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IN OUR PROJECT WE WANT TO VISUALIZE A PLATFORM WHERE DESIGNERS 
AND END-USERS CAN COLLABORATE IN THE CREATION OF THEIR PROD-
UCTS. BY USING RECYCLED MATERIALS AND DEMOCRATIZING PRODUCTION 
METHODS, SUCH AS 3D PRINTING, WE CAN PRODUCE PERSONALIZED AND 
UNIQUE PRODUCTS LOCALLY, WITH AND FOR THE END-USER. 

3D printing is currently being praised in the popu-
lar press as a revolutionary new technology and it is 
portrayed as a machine that can make anything! Our 
project began with exploring the future possibilities 
and consequences of this technology. We found that 
there are a wide range of possibilities in 3D printing 
to make production more sustainable but in general 
it is not optimal for mass production. What makes 
most sense is to produce locally, on a small scale, 
enabling customization of products. Regardless of 
the hype around 3D-printing it is still just a tool and 
what comes out of it depends on who sits behind the 
computer. So what happens when this technology 
moves to the desktop of regular consumers?

The Internet has made sharing digital information 
and knowledge into a cultural norm. Downloading, 
hacking, mashing and uploading are activities that 
have been mainstream in digital media forms such as 
music, photography and software. These practices 
are moving into the world of physical objects now 
that digital fabrication tools like 3D printing are be-
coming more accessible. How can designers adapt 
to these changes?

The consumer is evolving and people are increasing-
ly seeking individualized experiences tailored to their 
specific needs. As the publics concern about the or-
igin of material and manufacturing methods continue 
to rise, the popularity of alternative methods contrary 
to mass-production is increasing. In industry there 
is a notable shift towards individualized consumer-
ism. When the system of production and distribution 
change, design inevitably has to follow. 

We see tendencies moving toward democratizing the 
design process, questioning the traditional roles of 
the designer as sole expert and creator and the con-
sumer as a passive recipient. The developments in 
design are taking on a more collaborative approach 
where the different roles interact instead of being 
linear. 

Malmö Upcycling Service is a platform where we 
can make technology and traditionally closed pro-
duction tools available to the general public with a 
goal to raise interest in how things are made. The 
key is participation, where users contribute with their 
skills and creativity and in return get personalized 
products which have a higher emotional value than 
regular, anonymous, mass-produced products.

The “knitting table” is the outcome of a trial run of 
this concept where we worked with end-user and 
co-creator Liv who needed a side board to place 
next to her arm chair where she knits, reads and 
drinks her tea. The table design is based on recy-
cled objects obtained at local recycling stations and 
flea markets consisting of an old marble table top, a 
wooden chair and a lamp shade fused together with 
3D printed joints.  

This is just an example of how we can work with de-
sign in new ways. The outcome might not be signif-
icant to many but sometimes a furniture is simply a 
vehicle to give users a greater degree of indepen-
dence. 
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