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Forord

H+Forest ar ett projekt finansierat av Energimyndigheten, med Lunds universitet som
projektledare, i partnerskap med Chalmers Tekniska Hogskola. | projektet har daven
Arkitekturinstitutet, Kungliga Tekniska hogskolans och HSB living labs, Sustainlab och Boiler AB
medverkat. Samfinansiarer har varit Akademiska Hus och Volvo Cars AB.
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Swedish summary

H+Forest-projektet har tagit sig an utmaningen med att skapa hallbarhet i campusmiljoer
genom att undersdka hur fysiska utrymmen och sociala interaktioner kan uppmuntra hallbara
beteenden. Ur ett energiperspektiv syftar projektet till att férstd hur vardagliga aktiviteter pa
universitetscampus bidrar till miljopaverkan, och hur rumsliga och beteendemassiga
designlosningar kan framja mer hallbara praktiker.

Projektet genomforde workshops med over 100 studenter fran tre svenska universitet — Lund,
Chalmers och KTH — med fokus pa hur bostads- och larmiljoer kan omformas for att framja
hallbarhet. Nyckelbeteenden kopplade ftill energianvandning, livsmedelskonsumtion och
mobilitet kartlades med hjalp av deltagarverktyg som Sustainable Behavior Goals (SBGs)-
ramverket. Detta ramverk hjilpte studenterna att samskapa hallbarhetsmal, med fokus pa att
minska koldioxidutslapp genom férandringar i dagliga vanor som matlagning, transporter och
fritidsaktiviteter.

En av de mest innovativa aspekterna av projektet var anvandningen av virtuell verklighet (VR)
for att testa nya rumsliga koncept. Genom att simulera hallbara boendemiljéer kunde
studenterna ge direkt aterkoppling, vilket sakerstallde att de slutliga designldsningarna speglade
deras behov och framjade beteenden som minskar miljopaverkan. De samskapade rumsliga
koncepten for framtidens campus — sasom energieffektiva kék och naturanslutna gym — visar
hur fysiska miljder kan paverka hallbart beteende pa individuell niva, och erbjuder insikter som
stracker sig bortom campus till bredare stadsplanering och hallbarhetspraxis.

Ny kunskap som genererats inkluderar vikten av att kombinera beteendeforskning med
innovativ design och deltagandemetoder. Projektet visar att studenter dr mer bendgna att
engagera sig i hallbara praktiker nar de antingen ar involverade i designprocessen eller vet att
andra studenter har varit delaktiga, samt nar utrymmena ar anpassade ftill deras sociala och
psykologiska behov.

Nasta steg blir att implementera de samskapade rumsliga koncepten pa Kréaftriket Campus och
skala upp dessa koncept till andra campus, samt ytterligare forfina designen baserat pa fortsatt
aterkoppling. Projektet lagger grunden for att omvandla campus till dynamiska knutpunkter for
hallbart boende och ldrande, dar energieffektiva praktiker blir en del av vardagen.

Sammanfattningsvis har H+Forest utvecklat handlingsbara insikter om hur campusdesign aktivt
kan framja hallbara beteenden, med sarskilt fokus pa att minska koldioxidavtryck genom
innovativa rumsliga |0sningar och studentengagemang. Projektets resultat kan inspirera nya
policyer och designldsningar, inte bara for campusmiljder utan dven for bredare initiativ inom
hallbar stadsutveckling.
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Summary

The H+Forest project addresses the critical challenge of sustainability in campus environments
by exploring how physical spaces and social interactions can encourage sustainable behaviors.
From an energy perspective, the project aims to understand how everyday activities on
university campuses contribute to environmental impact and how spatial and behavioral
designs can foster more sustainable practices.

The project conducted workshops with over 100 students from three Swedish universities—
Lund, Chalmers, and KTH—focusing on how living and learning spaces can be redesigned to
promote sustainability. Key behaviors linked to energy use, food consumption, and mobility
were mapped using participatory tools, such as the Sustainable Behavior Goals (SBGs)
framework. This framework helped students co-create sustainability targets, focusing on
reducing carbon emissions through changes in daily habits like cooking, transportation, and
leisure.

One of the most innovative aspects of the project was the use of virtual reality (VR) to test new
spatial concepts. By simulating sustainable living spaces, students could provide real-time
feedback, ensuring that the final designs reflected their needs and promoted behaviors that
reduce environmental impact. The co-developed spatial concepts for the future campus—such
as energy-efficient kitchens and nature-connected gyms—show how physical environments can
influence sustainable behavior at the individual level, offering insights that extend beyond the
campus to wider urban planning and sustainability practices.

