make the difference between a life full of meaning or one that doesn’t 
have any.

The game aims to encourage thinking critically about the design industry and it 
does so by leaving personal and professional choices (and their morality/immo-
rality) to the player, which will eventually reach one of the 9 endings available in 
the game.

Throughout the game you try to determine your own future, navigating different 
paths of life and trying to balance your personal status.

The decisions you make will not only affect the outcome of your story, but also 
your levels of Anonymity, Wellbeing and Morals (displayed at the top of the 
screen).

Anonymity is a measure of how visible/invisible you are to others. This will de-
crease if you become more known or even famous in your line of work, while it 
will increase if you are denied the possibility of showing your potential or if you 
decide to prioritise the outcome and impact of your work over personal fame.

Wellbeing represents the combination of your physical and mental health.

Morals is a measure of how evil/good you are, it represents the morality behind 
your decisions and life choices. The level of Morals will also influence Wellbeing 
if too high or too low.

selected works
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The game is intuitive in the way it is played, but it is complex in relations to the 
decisions that need to be made, as most of the times can be hard to predict what 
consequences they are going to have on the story or on the status of the player.

We made sure the game could be played on any device, and we optimised its look 
mostly for computer and phone use.

The game can be played  at: https://projektado.com/wp-content/uploads/2021/05/
The-Good-the-Bad-and-the-Anonymous.html

selected works

https://projektado.com/wp-content/uploads/2021/05/The-Good-the-Bad-and-the-Anonymous.html 
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shenzhen: sharing and shanzhai

Rip-offs, fakes, counterfeits, pirates, copies: a few of the words used to negatively de-
scribe the ‘unoriginal’ products, a result of the strange perception that western con-
texts have solidified towards the supposed immorality and inferior standard of any-
thing that isn’t from the ‘original’ brand which holds a legal document of ‘ownership’.

Attaching a brand or known name to a product is common practice for design firms 
in Europe and the US, and with the tendency for businesses to use this as a profit tool, 
through exclusive ownership and licencing of product patents, it’s easy to start think-
ing that this might not be positively affecting the design industry or its consumers.

Aiming to shed more light on the history and present practice of ‘shanzhai’, often-
times translated as ‘copying’, David Li, from Shenzhen Open Innovation Lab in Shen-
zhen, China, joins us to give insights into a parallel reality that is normally hidden 
from mainstream narratives. A scenario where possessiveness through IP and patents 
takes a backseat to opportunity and growth through collaboration and sharing.

selected works
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This piece was undertaken by Jaxon independently after she saw a documentary on the city of Shenzhen 
and its unique production ecosystem and overall approach to working culture. The contrasting relation-
ship between ownership and authorship in Shenzhen to that of European and Western contexts made 
it seem like an interesting and relevant addition to explore through the conversation of ‘anonymity in 
design’. 

This prompted further research into the ‘copycat’ culture of China, which is described through the con-
cept of ‘shanzhai’. This research revealed cultural and historical links to Chinese philosophy and the roots 
of some Chinese terms, suggesting the interpretation of certain concepts such as ‘law’ and ‘originality’ 
are different to that of direct translations to the Western understanding of them. This deeply ingrained 
cultural difference has manifested through a direct contrasting approach to ownership of ideas and idea 
implementation, particularly in the manufacturing industry, creating tension and animosity more com-
monly towards the Chinese approach. 

Through this research and brief insight into the reality of Shenzhen, Jaxon felt that it was necessary to try 
to share through a piece in the magazine, some of these misconceptions and explain further the moti-
vations and reasons behind what many people see as just ‘shallow copying’, but that in reality is a much 
more open approach to sharing and collaborative practices.
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questions and script for the interview:

Introduction:
(Intro to projektado and upcoming magazine issue)

Today we will be discussing the relationship between design, ownership, authorship and identity. and it 
is for this reason that we are joined by a very special guest, David Li, he is the director of the Shenzhen 
Open Innovation Lab in China, he has decades of experience with the theory and practice of open source, 
and he has been instrumental in several open source software and hardware projects throughout his 
career. He was one of the founders of XinCheJian, the first hackerspace in China, as well as of Hacked 
Matter, Maker Collider and of course Shenzhen Open Innovation Lab.

