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The Circular Journeys Exploration Pack
is part of the Use2Use Design Toolkit
created by Dr. Anneli Selvefors and Dr.
Oskar Rexfelt at Chalmers University of
Technology. The toolkit includes five
mind-expanding packs designed to
boost product circularity. They aid
development of products and services
for circular consumption processes.

Learn more about the toolkit and how to
design for Use2Use at www.use2use.se.

The development of the Use2Use Design Toolkit was funded by the
Kamprad Family Foundation and Chalmers University of Technology.
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CIRCULAR
JOURNEYS
EXPLORATION
PACK

helps you to chart circular
consumption processes

A USE2USE DESIGN TOOL




HOW TO USE THE CIRCULAR JOURNEYS EXPLORATION PACK

The Circular Journeys Exploration Pack can be used in different ways and for different purposes depending on what is
relevant. This guide only describes the basics of charting a consumption journey so feel free to explore how you can make
use of the tool in a way that suits your needs.

GETTING STARTED

Decide what you want to chart. If you want to chart an authentic process for one individual, you simply map what actually
happened. But if you're charting something more generic, you'll need to define it a bit to make it doable. For instance,
charting “renting a product” would be too tricky to map due to all the non-specifics, but “renting a car from a hire firm’, or

“selling something on eBay” would be easier and more meaningful.

It is also good to decide what parts of the consumption process you want to chart. Even if products are generally obtained,
used and cleared, it may be meaningful for you to map just the clearance phase of the process. You can also decide
whether to chart the process of a single user, or two subsequent users. For instance, if you were charting “renting a car from
a hire firm”, it might be meaningful to chart the whole process for a single user. However, if you wanted to chart “selling

something on eBay’, you could chart both the seller’s process and how it links to the buyer's process.

CHARTING JOURNEYS

The process to chart consumption journeys involves three main steps. Start by laying out any relevant hexagonal activity
pieces so that they form the backbone of the consumption process you're charting. The activity pieces can be grouped into
the three main phdses of consumption, i.e. ob’roinmen’r, use, and c|eoronce, using the connectors to emphosise the three
phases. If processes leading to disposal or recycling is charted, an additional piece can be used to emphasise this. The
pieces are charted with an imagined time-line to describe the consumption process over time. Activities that are carried out

in parallel can be placed above/below each other and you can also use the iteration pieces to highlight iterative activities.

Step 2 involves describing specific actions that people carry out as part of their main consumption activities. Use the
triangular action thinking notes to describe in more detail what actions the activities entail. You can choose whether to chart
all hexagons first and then all triangles, or whether you want to chart them in parallel. Actions relevant to pinpoint are
actions that in different ways are significant to people and their consumption processes. For example, actions that require
a lot of effort or time, are difficult, boring or inconvenient, or bring about particular experiences are important to identify.

The examples on the backside of the activity pieces can be used as inspiration.

In parallel with Step 2, or when the full process is charted, identify the main decision points and discuss people’s experiences
during the process. Use the decision thinking notes to describe decisions with major impact on the process and subsequent
activities. Use the experience thinking notes to describe any experiences that are significantly positive and/or negative.
Experiences that occur frequently and/or have drastic consequences may be deemed significant experiences. For instance,

people’s concerns and dislike of certain practicalities, or their pleasure and sense of achievement.

WRAPPING UP

Discuss and document your main insigh’rs. These migh’r include the most difficult or boring actions in the process, the most
important decisions, or the significant experiences. Based on this, identify important design challenges to address in future

designs.

CHARTING JOURNEYS - AN EXAMPLE

The example below illustrates the three main steps of charﬁng a consumption journey. Charﬁng how a fypicc:/

consumer buys and sells furniture on the second-hand market might look like this:

Step 1:
Chart the backbone of the

consumption process using:

Iteration
@ . ! Connectors
pieces

ISVHd 3sn
CLEARANCE PHASE

%
A o : ~® @ .
“Ropuct PRopuct ° & @
Step 2:
Describe the charted activities Action
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Step 3:

Describe the main decisions and o )

positive and/or negative experiences Decision Experience
throughout the process using thinking notes thinking notes
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