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Abstract 
If you are living in Sweden, you´re likely to consume around 15 kg textile every year (Palm, 2011). Of 
those 15 kg, 10.5 kg are most likely produced in Asia (IPCC, 2014). When producing textile, greenhouse 
gases like carbon dioxide and methane are emitted. These greenhouse gases are a big cause for the 
global warming and are having a direct effect on people. 17% of all deaths in China 2015 could be 
correlated to polluted air (Rohde & Muller, 2015).  

If people knew the consequences of their consumption it´s in our opinion that they would consume less. 
More awareness leads to less consumption and ultimately less destruction. Organizations/corporations 
try to get people to understand but the message doesn’t seem to reach out quite strong enough. In this 
thesis another approach is investigated. The approach is about spreading a message through sustainable 
produced clothes with an appealing design, and encouraging consumption. By choosing our sustainable 
clothes instead of other non-sustainable options the consumer helps solving a social problem, which the 
(appealing) design is inspired of. The design is not only appealing but also designed to educate the 
consumer which leads to a more aware person who consumes less. 

We have worked with and Agile Iterative process which enable us to quickly see results and make 
changes. The project started with a goal to produce fictive clothes with our approach in mind. This goal 
was changed along the process and the final result ended up as a model. The model guides the user 
through two major parts. Part One is to enable a sustainable base for the production of the product where 
one step is to find a social problem. Part Two is an iterative process which uses the social problem 
established in Step One as a source of inspiration when designing the product itself. The model 
encourages the user to iterate the product design process around different aspects of the product. The 
model can be used by itself as well as a part of a developing process. Our recommendations for further 
work is to develop the model so it can be used for other types of products.  



 

NYCKELORD: Hållbara kläder, Discursive design, Teknisk design, Produktutveckling, 
Modell	

Sammanfattning 
Om du bor I Sverige så konsumerar du troligtvis ca 15 kg textilier per år (Palm, 2011). Av dessa 15 kg 
så är 10.5 kg producerat i Asien (IPCC, 2014). Vid produktion av textilier släpps miljöfarliga 
växthusgaser ut. Utsläppen består mestadels av koldioxid och metan och bidrar till den globala 
uppvärmningen och har en direkt påverkan på människor. I Kina kunde 17% av alla dödsfall 
registrerade 2015 relateras till förorenad luft (Rohde & Muller, 2015). 

Om människor visste konsekvenserna av deras konsumtion så skulle de i vår mening konsumera 
smartare och mindre. Mer medvetna konsumenter leder till mindre konsumtion och i slutändan mindre 
förstörelse. Det finns organisationer som försöker få människor att förstå och agera men budskapet 
verkar inte nå ut starkt nog. I detta examensarbete har en annan vinkel undersökts. Vinkeln handlar om 
att sprida ett budskap genom globalt och humant hållbart producerade kläder med attraktiv design som 
uppmuntrar till konsumtion. Genom att välja dessa hållbara kläder istället för andra icke-hållbara 
alternativ hjälper konsumenterna också ett utvalt samhällsproblem som designen är inspirerad av. 
Designen är inte bara attraktiv utan är även utformad för att utbilda konsumenten vilket leder till en mer 
medveten person som konsumerar mindre.  

Vi har arbetat med en Agil iterativ process vilket har låtit oss snabbt se resultat och göra ändringar. 
Projektet startade med ett mål att skapa fiktiva kläder som var designade kring ett samhällsproblem dit 
en del av försäljningsvinsten skulle gå till att försöka hjälpa. Denna vision ändrades under projektets 
gång och resultatet av projektet blev till slut en modell som kan användas vid produktutveckling av 
kläder. Modellen guidar användaren genom två faser. I den första fasen skapas en grund för hållbar 
produktion, den hjälper även användaren välja ett socialt problem som designen senare baseras på. Den 
andra fasen är iterativ process där själva produktutvecklingen äger rum. Modellen uppmanar 
användaren att iterera designprocessen kring olika designaspekter som fokuserar på en utbildande 
design. Modellen kan användas för individuellt eller som ett komplement i utvecklingsarbete. Vid 
fortsatt arbete skulle modellen kunna göras om för att passa andra typer av produkter.  
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1 Introduction 
To contribute to a better world while having fun and doing something creative has been a motivating 
thought for us. Before this project a lot of ideas have come and gone, but this one was special and didn’t 
go away.  

So how can one make the world a better place? This is Nelson Mandela´s answer: “Education is the 
most powerful weapon which you can use to change the world” 

This is a Bachelor thesis of 15 credits (HP) made by David Sundvall and Pontus Åberg attending the 
program Industrial Design Engineering at Technical University of Luleå. In this thesis we have created 
an iterative model which can be used as a frame in the design process when making clothes. The model 
focus on delivering a product which makes the consumers more aware about their consumption and 
global issues through Discursive design. A design approach with purpose to start discussions, questions 
and make people ask why. The model has partly been constructed and exemplified through fictive 
clothes with our vision of a sustainable product in focus. We did this by establishing five cornerstones 
with methods like brainstorming and other models taught at Industrial Design Engineering. The 
cornerstones are: 

• Organic production 
• Ethical production 
• Carbon offsetting 
• Helping a specific area of problem 
• Educating through design and marketing  

They all gives value to the end consumer and it is around them we have worked thou out the project. 
With these cornerstones in combination with the educating ideas of Discursive design which is 
implemented in the fifth cornerstone we have taken a small step towards making the world a better 
place. 

1.1 Stakeholders 
In projects like this when global issues are in focus one can argue that everyone on this planet is some 
sort of a stakeholder, some more than others but in the end everyone will be effected. The people who 
are in direct contact with the product developed through the model are primary stakeholders. This 
includes the people working with the manufacturing who´s getting better working conditions cause of 
the demands set by the model. The end consumer and the intermediaries are also primary stakeholders 
who´s getting educated by the product created from the model. The cornerstone which focus on helping 
a specific area of problem effects the people getting helped who´s primary stakeholders. The primary 
stakeholders are being effected in a short period of time while the secondary stakeholders are everyone 
who´s effected by the is effected after some time when the emissions have been reduced. The secondary 
stakeholders are potentially everyone on this planet.  

Stakeholders for the model itself are institutions, private persons or companies developing products 
either new or incremental which they want to be sustainable by our definition. The model could also be 
used as a tool for teaching and thereby used by institutions.   