New knowledge generated includes the importance of combining behavioral research with
innovative design and participatory methods. The project reveals that students are more likely
to engage in sustainable practices when they are either involved in the design process or know
that other students were involved and when spaces are tailored to their social and psychological
needs.

The next steps involve implementing the co-designed spatial concepts to the Kraftriket Campus
and scaling up these concepts to other campuses and further refining the designs based on
continued feedback. The project lays the work for transforming campuses into dynamic hubs of
sustainable living and learning, where energy-efficient practices become part of everyday life.

In summary, H+Forest has developed actionable insights into how campus design can actively
promote sustainable behaviors, with a particular focus on reducing carbon footprints through
innovative spatial solutions and student engagement. The project's outcomes can inspire new
policies and designs, not only for campuses but for broader efforts in sustainability-driven urban
development.
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Background and purpose

The H+Forest project was initiated to tackle the pressing challenge of promoting sustainability
in campus environments by leveraging the design of physical spaces and fostering sustainable
behaviors. With over 320,000 people utilizing campuses in Sweden, according to data from
Akademiska Hus, campuses present a significant opportunity to test and implement sustainable
living practices. A substantial portion of this population comprises international students, who
bring diverse perspectives and experiences. This makes it crucial to develop strategies that
engage the international student body in sustainability efforts. The project specifically aims to
engage international students, alongside with Swedish ones, encouraging them to exchange
knowledge and culture. By involving these students in the design process, the project fosters a
sense of ownership and responsibility, ensuring that sustainability becomes an integral part of
their campus experience.

Problem and Challenge

One of the core issues the H+Forest project seeks to address is the gap between sustainable
intentions and real-life actions. Many students express a desire to live more sustainably but
encounter obstacles—ranging from inadequate facilities to a lack of knowledge—when trying
to implement these behaviors in their daily lives. In Swedish campuses, current energy systems
can often be inefficient due to disjointed use of spaces and insufficient alignment of individual
behaviors with broader sustainability goals. The project focuses on proposing the conceptual
ideas for redesigning living and learning spaces to overcome these barriers, integrating
sustainability into the fabric of campus life. Key areas of intervention include reducing energy
use, enhancing decarbonized mobility, and promoting new social norms, such as in communal
kitchens and recreation spaces.

Societal and Market Needs

The project responds to growing societal and market demands for sustainable environments
that support the daily lives of students, particularly in educational institutions. As campuses
become increasingly international, there is a need for solutions that not only address
environmental sustainability but also foster cultural exchange and collaboration. International
students represent a unique demographic that can contribute to and benefit from sustainable
practices, both during their time at university and in their future endeavors around the world.
By engaging students from diverse cultural backgrounds, the project ensures that sustainability
practices are not only adopted but also tailored to the specific needs and experiences of the
global student community. This collaborative approach positions campuses as hubs for
sustainable innovation, where students actively contribute to solutions that can later be applied
in broader societal contexts, including urban planning and residential developments.
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State of Knowledge and Literature Review

In the H+Forest project, several theoretical frameworks were applied to integrate user behavior
with building design, aiming to foster sustainable practices and reduce environmental impact.
One of the foundational frameworks used was the Theory of Planned Behavior (Ajzen, 1991),
which explains how individuals' attitudes, subjective norms, and perceived behavioral control
influence their intentions and actions. This theory was crucial for understanding the motivations
behind students’ sustainability-related choices, such as energy use and waste management. By
identifying these factors, the project could target specific behaviors for intervention, helping to
design environments that align with students’ attitudes and encourage pro-environmental
actions (Ajzen, 1991; Yuriev et al., 2020).

Behaviour .
User Behaviour to Building Design
Design i
Useful theories: Useful theories: Useful theories:
- Theory of planned behaviour Conceptual Model - Theory of affordance
- Persuasive by Design model Elaboration on Lewin's - Behaviour insights
- Social practice theory equation. based design

Figure 1. H+Forest Research scope

Another important framework employed was the Persuasive by Design model (Fogg, 2009),
which focuses on how design elements can influence behavior. This model was used to create
campus spaces that subtly guide students towards making sustainable choices. For example,
the layout of shared spaces like kitchens and study areas was optimized to encourage energy-
saving behaviors, such as cooking in more energy-efficient ways or reducing reliance on single-
use items (Fogg, 2009). This approach aligns with Social Practice Theory (Shove, Pantzar, &
Watson, 2012; Spargaaren, 2003), which views behavior as part of social practices shaped by
cultural norms and material conditions. In the H+Forest project, this theory helped analyze how
everyday student behaviors, like cooking or commuting, are embedded within larger social
practices, providing insights into how these behaviors can be transformed to reduce carbon
footprints.