(So, hello David, thank you very much for joining us and sharing some of your time.)

***
Questions:

The first topic that would be great to get your opinion on is the concept of ‘ownership’.
Generally in Europe and the US, owning an idea, a design, a technology and labelling it with a recognisa-
ble brand is considered vital for their current economic system. This puts a lot of focus on the protection 
of IP, even for very small growing design studios and businesses. 
Can you give us your view on the difference between this model and the ones used in cities like Shenzhen?

*** 

In past interviews you’ve mentioned that we need to stop considering only small parts as components 
and that we should start considering whole products as components. 
Why do you think this concept is still difficult for European and American design businesses to associate 
to, as we can observe in the tendency of designing and engineering products from scratch? 

*** 

It seems that white label products have a very interesting link with authorship, especially because the 
designer has no obvious identity, could you please explain to us what white label products are and the 
different perception there is in regards to branding in China?

***

The concept of Shanzhai (sometimes defined as ‘copycat’ culture) is something that has been at times 
criticised in contexts like Europe and the US. Why do you think Europe and the US struggle to under-
stand this practice, and how long do you think it would take before this becomes common practice 
everywhere? 

***

Jaxon started by contacting three of the interviewees from the documentary she saw, Bunnie Huang, Eric 
Pan and David Li, in order to see if she could get one of them to make a comment or contribute to the 
magazine in some way. She also contacted at least 3 other pioneers of the maker movement in China, 
which she had found through the projects of Eric and David. 

Both Eric and David were contacted through Linkedin and both replied, with David following through. 
Jaxon decided to go with either a written or spoken interview, depending on his preference, which seemed 
to be a spoken interview. 

The decision to do an interview was partly based on the fact that she did not feel that she would be able 
to create an article within the time frame that would offer enough of an informed opinion on the subject 
matter, and also because she found David to be particularly engaging and well spoken during his appear-
ance in the documentary she had seen, and therefore knew that he would be a good source of informa-
tion. 

A list of 4 questions was sent to him before they spoke, so that he could look over them in advance. 
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The piece required a considerable amount of editing as David repeated a few of the same concepts at 
different moments throughout the interview. As Jaxon was unhappy with her audio quality, she took 
the opportunity to reorganise the macro concepts that he mentioned, and narrated between them with 
dialogue that she prepared afterwards, by doing this also managing to cut the overall length of the audio 
from 44 minutes to 28 minutes.

The article page displays the moments in the audio where the topic changes, as well as a few keywords 
that describe the content. As the player that was used on the website is quite minimal, she felt that it was 
necessary to add this information. 

Overall, the responses and comments made by David in relation to the questions and general theme of 
anonymity Jaxon considers to be very valuable insights and an important and interesting addition to the 
magazine topic. His comments were also unexpectedly broad, particularly in relation to the historical 
background of the concept and context of IP, which really helped to create a more interesting and fuller 
narrative, as opposed to just focusing very specifically on Shenzhen and how things are done there. He 
managed to answer all of the questions, and required very little guidance during the interview to stay on 
topic, he was also very forthcoming and kind. 
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the role of objects

Whilst the anonymity of an object is often considered proportional to that of its de-
signer, it is easy to start wondering why we would have to consider a clay brick anony-
mous, when we probably know it better than most objects found in a design museum. 
The discordant link that has been created between an object’s identity and the one 
of its designer has undeniably changed our perception of the designed world, of our 
interactions with it, and of our consumption of it.

This brief written exploration aims to make use of sociological theories on human 
identity to try to reassess the relationship we have with objects, their roles, and their 
identities.
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This piece was undertaken by Riccardo independently.

Early on in the discussion for the content to be included in issue 1, we had decided that we would wait 
until we understood what type of topics would be covered by external contributors before confirming the 
topics of a few of our written pieces.
The idea was that we could try to fill the gaps we found within the content and make sure that we were 
covering all sub-themes we originally wanted to touch upon in this issue.