1.2 Purpose and goals 
The overall goal with this project is to create and visualize a strategy which can help make consumers 
more aware and consume less. The effect of this awareness can theoretically be magnified to a size 
where the earth would be better taken care of. It is in our believe that initiatives like this will in the end 
make a change and a goal with this project is to get the ball rolling. Another more practical goal with 
this project is to answer our framing question – How can we make consumers more aware? To answer 
this question, we need to break it down. 
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The answer can be reached through research, benchmarking and innovative thinking. All with methods 
and models taught at industrial design engineering.  

The firming question have an essential role, we believe that by making costumers more aware the mass 
consumption can be reduced, and thereby reduce the emission of greenhouse gases. We have made the 
assumption that more aware persons make better consumptions choices. By separating parts of the 
question we can distinguish where to focus in different phases. To make a consumer more aware as the 
question indicates can be rather subjective, therefore it´s reasonable to separate it into small parts and 
define them. This separation causes more questions to be answered; 

• How is one aware, and what defines them? 
• Whom are the consumer? 
• How can we spread awareness through design? 

Asking (and answering) relevant questions pushes the development process and by designing the 
questions we can control the process and tweak it in desired directions.  

1.3 Delimitations 
As said in 1.2 the goal is to construct a strategy in the form of a testable concept. The project´s time 
limitation of ten weeks restricts the outcome of the result. Therefore, we chose to restrict the result to 
just a concept, not a fully working product. Which means that the evaluation process of the model, and 
a looped development process will not be done. 

A good way of evaluate the result would be to create physical clothes. The optimal model would be an 
overall one in our case, so you are able to apply it on every production process regardless product. A 
guide of how you should continue when using the model would be a practical adding. We won’t do any 
of those in lack of time. 

1.4 Thesis structure 
The Introduction summarizes the work and gives an overall perspective. It points out the framing 
question, the thoughts around it and explains the goals with the project. The second chapter Context 
provides a picture of how the affected areas looks right now with focus on the textile industry. Its 
includes context about different stamps of certification, their use and the change being done through 
them. Theoretical reference frame is the third chapter. There, a review of how Technical Design is being 
implemented is presented. Also, theory´s about methods, models and processes used can be found there, 
it provides the work with a necessary theoretical background. The fourth chapter Method explains our 
process and includes everything done in the project. It starts with an explanation of the chosen method 
and processes, continuing with an explanation of how we planned the work. How we gathered 
information through benchmarking, a survey and literature studies is also explained. Further on in the 
fourth chapter it´s explained how the creative phases were executed and how the implementation was. 
In the fifth chapter Result, the result are presented, there our final model is explained. The sixth chapter 
is Discussion, there we reflect and criticize the work done. All discussed with an objective perspective, 
and ending with a recommendation for further work. In the seventh and last chapter Conclusions we´re 
evaluating the framing question and arguing of how the goals are reached. 
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2 Context  
In this chapter fact is presented to give a background and value to the work done in this project. Focus 
is on three areas – Greenhouse gases effect in a global perspective, Ethics in the textile industry and 
Stamps of certification.   

2.1 Greenhouse gases and their effects 
Under the last 136 years the average temperature has according to Stocker & T.F., D. Qin, G.-K. 
Plattner, M. Tignor, S.K. Allen, J. Boschung, A. Nauels, Y. Xia increased 0.85 degrees Celsius. The 
rise is calculated to continues with a more rapid pace, in worst case scenario (RCP8.5) the average 
temperature will increase as much as 4.8 degrees in 2100. If that happens a big part of the arctic ice 
would melt and the sea levels would be up to 2 meter higher. A temperature rise of just 4 degrees would 
according to IPCC (IPCC, 2014) entail ”...severe and widespread impacts on unique and threatened 
systems, substantial species extinction, large risks to global and regional food security, and the 
combination of high temperature and humidity compromising normal human activities...” 

A fairly new phenomenal occurs when the temperature increases, climate migrants. The estimated 
amount of forced climate migrants would exceed to 200 million people by the year 2050. The change 
in temperature is caused by the increasing concentration of greenhouse gases in the atmosphere. The 
greenhouse gases are according to Baede, van der Linden, & Verbruggen (2007) mainly a mixture of 
carbon dioxide, methane, nitrous oxide, water vapor and ozone. These gases are naturally existing in 
the atmosphere. The distribution of the gases is partly manage by us humans, the gases can and are 
being created by different sorts of industries and productions, in Figure 1 illustrated by IPCC (IPCC, 
2014) greenhouse gas emissions by economic sectors are showed. 

 

 
Figure 1. Emitted greenhouse gases per economical sector (IPCC, 2014) 

The textile industry is included in both the direct and indirect emissions. It´s contributing to emissions 
not only in the category Industry but in Transport, Buildings, Electricity and AFOLU as well. 
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Change in temperature is one big impact greenhouse gases have on the planet and on us humans; but 
there are more cons with greenhouse gases. In areas with high density of people the citizens feel the 
impact of greenhouse gases instantly. In a study recently made its suggests that 17 percent of all deaths 
in China is correlated to polluted air (Rohde & Muller, 2015). It’s airborne particulate matter that causes 
these deaths. Particulate matter is generated in the same way as greenhouse gases by automobiles, 
industries and other sources, in Chinas case charcoal burning contribute a lot to the poor air quality. 
According to Rohde & Muller (Rohde & Muller, 2015) this phenomenal is not just a problem in China, 
all around the world estimation has being made, suggesting a yearly death rate of 3 – 7 million people 
caused by direct contact with polluted air.  
2.2 Carbon offsetting 
For some industries like the textile industry it’s very difficult to keep the carbon footprint at zero. A 
way for companies to lower their production of greenhouse gases is to move to non-fossil (green) energy 
sources like wind and solar power. In an idyllic world all energy would come from non-fossil sources 
and maybe someday that´s possible but not today. For companies that doesn’t use green energy it’s 
possible to compensate for their production of greenhouse gases is through carbon offsetting. Carbon 
offsetting work as a complement for companies, organizations, institutions and private persons who 
want to reduce their global footprint. An example of carbon offsetting is presented in the box below. 

 

In the article Carbon offsets (2016) the author Chris Woodford discusses advantages and drawbacks 
with carbon offsetting. There Woodford explains that carbon offsetting can be a win-win situation, he 
mentions how investing in projects that focus on green energy can reduce fossil fuels. On the other 
hand, there are some drawbacks with carbon offsetting. In the article Woodford quotes the 
environmental journalist George Monbiot: "You buy yourself a clean conscience by paying someone 
else to undo the harm you are causing.”. With the meaning that it´s better to attack the source and be 
sustainable from the ground rather than having a “dirty” production and compensate for its existence.  

