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ABSTRACT

 Designers are capable of  so much; many successful compa-
nies rely on their work, so many people get help, find entertainment, 
seek jobs, and get their issues fixed through what designers do. De-
signers are here to find solutions to the world’s and the people’s 
problems. However, our world’s most significant issues might be 
coming from those same hands. Designers are used to moral obliga-
tions. Still, design without additional ethical questioning should not 
exist. It is prone to being or becoming a harm to the people, society, 
and the environment that it is supposed to serve. This research aims 
to tackle this problem and explore how design and ethics are closely 
tied together and how interaction designers can be more ethical in 
their practice. Existing research on this topic includes research on 
different stages of  design and how the design process can become 
more sequential following ethical dilemmas, how different teaching 
and hiring methods can be implemented to obtain a more ethics-ori-
ented market, what pushes designers to make unethical decisions, 
and different templates and methodologies for pursuing a moral 
code for design. This research would directly align with the exist-
ing state of  research; it would explore what ethics means and how 
it relates to design, how designers are taught, and how they work, 
and it would go deeper into how the design process can get better 
with ethical practice. The area of  interaction design will be exten-
sively explored with more up-to-date data and research since it is an 
evolving matter. Literature analysis will be the main source. Under-
standing how design and ethics are connected plays a crucial role in 
tackling this issue and establishing that this connection is there and 
dire. Different types of  examples from the industry, establishing a 
spectrum of  what makes certain design decisions unethical, will be 
shown. As a result, this research goals to establish a profound con-
nection between the material topic of  design and the abstract topic 
of  ethics and to prove that ethics is an area that designers need to fo-
cus on more. Critical ethical consideration is the point every design 
should start from. As an outcome, a guideline will be constituted 
from all the research findings.
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“The designer is in a position where difficult moral and ethical choices have 
to be made. And there are many different ways of  dealing with this ethical 
dilemma.”
   (Papanek, 1985, p. 38)
 
 Design plays a significant role in today’s society. As it is ex-
plicitly practical, its implicit social functions can not be disregarded 
(Grant & Fox, 1992). With the introduction of  participatory design, 
design disciplines such as interaction design, experience design, and 
service design changed the way we perceive the contributions of  
design to society (Carlsson, 2011). Through this approach, it can be 
said that user-centered design has earned a new meaning. This social 
and technological shift that increased the involvement of  designers 
in broader, more complex scenarios and situations has expanded the 
ethical aspect of  the design practice. Hence, in our current society, 
the responsibility of  designers as decision makers is a factor that 
constitutes the integrity and morality of  the design profession. 

1 Introduction
10

 This thesis focuses on the shortcomings of  the design prac-
tice, especially the interaction design field when it comes to ethi-
cal dilemmas and social positioning. Writing this thesis, the author 
aims to explore the role of  ethics in design and how it affects de-
cision-making throughout the industry. The political nature of  the 
design profession will be questioned, and the role designers play in 
influencing and shaping products, the environment, society, and hu-
man lives will be evaluated. The ethical theory will be explored, and 
the interaction design field will be assessed in search of  points of  in-
tersection. The status quo of  the literature and the industry in this 
aspect will be provided with the help of  “good” and “bad” examples. 
Moreover, the primary triggers of  unethical decision-making in de-
sign are to be questioned. The choices facing designers are mainly 
economic and financially motivated, and this certainly has an effect 
on the decisions being made (Papanek, 1985; Monteiro, 2019).

 The demand for designers is rapidly increasing with the 
growing technological advancements, competition, and economy in 
modern industrial societies. There are way more design-related job 
titles than ten years ago, and it is a growing industry. Companies 
and employers are understanding the value of  design to be the key 
in the competitive market environment. Especially with the evolving 
and growing technologies, the demand for designers specialized in 
computer-human interactions, interfaces, and human-centered ex-
periences is increasing every year. According to the U.S. Bureau of  
Labor Statistics (BLS), the field of  interaction design falls under 
the listing of  industrial designers, and BLS reports that industri-
al designers will see a 6% job increase from 2020 to 2030. CNN 
Money (2017) predicts the growth in demand for user interface (UI) 
designers to be 27% and for user experience (UX) designers to be 
13% in the ten years starting from 2017. Moreover, InVision (2019, 
p. 6) has conducted a survey amongst product designers, design 
students, and design recruiters in seven countries (United States, 
United Kingdom, Canada, Germany, Australia, Singapore, and New 
Zealand). According to this survey, demand for UI/UX designers 
comes on top among all the other product design jobs. Also, 81% 
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of  respondents said they are being contacted by recruiters monthly, 
while 34% said they are being contacted a few times a month. This 
data shows how designers, especially product designers, are in high 
demand. 

 Undeniably design is a field that meddles with ethical and 
moral situations. As Anke van Gorp (2007) states, decisions that de-
signers make shape the possibilities and risks of  products, and some 
decisions can influence the safety of  the user; hence, these decisions 
are ethically relevant. Although it is a vastly populated industry and 
design education is taught in many different forms and languages, 
it is hard to find some moral code or guideline that one can con-
sciously rely on as a designer. After all, attention to ethical issues in 
design processes is relatively new and emerging (van Gorp, 2007). 
Likewise, areas like product design, interaction design, and UI/UX 
design are relatively new fields growing in demand, as stated before; 
therefore, the meeting point of  interaction design and ethics is con-
siderably vague. This situation results in the issue of  designers not 
learning about ethics throughout their studies and, in most cases, 
not considering ethical practice. 

 Some relevant studies suggest that the creation of  design 
requirements or guidelines should not be up to designers them-
selves (Florman, 1983). Florman writes that these requirements are 
ethically relevant, but the decision-making is up to the employers, 
customers, lawmakers, etc. This approach tells designers to follow 
requirements set by others to devise a specific solution to a problem, 
a task that would be seen under these circumstances as ethically neu-
tral. However, with such an approach, we would be disregarding the 
human factor and would be treating designers as skilled, non-ques-
tioning problem solvers. As Monterio (2019) argues in his book, 
designers are as ethically responsible as doctors. They should not 
provide their professional services to demands that ask them to use 
their skills unethically. Moreover, by nature, design problems do not 
have a readily particular set of  requirements (van Gorp, 2007), or 
as Simon (1973) argues, they are ill-structured problems. Ill-struc-

12

tured problems require the establishment of  a certain structure, 
and in this structure, there can be several different solutions to a 
design problem. This phenomenon necessitates designers to make 
conscious decisions throughout their design process, which makes 
their work ethically and morally relevant.

As Jacob Nielsen puts it “(…) if  you have to ask yourself  is this really 
ethical, it probably is not.” (NNgroup, 2021, 3:16)

1.1 Objectives and Research Questions

 This thesis can be defined as an epistemological study; the 
goal is to acquire as much knowledge as possible and use that knowl-
edge to derive conclusions. The hypothesis of  this research is that 
design by nature should be ethical, and all the elements that are 
keeping it from being that should be changed or eliminated. Through 
this thesis, the author would like to raise awareness that this is a 
topic that often gets disregarded but instead should have the utmost 
attention. The aim would be to create a meaningful medium that 
can be interpreted as a basis for ethical practice in the interaction 
design discipline and to construct an informative guidebook for the 
reader and future research. To achieve this, the author will create a 
guideline from the research findings in the discussion section. The 
research questions that will guide this research are presented below:

• How design and ethics are related to one another?

• How do ethical situations present themselves within  
 interaction design, and how does this affect our lives?

• When we take into account the current systemic and so-
cial constraints, what methodologies can be constructed 
to make an interaction designer a better decision maker 
when it comes to ethical dilemmas? 
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 Ethics is a broad field with countless different perspectives 
and theories. As Caro del Castillo (2015) argues, it has been the main 
pillar and a central discussion point in human societies from the be-
ginning of  rational thinking. In Ancient Greece, the philosophers 
of  ethics worked to define and explain human conduct and behavior. 
The foundational ideas of  western philosophy were developed by 
thinkers like Aristotle, Plato, and Socrates. Furthermore, more re-
cently, Immanuel Kant suggested and examined the rightness and 
wrongness of  human behavior. 

 Due to its relative nature, the field of  ethics can be subjec-
tive. In this thesis, to make it easy to understand and work with, the 
terms ethics and moral are treated as equal. They are considered 
essential as the responsibility that the designers hold towards them-
selves, others, and the environment. This chapter aims to briefly ex-
plain what ethics theories will be discussed throughout the thesis.

2 Ethics
16

2.1 Normative Ethics

 In this thesis, the branch of  ethics called normative ethics 
will be used. Normativity is the notion that describes being evaluat-
ed within a set of  standards. Ethics is a section of  philosophy that 
deals mainly with the questions: What should be done in order to 
be good? What considerations make one’s actions right or wrong? 
(Driver, 2007) Furthermore, in normative ethics, these questions re-
volve around the term “moral oughts.” What a person should or 
should not do according to the set standards of  their society and 
culture (Kaplan, 2022a).

 In her book Ethics: The Fundamentals (2007), Julia Driver 
writes that it is up to normative ethical theories to define what we 
ought to do or how we ought to behave because the primary purpose 
of  moral theories is to offer moral advice and moral evaluation of  
moral conduct. Driver also stresses that law and normative ethics 
are two separate concepts. Examples include laws allowing slavery, 
prohibiting women from voting, and legalizing child labor, all of  
which permitted certain people to profit unfairly at the expense of  
others or prevented everyone from having a voice.

2.1.1 Acts

 Carlsson (2011) also summarises some important ethics con-
cepts mentioned in Driver’s (2007) book. These concepts are actions 
defined by the normative ethical theory. Morality defines if  a behav-
ior is right or wrong, but it is not simple to define every behavior 
in a binary nature. Therefore branching can be examined when it 
comes to definitions of  right and wrong actions.

• Morally right

. a Obligatory acts: These are acts that one is moral-
ly forbidden not to do. For example, it is morally 
expected of  everyone to look after their children

17
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. b Neutral acts: These are the actions that are 
morally permissible, which means that they are 
allowed but not required. The most common 
example is changing your daily apple with an or-
ange.

. c Supererogatory acts: These acts can be defined 
as heroic or praiseworthy actions. One is not ob-
ligated to do them, but it is a good deed like do-
nating money to a charity or risking your own 
life to save someone.