Riccardo volunteered for his written piece to have this function but, as it turned out, the topic he was 
most interested in writing about was in fact still unclaimed after the first abstracts from the external con-
tributors were received.

The research surrounding this piece was based on the analysis of sociological and philosophical theories 
on human identity, namely the ones associated with ‘role theory’ and ‘symbolic interactionism’, and the 
development of an argument that saw the application of some of these theories to the establishment of a 
different perspective on object’s identities.

In the research phase the idea was to not only discuss the identity, but also the memory of objects. This 
was unfortunately too much to include within an article suitable for this publication, and the decision 
was made to focus on identity, and to possibly develop further the theme of memory in a later publica-
tion.

The piece can be read in full in the following pages or on the magazine’s website.
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the role of objects
 
Part 1

There is often a level of incongruence and ambiguity in the common definition of “anonymous object” 
or “anonymous design”, a somehow discordant association between objects we all know and the idea 
that in fact, we do not.

It is not uncommon for many of the objects falling within this definition to be very familiar to all of us, 
objects of daily use, objects we even have names for, but that lack what we have convened to be the deter-
mining factor in establishing an object’s identity or lack of it: the name of their designer.

The reduction of an object’s identity to that of its designer, in part a symptom of the contemporary 
obsession with individual recognition and glorification, is problematic in its failure to acknowledge an 
object’s own identities in relation to the varied functional, social and cultural practices it participates in. 
A collection of experiences that has often very little to do with our knowledge of its designer’s name, but 
that occurs as a product of our interaction with the object itself.

This short article attempts to make use of sociological theories on human identity to further explore the 
reasoning behind our perception of objects, their identities, and their roles; providing an invitation to 
start discussing why we do not allow objects to transcend their relation to their creator and instead form 
an identity on the basis of their meaningful interaction with a social context.

 

Part 2

As we start analysing with more attention the concept of anonymity and the reasons behind its superficial 
ambiguity, the question on what can actually be considered anonymous, or of unknown identity, quickly 
shifts our focus from the observed to the observer (or potential observer), naturally leading us to an un-
derstanding of anonymity as a product of the interaction of the object and the subject, as opposed to an 
intrinsic property of the object itself.

To make a simple example: any individual, even though well-known and recognised (or even famous) in 
a particular social context, can be (and in most cases still is) completely anonymous to the vast majority 
of the global population. This phenomenon does not rely on the intrinsic property of that individual to 
be known or unknown, visible or invisible, but on the social interactions and social relations that the in-
dividual participates in, which can affect the perception an external observer has of them, and as a result, 
shape the perception and self-awareness they have of themself.

Unsurprisingly this way to interpret anonymity (non-identity) as a product of social experience, is noth-
ing new in the formulation of theories regarding identity itself. In fact, we can see in much of the socio-
logical and philosophical research of the last several decades the conception of an identity that responds 
to the increasingly complex social structure by becoming more differentiated and dynamic, in constant 
reciprocal exchange with other identities and as varied as it is composite.

It is not in the scope of this short article, however, to thoroughly examine the concept of human ano-
nymity, identity, and self. But it is in some of these concepts and the sociological theories associated with 
them that we will find a base to develop an argument on objects’ identities and roles. For this reason, an 

introduction and overview of the aforementioned theories on human identity is needed but will be kept 
short for the expositive economy and, more importantly, my lack of expertise in this field of study.

In his 2005 book, Memoria e conoscenza, Tomás Maldonado very clearly justifies the reasons (that we 
share in this text) for referring to and utilising the more contemporary idea of a differentiated identity, 
rather than the surpassed concept of a unique one:
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The ‘theory of roles’ we see mentioned here, or role theory, is in reference to the quite abundant branch 
of sociological and philosophical studies that has emerged from the basis of the symbolic interactionist 
theories of George Herbert Mead (mostly collected in the book “Mind, Self and Society”, 1934).