2.3 The textile industry  
2.3.1 Ethics 
According to IPCC (2014) 70% of the clothes and textile imported to USA and Europe comes from 
Asia. Asia alone accounts for 58.4% of the worlds textile and clothes production. The garment is usually 
bought by global companies like H&M and Walmart located mainly in Europe and USA. These 
intermediators are constantly looking for low costs and high efficiency in the production.   

Trends are changing extremely fast and the demand for the latest look never seems to ware down. 
Product design, volume and production timeframe are therefor often changed to follow the end 
consumers demand; this requires a very quick change by the factory. These rapid changes affecting the 
workers and can be very stressful. To ensure human conditions for workers in the textile industry, 
International Labor Organization (ILO) (n.d.) have established fundamental guidelines to be followed. 

Carbon offsetting exemplified:  

Company AB is producing plastic components for 3D-printers. AB produces 300 metric tons of 
CO2 per year. They want to reduce their global footprint but can´t switch to green energy. AB 
instead invest in emission reducing projects that produces carbon offsets. When deployed AB 
receives credits that proves their offset, one credit reduces the CO2 level by one metric ton. AB 
bought 30 credits and thereby reduced the emission level by 30 metric tons. 
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Not all Asian countries follow ILO’s (n.d.) fundamental guidelines. Therefore, many Asian textile 
workers have poor working conditions, long working hours, low wages, lack of regular contracts and 
systemically hazardous conditions are often reported. 

2.3.2 Footprint  
According to David Palm (2011) we consumed 15 kg textile per capita and year. The emission for 
producing one kilogram of textile is according to Palm (2011) 15 kg of carbon dioxide. 15 kg textile 
per person in Sweden times 15 kg of carbon dioxide is 1 980 tons emitted carbon dioxide in total per 
year. In comparison; that much emission is equivalent with the yearly carbon dioxide emitted from 730 
000 cars. Beyond the emissions, the production of textile uses a lot of water and chemicals. 

The most common material in the textile industry is cotton. One kg of cotton needs up to 29 tons of 
water to be produced and processed according to Palm (2011). The water and chemical usage is lower 
when produced organic but just less than 1% of the cotton produced is organic according to 
Världsnaturfonden – WWF (2005). The cotton cultivation uses 11% of the worlds agriculture chemicals 
and in some areas, it has destroyed the water supply for the people living there (Världsnaturfonden - 
WWF, 2005). 

2.4 17 goals in sustainable development 
2015 United Nations (International Labour Organization, n.d.) put up a new development agenda, ”17 
goals in sustainable development” with the purpose to end poverty, hunger and reduce inequalities, 
make our planet cleaner, safer and more sustainable. All 17 goals are listed below:  
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2.5 Labels of certification  
To ensure customers that a product is fairly made there are labels which manufacturer can use as a 
certification. These labels can certify that organic materials are being used in the product, that a product 
meets some specific requirements in production or that the workers manufacturing the product have a 
decent life. There are labels certifying other properties also. Some well-known labels are Fairtrade, 
Svanen, Bra Miljöval and GOTS. These all have different criteria’s that the manufactures need to fulfill 
in order to use them on their products. Picture 2.2 shows a comparison between six labels being used. 
The criteria’s and the labels attitude against them are showed. 

Textilmärkningar

2015-09-28

Bra Miljöval Fiber 
och beredning

EU Ecolabel 
Ekologisk/ 

organic

GOTS * Oeko-Tex® 100 * Oeko-Tex® 
STeP

Svanen

Miljöhänsyn

Ekologisk odling Viss regleing 
finns

Viss regleing 
finns

Viss regleing 
finns

Förbud mot kemiska 
bekämpningsmedel

Ambition att 
minska 

förbrukning
Stängt begränsat Viss regleing 

finns

Varierande 
beroende på 

material

Förbud mot konstgödsel
Ambition att 

minska 
förbrukning

Regler för vatten-
användning och skydd

Förbud mot GMO-grödor

Förbud mot blekning Tillåtet med helt 
klorfria metoder

Tillåtet men 
regleras

Syrebaserad 
metod tillåten

Tillåtet med helt 
klorfria metoder

Krav på 
förpackningsmaterial

Får inte innehålla 
PVC Delvis Delvis Klorblekt plast ej 

tillåtet

Hälsa
Förbud mot användning av 
hälso- och miljöfarliga ämnen 
i tillverkningen

Vissa ämnen är 
förbjudna

Vissa ämnen är 
förbjudna

Vissa ämnen är 
förbjudna

Vissa ämnen är 
förbjudna

Kontroll av kemikalie-
användningen i tillverkningen

Till viss del

Förbud mot kemikalie-rester i 
den färdiga produkten

Begränsingar 
finns

Kvalitet
Krav på tvättäkthet, slitage, 
krympning, ljus- och 
färgbeständighet
Arbetsvillkor

Följer ILO:s 
kärnkonventioner

Regler för säker arbetsmiljö

Garanterar minimilön

Mer information om dessa märkningar och flera andra 
finns på: www.medvetenkonsumtion.se

* Oeko-Tex® har två certifieringar; 100 och STeP. 

        Grön markering innebär att märkningen uppfyller kriteriet. Om grön markering saknas innebär det att märkningen inte innefattar kriteriet.

         En kommentar innebär att märkningen uppfyller kriteriet till viss del. Med reservation för eventuella fel.

Figure 2. Comparison of labels 
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2.6 Charity 
In the report made by “Insamligskontroll” (Insamlingskontroll, 2015) it shows that the amount of money 
donated in Sweden have increased almost 100% in the last 10 years and 2015 we donated close to 20 
billion Skr to so called 90-account.  

 

Of the money donated, 44.8% came from the public, 34.1% from the government, 13.1% from different 
profitable organizations and 8.0% from companies. Insamlingskontroll (2015) lists the top 40 Swedish 
charity organizations with 90-account 2015. Among these, 28 organizations have a main focus on 
helping people.  

 

 

The general attitude towards donating money seems according to a survey done by FRII (FRII, 2016) 
be positive. People seems to have trust that the money they donate goes to the right purpose and that 
the money is being helpful. 

 

3 Theoretical background  
In this chapter facts about the background of industrial design engineering and a foundation for some 
relevant theories is presented. The content is considered during the idea development phase.  

3.1 Industrial Design Engineering 
Before the industrial revolution products were according to Johannesson, Persson and Pettersson (2013) 
produced mainly from craftsmanship. Then the customer could know the developer and an 
individualized product were easy to design. The person whom design the product were most likely the 
person crafting it.  