• Morally wrong

. a Forbidden acts: The acts that one is prohibited 
from doing. Morally impermissible actions like 
murder or lying. These actions can also be legal-
ly prohibited in some cases.

. b Suberogatory acts: These actions can be consid-
ered morally wrong, but they are not prohibited. 
The best example is not giving up your seat to a 
senior citizen on public transit. You are not mor-
ally obliged to do so, but it is the right thing to 
do.

The relation of  these acts to the field of  design will be discussed in 
Chapter 6 extensively.

2.2 Results of Your Action

 This chapter takes on the side of  ethics, which focuses on the 
results of  one’s actions to determine the morality of  the situation. 
The outcome of  one’s actions plays the most significant role, re-
gardless of  the action. This method of  thinking is called consequen-
tialism; as the name suggests, it relies solely on the consequences.
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2.2.1 Utilitarianism

 Utilitarianism is a consequentialist theory that Jeremy Ben-
tham founded; it suggests that when deciding on if  an action is mor-
ally good or bad, we should look at the greatest total pleasure minus 
the greatest total pain. If  the pleasure is greater than the pain, we 
can say the act was morally good (Kaplan, 2022a). Utilitarians con-
sider not only the effects on oneself  but also on all sentient beings. 
Utilitarians also hold that if  an action results in no benefit, it should 
be disapproved of. From a utilitarian perspective, we should maxi-
mize value and support the act that results in the most overall plea-
sure (Driver, 2007).

This way of  thinking can be exemplified by this thought process: 

 If  there are two train tracks, on one of  which lies ten peo-
ple and on the other one just one person, and you hold the power 
of  choice which tracks the upcoming train will use, all the people 
are strangers to you, and they do not know one another either. Ac-
cording to utilitarianism, you should choose the track with only one 
person lying on it because the total amount of  pain of  ten people 
getting killed is higher than just one person getting killed. One can 
suggest that both cases are morally wrong because you are decid-
ing upon people’s death, but utilitarianism makes this decision much 
more arithmetic.

 According to Kaplan (2022a), the main problem of  utilitari-
anism is that it strips off  rationality and only focuses on if  the out-
come is pleasurable, which is not necessarily the only factor that 
accounts for morally good action. 

2.3 Intentions of Your Action

 What is meant by “intentions of  your action” can be sum-
marised in two sections of  ethical theory. One being Kantian De-
ontology and the other Virtue Ethics. This approach to moral eval-
uation focuses on the “intention” rather than the “outcome” of  an 
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action. Unlike Utilitarianism which only examines the morality of  
the consequences of  an act, this method of  thinking takes into ac-
count the purpose behind an act.

2.3.1 Kantian Deontology

 Kantian Deontology is the ethical theory that Immanuel 
Kant established, and it is one of  the ethical theories that functions 
through evaluating one’s intentions in taking action. Deontology is 
a theory that defines “right” independently of  the “good,” according 
to Driver (2007). Deontologists argue that what makes an act ethi-
cally “just” or “wrong” is the act itself, not the consequence of  that 
act. 

 Deontologists hold that some deeds are simply immoral, even 
if  they serve the greater good. Like the train track example men-
tioned in the utilitarianism chapter, killing one person to save ten is 
one such deed. Though many deontologists are not absolutists, even 
they can admit that in extremely dire circumstances, killing an inno-
cent person might be justified in order to rescue a sufficient number 
of  people (Driver, 2007).

 Deontology mainly relies on maxims when deciding if  an 
action can be deemed right or wrong. Maxim can be defined as the 
promise to do something in the future (Kaplan, 2022a), and this es-
sentially would be the “promise,” hence the intention of  one’s ac-
tion. According to Kaplan (2022a), by figuring out the maxim of  
an action, one can also determine if  the action is right or wrong. If  
anyone can contradict the maxim, then that action is morally imper-
missible.

2.3.2 Virtue Ethics

 Virtue Ethics is yet another approach that prioritizes the in-
tentions of  action, but it does it through the virtues that rely upon 
social constructs and rules rather than maxims.
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 The foundation of  virtue ethics is that before considering 
moral questions and circumstances, we should first think about how 
we ought to be. We may also take into account the virtue of  a person 
we admire. Instead of  providing a straightforward decision-making 
process, virtue ethics encourages us to think of  a good person and 
contemplate what they would do. Because correct actions are defined 
in terms of  virtue rather than vice versa (Driver, 2007)

 Virtues are a person’s ability to do good. Courage, hones-
ty, and righteousness are virtues one can have, and we utilize these 
to be “good” humans. Aristotle argued that exercising one’s virtues 
makes one achieve rationality which was, according to Aristotle, the 
purpose of  humans (Kaplan, 2022b). Therefore, only being virtuous 
was not enough; one would need to exercise those virtues to estab-
lish their rational being to achieve happiness. This happiness would 
be, in his words, “eudaimonia,” which is the feeling of  success and 
fulfillment, human flourishing.

2.4 Why be Moral?

 It is hard to answer this question without any objective, valid 
moral code. Most philosophers and ethics professors theorize around 
this question, and some have produced their subjective answers. Ac-
cording to Aristotle, for example, one should be moral for their own 
happiness. As explained before, Aristotle theorized that one could 
achieve “eudaimonia” through being a moral human. On the other 
hand, Nietzsche argued that morality is established entirely by our 
society of  “losers”; therefore, it is meaningless to abide by the rules 
of  conventional morality (Kaplan, 2022b). 

 Ethics can be described as a pursuit of  good, and this pur-
suit is always influenced by the thoughts and customs of  humanity 
throughout history. So it can be said that being moral is a relative 
term that can change according to the circumstances and social fac-
tors.
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“Interaction design is the design of  systems in which people and artifacts 
engage each other in usually computer-assisted interactivity.”
      (Bagnara, 2006, p. xxi)

 In this chapter, the reader will go through a journey from 
broad to narrow. The chapter will start by explaining what design 
is and its different properties. Then it will dive deep into interaction 
design; questions like what it is, how it works, and why we need it 
will be answered. Afterward, the chapter will go on with the core 
principles of  interaction design and how they guide design in as-
pects of  behavior, form, and content. Last but not least, the impacts 
of  interaction design on people’s lives, the environment, and our 
economy will be discussed. 

3  Interaction Design and How It   
 Affects Our Lives

24

3.1 Design

 What is design? According to different English dictionaries 
(Cambridge Dictionary; Oxford Dictionary; Dictionary.com), design 
can have several meanings. The essential meaning can be deduced 
from a plan or drawing that is made to show the form, functions, and 
structure of  something. Hence designing can be viewed as planning. 
Through this understanding, everyone can be seen as a designer, 
which is not wrong. Design is essential to all human activity; it de-
termines what people do in their lives. It is an act of  planning that 
can not be taken out of  life itself  because it is the underlying matrix 
of  life itself  (Papanek, 1985). According to this definition, design 
is a core part of  humanity’s life, and it can be said it is the core 
distinction of  humanity. The ability to plan and, more importantly, 
to communicate that plan is one of  the things that makes us hu-
man. After all, again according to Papanek (1985), design is the con-
scious and intuitive effort to create meaningful order.

3.1.1 Design Paradigms

 Design processes and activity can be described in two para-
digms (Dorst & Dijkhuis, 1995). As Coyne (1990) puts it, design is 
a complex field because of  the conflicting nature of  these actions. 
These two paradigms compete but also complement each other as 
the abstractions of  the design process.

 Dorst and Dijkhuis (1995) write that the first one, rational 
problem solving, has been the primary way of  looking at design 
processes since the early 1960s. It can be regarded as the positiv-
ist and rationalist building blocks of  design theory in which design 
is viewed as a rational problem-solving process. This approach has 
been the main influence in shaping today’s design methodologies.

 According to Dorst and Dijkhuis (1995), the second one is 
the reflection-in-action, which can be described as a reflective con-
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versation with the situation. Rather than describing design actions 
as core problem-solving tools, this approach suggests that design-
ers’ skill lies in understanding and defining how to tackle fundamen-
tally unique problems.

 The summary of  these clashing but also complementary 
paradigms is effectively summarised in Figure 1. As rational prob-
lem solving appoints designers as “information processors” and the 
design process as a “rational search process,” it establishes design 
as a thing that can be devoid of  responsibility. Reflection-in-action 
defines the designer as a person who constructs their reality and 
calls the design process “a reflective conversation” this view of  de-
sign is much more human and social in the sense that designers are 
responsible for their actions because they are constructing their own 
realities in which they need to follow a process that is reflective and 
conversing. The two abstractions of  the design process can also be 
summarised as reasoning about objects and actions (Coyne, 1990). 
Reasoning about objects being objective-oriented and pragmatic, ra-
tional problem solving, and reasoning about actions represent the 
artistry of  design and the socially involved reflection-in-action. 

Figure 1 (Dorst & Dijkhuis, 

1995, p. 263)
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3.1.2 Different Approaches to Design

Design comes in different forms and functions; it is crucial to under-
stand some of  the teachings and schools of  design when trying to 
understand its dynamics. Design approaches are philosophies that 
can guide the designer through the design processes. They influence 
the goal of  the design and the tendencies of  the designer. When it 
comes to responsible decision-making, they can be highly relevant. 
Some of  these approaches include but are not limited to:

• Critical Design
A term first used by Anthony Dunne in his book Hertzian 
Tales (1999), it suggests that design should challenge the 
status quo and “think deeply about the possible future consequenc-
es of  present choices” (MoMA, n.d.).

• Participatory Design/Co-Design
The design approach where all stakeholders are involved 
to ensure that everyone is satisfied with the result. An ap-
proach that also sheds light upon design disciplines like 
interaction design, experience design, and service design 
(Carlsson, 2011).

• Universal Design
Design that is accessible, understandable, and reachable to 
the greatest extent possible by all people (Centre for Excel-
lence in Universal Design, n.d.).

• User-Centered Design
An iterative process in which the main focus is the users 
throughout every stage of  the design process. The design-
ers put the users and their needs in the center using various 
research and design techniques to develop highly usable and 
accessible solutions (Interaction Design Foundation, n.d.).