The common denominator of this varied branch is the concept of a ‘self’ which is differentiated and dis-
tributed across multiple identities; identities that are generated to address and respond to specific social 
practices and that are formed by the social interactions that individuals have as part of these practices. In 
the complexity of contemporary social life, these varied, and at times contrasting, identities are a product 
of our natural/primary, cultural, and social roles.

The concept is that, surrounding the shallow base of our anagraphic identity (the personal data you may 
find on someone’s passport), which has the purpose of expressing a way in which we can be approxi-
mately and crudely recorded, we develop a series of identities which respond to societal roles we have, 
we think we have, and we are perceived to have. As many identities as we have roles. (For example an 
individual’s roles could include, all at once or intermittently, being a mother, a daughter, a teacher, a 
student, a friend, a factory worker, a buddhist, a european, a member of a political party, a director of a 
sports club, a singer, a blood donor, a car driver, a caretaker, etc.) 

These identities remain in constant construction through a process of inter-contamination with each 
other, a construct of the dialogical exchange we have with one another. Identities cannot, therefore, be 
considered autonomous, as they are reflexive, a product of social interaction and activity. Their stability/
instability depends on the relationships people form between each other and, therefore, with a particular 
socio-cultural framework and our roles within it.

 

Part 3

As we understand identity as a reciprocal exchange between the individual (the self) and society and its 
constructs, we can attempt to see what a preliminary application of these theories to an object (which 
replaces the individual) would reveal in the way its identities and roles are influenced and influence its 
relation to society.

An obvious obstacle to this attempt is the perception, widely spread in design discourses and publica-
tions, that the anonymity of an object is determined by the lack of knowledge we have of its designer’s 
name.

“These philosophers start from the assumption that personal identity, like memory, is also 
a ‘unique entity’. Declinable in the singular, and only in the singular. At the origin of this 
lies an attitude that is careless of the influence of socio-cultural factors in the formation of 
personal identity. In other words, a strange, and difficult to explain, indifference towards the 
contributions of the sociological theory of roles to the issue in question.”
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This, at times, inexplicable obsession with the ‘signature’, the ‘brand’, suggests anonymity (and therefore 
identity) as a static intrinsic property of the object, a mere product of its creator, a symbol of the user’s 
interaction with the designer and not the designed. A profoundly different and hardly justifiable view in 
complete contrast with the concept of identity we outlined in the previous section of this text.

So why do we define the anonymity of an object on the basis of our unawareness of its designer’s name? 
Why has this become the prioritised factor in the establishment of an object’s identity? And why do we 
fail to recognise an object’s identities as a product of the functional, social, and cultural roles, which it 
undeniably participates in? (For example, even a simple object such as a ceramic cup can participate in 
a variety of roles, including: being a container, a means for socialisation, an advertising space, a part of 
a religious ceremony, something to drink from, a measuring tool, something to transport things into, a 
memory of a friend, a currency, a piece of art, a part of a set of objects, a replacement for other objects, a 
scientific experiment, an example of an ancient craft, the symbol of a specific culture, etc.) 

There are of course many ways to respond to these questions, too many for the limited space of this 
article, but in our intent of opening a dialogue, we would at least start by suggesting two of the possible 
answers.

One possible explanation is to justify this as a failure to acknowledge objects as direct participants in 
reciprocal social practices. This can easily redirect the search for this interaction towards the non-inani-
mate individual that is most responsible for the way said object interacts with us and our social context, 
which would often be its designer/s.

In this scenario, the interaction with the object sees it as a mere symbol of the exchange we have with its 
designer, an indirect social interaction that contributes to constructing the identity of said designer and, 
at the same time, anonymising the true identity of the object by merging it to an unreasonable extend to 
the one of a person we often know nothing about, but a name.

This is of course favourable to the establishment of what has regrettably become the image of success in 
the world of design, the one of design ‘stars’ and of powerful brands. Icons generated by our misunder-
standing of the value of objects’ identities and our resulting contributions to the ones of their creators. 
This does not only feed the problematic idea of design ‘stars’, but also the concept that it is through the 
establishment of these icons that owning or interacting with the object in question can itself feed our own 
identity in the contemporary blind search for individual recognition.