Money	Donated

From	Public From	Government From	Profitable	Organizations	 From	Companies

90-account is a label given by the Swedish Fundraising Control and ensures an ethical and 
non-profitable organization. There where 418 90-accounts registered 2015.  

 

Chart 1. Money donated among 90-account 2015 
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After the industrial revolution the contact between the customer and the manufacture disappeared. The 
production chain where divided in to parts where the designer or constructor not necessarily crafted the 
product themselves.  

1929 the Swedish Technology Association (STF) established a code of honor to help stance ethical 
problems among Swedish engineers. It contains ten statements, the first one includes Product 
development is according to Johannesson, Persson and Pettersson (2013) a relative new defined areas 
of study recognized in the early 2000s. Before this recognition, analysis was the main focus for 
engineering studies at Swedish universities.  

In the book Produktuveckling (Johannesson et al., 2013) the authors describes the importance of 
systematic and methodic to certify quality of a product development process. 

3.2 Critical theory used in critical design 
By giving people the ”critical theory” in a understandable, educational and normalized way. You give 
them the strength and the right tool to be able to reveal the flaws in a capitalist society, (Meade Dora, 
n.d.) says in the journal ” A Journal of Critical Theory and Practice”. 

Critical theory make people reflect and thought of critics towards the society and the culture by 
assigning knowledge in humanities and social sciences. 

3.3 Discursive Design 
Referred to the journal “Discursive Design: Beyond Purely Commercial Notions of Industrial and 
Product Design” by (Tharp & Tharp, n.d.), the main purpose of Discursive design is to emphasize 
discussion and express ideas. 

Discursive design is more the practical part of critical theory. Where you are able to apply and interpret 
the thoughts and ideas of critics in a design. Which in turn can create questions and a dialog at the 
customers, and in the long turn could generate a more conscious consumer.  

Bruce M, Tharp and Stephanie M, Tharp (n.d.) said that, ”This is where design rubs up most closely 
against art. Importantly, however, these are objects of utility, which are carriers of ideas; in order to be 
considered design rather than art, they function in the everyday world, but their discursive voice is what 
is most important and ultimately their reason for being.”  

The ”Indigestive plates” by Rafael Morgan is an example of discursive design. 
At room temperature the plate seems conventional, but when a dinner guest begins to finish their hot 
meal, they are confronted with a message such as: "Every day 16,000 children die of hunger-related 
causes." 

 Figure 3. Indigestive plates by Rafael Morgan 
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3.4 Agile development process 
The basic idea with an agile development process is that it’s custom made to a always changing world, 
it means that the rules are never constant. The process are more a set of values, attitudes and principles 
then it is a method. An agile development process is always incremental and iterative. When it’s not 
possible to determine a project plan in advance you can use an agile process. The idea is to plan as the 
project progresses and the result are shown as (Johannesson et al., 2013) says in the book “Produkt 
Utveckling, effektiva metoder för konstruktion och design”. 

In detail, the process is a value driven and user-centered approach. It means that you complete small 
portions of work before you continue. By the result from the previous part you are able to deliver 
something and get a better aim for the next part. The idea is to start work with the high priority parts, 
which will generate in an efficient and high-quality work. 

3.5 Iterative development process 
Johannesson, Jan-Gunnar Persson and Dennis Pettersson (2013, p. 72) says that, it’s rare to end up with 
a final solution from specified requirements. Usually it’s a “trial and error” process. If you are aware of 
this you can speed up the process by iterating it. This is a Iterative development process. Looping it 
with “trial and error”.  

 

4 Method  
When starting the project, a framing question was initially asked. How can we make costumers more 
aware? “Aware” is referring to consumption behavior and consumer’s attitude to purchase organic, 
ethical or/and nature and human friendly products. This was the starting point and the goal was to be 
able to answer the question when done with the project. This question can be reflected throughout the 
project.  

4.1 Process 
In order to answer the framing question, we wanted to work with a flexible process because we were 
not sure in which context the question would be answered. The agile philosophy provides a flexible 
way to work and gives the users possibility to change the process in the making (Johannesson et al., 
2013). The agile way to work is also according to (“Agile Sweden,” n.d.) and (Mier, 2014) focused on 
user centered development. This two factors fitted our visions and we choice to work partly with the 
agile way. Agile processes can mainly be found among software developers but are also used when 
developing firmware and hardware. It exists defined methods for working agile, a method worthy of 
mentioning is the commonly used method Scrum. Scrum is based on the agile manifesto (Beck, Beedle, 
& Dave, 2001) which is the base of the Agile philosophy, it uses according to James (n.d.) iterations 
called “sprints” where a shippable product is made every “sprint”. In the end of every “sprint” which 
are usually three weeks, the developed product is presented to the customer whom gives feedback. We 
have not been using Scrum by its definition, just taken inspiration and ideas from it.  

The flexibility with Agile was an important factor that led us to work with it, but in order to make the 
most out of the ten weeks of projecting we designed a Gantt schedule which we were allowed to change 
cause to inputs from the Agile process. While doing Benchmarking under the Content immersion phase 
we realized that we have to collect information all through the project, not just during the Benchmarking 
phase – cause to that we adjusted the schedule. In the Content immersion phase we gathered relevant 
information by scanning the web for articles containing facts about different certification stamps in 
fields like organic material, human rights in production, nature conservation and animal protection. We 
looked at how companies uses these stamps and what´s the outcome when they do. In this phase we 
also went through a model for defining our self as a group and constructed a survey for determine a 
target group.  
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To gather information, we mainly used the web scanning for articles through search engines like Google 
and Google Scholar and databases provided by LTU.  

The overall process can be illustrated by two blocks. In the first block we worked towards our initial 
idea to design a collection of clothes. In block two we focused on designing a model which when used 
would produce the same clothes we initially had started to develop in the first block.  

 
Figure 4. The process illustrated by blocks.  

 

4.2 Project planning 
The project started with a planning phase where the ten weeks to come carefully was looked at and 
planned. In order to create a reasonable precise schedule that early in the project a brainstorming process 
was at place. The goal was to give us a better understanding for the project and for us to really give all 
the steps a good thought. We summed up the result of the brainstorming and created a Gantt schedule.  

The method brainstorming was chosen for its simplicity, we wanted to generate a lot of relevant material 
in a short period of time. By using a Gantt-schedule we got a visual overview of the phases and ability 
to easy adjust the content. That in combination with our familiarity with using this kind of schedule 
made it a good alternative. We chose to use an agile iterative process for the project, so the schedule 
was not made to be followed completely just deliverer guidelines and provide a visual overview. 