These four main approaches are the essentials for an interaction de-
signer. As interaction can not be imagined without the participation 
and involvement of  the user, and the access of  all different groups, it 
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also can not be constructed without a stable basis in critical decision 
making. These critical decision-making processes should be reflective 
in action as Schön (1983) explains it.

3.2 What is Interaction Design?

 Of  so many various design fields, interaction design is one 
of  the more human-centered ones. It is most predominantly con-
centrated on satisfying peoples’ needs and desires when they are 
interacting with a product or service (Cooper et al., 2007). As the 
name also suggests, it is the design of  interactions, hence commu-
nication and synergy, which are primarily human elements. It can 
be described as the creation and shaping of  the dialogue between 
people and products, services, or systems (Kolko, 2011). It sits in the 
heart of  different design disciplines; as seen in Figure 2, interaction 
design has several different colliding points with other disciplines. 

“Interaction design borrows theory and technique from traditional design, 
usability, and engineering disciplines. But it is greater than a sum of  its 
parts, with its own  unique methods and practices.” (Cooper et al., 2007, 
p. xxvii) 

 This results in interaction design being a very interdisciplin-
ary and fluid field. It can transition into and be supported by these 
accompanying fields, making it a broad area. As Interaction Design 
Foundation (n.d.) puts it, the interaction between a product and per-
son can involve elements like sound, motion, aesthetics, etc., and 
every involvement brings its specialized field. While this synergy 
between so many design fields has its advantages, it also can bring 
up its own problems.

 At its core, design can be divided, as mentioned in the previ-
ous chapters. This divide can manifest itself  in two different design 
approaches, “emotional” and “rational.” Interaction design is a field 
that leans towards the emotional side with its inherently humanistic 
and social approach. It also has a rational side that ties with engi-
neering and marketing. With its power to establish who the product 
is for and why they need it, as well as extensive qualitative research 
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and user analysis, interaction design becomes a great marketing tool 
(Cooper et al., 2007). Cooper et al. (2007) also go on to say that in-
teraction design is an excellent tool for making more money with 
its professional knowledge of  “what the user wants” however, this 
can be said for every design discipline in essence. The biggest issue 
of  defining design as a moneymaking tool is that it strips design 
from its emotional ties and makes it just a tool for growth and com-
petition. Which makes the people behind the action, hence design-
ers, alienated from the decisions they make and their circumstances. 
Therefore it is vital to keep in mind the emotional and rational bal-
ance that makes up interaction design.

Figure 2: The Disciplines of  User 

Experience Design, forked from Envis 

Preciselv, itself  inspired by Dan Saffer 

(“UX & UI Design - Toronto City Guide 

Ios App,” n.d.)
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3.3 Interaction Design Principles

 The goals of  interaction design principles are to promote 
the design of  product behaviors that support the requirements and 
desires of  users. As Cooper et al. (2007) suggest, these principles, 
which address issues with conduct, structure, and substance, are 
widely accepted norms. At the core of  these values is the notion that 
human interactions with technology should be designed to take into 
account their capabilities of  perception, cognition, and movement. 
Instead of  the other way around, technology ought to be used to 
enhance human creativity and intellect.

 Through these principles, designers can formalize the design 
process in a way that will benefit all stakeholders involved. Accord-
ing to Cooper et al. (2007), these principles fall under the following 
categories:

• Design Values
These are the values for effective and moral practice of  de-
sign. These are the driving principles that affect and influ-
ence lower-level principles as well. Also, these are the prin-
ciples that will be focused on in this work. 

• Conceptual Principles
These define the product and how it fits in the use cases of  
the user.

• Behavioral Principles
These highlight how a product should behave.

• Interface-Level Principles 
These principles describe the efficiency of  visual communi-
cation of  a product’s behaviour and information.
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3.3.1 Design Values

 Design values have emerged through the need to establish a 
basis for designers to act upon. According to Cooper et al. (2007), 
there are four central design values that were developed by Rob-
ert Reimann, Hugh Dubberly, Kim Goodwin, David Fore, and Jon-
athan Korman. These values aim to be applicable within any design 
profession and any design task. These values are as follows: A de-
signer should create solutions that are ethical, purposeful, pragmat-
ic, and elegant. Of  these values, the first one has the utmost impor-
tance because it deals with the fundamental effects designers can 
have on others’ lives. 

 It can already be seen that ethics and design are intertwined 
together, and it is hard to start an interaction design project without 
taking these aspects into consideration.

3.4 The Impacts of Interaction Design

“Interaction Designers exist to support experiences through the continual 
dialogue between people and products.”

(Kolko, 2011, p. 17)

 This quote proves that interaction design exists because of  a 
fundamental need established by the increasing communication be-
tween people and products. As long as technological advancements 
pursue, there are going to be more and more instances where hu-
man-computer interaction is prevalent. This prevalence enhances 
the interaction designer’s role in our lives.

 Kolko (2011) defines a norm as a learned behavioral pattern 
that helps establish what proper and typical behavior within a par-
ticular culture or community is. Interaction designers, like all de-
signers, have the ability to influence these norms and even initiate 
cultural change. For example, as phones evolved into intelligent lit-
tle computers that can be carried in our pockets, the norm of  calling 
someone on the phone to communicate with them has also changed. 
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Nowadays, calling someone on the phone is considered a hindrance 
by the younger generations, and it should only be resorted to in an 
emergency situation. People started to prefer texting over phone 
calls, not over old-school SMS but rather over social networking ap-
plications like WhatsApp or Instagram. This shift in the communi-
cation paradigm was by design. Our abilities have expanded through 
the smartphone revolution, and actions that used to be considered 
out of  place or maybe even rude became the public norm. Inter-
action design has played a significant role in this change by estab-
lishing new interfaces where it is much easier to contact someone 
through social media and prioritizing app usage over basic phone 
functionalities. These kinds of  cultural changes can be examined in 
many different aspects.

 Each delicate choice a designer makes may appear unimport-
ant on its own, but as they are adopted by society as a whole, they 
each gain significance. It is challenging to link a change in culture to 
a particular design decision because these decisions have a delayed 
effect and do not become apparent until months or even years after 
they are made in the design studio (Kolko, 2011).

 It is hard to imagine our lives without digital technology. Al-
most everyone has a phone in their pocket capable of  looking up any 
desired information, communicating with different people, searching 
for places to go, and seeing where you are on a map. Moreover, with 
the Internet of  Things (IoT), the abilities we have through our tools 
are only expanding. These smart devices are becoming extensions 
of  our bodies because of  the convenience they provide but also be-
cause our world is evolving into a more challenging place to live 
without such devices through this massive change. Furthermore, 
interaction design fuels this change in every form. Every website, 
app, and digital interface that people interact with is a product of  
interaction design. It does not matter if  an engineer or a marketing 
team was behind the decisions for establishing that design; it still 
counts as interaction design. However, as Cooper et al. (2007, p. 9) 
put it: “Even with appropriate skills and the best intentions, it simply isn’t 
possible for a programmer to advocate effectively for the user, the business, 
and the technology all at the same time.” Since the interaction design 
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profession exists in such an environment, the designers are respon-
sible for advocating for the user and measuring every decision they 
make, considering the intentions and impacts of  their design act.

 To conclude, the impacts of  interaction design can be ef-
fectively put under three main points: Social, Environmental, and 
Economic. Firstly, social in cultural and behavioral factors. Second-
ly, environmental in the aspects of  the impact on the natural or hu-
man-made surroundings. Thirdly, economics regarding the different 
dynamics of  the financial impact on the users, companies, and the 
monetary systems a design solution creates.
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 Interaction designers are faced with ethical questions 
throughout their careers. These ethical questions establish how a 
design solution will be shaped and helps the designer to make the 
right decisions- but in some cases, also the wrong ones. In his pa-
per Steen (2011) makes the case that reflexivity is necessary while 
practicing participatory design in order for the designer to address 
ethical concerns more effectively. He supports this claim by suggest-
ing inquiry as a technique to reflect upon what is being done and felt 
constantly. He also stresses that there are significant contrasts be-
tween concentrating on the end product of  a design and employing 
various ethical vantage points to inform design decisions. 

 Another research by van Gorp (2007) examined several en-
gineering design case studies that were either of  a conventional or 
radical character. In his study, he came to the conclusion that design-
ers adhered to norms and regulations less closely while dealing with 
radical design procedures than when using standard design meth-
ods. When making judgments about moral matters throughout the 
radical processes, the designers tended to depend more on internal 
design team norms.

4 How Ethics and Design Collide
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 This chapter is aimed to explain how design and ethics relate 
to one another and in what cases they connect. First, the analogy be-
tween moral problem solving and design problem solving and their 
overleaping aspects will be explored to establish this connection. 
Secondly, the relation will be overviewed in social, environmental, 
and economic (Caro del Castillo, 2015) aspects through the existing 
research; as mentioned previously, these three points are the main 
impacts of  interaction design. Therefore, it is important to see how 
they also relate to ethics as values. Moreover, the Design Values dis-
cussed in Chapter 3.3.1 is going to be re-evaluated. 

4.1 Ill-Structured versus Design Problem 

 Solving

 As mentioned previously, design is a field that deals with 
ill-structured problems. In contrast to ill-structured problems, 
which often lack a precise formulation of  the problem and may con-
tain conflicting problem solutions, well-structured problems typi-
cally have clear goals, fixed alternatives to choose from, typically 
only one correct answer, and rules or methods that will generate 
more or less straightforward answers (Dorst & Royakkers, 2006). 
Well-structured problems can be defined as arithmetic, similar to 
the arithmetic nature of  Utilitarianism. However, moral problems 
usually present themselves as ill-structured. Given the fact that de-
signers find themselves dealing with these types of  problems all the 
time (Dorst & Royakkers, 2006), the analogy of  ethics and design 
makes itself  more evident in the notion of  ill-structured problems. 
Hence, it can be deduced that when dealing with moral problems, 
designers are well capable and prepared due to the nature of  their 
very profession. Although it is also important to note that design 
problem solving and ill-structured problem solving can differ in sev-
eral ways, as Dorst and Royakkers (2006) make clear, design can not 
be the source for all kinds of  problem-solving. If  that was the case, 
all moral problems could be easily dealt with through the application 
of  design problem-solving.
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 The notion of  ill-structured problems was explored first by 
Herbert Simon (1973); he stated that the problem-solving methods 
for these problems should include a different type of  reasoning. Ar-
mand Hatchuel (2001) builds upon Simon’s exploration and high-
lights the difference between ill-structured problem solving and de-
sign problem-solving in three main points.  