A similar result is seen in our second possible explanation, in which we do in fact perceive the object as 
owner of its own identities, but fail to establish which identity to focus on in our interaction with it.

Here, in part because of the different communicative properties of an object over a person, and in part for 
the widely spread contemporary obsession with self-serving quests, we can notice a tendency to over-fo-
cus on the role of the object as an active symbol of our indirect relation to the designer. In prioritising this 
particular role, we risk diminishing our perception of the importance of the other roles and practices the 
object is associated with, some of which have more reciprocal interactions with us than others.

 

Part 4

So how can the focus be shifted towards roles and therefore identities that better represent the object in 
our interactions with it?

It is undeniably hard to change the deeply rooted systems of recognition and perception that have been 
established in our cultural and social development. Nevertheless, the difficulty of the task cannot dis-
courage us from trying to suggest a new perspective, one that sees the object transcend the identity we 
associate to its designer’s name.

Maybe it is our knowledge of this name, the most obvious culprit, the factor that seems to regularly be at 
the centre of this text’s critique, that is after all responsible for this deep problem and therefore the basis 
for its resolution.

Maybe it is through removing the designer’s name from the equation that determines an object’s identity 
to the eyes of its user that we could see a change in our interactions with the designed world. A renewed 
focus towards those roles and identities that until now were too often squished by the predominant label 
of individual’s celebration.

It is in our understanding of objects’ identities, in relation to the roles they participate in through their 
interaction with us, that we can create an appreciation of objects’ quality and value. A more relevant, and 
therefore meaningful, perception of identity as reciprocal exchange with people but also with objects. 
Objects that are not something to consume, ignore, and throw away, but an active part of the network 
of relations that constructs our identities and the ones of those (objects and people) directly or indirectly 
interacting with us.

It is time for us designers to start realising the deeper meanings and consequences of identity in our field, 
realising that change is not always achieved by unashamedly screaming our name through our work, but 
sometimes by omitting it.

There are of course those that are going to find in a hidden name the perfect excuse to avoid responsi-
bility, those who think it is good practice to always find the easier way out. It is to those that I would like 
to make a promise which echoes the one of projektado, through the words of Fabrizio De André (1973):
 

“verremo ancora alle vostre porte
e grideremo ancora più forte:
per quanto voi vi crediate assolti
siete per sempre coinvolti,
per quanto voi vi crediate assolti
siete per sempre coinvolti.”

 
“we’ll come to your doors again
and we’ll shout even louder:
however much you think you’ve been absolved
you will always be involved,
however much you think you’ve been absolved
you will always be involved.”

De André, F., 1973. Canzone del Maggio. Rome: Produttori Associati.

Hogg, M.A., Terry, D.J. and White, K.M., 1995. A tale of two theories: A critical comparison of identity theory with social 
identity theory. Social psychology quarterly, pp.255-269.

Maldonado, T., 1997. Critica della ragione informatica. 1st ed. Milan: Feltrinelli Editore.

Maldonado, T., 2006. Memoria e conoscenza. 2nd ed. Milan: Feltrinelli Editore.

Mead, George. 1934. Mind, Self, and Society: From the Standpoint of a Social Behaviorist, edited and with an introduc-
tion by C.W. Morris, Chicago: University of Chicago Press.

Stryker, S. and Burke, P.J., 2000. The past, present, and future of an identity theory. Social psychology quarterly, pp.284-
297.
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Similarly to issue 0, we also produced individual covers for each piece in issue 1.

As all covers were animated, we only featured a static image of each cover in this section, but the finished 
animated versions can be seen on our website: https://projektado.com/category/issue-1/

It is also important to mention that the content of each article will not be displayed within this document, 
as it will compromise the digital dynamic nature of it, but it can all be found on the link above. We invite 
anyone reading this documentation to visit the website and look through the magazine, as it is the most 
suited medium to experience the work we produced as a collective.

covers

https://projektado.com/category/issue-1/
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Issue 1 was released on May 17th 2021, the date that we had set for it initially, therefore with great satis-
faction we were on time. 