This early on in the project a lot of unrooted ideas appeared, it could be big ideas about structural 
changes or small about appointments or meetings with our supervisor. All ideas were collected and 
written down in a shared document, it was important that none of the ideas were neglected. With the 
document at set and a very well thought through schedule a project plan was created, it contained 
information about the project to come. The purpose with the project plan was to give our supervisor and 
ourselves a clear picture of our intent for the project.  

4.3 Context immersion 
To collect relevant and trustworthy material is a process that takes time and effort but is yet so important. 
We put a lot of energy searching information that would benefit us and help the process. Our main 
source of information came from searching the web for articles, webpages and social media. Some 
frequently used keywords when searching was: ”label of certification”, “agile”, “discursive design”, 
“provocative design”, “aware”, “awareness”, “model” 

4.3.1 Benchmarking 
The next step was to collect relevant information in fields of interest. We wanted to examine fields 
which we thought was going to be important so the benchmarking process started with research around 
organic and ethical production.  
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We looked at why it´s important with sustainable production, both from a global and an individual 
perspective. Further on we focused on getting a firm base of knowledge’s around stamps being used to 
certify sustainability. Mainly in form of stamps for organic materials being used, stamps which secure 
human rights and stamps that looks to prevent animals and nature abuse. We didn’t use a specific 
method while searching for information but we had a constant dialog between us which helped the 
process. During this planned phase of benchmarking we realized that we´re going to need to gather 
information along with the project. This shows a good example of how the Gantt-schedule is combined 
with the agile process, by getting guidelines from the schedule then auditing based on conclusions from 
the process.  

4.3.2 Business Model Canvas 
The flexibility has mainly been a good attribute but in the early stages of the project was it more of an 
obstacle, we had difficulties with defining the coming process and we didn’t saw a clear path. A way to 
define us was to use a model called Business Model Canvas which has the specific purpose to define 
companies in their early stages. 

 
Figure 5. The Business Model Canvas 

We answered all nine questions and had a meeting with business developer professional Lisa Braafnäs 
who helped us to interpret our answers and gave us some guidelines for the proceeding work.  

In conjunction with the meeting with Lisa four key values was established. We wanted to rank these 
key values based on their importance for our target market. This was relevant in order for us to make 
the right decisions later in the process and to see where we should put our effort and time.  

4.3.3 Survey 
At this point we hadn’t decided a target market nor a target group. We wanted to select a group that 
wasn’t to aware but not to ignorant (in this context). The all too aware would be a relative easy group 
to target but our vision are to educate people. The very aware already have the knowledge we want to 
deliver and the very ignorant are in this stage too difficult to target.  
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When speaking about “aware” and “awareness” we refer to the actions of an individuals. Some actions 
can be interpreted as more or less aware. 

With help from Lisa and our supervisor Jörgen a survey was created. The survey was made to define a 
target group with which we could work towards throughout the project. It was of great value and high 
relevance that we as early as possible started to work towards it. The target group where defined by 
some variables implemented in the survey. The survey also included questions which revealed some 
thought and behavior among the target group. We created the survey in Google Forums and spread it 
through social media, mainly through Facebook. When we received enough material to consider the 
survey a valid quantitative research we started to examine the answers. A system which graded the 
participant’s awareness based on their answers was implemented.  

4.4 Literature study 
When gathering information, internet where the main source of content. By using Google and reading 
on webpages about new areas of interest a base of knowledge where embraced. Thereafter reliable fact 
was collected through a various different search engines and databases. One databased used frequently 
was Google scholar which contains published work in different shapes and qualities.  

When finding information in Google scholar we had to be careful not to blindly trust what was written 
but find the origin source for the information. In general, we always tried to find the origin of the 
information.  

When researching about companies and their way of working with related problems as us, finding raw 
fact and other areas where a lot of articles is not written nowadays we looked at webpages and 
newspapers online.   

4.5 Idea development 
When done with the benchmarking the project continued with some more creative phases starting with 
Idea developing. This phase included many hour of different kind of brainstorming, brains writing and 
brain drawing sessions.  

The overall goal was to generate as many ideas as possible of how our vision could be concretize, use 
these ideas to create concepts and move to the next phase. We didn’t know which result to expect but 
we had a predetermined way to work – to exemplify with fictive clothes.   

The four recently produced cornerstones acted as a foundation throughout this phase. Especially the 
fourth cornerstone came to be important because a lot of the ideas generated focused on solving the 
issue of how to implement the problem area in the design.  

Initially; ideas which popped up but were not documented during the previous phase where collected 
and written down. They were discussed and we reflected the outcome. These ideas included both design 
and marketing aspects. 

 

We proceeded with the physical design of the product, a moodboard and an associated playlist with 
music was created. They were used as tools so the design would follow the same attribute. Two problem 
areas where chosen, we wanted divergence so we chose one problem through a small organization and 
one through a bigger organization. Focus lied on form, print and patterns when designing. 

The plan was for the coming idea generation first to brainstorm around the physical product 
and then the marketing with a specific problem in focus. Merge the two and create a concept. 
Then iterate with a different problem of focus to create another concept then evaluate the 
result. 
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 David focused on the form and Pontus on the print and patterns. The purpose was to include their 
problem in the design as the fourth cornerstone suggests. 

The process started with an individual brainstorming session followed by a brain drawing session 
together. Focus at this stage was on the bigger organization and its problem. The individual session was 
important in order for us to get ourselves into the right mindset and express ourselves individually 
without any boundaries. A thorough discussion followed after every session, we were careful about not 
giving any criticism at this point. 

 
Figure 6. Brain drawing around form and print 

Before starting brainstorming around the marketing we realized that a lot of the output focused on 
educating the consumer. We took this seriously and organized a meeting with our supervisor to discuss 
the matter. Together we established a new cornerstone. At this stage an idea of a more generalized result 
was brought up. 

With a fifth cornerstone and the new idea for the final result the proceeded work changed character. We 
no longer emanated to create a fictive collection of clothes. Now; with the same goal and firming 
question we started working towards creating a model which can be used to create the same clothes we 
previously had started to design. The Agile way of working allowed us to a rapid change.  

A sketch of a generalized model was created, it was symbolized through a tree. This was done by 
mapping the previous work and summarize it. In order to satisfy the fifth cornerstone, ideas of how to 
educate the customer was needed. A brain writing session was done with the purpose to generate ideas 
of how consumers could be educated through the design.  

 and how we could educate them through the design, reached. These sessions didn´t focus on any 
“problem” but were general. The theory of Discursive Design became an important matter at this stage. 