• The first difference is that design treats the solution pro-
cess as a project due to its iterative methodologies of  
expanding and framing the problem. Imagination must 
be used in design from the very beginning when notions 
are being interpreted. 

• Secondly, design uses experiments and simulation tech-
niques like prototyping to establish “learning devices.” 
These devices are then used in order to get to a solution.

• The third difference is that the process of  designing in-
cludes understanding and incorporating social relation-
ships. 

 From this comparison, Dorst and Royakkers (2006) conclude 
that design indeed entails ill-structured problem solving within its 
core. However, it also includes several other processes. If  design is 
approached as a rational problem-solving process, the problems can 
be seen as ill-structured; on the other hand, if  design is to be treated 
as a process of  reflection in action, the problems become essentially 
unique. This ideation can be compared to the differences between 
deontology and utilitarianism; the more rational and consequential 
rational problem-solving process has its similarities with utilitari-
anism, while reflection in action overlaps with the intention-orient-
ed and duty-emphasized deontology. It can be concluded that these 
similarities give designers a well-trained ability to tackle moral 
problems, the only dilemma being which dominant method to follow 
and how to incorporate moral responsibility into the design process.
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4.2 Value and Design

 A value is defined by Friedman et al. (2009) as what a person 
or group of  people view as important in life. These can be family, 
work, one’s self-empowerment, or as simple as having a nice break-
fast in the mornings. The monetary value of  an object is not as 
significant of  a question when it comes to defining “value,” even 
though money itself  can be viewed as a value for some. Friedman et 
al. (2009) also state that ethics has occasionally been included in a 
theory of  values and, conversely, that ethical values have occasion-
ally been considered as only one element of  ethics more generally. 
Values cannot be fully explained by an empirical study of  the out-
side world and instead depend critically on the goals and aspirations 
of  people within a particular cultural context.

 Dorst and Royakkers (2006) state that there are four types of  
values which are instrumental, final, extrinsic, and intrinsic. Instru-
mental value can be seen as a tool to reach a final value. Money is an 
excellent example of  an instrumental value; it is used as a value to 
acquire final value in the form of  what one receives from the trans-
action. Final value can be defined as a value that is not associated 
with anything else, and it is the end value. Notions like happiness or 
fulfillment can be regarded as final values. Values can also be extrin-
sic or intrinsic. When an object produces extrinsic value, it means 
that the value is outwards. For example, a bike lock provides the 
value of  safety for your bike. In contrast, intrinsic values are much 
more related to the object itself; for example, a poem provides a val-
ue that is created solely from its composition. As a designer, it is vital 
to know which of  these values are relevant to the profession. Under-
standing what kind of  value is created through the design process is 
effective in acknowledging the responsibility of  moral conduct.

4.2.1 Value-Sensitive Design

 The most general approach for incorporating value in design 
is Value-Sensitive Design, developed by Batya Friedman and Hel-
en Nissenbaum. Value-Sensitive Design is a theoretically supported 
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method of  design that takes into consideration human values in a 
thorough and systematic way throughout the design process. It uses 
a tripartite technique that combines conceptual, empirical, and tech-
nical research in an integrated and iterative fashion (Friedman et al., 
2009).

 Dorst and Royakkers (2006) summarize that the normative 
basis for ethical evaluation, the lack of  clarity surrounding the con-
cept of  value, and the lack of  comprehension of  how values are 
transformed into design requirements are the main criticisms of  
Value-Sensitive Design and other related techniques. That is why in 
this work, the term value and its relation to design are discussed in 
detail. Although, the author agrees with Friedman et al. in utilizing 
the normative basis for ethical evaluation because of  the more prac-
tical and action-oriented approach of  normative ethics.

4.2.2 Social Values 

 Social values play an essential role in both ethics and design. 
The social structure and how society interacts, views, and commu-
nicates with each other establishes the moral nuance. This estab-
lishment also affects design; by nature, design is a social practice; 
it relies on humans and evolves with humans, which makes it also 
responsible for the social values established by the society it is in-
volved in. In order to perform virtues for our ventures, we interpret 
social values (Caro del Castillo, 2015), which means that to be virtu-
ous is to be in touch with society and to design with social values in 
mind is to engage with these virtues.

4.2.3 Environmental Values

 The environment is defined as the natural and human-made 
surroundings and habitats that encompass all living and non-living 
beings. Environmental values can be explained as preserving these 
surroundings (Caro del Castillo, 2015) or improving them for the 
better. Again designers hold a grave responsibility when it comes to 
the environment. The products and systems they design can change 
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and influence how people interact with their environment, and it can 
also directly affect the environment itself. Andreas R. Köhler (2012) 
claims that designers and engineers have a significant influence on 
the environment through the decisions they make, like which ma-
terials will be used or within which spheres (cultural, geographic, 
etc.) the designs will be implemented. He also states that people 
working in these fields have the power to initiate change towards 
more efficient and sensible usage of  resources and materials. These 
claims can be associated with the principle of  sustainable design. 
This movement has been gaining more and more traction over the 
years due to the increasingly devastating effects of  climate change. 
Ethical design should be a notion that establishes itself  with but is 
not limited to sustainable and eco-friendly decision-making. There-
fore, designers who understand and implement environmental val-
ues within their work would be on a path to ‘ethical design.’

4.2.4 Economic Values

 Economic values are highly relevant to the decisions design-
ers make due to the fact that most of  the decisions people make are 
financially motivated by the current economic norms and the capi-
talist system. Design as a profession positions itself  in this system 
as an influential factor. As financial constraints and profitability can 
influence design decisions, design can also influence the economics 
of  many industries and financial disparity; therefore, it can be said 
that it is a two-way street. For example, as material costs affect the 
decisions made throughout the manufacturing process, designing a 
product with planned obsolescence or positioning design as a factor 
to inflate prices and applying design methods for the sake of  differ-
entiation also influences the market environment and contributes to 
economic fluctuations.

 There are many ways to consider economic values when 
designing a process or a product. While some of  these strategies 
are, in fact, thought to live in harmony with other values (such as 
environmental and social values), many of  them are based on the 
idea of  making more money even though this is incompatible with 
the values mentioned above. Economic values motivate the user or 
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customer to participate in a financial flow where the acquisition of  
bigger volumes of  profit is the goal since they are dependent on the 
notions of  acquiring revenue and generating financial growth and 
stability (Caro del Castillo, 2015). Asking companies to reconsider 
their practices may be viewed as unfair competitive disarmament 
since, at times, economic values may be given more weight through-
out the design creation process than the other two values (Guiltinan, 
2008).

 

 
 In Figure 3, it can be seen how design practices can be ad-
justed according to the corporate product strategy of  planned ob-
solescence because of  its profitability. These practices are morally 
questionable actions and are another example of  how designers are 
responsible in their decision-making processes for paying attention 
to and questioning the economic values in consideration.  Although, 
it is also important to note that in this aspect, some responsibili-
ty also falls in the hands of  governments and regulatory authori-
ties. Due to the nature of  growth-oriented free market capitalism, 
companies, when left to their own will, can make decisions prioritiz-
ing profit and disregarding moral values. In these cases, designers 
can not be the sole responsibile; it can be possible to make change 

Figure 3: Planned product obsolescence 

methodology created by Joseph Guiltinan 

(2008, p. 20)
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through a collective mentality towards more ethical design; howev-
er, it is impossible to ensure that it can be sufficient, effective, or fast 
enough to implement. Hence, the author suggests a more top-down 
approach when it comes to the economic aspect of  ethics in design. 
Some regulation examples regarding design and ethics will be fur-
ther explored in Chapter 5.3.

4.3 Design Values Revisited

 The set of  principles already introduced in Chapter 3.3.1 
governs interaction design at its core. This chapter will serve as 
a broader explanation for the four values in question and will dive 
deep into the value of  ‘ethical interaction design.’ Moreover, con-
nections will be established between the problem-solving methods 
and all the different values that were discussed previously, and that 
will be discussed. The four values interaction designers need to keep 
in mind when designing solutions are as follows:
“

• Ethical Design [considerate, helpful]
 - Do no harm 
 - Improve human situations

• Purposeful Design [useful, usable]
 - Help users achieve their goals and aspirations 
 - Accommodate user contexts and capacities

•  Pragmatic Design [viable, feasible]
 - Help commissioning organizations achieve their goals
 - Accommodate business and technical 
 - requirements

• Elegant Design [efficient, artful, affective]
 - Represent the simplest complete solution
 - Possess internal (self-revealing, understandable) co-

herence
 - Appropriately accommodate and stimulate cognition 

and emotion
”

(Cooper et al., 2007, p. 151-152)
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4.3.1 Ethical Interaction Design

 As shown in the last chapter, Cooper et al. (2007) divide ethi-
cal interaction design into two sections: “Do no harm” and “Improve 
human situations.” This approach includes both definitions of  eth-
ics depicted in Chapter 2.4. Therefore it aims for a design practice 
in which moral situations are dealt with in a holistic manner. The 
three central values discussed prior should be the basis of  all design 
projects. All three are intertwined, and ultimately they influence 
the ethics of  design. To do no harm, designers first go through the 
harm that can be done on social, environmental, and economic levels. 
Moreover, to improve not only human but all situations — “doing 
good,” designers should weigh the problem within the three aspects 
and generate solutions to improve them.