On the design side, the Theory of Affordance (Gibson, 1979) was applied to assess how physical
spaces could be structured to afford sustainable behaviors. Affordances refer to the potential
actions that an environment allows, and in the H+Forest project, the design of spaces like
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kitchens, gyms, and retreats was informed by the idea that these spaces should naturally
encourage sustainable practices (Gibson, 1979). These behavioral and design theories were
synthesized through a Conceptual Model, with an emphasis on Lewin’s Equation (Lewin, 1943),
which posits that behavior is a function of both the person and their environment. This principle
was central to the H+Forest project’s approach, emphasizing that sustainable behavior can be
facilitated not only through individual motivation but also by creating environments that
naturally guide people toward energy-efficient actions. By combining these frameworks, the
project developed a holistic understanding of how to design campus spaces that support
sustainable living, contributing to the broader goal of creating energy-efficient, sustainable
environments that are scalable to other contexts.

Project design

The H+Forest project followed a structured four-step process, ensuring a collaborative and
research-driven approach to sustainable campus design:

1. Team & Research Base: In this initial phase, a multidisciplinary team of researchers,
architects, and industry partners was formed. The team defined the project’s research
background, formulated methods, and selected tools to understand and address
sustainability challenges. The outcome was a detailed project plan and methodology.

2. Co-Design with Students: Through a series of workshops, students mapped their
everyday behaviors, co-created SBGs, and worked alongside architects to develop
spatial ideas. These workshops focused on integrating students’ sustainable behavior
goals into physical spaces, fostering collaboration between users and designers.

3. Co-Development with Experts: Architects and industry partners helped refine the spatial
solutions developed by students. The designs were tested using Virtual Reality (VR),
enabling iterative feedback and further refinement. This phase ensured that the spatial
concepts aligned with both behavioral goals and architectural feasibility.

4. Results Dissemination: The final phase involved sharing the project outcomes through
various mediums: a Playbook, a Festival, and Research Papers. The dissemination
highlighted the project’s innovative spatial designs and their potential to be scaled up
and applied to other campuses, advancing the field of sustainable design.

The H+Forest project employs the Double Diamond methodology as the overarching framework
to guide its exploration and solution development for creating more sustainable campus
environments. This structured design approach is divided into two key phases, or "diamonds,"
each focusing on different aspects of the project: behavioral analysis and spatial design.
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Integrated within this structure is a detailed process that ensures continuous collaboration
between students, researchers, architects, and industry partners.

Pre-study Behaviour maps SBGs . SBGs related PLAYBOOK/
; : Spaces &

Systems

VR experience

B1

B3

S1

¢

S3

B4 s4
B5 S5
Lit review + cIM / UIM* Clustering . Sketching &

Expert : ' 3D modelling
discussions : : :

Figure 2. H+Forest: Double Diamond methodology
First Diamond: Behavioral Analysis and Sustainable Behavior Goal Setting

The first diamond focuses on understanding the everyday behaviors of students and identifying
the sustainability challenges embedded within their routines. This phase starts with a Research
Base, where a multidisciplinary team of students, researchers, architects, and industry partners
collaborates to establish the project's goals, methods, and tools.

e Workshop 1: In this initial phase, students map their everyday behaviors, highlighting
how activities like eating, mobility, and leisure interact with sustainability. Tools like User
Journey Maps are used to visualize and understand these behaviors.

e Workshop 2: This leads to the co-creation of Sustainable Behavior Goals (SBGs), where
students define their sustainability objectives. These goals reflect personal values and
priorities, such as reducing carbon footprints in daily activities, and become the guiding
framework for subsequent design efforts.
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Figure 3. Workshop 1+2 'Mapping everyday behaviours and SBGs' template

Second Diamond: Spatial Co-Design Based on Prioritized SBGs

Once the SBGs are defined, the project transitions into the second diamond, where these goals
are translated into actionable design solutions. Here, students work alongside architects
from Arkitekturinstitutet and other experts to ensure that the spaces they design will foster the
desired sustainable behaviors.