4.6 Concept development 
Next step in the development process was to optimize the concept. The model as a whole was already 
established but some properties had to be developed. The model could be compared with a black box 
where the input contains of a vision and a target group and the output of a sustainable product which 
help a specific problem and educates the consumer.  

We started the concept development phase with a brain writing session combined with research around 
ethical production. The same process was done with organic production. This gave us better insight in 
these areas which are vital for the model.  
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The fifth cornerstone was implemented in the model, this by creating a new branch. An updated model 
was design at this point. The design differed in branches but the tree trunk stayed the same. 

The tree design seemed reasonable and pedagogic when first created, but along with the development 
process a timeline was requested. The tree design didn’t enable a timeline so the model had to be 
redesigned. The frame for the redesigned model was created at first. No method was applied at this 
stage, the model was produced with help from the previous model and discussion. The new model was 
divided into two parts to make it more pedagogic. The first part focused on the four cornerstones and 
second part focused on the fifth. 

During an earlier brain writing session, some attributes where brought up regarding the product design. 
The attributes where about how to educate not only through the product itself but also with the 
packaging and enclosed products.  

4.7 Detail development 
In the detail development process, we discussed how we could simplify the model and make it even 
more educational. By implementing labels in the production stage this made sure that both ethical and 
organic production where thought through during the production phase. This also works as guidelines 
when the user is about to choose labels and makes it easier to use the model. 

4.8 Credibility 
The purpose with the model is to make consumer more aware in order for them to make smarter 
decisions when consuming. To evaluate if the model creates more aware consumers one has to do 
qualitative or/and quantitative research among the users of the model and among the people buying the 
output of the model. When evaluating it´s essential to have an idea of what “aware” means in the 
context. When we measured awareness in this project we have done so by analyzing the behavior among 
individuals. “Being aware” and “knowing”, needs to be separated, aware refers to a behavior which is 
a cause of knowing. 

In the survey which can be found as an appendix we measured the awareness of the applicants. 
Awareness is not defined in a scientifically way, so when measuring it we put up our own definition; If 
you start to think, reflect or discuss about it and act when being informed is to be aware. The opposite 
would be to receive information but you don’t think, reflect, discuss or act cause of the information.  
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5 Result and analysis 
When started the project we didn´t know which result to expect. By defining the initial framing question 
the process became more concrete. In this chapter the result of the work done is presented. This chapter 
follows the same process as Methods and gives an insight of every discovery and conclusion made 
along the project.  

5.1 Planning 
The result of the initial planning phase was a Gantt schedule which is presented in picture 6.  

 
Figure 7. Gantt schedule 

5.2 Context immersion 
Collecting relevant and trustworthy information is a very important matter. As explained in the previous 
chapter we did this with different kind of methods, mainly through browsing different databases, 
reading books and with a survey. The concrete result of the context immersion can be found under the 
headlines 3 Theoretical background and 2 Context.  

When gathering information for Contex quite disturbing facts and predictions were found. The clothing 
industry is a big industry and affects a lot of people, if it´s not managed in a sustainable way big 
damaged can be caused. One conclusion is that some things really have to change in the production of 
clothes in order to secure a safe future and wellbeing for people directly and indirectly affected.  

5.2.1 Business model canvas 
The Business model canvas helped us to define ourselves as a working team and forced us to think 
deeply about what we want to accomplice and how to reach where we´re aiming. The main result from 
the Business model canvas was four key values which we call cornerstones. These cornerstones reflect 
our vision and became the foundation of the final result. They are what we believe the most important 
parameters to create a more sustainable consumption. The cornerstones: 

• Organic production 
• Ethical production 
• Carbon offsetting 
• Helping a specific area of problem 
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The two cornerstones which effects the production are there to provide value to the costumer but 
foremost act as catalyzer by reducing the usage of chemicals and water, to favor human rights and 
contributing to a more sustainable production.  

Carbon offsetting act as a tool to reduce the global footprint for the production. By buying offsets 
companies can reduce their greenhouse gas emissions.  

The cornerstone “Helping a specific area of problem” is an innovative way of helping people in need, 
illuminate their problem at the same time as consuming clothes as normal. By designing the product 
and marketing with inspiration taken from the problem area and donating an amount of the revenue to 
that same area of interest this can be possible. 

At this stage we discussed that if a product has all of these properties and it´s designed to meet the 
consumers design demand the consumption of clothes would be more sustainable.  

5.2.2 Survey 
530 persons answered the survey. We could from the answers define a target group which in our case 
where females and males between 20 and 30 years whom are “aware”. The awareness of the target 
group is not super high nor at zero, it contains “semi aware” individuals whom today tries to live more 
sustainable. This target group where chosen because their awareness provides a niche for sustainable 
products which our focus lies. We asked the participants to rank some properties included our 
cornerstones by importance when buying clothes. The target group thought that design was the most 
important aspect when buying clothes. The second most important aspect was in which way the product 
is produced. The third most important aspect was if the company behind the product buys carbon offsets 
in order to reduce their global footprint, and the fourth most important aspect was that the company 
behind the product donates money to charity.  

The survey evaluated where the participants foremost wanted to donate money if they were to donate 
10 000 Skr. The answers included many of the biggest and most well-known organizations like Röda 
korset, Amnesty International, Rädda barnen and WWF. When summarized the majority of the answers 
from the target group wanted to donate their money to help people and more specific children.  

5.3 The developing process 
In the beginning of this phase ideas which had been constructed during the previous phase but never 
written down where brought up. Those where mostly wide spread concepts with the design in focus.  

The two areas we chose to work towards was the organization Vaggan who in relation to the other 
organization is small. The “problem” is an orphanage in Latvia for disable children which needs money 
to build a playground. The bigger organization was SOS Barnbyar and the problem is the right for girls 
to go to school in Naples.  

The fifth cornerstone  

• Educating through design and marketing  

was a result of the early stages of the idea development. Through the product and marketing design this 
cornerstone ties up all the other. By designing the product and marketing so it will catch people’s 
attention, messages can be exposed. In our case the message has the purpose to educate both the 
consumer and people in its surroundings. The subject of education was at this stage not decided but we 
discussed that is should focus on the specific area of interest, the production, human rights or carbon 
offsetting. In this period first generalized model where created. It´s sketched like tree and is presented 
in figure 7 with branches in the form of our cornerstones. The fifth cornerstone was at this stage just 
thought out and not included in the sketch.  
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Figure 8. Model 1 

When brain writing around the subject of how the customers could be reached and in which way the 
design could educate, some interesting subjects was brought up.  