 Interaction designers should consider specific points through-
out the design process to achieve holistic moral decision-making. 
These points are as follows:

•  Usability Communication, User-centered, 
 Understandable
•  Accessibility Inclusive, Universal
•  Transparency True, Open, Accountable
•  Privacy Trustworthy, Respect
•  Equity Social, Financial
•  Sustainability Efficient, Environmental
•  Safety Individual (Mental and Physical), Society, 
 Environment

 When all these points are addressed and touched upon, the 
ill-structured problem can become a little more structured regarding 
moral evaluation. In conclusion, normative ethics finds its way into 
interaction design through their shared similarities in their problem 
composition and problem-solving methods. Through specific values 
in play with the virtues of  a designer and intent, intention plays the 
most prominent role when it comes to design decisions. It is also the 
aspect that determines an action’s moral spectrum.
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 In this section, the author aims to inform the reader about 
the status-quo when it comes to the ethics of  interaction design. 
It will be a journey through the profession of  interaction design, 
evaluating every step that can and does influence the morality and 
decision-making of  the designer. Firstly, the education given to to-
day’s designers will be looked at. What methods are used, and how 
well do they learn about the responsibilities of  their craft? Secondly, 
the employment process of  the designers will be analyzed. What are 
their and the employer’s desires, and how do they compare? And, in 
what ways do these influence the intentions and actions of  the de-
signer? Thirdly, the regulations and standards in place will be intro-
duced and assessed. Last but not least, some examples will be given 
to provide a view on moral decisions in design, affecting the three 
main values stated in Chapter 4. As a result, a good understanding 
of  the current state of  interaction design profession concerning its 
relationship with ethics will be established by this chapter.

5 Exploration: How is it?
48

5.1 Design Education

“Working ethically is a skill, and it’s a skill that needs to be taught and then 
developed.”

(Monteiro, 2019, p.62)

 Professionals are increasingly required to possess various 
skill sets and comprehend several knowledge areas in the context of  
a human-centered design process due to the market-driven advance-
ment of  developing technologies (Beyer & Hoszbalatt, 1998). One 
of  the most critical steps to achieve these skill sets in a design career 
is education. It is the starting point of  learning the creative process, 
the problem-solving techniques, and many more tools a designer 
might need throughout their career. However, there are indeed parts 
that the design education is missing, especially the interaction de-
sign education, due to it being a newly emerging field. This chapter 
is dedicated to the point where design education stands, and it points 
out the aspects it might be missing. 

 Kolko (2011), in his book on interaction design, also talks 
about design education, and he points out that Master’s and Ph.D. 
design degrees capture a way more focused form of  humanitarian 
design education tackling the social component of  design, especially 
in Europe. He also states that in Europe and Asia, Cumulus — The 
International Association of  Universities and Colleges of  Art, De-
sign, and Media has been effective in advancing studies on ethics 
and humanitarian design education as well as in exploring issues of  
equity and morality. However, in the United States, the main focus 
is still to embrace the financial appeal of  business which results in 
more of  a financial-oriented and non-questioning design education. 
This divide is concerning since the United States is possibly the 
leading country when it comes to tech and software development.

 Future of  Design Education (n.d.) is an organization that has 
dedicated itself  to the betterment of  design education through fo-
cusing on research and the components that impact people, commu-
nities, and society. According to them, the vast majority of  college 
design programs continue to emphasize the appearance of  objects, 
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despite a decline in the employment of  this type of  approach. De-
sign education encounters many difficulties. Design issues increas-
ingly center on a variety of  planned processes, services, systems, and 
communities rather than discrete products for communication and 
manufacture. Some designers work with complicated socio-technical 
systems that cover anything from problems in small towns to global 
problems. Numerous new opportunities arise as industry, govern-
ment, and society pay more attention to the potential of  design. To 
handle these difficulties, designers require a particular kind of  edu-
cation. 

 In his book, Monteiro (2019) addresses how current design 
students are educated using methods of  the past with much empha-
sis on creativity and personal expression. He argues that most of  
the design school graduates are incapable of  adequately present-
ing their work, taking criticism or feedback, measuring the impact 
of  their work, and worst of  all, “they confuse solving design problems 
with personal expression” (p. 63). He finds the reason for this confu-
sion in the state of  design education in which most of  the design 
faculties find themselves under art schools, and under these schools 
of  teaching, the students are only taught to boost their creativi-
ty and self-expression without any mention of  the responsibilities 
of  the craft of  design. He also suggests that designers should be 
taught how to perform their craft the right way, saying no to the 
requests that ask them to practice their profession unethically, even 
if  it would get them fired.

 According to Dribbble’s Global Survey (Dribbble, 2019), the 
majority of  designers worldwide are self-taught, compared to 50% 
of  designers in the US who claim to have learned their trade in a 
school. Only 29% of  designers worldwide say they learned design at 
school, and only 15% say they picked up their talents while working. 
Globally, 42% of  designers say they learned design on their own. 
When the issues of  design decision-making come from the funda-
mental stages of  design education (or no education at all), it can be 
said that changing the way design is taught is crucial. Teaching staff  
for design-focused core courses must assist students in understand-
ing how creating interactive products requires knowledge from a 
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variety of  subject areas and how form, function, human need, and 
social context interconnect (Faiola & Matei, 2009). This interaction 
should hold the utmost importance because it makes one understand 
how design is a multidisciplinary field where only relying on cre-
ativity will not solve all the problems.

 When it comes to interaction design education, the scene is 
even more convoluted. Since most interaction design degrees have 
their roots in either art or engineering schools, there is no consensus 
on interaction design’s didactic structure or subject matter (Cooper 
et al., 2007). As Monteiro (2019) suggests, art schools focus on a 
more creative and art-oriented approach when it comes to design, 
while engineering schools might highlight the technical side of  the 
craft. This separation results in two different types of  designers who 
can not communicate with each other with their lacking understand-
ing of  the social aspect of  design. Not to mention that out of  the 
few schools that teach interaction design or some form of  it strug-
gle to capture a well-structured education because of  the novel and 
ever-changing state of  the field. Thomassen & Ozcan (2010) argue 
that few academic institutions have a well-established pedagogical 
approach to interaction design education, despite many having long 
histories of  teaching and pedagogy. Under these circumstances, it 
can be said that interaction designers are missing key structures and 
pedagogies in their education, and they are expected to learn the 
craft as they work which is highly dangerous considering how much 
impact a simple app has on people’s lives nowadays.

 Kolko (2011) suggests that we can produce a generation of  
designers who anticipate working on important and socially relevant 
challenges by moving design education away from the constraints 
of  commerce and toward the subject of  humanitarian problem-solv-
ing. He goes on to say that this necessitates an ongoing discussion 
about morality and values, which emphasizes that not all problems 
are equally deserving of  being solved. This relates to what Mon-
teiro also argues, designers should be equipped with the knowledge 
that not all problems are worth solving, and they should have the 
tools to establish this clearly to their clients or employers.
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 To conclude, designers must be fully able to understand the 
impact of  their decisions and realize that they are engaging in de-
sign merely by choosing to focus on a particular field of  study or 
style of  problem-solving (Kolko, 2011). Especially with the increas-
ing demand in fields like UI or UX design, and human-computer 
interaction, the responsibility falls on the shoulders of  interaction 
designers. They need to learn the values and virtues that influence 
the intentions of  their actions and how those intentions impact soci-
ety, the environment, and the economy at large. This knowledge can 
only be gained by the proper pedagogy and ethical teachings sur-
rounding the profession. It does not matter if  the designer learned 
the skills from a well-established academic institution or a month-
long online course; the first and fundamental learning a student 
should receive is the ethical questioning of  their craft to become a 
responsible interaction designer.

5.2 Hiring Designers

 How does the professional arena affect design decisions? De-
signers must work toward a diverse and equitable community of  
practice that incorporates the opinions of  everyone whom its results 
will impact. To achieve this, the hiring process of  designers should 
be rethought and evaluated. It is crucial to analyze what job-seekers 
and employers in design are looking for, how their demands align, 
and where the pain points are when it comes to ethical action. De-
sign is a field that adds value to the business it is involved in. In com-
panies where design is well-practiced, success rates are much higher. 
A direct correlation exists between the work of  the design team and 
the company’s revenue in 92% of  businesses with the greatest de-
grees of  design maturity (InVision, 2019). Therefore, designers are 
in high demand because of  the contribution they bring to the table.  

 Designers seeking a job are first and foremost looking for a 
strong design culture within the company. A company with a strong 
design culture focuses on developing experiences that improve the 
lives of  its customers. This culture depicts a work environment 
where the user experience is given top importance and is based on 
design thinking ideas (InVision, 2019). On top of  that, in Figure 4, 
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it can be seen that most designers would like to work with compa-
nies/employers who solve challenging problems and do meaningful 
work. From these figures, it can be seen that designers are searching 
for jobs where they position themselves as social and helpful. This 
position also provides designers with more satisfaction with their 
jobs. It has been demonstrated that having abilities outside of  cre-
ativity increases job happiness, particularly for designers who have 
commercial skills and own their businesses (Jacobs et al., 2016). De-
signers who can step out of  their educational boundaries can reach 
a point where they can reflect on their actions and intentions, which 
would hopefully foster a more ethical work environment.

 

 

 

 Employers are looking for designers who have a multidisci-
plinary and broad skill set. Evidence suggests that designers have a 
comparative advantage in the concurrent design industry when they 
widen their horizons and apply their expertise to various industries, 
functioning as knowledge brokers or intermediaries (Lavanga et al., 
2021). As discussed prior, designers who are only educated in cer-
tain schools of  thought can not attain this advantage. Interpersonal 
communication, leadership, and organizational abilities — so-called 
transferable skills from job to job — are increasingly more valued 
in the industry than creativity-related skills (Comunian et al., 2011). 
This also concurs with Monteiro’s view that educating designers 
with only creativity in mind is the wrong path to follow. Accord-
ing to the survey InVision (2019) conducted, employers look for a 
balance of  both hard and soft skills in a designer: The top three 
hard skills that managers look for in product designers are user re-

Figure 4: Qualities product designers want most in their next employer 

(InVision, 2019, p. 11)
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Figure 4: Qualities product designers want most in their next employer 
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search, UI design, and UX design; cooperation, communication, and 
empathy are among the top soft skills. The survey also states that 
only one in four product designers claim to have both of  these skill 
sets at the moment. This rate is concerning; it confirms that design 
education fails to provide the students with the necessary skill set 
that most employers desire. Due to the state of  the design education 
discussed in the previous chapter, it can also be theorized that most 
of  the designers that are in the 3/4 would have the hard skills but 
would lack the soft skills.