Two weeks before releasing, we emailed several online design blogs outlining the content of our new 
publication and the collective, and some of the covers that were ready at that time to be used within any 
articles or posts. We heard back from AIGA, the American Institute of Graphic Artists, who said that 
they would love to post it and did so a day after the release, which was a great morale boost for us. During 
this 2 week period before the release we also did our own build-up to the date, which included a series 
of social media posts with open questions that alluded to some of the content and issues that we were 
planning to address and a list of the contributors. 

On the day of the release we shared it through our social media channels as well our personal ones. We 
then proceeded to email all of the contributors to thank them, and asked them to please share it with 
their networks and for any feedback that they may have. Most replied and were very positive about the 
outcome which was very encouraging and gratifying. We also emailed our own personal networks, those 
that we had contacted initially to ask for advice and those who we had rejected during the open call pro-
cess, thanking them for their willingness to participate and to please stay involved. 

Overall, as a collective, we were very positive about the outcome, finding the process a very big learning 
experience and generally quite smooth compared to the final weeks of issue 0. We were all very pleased 
with the content we had managed to put together and the narrative we had created surrounding the 
theme of anonymity, and we were also happy that the collective proved capable of producing such a 
complex collaborative piece of work.

As stated above, the static nature of this document does not do some of the online content justice, and 
therefore has not been included. Please visit the website directly to see issue 1 in its entirety and experi-
ence it in the manner that was intended: https://projektado.com/category/issue-1/

https://projektado.com/category/issue-1/
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riccardo 

With the incredibly dense schedule that this project came with, it wasn’t always easy to really know how 
good the result was going to be to the eyes of others. I have to say that after the release of issue 1, I was very 
happy to finally take a step back and see that in many ways we had managed to meet our expectations, 
and that what we produced was a project that I consider of great importance.

Certainly things could have gone better in certain cases, but overall we were able to follow our original 
deadlines, things ran very smoothly, and we were able to release the magazine on time, without making 
big compromises on content or design.

Issue 1 represented an invaluable experience for growth and development for everyone involved, but I 
believe that for me and Jaxon, as we had to cover many roles within our group, this was more obvious. 
We naturally took on the role of project managers, and were not only aware of what needed to be done 
at all times, but were also executing a great part of these tasks, which came with learning or improving 
on a wide variety of skills.

Of the many skills that I acquired, I think that HTML/JAVA/CSS/Harlowe coding was one that I enjoyed 
greatly and that I was able to develop both through the structuring of the website and also, in a more 
consistent way, in the interactive piece I developed with Jaxon, where I decided to take on most of the 
coding part to improve and learn it further. On top of that, almost all of my technical and personal skills 
improved dramatically, and my understanding of my practice developed through the constant exchange 
that we enabled by forming a collective based on discussion and critical thought.

On a personal level, issue 1 for me also represented a confirmation that working with the methods we 
proposed can yield great results, and that our approach to design practice and collective work may rep-
resent a viable option for many. This confirmation gives me hope that the research and work that I have 
been doing with Jaxon, and now also with this collective, will not lose relevance over time, and that the 
methodology we are gradually solidifying, will have an impact on design practice.

Even though issue 1 is something I believe all of us in the collective feel very proud of, this cannot become 
a reason for us to stop pushing forward. What we have established with issue 1 is not a new ‘formula’ to 
apply to future production, but merely a starting point in a process of active questioning and re-evalua-
tion of our profession. I will continue to try my best to make sure that this collective continues pushing 
the limits of what design practice and design production is. We need to keep experimenting, go beyond 
what people expect to hear and redefine what a design magazine is, design practice is, design culture is 
and, hopefully, design’s role is.

jaxon 

It is difficult to summarise a reflection on issue 1, as it has been such a multi-faceted and wide reaching 
amount of different tasks. I could start with reflecting on the aspects that I enjoyed, one of which was 
maintaining a sense of general direction through project management, a task that I was not actively giv-
en but naturally took to, partly because I enjoy it and partly because the project was under the banner 
of our thesis submission. Through this project I realised that both Riccardo and I have quite obviously 
improved in this area, and that I actually enjoy it greatly due to the more social nature that is involved 
with being in constant contact with individual members as well as the feeling of being helpful. This has 
solidified my intention and desire to enter the field of education as a constantly evolving, social learning 
environment that is highly stimulating and satisfying and offers simultaneously an opportunity to con-
tribute to the design profession through others. 