Educating through the design can be done in various ways, the brain writing gave us some ideas. It can 
be done by simply writing a text on a t-shirt – we called this direct information. It could be done by 
an enclosed product, through the design of the package, by letting the consumer interact with the 
product or package. Educating could also be done through the marketing and feedback delivered to the 
customer.  

In order to reach the consumer and the people in its surroundings we had another brain drawing session. 
It resulted in some ideas of how that could be done through the product design. It could be done by 
asking a question to the involved, by provocation, by creating a feeling or take advantages of a 
feeling.  

After another brainstorming and some discussion a more developed model; model 2, was created. It is 
shown in figure 8 and have some changes compared to the previous. One big change is that it includes 
the fifth cornerstone. 
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Figure 9. Model 2 

In model 2 it states that a target group should be established before usage. The two branches which 
includes the production is more concrete and includes some guidelines for a sustainable production. 

In figure 9 model 3 is shown. Model 3 has a more pedagogic design and are more user friendly. The 
first part creates a foundation for a sustainable production which the second part builds the product 
around.  
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Figure 10. Model 3 

Interaction and feedback are shown in the end of the timeline. The purpose is to encourages 
improvements of the concept by asking questions to the user. “It’s possible to redesign the concept so 
the consumer interacted with it?”, “is any feedback provided to the consumer?”.  

Some attributes retrieved from an earlier brainstorming session is implemented in the product design in 
the second part. The attributes acts as a tool for the user when designing the product. 

5.4 Detail development  
By adding a percentage on how much of the final concept generated in Part Two should educate, in the 
different subjects within Part One. It was possible to aim the final concept against the education in 
production, carbon offsetting or/and the selected problem. No matter how the percentage was, the end 
consumer would be educated and become more aware.  

The different percentages are; 
A, 15% focus on production, 80% focus on the problem and 5% focus on carbon offsetting.  
B, 80% focus on production, 5% focus on the problem and 15% focus on carbon offsetting.  
C, 5% focus on production, 15% focus on the problem and 80% focus on the carbon offsetting.  

The idea is to choose between A, B or/and C and generate ideas with one goal and one attribute. The 
goals are; to create a question, give direct information or create a feeling. The attributes are; to reach 
the goal through the shape in the product, print on the product, the supplied product or/and the 
packaging. On this basis, we created method 1 and 2.  
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Method_1:  
- Generate ideas with 100% focus on each part (problem, carbon offsetting or production) at a time, 
when generating also think of how to reach the costumer and in what way. The picture below describes 
one iteration loop, with focus on creating questions (goal) on the selected problem with using the shape 
(attribute) of the product. Then merge the concepts generated into one final concept that should contain 
and express the same amount of every part as the percentage used. 

 

Method_2:  
- Before follow through with the idea generation, determine your own goals on how to reach the end 
costumer (e.g. through creating questions, direct info etc.). This method is more flexible and show 
respect to, if the user doesn’t want to transact the whole iteration process as in method 1. E.g. If you 
already know a lot about the final product but still want to develop it. 

Both will create to many iterations and are not practical to use in a product development process. No 
matter the percentage chosen, the same result could be reached if the selected problem would be in the 
area of one of the stages in Part One.  

In Part One the production phase is split into organic and ethical production, we decided to merges these 
two parts into one. This will make it easier for the user to focus during the idea generation. By adding 
stamps/organization into the production part, this makes it possible to aim for a stamp from the hole 
beginning in the product development. 

5.5 Final result  
The outcome from the detail developing phase is our final result. It´s a model containing two main 
processes and a timeline which can be used when wanting to product develop sustainable clothes. The 
model helps the user produce concepts through iteration with different focuses. It can be used 
independently or as a complement in a product developing process. The model is optimized for 
designing clothes but could also be used for inspiration when designing other types of products. When 
used correctly, the concepts generated will have a sustainable production and provide economical help 
to a social problem of chose. It will spread awareness around the problem and educate through the 
design. The model also encourages the user to buy carbon offsetting to reduce their emissions.  

Before using the model, a target group should be determined and some insights of the target groups will 
be needed. 

The model is divided in to two parts. Part One creates a base for a sustainable production while Part 
Two generates the product itself. Part Two can be iterated several times with various outputs cause by 
different focuses. Part Two starts with the product design and the marketing design which are merged 
into a concept. Each iterations focus on a specific area in the product design. The model then encourages 
the user to evaluate the concept.  
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The evaluation goes through three steps, Feedback, Creates Needs and Interaction. Feedback asks the 
user to look at the concept and see if it gives any feedback to the consumer. Creates Needs simply 
reminds the user to think about the consumer’s needs and evaluate if they are fulfilled. Interaction ask 
the user if the product can be modified to enable some interaction, this can be good when education.   

5.5.1. Target group 
It´s important to have chosen a target group before starting. When deciding it, it´s beneficial to get an 
indication of their willingness to donate money, how “aware” they are and their preferable location for 
the donated money. Another approach could be that the location for the donated money is decided 
before the target group. 

5.5.2 Part One 
In Part One the base for a sustainable production is being produced. It contains three parts which should 
be worked through, Charity, Carbon Offsetting and Production.  

5.5.2.1	Charity	
In this step a location for the donated money will be chosen. This location is important and should 
contribute to solve a social problem anywhere in the world. The problem is the source of inspiration for 
product design and educating features in it. The location can be found through an organization or with 
an own initiative. We recommend to choose an organization that have a “90-konto”.  

5.5.2.2	Carbon	offsetting	
By using carbon offsetting the global footprint of the production can be reduced. Carbon offsetting is a 
tool, not a solution for a fully sustainable production. There are different types of carbon offsetting, 
chose the one which meet your requirements the most.  

5.5.2.3	Production	
A label of certification is important to secure sustainability within the production. There are many 
different kind of labels used by companies all over the world. The labels have as the general purpose to 
ensure organic production, fair conditions for workers and is also attractive sales argument among 
retailers. 
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To be able to use a specific label some requirements need to be fulfilled. A tool for choosing labels is 
included in the model. This tool enables the user to either choose the label or wished requirements first. 
Below an example of how it works is presented.  

In figure 3 the labels are presented to the right and the requirements to the left. The label “Svanen” is 
checked. By checking the label first, the requirements needed to fulfill the label will be checked to the 
right (there are more requirements to fulfill in order to get the label Svanen, but they are not shown in 
the picture).  