 According to Monteiro (2019), the developing language of  
the new tech environment deems moving quickly and scaling fast 
superior. This rapid and harsh environment marginalizes people and 
populates the profession with people who have specific attributes 
and privileges. Only 25% of  computing positions are held by wom-
en, according to a study by The National Center for Women & Infor-
mation Technology’s Women in Tech 2016. White women hold the 
vast majority of  those positions. Women of  Latino descent made up 
just 1% of  that workforce. It is hard to talk about hiring processes 
without talking about the inequalities. These types of  inequalities 
result in design teams that are composed of  primarily white males, 
argues Monteiro (2019). He highlights the importance of  having 
a workforce that comes from diverse backgrounds and cultures to 
establish a more communicative work environment where ideas 
that might change lives can be discussed thoroughly. This is accom-
plished when designers purposefully design products, systems, and 
spaces to reflect the lived experience of  underrepresented commu-
nities.

 In conclusion, what designers should bring to the table is in-
tention. They can bring change to a company through their skill set; 
however, that skill set needs to be equipped with both hard and soft 
skills to capture the attention of  the employer and the essence of  the 
craft itself. “Today’s designers need to be systems thinkers, experts in reg-
ulation, collaborators, communicators, and fearless. We need to understand 
our job is to be advocates for the people who aren’t in the room.” (Monteiro, 
2019, p. 69) For design to advocate for the missing people, it needs 
to be populated by the people.
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5.3 Standards and Regulations

 Every industry has its standards and regulations, and some 
even have licensing. These provide integrity and structure to the 
industry and keep the practitioners accountable for their actions. In 
the current society, it would be unimaginable having no principles 
or statutes for a profession that affects people’s lives directly or indi-
rectly. This is also the case for interaction design. There are sever-
al standards issued by different standardization organizations (e.g., 
ISO, ANSI, WAI, etc.) on national and international levels. Then 
there are legislations that were put in place by the governing bodies 
like states, governments, and unions. 

 Expert committees representing pertinent organizations 
produce international standards, which are then made available to 
the public for comment and revision (Brooks, 2021). These interna-
tional standards can influence a lot of  sectors and most of  our lives. 
We are in contact with them all the time, when using an electronic 
device, buying food, driving a car, or simply sitting on a chair. ISO 
9241 Ergonomics of  human-system interaction is the standards col-
lection that applies to the interaction design field. Over 40 standards 
make up the ISO 9241, which is about how people engage with inter-
active technology. Some examples under this collection that relate to 
interaction design as of  the date this thesis is being written are:

•  ISO 9241-210:2010 Human-centred design for interac-
tive systems

•  ISO 9241-110:2020 Interaction principles
•  ISO 9241-171:2008 Guidance on Software Accessibility
•  ISO 9241-11:2018 Usability: Definitions and concepts

 These standards get updated over the years. Especially when 
the field is an emerging and changing one, like interaction design. 
Above, it can be seen that the latest update has been made to the 
“Interaction principles,” which is the standard that directly relates 
to the topic of  this thesis.
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5.3.1 ISO 9241-110:2020

 The interaction principles defined by ISO are there to stan-
dardize the interaction process on an international level. To para-
phrase from the document’s introduction, the user of  an interactive 
system will be this document’s main benefactor. The application of  
this document by the designers of  the interactive system will result 
in user interfaces that are more usable, accessible, and consistent, 
enabling a more positive user experience and avoiding harm from 
use (ISO, 2020).

 According to ISO (2020), by putting these interaction prin-
ciples into practice and following the related general design advice, 
consumers of  those goods can avoid usability issues like:

• Additional steps that are not necessary as part of  the 
task;

• deceptive information;
• inadequate user interface information;
• unexpected responses of  the interactive system (includ-

ing those leading to harm from use);
• navigational restrictions;
• ineffective error recovery.

 This standard provides seven broad principles which encom-
pass a 65-point checklist that interaction designers can go through 
in their design process. These guidelines cover a wide range of  
topics, including first impressions, aesthetics, accessibility, respon-
siveness, and even those that deal with dark patterns (see Chapter 
5.4.1), such as 5.1.4.2, which states that defaults should be avoided in 
situations where they might deceive the user (Brooks, 2021). Even 
though it does not mention ethics directly, it certainly suggests us-
ing these principles also to have a morality check on your designs on 
top of  everything. Of  course, these standards can not be expected 
to make design more ethical; what makes design more ethical is the 
intentions of  the designer, and those intentions can be influenced 
through good knowledge of  the craft, well education on the tools 
and values of  the craft, and effectively standardization of  the craft 
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to some extent. These standards provide that last part of  the equa-
tion to a designer who is already well-trained and aware of  their 
responsibilities.

* * *

 Another critical point to talk about is regulation. Other de-
sign fields like industrial design, or especially architecture, are high-
ly regulated worldwide. It is even required to hold a license to start 
working as an architect in most countries. Although for interaction 
design, the field of  regulatory action is much more open. Neverthe-
less, legislation certainly has an impact on interaction design’s out-
put as well as some aspects of  its practice. The qualified practitioner 
is required to be knowledgeable about the specifics of  applicable 
laws and to follow them when acting (“Legal Issues,” 2018). These 
laws can be summarized in three main points:

• Data Protection 
On May 25th, 2018 General Data Protection Regulation 
(GDPR) came into effect in the Europe, harmonizing priva-
cy laws among the member states, and this started a wave 
of  privacy protection laws among the world. According to 
UNCTAD (2021), currently 71% of  the countries world-
wide have some level of  privacy legislation.

• Health and Safety
Prior to engaging in an activity, it is necessary to analyze 
the risks involved and take steps to reduce those that are 
detected, as required by both common sense and health and 
safety regulations (“Legal Issues”, 2018). Although, regula-
tions in this aspect usually only include laws regarding work 
safety but, not so much concerning the user or the environ-
ment safety.

• Accessibility
Currently, 21 countries have accessibility laws in effect with 
the addition of  Hong Kong and the European Union also 
having their own regulations in this area (WAI, 2018).
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 Every industry begins untamed and eventually matures. For 
the safety of  society, the hazardous ones are regulated. Laws pro-
mote innovation; they provide designers with the limitations they 
require to create solutions (Monteiro, 2019). These limitations pro-
vide designers with a starting point; they are not perfect, but, as 
Monteiro says, this industry is a maturing one in which regulation 
is starting to catch up. The author highly encourages all interaction 
designers reading this work to go through the aforementioned stan-
dards and regulations to learn and know about the limitations and 
requirements of  their craft. If  a design decision or solution requires 
the designer to look for loopholes or ways around these regulations 
and standards, then that action is already unethical. interaction de-
signers are in the position to keep a check on these aspects and, as 
Papanek (1985) puts it, be the gatekeepers.

5.4 Industry Examples

 Finding examples of  how interaction design is being used in 
unethical ways is not difficult. Design is a tool, and like every tool, it 
can be used in an ill-mannered fashion. In this case, it is a tool that 
can influence emotional responses and create or shape behaviors, 
which makes it quite powerful. Using user data maliciously without 
their consent to profile them or advertise more products, making 
essential parts of  an application pay-to-unlock, and misleading or 
manipulative user interface designs are all ill-mannered. Evidently, 
not all immoral acts of  design are created equal. Designing the in-
terface of  a military rocket launcher that will be used to kill people 
and designing the interface of  an e-commerce website so that the 
users are tricked into spending more can not be put on the same 
moral scale. Nevertheless, both cases are acts that go against the 
essence of  design.

 According to Chris Kiess (2019), UX as a field is impact-
ed by self-driving cars with automated safety features, social media 
privacy concerns, addictive app design strategies, and manipulative 
design tactics. However, there has not been anything done to list and 
organize the various ethical problems in this field. As more tech-
nology is produced, the sorts and nature of  ethical challenges in 

58

the profession will undoubtedly continue to change and intensify. 
Hence, it is important to document and exemplify the rights and 
wrongs of  what has been done so far in this field. Usually, unethical 
cases occur in situations where profit or business agenda is put above 
the user’s needs, but these cases can also inherently exist within the 
job itself. Designers need to be aware of  conflicting needs. Business-
es do need to make a profit; thus, we need to be realistic when taking 
into account commercial requirements, legal requirements, and how 
the ecosystem affects the design. However, when such circumstanc-
es damage a user, take advantage of  them, or make their use of  the 
product difficult, then there is malpractice by the designer. Kiess 
(2019) defines these acts as ill or misdirected intent.

 In this chapter, dark patterns — the term that is used for un-
ethical interaction design practices on the interface level — will be 
explored; afterward, the ill or misdirected intent will be exemplified 
associated with the defined three main values: society, environment, 
and economy. In the end, with the help of  industry examples, the 
reader will be able to see how all of  the mentioned aspects of  uneth-
ical design come together.

5.4.1 Dark Patterns

 Dark patterns are also called deceptive design elements; as 
the name suggests, they are design elements that are put into a sys-
tem to trick, mislead, or manipulate the user. Some of  these design 
elements are used so often that users take them for granted. The 
best example of  this is, requiring credit card information for a free 
trial of  a subscription-based service. The aim here is to make the 
user agree to pay for the service when they just want to try it and 
hope they will forget to cancel their subscription. Some websites/
apps even make the cancellation process harder than it should be or 
cancel the free trial altogether if  the user wants to opt out, all in the 
hopes that they can keep the customer in their system and charge 
them for the subscription. Even though it is a morally questionable 
design decision, this kind of  action has become commonplace with 
the increasing amount of  subscription-based services that we use 
day to day, and the users have no other choice than to accept it. Oth-
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er examples of  dark patterns include tricking the user into sharing 
their personal data like emails, manipulating them into paying for 
products/services that they do not need and shaming the user for 
not acting as the website pushes them to act. A more detailed taxon-
omy of  dark patterns can be seen in Figure 5.
 

Figure 5: Taxonomy of  

Dark Patterns by Leiser 

& Yang  (Francisco et al., 

2022, p. 32)
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 Harry Brignull (n.d.) is a UX specialist who created a web-
site in 2010 that is wholly dedicated to tracking and filing dark 
patterns on the world wide web, especially the big companies like 
Google, Facebook, Amazon, Microsoft, and Apple. The website is 
called www.deceptive.design, and here are some good examples 
from there:

Twitter makes it mandatory to log in or sign up to read tweets 

or threads on its website (Brignull, n.d.).

Amazon requires users to allow marketing notifications for 

them to make donations to its charity programme 

(Brignull, n.d.).