e Workshop 3:In this phase, students and architects collaborate to develop spatial
concepts that align with the selected SBGs. The focus is on designing key campus spaces
like kitchens, gyms, and retreats to encourage sustainability. For example, energy-
efficient kitchens may promote group cooking to reduce waste, while nature-connected
gyms could support low-impact exercise and well-being.
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Figure 4. Workshop 2 'Spatial ideas co-development with architects'

e Testing and Refinement in VR:The co-developed spatial solutions are tested
using Virtual Reality (VR), allowing students and other stakeholders to experience the
new designs before they are physically implemented. Feedback is gathered through this
immersive testing, leading to further refinements in the spatial concepts.

oy, YUNTTRETRNIY 34

EEA ) —
s anwr g

Figure 5. VR testing
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Results Dissemination

The final phase focuses on sharing the outcomes of the project with a broader audience. The
dissemination was achieved through several activities:

e H+Forest Playbook: A documented guide that captures the process, tools, and
outcomes, providing a replicable model for other campuses.

e H+Forest Festival: A public event where the results are showcased, promoting
engagement with the academic and local community.

e Scale-up Strategy: A plan to apply the concepts developed at Kraftriket Campus to other
campuses, supported by the Research Day and collaboration with Akademiska Hus.

e Research Papers and Final Report: Formal academic outputs, including papers that
document the methodologies and findings, such as Paper 01 on SBGs, Paper 02 on
testing spatial concepts using VR and Paper 03 on Co-design method for Future campus
development.

Integration of the Process

The integration of the Double Diamond methodology and the detailed process ensures that
both behavioral insights and spatial design are developed collaboratively and iteratively. The
process moves from understanding and defining the problem (behavioral analysis) to
developing and delivering a solution (spatial co-design), with continuous feedback loops
involving both students and experts. This approach not only aligns with user needs but also
fosters sustainable living and learning environments that are scalable and adaptable to other
contexts.

Contribution

The H+Forest project made some contributions to the field of participatory design, especially in
its application to spatial design and architecture. By actively engaging international students in
the co-creation process, the project showcased how participatory methods could be effectively
applied to shape sustainable campus environments. This approach not only advanced
theoretical insights in participatory design but also delivered practical, real-world solutions that
integrate user needs into spatial concepts.

The project was practically implemented on the Kraftriket campus in collaboration with several
industrial partners (Akademiska Hus, Volvo Cars, Folkuniversitetet) These partnerships were
essential in ensuring that the developed designs, particularly those focusing on energy
efficiency and sustainability, could be realistically implemented. For example, by optimizing
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space utilization and incorporating architectural solutions like shared kitchens and flexible study
areas, the project demonstrated how spaces can promote energy efficiency. These physical
designs were aligned with Sustainable Behavior Goals (SBGs), co-created by students, to
encourage energy-saving behaviors such as reducing waste and optimizing the use of energy in
shared spaces.

The combination of architectural innovations and behavioral interventions created a model for
more energy-efficient and sustainable campus life. Industry partners like Akademiska Hus
played a key role in bridging the gap between visionary design and practical implementation,
ensuring that the solutions were not only innovative but also feasible and scalable.

As a result, the project has laid the groundwork for scaling these sustainable design solutions
to other campuses in the near future. By integrating participatory design with energy-efficient
spatial planning and behavioral strategies, the project is poised to influence broader
sustainability-driven urban and campus development, making it ready for larger-scale
implementation.
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Results

This research proposes the novel Sustainable Behaviour Goals (SBGs) concept as a framework
for harmonising sustainable behaviours with individual goals. Rooted within the context of
student-life, it provides a concept definition and practical implications. Empirical findings,
derived from a case study across three Swedish universities, enrich this inquiry. Through
participatory workshops and the application of the Student Journey Map method, a detailed
activities timeline was generated, providing a spatial-temporal understanding of daily
behaviours, and qualitative insight into the personal value of specific activities. The study
summarises participants' self-set SBGs and analyses the extent to which they cover
sustainability dimensions.

Percentage of participants by country Gender of participants

.