The requirement can also be checked first and then see which labels they fulfill. When checking the 
requirements first and the user have checked requirement boxes as below, but not ”organic farming” 
e.g. The “organic farming” check box will be highlighted as an indication that “if you check this box as 
well you will get Svanen label”.  

 

 
Figure 12. Label tool 

 

5.5.3 Part Two  
Part Two is where the product development takes place. When arriving to Part Two the “problem”, how 
to carbon offset and the terms for the production should already been decided.  

The purpose of Part Two is to generate plenty of ideas and create concepts which after detail 
development will result in a final product. The final product and therefore the concepts have the purpose 
to educate the consumer through the design. To enable an educating product some focus areas have 
been established in the model. These areas are shown in figure 9 and should be considered; but the user 
is welcome to use other areas as well. The focus areas should be treated as figure 9 illustrates, by 
choosing a goal for the design and then an attribute. In figure 9 the goal is to Create a question with the 
attribute Shape. This should be interpreted: “How can we create a question through the shape of the 
product?”.  
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Figure 13. Part Two 

When brainstorming with help from the focus areas, ideas for the design is generated. This can be done 
with all the focus areas listed in figure 9. They can be combined in 36 ways. The recommendations are 
not to iterate 36 times, but it´s important to create plenty of ideas in this stage. When enough ideas have 
been generated they some concepts should be created. Each of these concepts should then be evaluated 
around three main subjects: Feedback, Create Needs and Interaction. The purpose of evaluating is to 
get the user to think about these subjects and if necessary change some attributes in the concept.  

With Feedback the user is encouraged to investigate the concept and evaluate if the consumer of the 
concept would get any feedback. The feedback can regard all the subjects in Part One, for example: Is 
the consumer getting any update on how the donated money is helping the problem area? 

Create Needs simply reminds the user to think about the consumers’ needs and evaluate if they are 
fulfilled. Possibly some research regarding the customers’ needs was done before using the model. 

Interaction challenges the user investigate if some interaction features can be put in the concept. This 
can include both the product itself and the marketing. This can be important when educating. 
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6 Discussion 
The project started with a vision to change the consuming behavior among clothes consumers around 
the world. When we started the project, we had an idea of how that could be done. By making it easier 
for the costumer to find the sustainable clothes, inform them about the consequences depending on the 
choice, by designing a kind of clothes which would be designed around a social issue and good looking. 
We planned to create fictive clothes and present them as our final result. As the project went on we 
realized that, by making a model which can be used by others then just us the impact of the sustainable 
clothes would be greater and we could reach far more people. 
 
We worked by the Agile way which allowed us to make quick changes. An Agile also made it possible 
to work without knowing how every phase would develop and what result we would get from it. By 
working in this way, we could set new milestones on the way whom where based on the previous result. 
This kind of working strategy provided a lot of flexibility, that was often in our favor when we needed 
to change some aspects of the project like the final result. This contributed to a lot of discussion whether 
how we are going to do and why in the next phase, which required a lot of energy from the group and 
in some aspects may be ineffective. With this argument, it would be more practical to work with a 
stricter model, where the next stages always where more or less planed in advance. All the advantages 
and disadvantages mentioned with an Agile approach. Is something we want to highlight, and others to 
consider before choosing project strategy. It has been very instructive to work in an agile way 
throughout the project. 
 
The relevance of projects like this with goals to reduce emissions and benefit human rights, is in our 
opinion very big. The emissions around the world have to be reduced and we have to take better care 
of the people manufacturing our clothes. As written in 2.3.2 the consumption of textiles in Sweden 
alone produced 1980 tons of carbon dioxide in 2010. That’s 15 kilos of textile per person and year. Our 
model can make a change in this matter, by designing clothes according to the model the emission can 
get reduced. 
 
We haven’t tried if our model is capable to do what we argue for. To change the behavior of a costumer 
or create awareness. This is an important thing to do and we know it is crucial. But this is something 
we knew we couldn’t add into a 10 weeks’ project, whit the outcome if a high valid and credible result. 
We felt the project was still worth doing because, you got to begin somewhere of you want to change 
something. By working in an Agile way and not continue to the next phase without collect results, 
analyze and see what should be done. With, “should be done” we mean that we always discussed during 
the analyzing part and concluded what should be done, based on argument and links to previous result. 
Even if it´s not clear that we always had a red line, this is how we worked. It was hard to always 
document the discussions and conclusions during the 10 weeks. This is something that makes the project 
less valid as an Industrial design project. 
  

Marketing is not mentioned in the final result but is a part of the model. It´s important to use 
marketing and it can be a very effective tool. We as industrial design engineers have the 
knowledge of the importance of marketing but have not focused on it in this project. Marketing 
should nevertheless be included in the concepts which the model generates.     
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7 Conclusion 
The model will work as a tool when designing sustainable clothes. We don´t know how well it will 
work. What we do know is that the model forces the user to do some research around sustainability and 
some problem of choice. If the model wouldn’t work as expected and not produce the types of clothes 
we aimed for, it will at least have educated the user. The model will probably be used when the goal is 
for an organization to reduce their emissions and/or try to earn a market share. So when using the model, 
the users are already prepared for some changes and are ready to change some properties of their 
existing process. This benefits the impact of the model.  

For continued work we recommend to validate the hypothetical result mentioned in the report. This 
could be done by letting established companies work with the model or by using the model and follow 
up the costumer behaviors during a period of time. The model can also be developed in a way to make 
it become more general, so it could fit any product not only clothes. 
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Konsumentvanor
Till examensarbete, David Sundvall och Pontus Åberg.

 
Nedan följer frågor och påståenden, svara på dem efter bästa förmåga. Enkäten tar ungefär fem minuter 
och hjälper oss väldigt mycket, tack för att du deltar!

1. Ange ditt kön.
Markera endast en oval.

 Kvinna

 Man

 Övrigt: 

2. Ange din ålder.

3. Ange din huvudsakliga sysselsättning.
Markera endast en oval.

 Studerande

 Deltidsjobb

 Heltidsjobb

 Pensionär

 Arbetssökande

 Övrigt: 

4. Vad är din månadsinkomst före skatt.
Markera endast en oval.

 0 kr  11 999 kr

 12 000 kr  19 999 kr

 20 000 kr  29999 kr

 30 000 kr  39 999 kr

 Över 40 000 kr

 Övrigt: 

5. Vad är din högsta avslutade utbildning?
Markera endast en oval.

 Grundskola, folkskola, realskola eller liknande

 Gymnasieutbildning

 Universitets eller högskoleutbildning



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 