Skype pushes users to agree to share their contacts by 

not providing an option to refuse (Brignull, n.d.).
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 In April 2022, the EU issued a report on dark patterns, look-
ing deep into these design elements. They overview dark patterns in 
detail, classify unfair and manipulative practices, do a legal assess-
ment and measure the impact of  these practices and lastly suggest 
remedies which include regulation and business and consumer level 
response. They also provide a lot of  examples from the industry. 
This report indicates that dark patterns are an acknowledged prob-
lem by the governing bodies, and soon this ill aspect of  interaction 
design will also be regulated. 

5.4.2 Society: Meta and TikTok

 The impact of  social media on society is well observable, 
and it keeps evolving. Meta influences society in many ways as the 
company owns most of  the main social networking platforms like 
Facebook, Instagram, and WhatsApp. Meta’s both Facebook and 
Instagram use metrics to attract attention and drive traffic. These 
metrics can be the number of  likes or comments a post has achieved 
or the number of  followers the user has. Meta utilizes these metrics 
to increase engagement and induce addictive behavior in the users.

Google uses “confirmshaming” to deter consumers from declining to opt 

out. The wording of  the refuse option is intended to shame the user into 

complying (Brignull, n.d.).

YouTube makes the options confusing on its 

subscription pop-up (Brignull, n.d.).
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 In 2016, Facebook gave a researcher working for Cambridge 
Analytica, which supported the Trump campaign, access to infor-
mation on up to 87 million Facebook users (Chang, 2018). This was 
one of  the biggest scandals regarding Facebook to date, and it was 
both about the amount of  data the company has on its users and the 
design flaws that allowed the leak.

 TikTok is another highly addictive and behavior-altering 
social media platform. It has been made popular by its short video 
format and numerous challenges that circulate on the app. They be-
come viral, and the app’s algorithm shows this content to the users 
it deems favorable. According to Mitchell Clark (2022) from The 
Verge, numerous lawsuits have been filed against TikTok by par-
ents whose children they claim died from choking while attempting 
the “blackout challenge” after the app showed them videos of  oth-
ers doing it. According to a lawsuit brought against the corporation 
in June, the challenge “encourages users to choke themselves with 
belts, purse strings, or anything similar till passing out,” and at least 
seven particular youngsters died while doing it last year. 

 Evidently, all these platforms hugely influence our society 
on an individual and public level. The design elements can change 
and create behavior, influence our mood and emotions, access a huge 
amount of  information and data on their users, and even influence 
the polls in a vote.

5.4.3 Environment: Apple and Amazon
 
 According to Terry Nguyen (2019) from Vox, Amazon had 
announced in April 2019 that it was planning to provide Prime 
members with free one-day shipping. Additionally, it has relaxed the 
minimum purchase limit, enticing users to purchase a variety of  in-
expensive products with free one-day shipping. It is also a pledge 
that may have a significant impact on the environment by cutting 
the delivery time down. Amazon contracts with a variety of  ship-
ping companies, such as UPS, the US Postal Service, and several in-
dependent businesses employing hired carriers. These hired carriers 
use vehicles that are less spacious than freight vehicles, which limits 
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and create behavior, influence our mood and emotions, access a huge 
amount of  information and data on their users, and even influence 
the polls in a vote.

5.4.3 Environment: Apple and Amazon
 
 According to Terry Nguyen (2019) from Vox, Amazon had 
announced in April 2019 that it was planning to provide Prime 
members with free one-day shipping. Additionally, it has relaxed the 
minimum purchase limit, enticing users to purchase a variety of  in-
expensive products with free one-day shipping. It is also a pledge 
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dependent businesses employing hired carriers. These hired carriers 
use vehicles that are less spacious than freight vehicles, which limits 
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the number of  packages they can transport and forces them to go 
back to the warehouse to pick up more. Customers are encouraged 
to anticipate speedy delivery services because they have access to 
options like free one- or two-day shipping, frequently ignoring the 
expenses to people and the environment that make it possible. Inter-
action designers play a crucial role in designing the interfaces and 
the experiences customers interact with to make these decisions and 
turn these anticipations into habits. 

 In an article on Apple’s “Batterygate,” Tony Romm (2020) 
writes that when Apple’s infamous throttling practices were re-
vealed in 2017, consumers were shocked and accused the company 
of  trying to pressure them into purchasing newer, more costly gad-
gets. As iPhone users discovered that some of  their older devices 
slowed down after updating to a newer version of  iOS, the issue 
made national headlines in the US. In December of  that year, Ap-
ple acknowledged the tactic and said it had modified its tech a year 
earlier to prevent some older models from abruptly shutting down 
or encountering other issues because of  heavy loads on their out-
of-date batteries. Thirty-four different states quickly launched an 
investigation into the situation, and later they succeeded in getting 
Apple to pay a fine and make a legal pledge to future transparency. 
This example directly concerns interaction designers and engineers 
due to the use of  the operating system to manipulate user action. 
Moreover, it is under the environmental section because of  the ap-
parent planned-obsolescence practices. Although it can be said that 
this action affects all three aspects, it changes customer behavior 
towards an upgrade-oriented phone usage; therefore, it impacts so-
ciety; consequently, it also makes the users spend more and impacts 
the economy.

5.4.4 Economy: Uber and Facebook

 Uber was one of  fifteen companies ProPublica (2018) discov-
ered in the last year that was buying Facebook advertising and tar-
geting a particular demographic. Ninety-one job postings by Uber 
were discovered during the ProPublica investigation into Facebook’s 
ad policies. 87 of  those 91 advertisements were exclusively aimed at 
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males, one at women, and three didn’t target sex. Advertisers can 
discriminate in ways that could be against the law, thanks to that 
level of  targeting. One way Facebook and other digital companies 
allow advertisers to target some people while excluding others is 
through sex profiling. It is based on extensive data provided by us-
ers and inferred from their web activities. According to a 2016 Pro-
Publica study, Facebook permits advertisers to reject users based 
on race. Additionally, a study from 2017 described how Facebook 
job ads could exclude older employees. These examples, by design, 
influence the job market in unethical ways. Its consequences can be 
predicted to impact the financial abilities of  people from different 
demographics, impacting the overall economy and society.
 

* * *

 In conclusion, there are many examples that can portray the 
immoral usage of  interaction design within the industry. These ex-
amples span from interface-level dark patterns to more structurally 
impactful levels like environmental, social, and economic. Different 
dark patterns can contribute to these three aspects and also certain 
dark patterns can be the product of  them. It can be observed that 
some of  the biggest companies that employ and rely on interaction 
designers, use and utilize these unethical practices which change 
lives and behavior, impact societies, pollute the environment, and 
destabilize the economy. Under these circumstances, it is very cru-
cial for every interaction designer to be well informed. Employers, 
educators, and regulators all have responsibilities in this regard, but 
as the holder of  the profession, designers themselves have the great-
est.
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 In this chapter, the author will give his opinions in light of  
the research provided. The epistemology of  the thesis was to cre-
ate a narrative in which the reader can learn point by point from 
an expansive array of  research. Starting from defining ethics and 
interaction design, then moving on to how these two elements com-
bine, and in the end, showing the reader how this combination looks 
and works in practice. This narrative was designed to inform the 
reader about the subject at hand and make them come to their own 
conclusions. Through learning about the theory and embracing it, 
the practical side of  design becomes more based and aware. As the 
author, finding my position in this matter was also the most crucial 
point of  this project. To clarify this position for the reader, this sec-
tion will serve as a vessel where the author explores the ties between 
all the written theories and discusses how the situation should or 
could be. 

 Starting from the beginning, it can be summarized that the 
most appropriate way of  judging the morality of  interaction design 
is through normative ethics. This field of  ethics judges the practi-
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tioners with the notion of  oughts. What a designer ought to do and 
not to do. A designer ought to advocate for the user; they ought to 
do no harm and do good. If  the acts are to be simply laid out: 

• The obligatory act of  a designer would be advocating for 
the user, and doing good; 

• the forbidden act would be designing products that do 
harm; 

• the suberogatory act is to not inform or influence fellow 
designers regarding their responsibilities;

• and the supererogatory act is to be active, spread the 
awareness and influence more design decisions.

 How can doing good or doing harm be defined in this con-
text? To answer this question, we should first decide which of  the 
main two normative ethics theories fits the case of  design the best. 
And to figure this out, we need to look within the design itself, and 
the divide between the two theorized design paradigms. Here the 
author would like to highlight the similarities between the binary 
divide of  normative ethics and design theory. As mentioned before, 
if  design is viewed as a process of  reflection in action, problems 
become genuinely unique. If  design is viewed as a rational prob-
lem-solving process, problems may be considered as being ill-struc-
tured. This ideation can be linked to the distinctions between util-
itarianism and deontology; utilitarianism is more pragmatic and 
analytical in its approach to problem-solving, whereas deontology 
emphasizes responsibility and intent and is more reflective in its ap-
proach to action. 

 It is possible to approach design from a utilitarian side due 
to designers being more result and goal-oriented. It is easy to miss 
the process and the intent if  we only look at the consequences of  the 
action, and it is also much harder to measure and calculate the moral 
implications. Design is a profession of  processes; the way design is 
taught, and most design methodologies are constructed can serve as 
an example that design decisions can not be stripped of  the process 
that shapes them. Therefore, the author strongly disagrees with the 
idea of  approaching design with utilitarianism. Also, through this 
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statement, it can be argued that defining design as a rational prob-
lem-solving process, although an effective approach, can be mislead-
ing and deficient. Due to its pragmatic and strict positioning, this 
paradigm fails to acknowledge the human factor in the design and 
misses the point of  design being a very human process. Under these 
circumstances, it is also impossible to assign moral values to design 
where the designer can be held responsible. For that reason, a search 
for an adequate approach is necessary.

 The paradigm of  reflection-in-action suggests that the de-
sign process should be one in which the designers reflect on their 
steps and acts. Consequently, reflecting on their craft and, most im-
portantly, on their intent. Deontology argues that one should look 
at the intention to make a moral judgment. To be more moral is to 
be more reflective on the actions, therefore the intentions. Hence, the 
intentions of  the actions taken by designers influence the morality 
of  those acts. In summary, the author suggests that this approach 
to design is the one that has the best fit for moral evaluations, which 
makes it also the best paradigm to define design with due to the fact 
that design should not exist without moral evaluations.