Sweden
india
China
japan
Germany
Iran
Greece
USA
France
Sl Lanka
Nigeria

e
Ratherands
Pedand St
Palkistan
Lolembia
Spain
Peru
Russian
Syria
mef‘:;:ﬂ Master Programs categories
Uganda
Vietnam il e S L Mg
Bangladesh it S el Hmisill
Kenya ST
Mexico ’
Kosavo [ ram St 5 Sautmnaty
drazil I
Rtaly -
indonesia
Honduras
Georgia
Finrdand e
Filipines : b -
Denmark
Cameroon
Wedmeén
sa s Dagenasing

Q 2 4 [ 8 10 12 14
Percentage (%)

Figure 6. H+Forest focus groups demographics

The research methodology is structured across three core themes: Everyday Behaviours
Mapping, Sustainable Behaviour Goals (SBGs), and Emissions. Everyday Behaviours Mapping
involved participatory workshops, mini-surveys, spatial-temporal maps, and data coding using
Python. Results were visualised to show the temporal distribution of students' daily activities.
SBGs used participatory workshops and discussion recordings, followed by iterative coding and
clustering. The analysis yielded a summarised set of Sustainable Behaviour Goals, visualised
using MIRO. Emissions relied on Living Lab data and smart meter analysis, cross-referenced with
activity data. CO2 emission factors were calculated, resulting in emissions per activity per hour,
visualised accordingly.
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Everyday Behaviours Mapping

The Student Journey Map dataset provides a comprehensive overview of students' self-
reported daily behaviours, chronologically ranging from 6 a.m. to 11 p.m. These behaviours
encompass diverse domains, including leisure activities, work-related activities, food-related
activities, hygiene practices, and mobility-related behaviours.

Aggregated prevalence of self-reported daily behaviours of students by activity
m Hygiene m Mobility = Food m Leisure m Work

% students

AM 06 AM 07  AMOB AM 09 AM 10 AM 11 AM 12 PM 13 PM 14 PM 15 PM 16 PM 17 PM 18 PM 19 PM 20 PM 21 PM 22 PM 23

Figure 7. Aggregated prevalence of self-reported daily behaviours of the students by activity

Outcomes:

e The mapping of daily student behaviours from 6 a.m. to 11 p.m. reveals the broad
scope of activities that contribute to a typical student’s day, including leisure, work,
food-related tasks, hygiene, and mobility.

e The takeaway here is the importance of understanding these behaviours to identify
areas where sustainable practices can be integrated.

Sustainable Behaviour Goals (SBGs)

The compendium of self-set sustainable behaviour goals is visualised in Figure 8, with aggregate
prevalence of how often different types of goals were mentioned. In other words, the bigger
the circle, the more often the behaviour was mentioned. Sustainable behaviour goals across
spanned across different categories, not only focusing on ecological sustainability.
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Figure 8. Priorities to apply SBGs
Outcomes:

e The students' self-set sustainable behaviour goals provide a bottom-up
perspective on sustainability in daily life.

e By analysing the frequency and type of goals, it becomes clear that students
are generally aware of sustainability but may require further guidance or
infrastructure to achieve more impactful outcomes.

e This highlights the potential for institutions to better support sustainable
practices through targeted initiatives based on students' own priorities.

CO2e per hour of activity

Scope 1, Scope 2, and Scope 3 emissions are categories defined by the Greenhouse Gas Protocol
that various organisations, businesses, and activities use to classify the origins of their
greenhouse gas (GHG) emissions.
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Figure 9. Emission equivalent (kg per activity per hour) for Scope 1,2 and 3.

Outcomes:

e The findings emphasise that certain activities, such as mobility and hot water use,
contribute significantly to carbon emissions.

e This analysis teaches us that focusing on these high-impact activities offers the most
effective pathway to reducing overall carbon footprints on campus.

VR as a Tool for Sustainable and Inclusive Campus Co-Design

This part of H+Forest project investigates the integration of Virtual Reality (VR) with traditional
participatory methods for co-designing spatial innovations for a sustainable and inclusive
campus environment. During the first phase, a diverse sample of 68 students from three
Swedish university cities participated in workshops with architects on spatial concepts. These
concepts were integrated into virtual environments using 3D modelling and enriched with
interactive features. In the second phase, 42 participants, including students, campus
developers, educators, and architects, engaged in VR sessions to assess the spatial designs.
Feedback was gathered via pre- and post-test surveys to evaluate user experience, immersion,

and design relevance.
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Figure 10. VR Environments and Interactive spatial ideas.

The integration of VR into participatory design is an emerging area of research that holds great
potential to transform spatial planning processes. By providing immersive, real-time
experiences of design proposals, VR enables users to engage more deeply with spatial concepts
than traditional methods such as 2D drawings or physical models allow. This study
demonstrated the efficacy of this approach in a campus planning context, though several areas
for further refinement and critical assessment were also identified.