Another very positive aspect of issue 1, was that I actively tried to learn and improve on many of the 
programs that were necessary for the graphics and website content knowing from our experience of issue 
0 that I would need to be more efficient but also so that I would feel more confident in experimenting 
during the ideation phase of our content. This worked out very well as I took on a lot more work in this 
area, particularly in graphic content and basic coding which resulted in a lot more creative freedom and 
an increased sense of confidence in these areas from now on.

In relation to the final content of issue 1, and something that we have already discussed as a collective, 
is that there is too much written content and not enough visual/experimental pieces. Considering that a 
growing and present problem within the practitioners of our industry is a tendency not to seek articles/
research on problem or thought-provoking areas that are richly discussed within academia, it is our aim 
to address this in the next publication through more attention on finding different ways to transmit and 
communicate certain themes and concepts. By taking advantage of the different media that are possible 
to use with an online platform, we have a big opportunity to experiment in order to reach different au-
diences. 

A final thought and something that we are now actively discussing as a collective in relation to our next 
steps, is how to ‘freeze in time’ our publications. Being that they are online, and many of the structural 
changes made to the website will affect older published content, I am struggling with the notion that we 
will not have untouched versions of the decisions that we made in specific moments in our process due to 
the ever changing, upgrading and updating nature of plugins and browsers. Already some of the changes 
made in the coding of issue 1, were reflected in issue 0, with some slightly off and ugly visuals gone for-
ever, that I would like to go back and laugh at every now and then.
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Looking back at where we began at the beginning of the summer of 2020, discussing the possibility of cre-
ating a project that would finally collate some of the experiences, knowledge, interest and ambition that 
we have been building in the past years towards an active and critical discussion on the design industry, 
it is with great pleasure that we can say that we have managed to meet our expectations and to take a first 
big step in this direction.

We started the project by wanting to create a place for us to discuss design, gain and share new perspec-
tives and grow our practice, and we chose a magazine as the format to try to do this. We ended up cre-
ating much more, with the formation of a collective that through the process of curation and creation of 
the magazine became a way for us to share knowledge and act as a base for us to reach out to others. This 
process has inevitably changed the approach that we have to our practice and our way of thinking, and we 
hope will continue to challenge us and contribute to our growth even more as we continue in the future.

Besides meeting the aims of this particular project, much of what we were looking for when starting an 
MA in design was also addressed through our work and experience in the last year. We are very pleased 
with what we have managed to achieve both professionally and personally, and are glad that this project 
has been created in a way that will encourage and support others to also grow in the same way we did. We 
hope that by continuing with the collective and its output we can affect other practices and make them 
more engaged, more critical and more responsible.

From now on, one of our immediate collective goals is to re-organise ourselves in a way that means 
that we can sustain this activity and continue to produce content without Riccardo and Jaxon working 
full-time on it. This means that we are currently creating a framework and business plan so that we can 
actively look for funding through publishers, sponsors and grants. The intention is that for the next issue 
we will be able to pay both our contributors and ourselves, as the past year we have been working for free, 
weren’t able to offer any payment to our contributors, and funded the website through donations.

We are very excited for the next steps, as mentioned previously we are not only planning to publish con-
tent, but to develop workshops and projects in relation to themes and concepts that lead to new ideas 
and knowledge within our field. We are going to continue experimenting with the idea of magazine and 
collective production, and we will try to take more opportunities to introduce a more practice-based ap-
proach to some of the collective’s work, by introducing workshops as a new medium for contributors to 
engage with our magazine, as well as conceptual and real-life projects, which would be carried out by the 
collective to push the boundaries of transdisciplinary collective action in design practice.

We have great expectations for the future of this collective, and we remain hopeful that what we have 
started with projektado will turn out to be as important to others as it is for us.
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