 Now that the relationship between the chosen paradigm and 
the ethical theory has been established, we can discuss what defines 
doing good and doing harm. According to Future of  Design Educa-
tion (n.d.), technological viability, financial feasibility, organizational 
adaptability, environmental sustainability, cultural sensitivity, physi-
cal accessibility, social justice, and ethical responsibility are all crite-
ria by which designers must evaluate their performance. The author 
would suggest categorizing all these aspects in an atom-like struc-
ture under the main title Design Values as seen on the next page, this 
title would include one central element — the Nucleus being Moral 
Values (Ethical Responsibility), and it would include three main orbital 
elements — Social, Environmental, and Economic values that influ-
ence and interact with the Nucleus. In order to make this structure 
more specialized for interaction design, the aforementioned seven 
points which need to be addressed when conducting ethical interac-
tion design would also be added into the equation as another orbital 
element. It is worth mentioning that some of  these seven points 
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already coincide with the criteria provided by the Future of  De-
sign Education. This categorization will give designers a checklist 
of  values that needs to be addressed when making design decisions. 
The virtues that the designers perform within these values would 
paint a picture of  what the intentions are and also what the implica-
tions and possible consequences of  those intentions are. Seeing the 
bigger picture by exploring the intentions and their effects on the 
design values, the designer would have a better understanding of  
how to do good and how not to do harm.
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 Through this knowledge, designers can establish a meth-
odology to evaluate decisions from a moral standpoint. However, 
as explored in Chapter 5, we can not expect everything from the 
designers themselves. After all, there are so many more factors in 
play when it comes to design and creation of  a product or service. 
The designer can do their best but still fail due to aspects that are 
not in their control. In this case, the author recommends a cycle of  
betterment. First and foremost, with better education, the designers 
will learn the craft better and apply their skills more ethically. De-
sign is not just an act of  creativity or self-expression; it is an act of  
decision-making. With a more extensive design education where the 
design values are the cornerstones, both hard and soft skills would 
hold equal importance, and designers would learn how to question, 
measure, and evaluate their work and intentions. Secondly, better 
hiring would call for companies and design teams composed of  peo-
ple with diverse backgrounds. This would guarantee views from 
different perspectives and that no voice is silenced or forgotten. 
Thirdly, better regulation established by communities composed of  
better-educated designers and consequently better-acting compa-
nies would ensure that the design values are protected on a legal 
level, which would effectively stop any bad players from harming the 
established system. The system in which all three aspects of  better-
ment support and add to each other towards the multiplication and 
standardization of  moral action in design.
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6.1 The Guideline

“The people affected by our actions are always more important than our 
intent.”   

(Monteiro, 2019, p. 82)

 This standardization in moral action would also possibly ini-
tiate the creation of  a widely acknowledged and followed code of  
ethics for designers. A code of  ethics that is accepted and applied by 
all the designers can seem like a far reach. However, there are exam-
ples from other industries, and the best example can be the medical 
scene. Doctors take a Hippocratic oath before they can start practic-
ing their profession, which basically frames what they ought to and 
ought not to do in an ethical and medical context. Their medical 
license can be taken away if  they do not follow their oath or violate 
it. This level of  accountability should also be observed in the design 
profession. As Future of  Design Education (n.d.) puts it, the design 
industry requires a code of  ethics that goes beyond the obvious vir-
tues of  truthfulness, transparency, efficacy, and safety. In the mod-
ern world, ethical design must take into consideration knowledge of  
and accountability for its context, implications, power, and privilege. 
The project must respect people’s privacy and religious values, pre-
serve the ecosystem, and recognize the interdependence of  social, 
cultural, physical, technological, and economic systems. 

 Even without reaching the proposed level of  standardization 
and unified action, it is possible to find different kinds of  manifes-
tos, principles, and guidelines regarding the ethics of  design from 
various authors and websites. In this thesis, the principles proposed 
by Cooper et al. have been mentioned due to their direct relevance 
to interaction design. Another example of  this is the ethical design 
pyramid shown in Figure 6, created by ind.ie (n.d.), a non-profit or-
ganization pursuing ethical design and technology. Their approach 
focuses on the human element and is worth mentioning in this con-
text. 
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 As a result of  the discussion and this thesis, the author would 
like to present his own suggestion for a code of  ethics that can be 
used by interaction designers and all designers alike. It consists of  
eight principles as follows:

Figure 6: Ethical Design Pyramid 

(ind.ie, n.d.)
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THE ETHICS 
CODE OF 

INTERACTION 
DESIGN

1 THE DESIGNER IS RESPONSIBLE AND 
ACCOUNTABLE FOR THE WORK THEY DO.

2    THE DESIGNER TAKES TIME TO ASK WHY  
AND SELF-REFLECT.

3THE DESIGNER WORKS TO PRESERVE OR 
IMPROVE THE FOUR MAIN VALUES.

4THE DESIGNER DOES NOT USE THEIR 
SKILLS TO INFLICT HARM. 

5THE DESIGNER CAN AND WOULD DEFINE A 
PROBLEM, AND IF IT IS WORTH SOLVING.

6THE DESIGNER CAN MEASURE AND 
CALCULATE THEIR IMPACT.

7THE DESIGNER STRIVES FOR FEEDBACK 
AND ACCEPTS CRITICISM.

8THE DESIGNER CAN REPRESENT A DIVERSE 
COMMUNITY AND SET OF VALUES.
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 This thesis was concerned with the ethical and social posi-
tioning flaws in design practice, particularly in the area of  interac-
tion design. This thesis aimed to investigate how ethics play a part 
in design and how this impacts industry-wide decision-making. De-
signers’ influence over and shaping of  products, the environment, 
society, and human lives have all been assessed, raising questions 
about the political character of  the design profession. The author 
investigated the ethical theory and evaluated the interaction design 
field to look for areas of  convergence. Using examples have helped 
to establish the status quo of  the literature and the industry in this 
regard. Additionally, the leading causes of  immoral design deci-
sion-making have been brought into question.

 For design to be ethical by nature, all the factors that prevent 
it from being so should be modified or removed. The author’s goal 
in writing this thesis was to bring attention to the fact that while 
this subject is frequently ignored, it actually merits the highest care. 
With the establishment of  a narrative, this work aims to become 
an informative and guiding book for its readers. As an interaction 
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designer, the author designed this narrative to be encouraging and 
supportive of  fellow designers. The outcome of  the thesis was a 
self-reflection and positioning, as well as a discussion of  the theory 
that has been researched and evaluated. Also, different methods of  
thinking and a set of  principles have been created to support the 
arguments made. These methods of  thinking can be observed in 
the establishment of  connections in between normative ethical the-
ories and design paradigms. Deontology has been chosen as the best 
theory of  ethics to approach design decisions and problem-solving. 
Moreover, within design theory, the paradigm of  reflection-in-ac-
tion prevailed as the more morally responsible understanding of  de-
sign. Overlapping aspects of  the chosen ethical theory and design 
paradigm have been discussed, resulting in an efficient thought pro-
cess and a code of  ethics for interaction designers.

 The future of  this research can include extensive qualitative 
research in which interviews are conducted with many design stu-
dents, teachers, employers, and regulators. These interviews would 
help to understand more in-depth how designers learn about and 
work on ethical situations. Observations and workshops, including 
the trial of  the proposed systems, would be another aspect to work 
on in the future. Moreover, the code of  ethics that has been created 
can be turned into a visual aid (website, app, or print) to increase 
the reach and feedback. Certainly, more research and thought ex-
periments can be conducted to expand on this thesis. The time con-
straint has been the main shortcoming of  the project, and arguably 
with more time and effort more satisfying and based results can be 
achieved.

 Finally, as the author, I would like to say to all designers who 
are reading this, always ask why, know when to say no, and never 
stop questioning your work. 
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 This thesis was concerned with the ethical and social posi-
tioning flaws in design practice, particularly in the area of  interac-
tion design. This thesis aimed to investigate how ethics play a part 
in design and how this impacts industry-wide decision-making. De-
signers’ influence over and shaping of  products, the environment, 
society, and human lives have all been assessed, raising questions 
about the political character of  the design profession. The author 
investigated the ethical theory and evaluated the interaction design 
field to look for areas of  convergence. Using examples have helped 
to establish the status quo of  the literature and the industry in this 
regard. Additionally, the leading causes of  immoral design deci-
sion-making have been brought into question.

 For design to be ethical by nature, all the factors that prevent 
it from being so should be modified or removed. The author’s goal 
in writing this thesis was to bring attention to the fact that while 
this subject is frequently ignored, it actually merits the highest care. 
With the establishment of  a narrative, this work aims to become 
an informative and guiding book for its readers. As an interaction 
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designer, the author designed this narrative to be encouraging and 
supportive of  fellow designers. The outcome of  the thesis was a 
self-reflection and positioning, as well as a discussion of  the theory 
that has been researched and evaluated. Also, different methods of  
thinking and a set of  principles have been created to support the 
arguments made. These methods of  thinking can be observed in 
the establishment of  connections in between normative ethical the-
ories and design paradigms. Deontology has been chosen as the best 
theory of  ethics to approach design decisions and problem-solving. 
Moreover, within design theory, the paradigm of  reflection-in-ac-
tion prevailed as the more morally responsible understanding of  de-
sign. Overlapping aspects of  the chosen ethical theory and design 
paradigm have been discussed, resulting in an efficient thought pro-
cess and a code of  ethics for interaction designers.

 The future of  this research can include extensive qualitative 
research in which interviews are conducted with many design stu-
dents, teachers, employers, and regulators. These interviews would 
help to understand more in-depth how designers learn about and 
work on ethical situations. Observations and workshops, including 
the trial of  the proposed systems, would be another aspect to work 
on in the future. Moreover, the code of  ethics that has been created 
can be turned into a visual aid (website, app, or print) to increase 
the reach and feedback. Certainly, more research and thought ex-
periments can be conducted to expand on this thesis. The time con-
straint has been the main shortcoming of  the project, and arguably 
with more time and effort more satisfying and based results can be 
achieved.

 Finally, as the author, I would like to say to all designers who 
are reading this, always ask why, know when to say no, and never 
stop questioning your work. 
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