The study’s findings highlight the effectiveness of VR in fostering a more inclusive and
sustainable approach to spatial design. Participants, including students, campus developers,
educators, and architects, were able to actively engage with the VR environments representing
proposed campus spaces such as The Garden, The Retreat, and The Creative Space. Through
these immersive experiences, participants could visualize the designs more comprehensively
and offer feedback grounded in a more authentic understanding of the spaces. This active
engagement aligns with existing literature on the benefits of VR in participatory design.
Moreover, the focus on sustainability in this study aligns with broader efforts in architectural
design to create spaces that are not only environmentally responsible but also socially inclusive.
As VR technology continues to evolve, its integration into participatory design processes will
likely become even more seamless and impactful, especially with advancements in augmented
reality (AR) and real-time data visualization. These technologies have the potential to enhance
participatory processes by making complex design issues more accessible to non-expert users,
thereby increasing the inclusivity of the process.
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Discussion

H+Forest has demonstrated the importance of integrating the lived everyday reality of
students from an environmental perspective, with innovative technology to visualize potential
futures.

From a research perspective, the project has collected detailed data on activities our students
engaged in. These results, in combination with data from two living labs, have provided
detailed information about energy use and emissions from those activities. Additionally, we
can illustrate how much the individual has control over the energy use, by using scopes 1 to 3.
This enables visual representations of which actor has the most impact over emissions related
to specific activities. For example, working at home on one’s computer compared to working
in the public library results in different levels of emissions, looking at the differences between
scopes 2 and 3. This has implications for whom should do what, in terms of decreasing energy
use and the resulting emissions. This is an important distinction to integrate, as the level of
personal resourcefulness differs greatly.

Most studies into energy conservation, or the more general pro-environmental behaviors,

stop at identifying which behaviors are most pressing to address. However, the H+Forest
project has taken the research one step further by inviting our participants to formulate their
own goals, what we have called sustainable behavioral goals (SBGs). Here, insights into which
priorities individuals have on terms of changing behaviors are revealed, and what barriers they
see to achieving these. In our sample, participants wanted a more sustainable lifestyle where
they were offline and disengaged from social media to a greater extent. For this behavioral
change, it can be discussed how the future campus can aid in that. Perhaps creating spaces for
offline activities, like a retreat, that can promote and encourage truly sustainable
development. In this way, behavioral changes are rooted in real wishes of transformation,
rather than normative ideals of what behavioral change should look like.

To facilitate this development, H+Forest made use of VR to create an experience-based
illustration of a potential future. By basing VR representations on sustainable behavioral goals,
we can visualize and let actors experience changes before they happen. In this way it is
possible to define and refine potential solutions and designs before implementing them. This
can provide developers, architects, and other stakeholders opportunities to interact with
potential solutions. Taken together, behavioral insights, emissions data and immersive designs
can prove to be better tools towards sustainable development.
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List of publications

1. IMAGINING A FUTURE CAMPUS
H+Forest: Co-Designing Knowledge For A Sustainable Future (Playbook)

This Playbook presents the working process of the project, with a detailed description of how
the project was structured, how the workshops were conducted and the main results. This can
help others wanting to combine behavioral research with future architectural design.

It can be found here:
https://www.akademiskahus.se/contentassets/40964e57680b4b7f89ec1f7426c5b497/imagini
ngafuturecampus.pdf

2. Sustainable Behaviour Goals for everyday life: a case study from Swedish Campuses
In the submission process for Sustainability Science Journal (Springer)

This paper focuses on how sustainable behavioral goals can be used to set realistic and
bottom-up generated goals for changing specific behaviors. The conclusions are based on
students everyday behaviors, and the goals they identified for themselves. This, in
combination with emissions linked to specific behaviors, can aid in developing reasonable
behavioral transformation.

3. Virtual Spaces, Real Changes: VR as a Tool for Sustainable and Inclusive Campus Co-Design

In the submission process for The International Journal of Architectural Computing (SAGE
Journal)

In this contribution, we map out the use of VR for bringing abstract concepts into a relatable
form. Using the experiences and evaluations from users engaging with VR, where our future
campus was visualized, we discuss the potential of using virtual reality to adapt, alter and

adjust the built environment to achieve energy saving benefits and reducing GHG emissions.

4. Co-designing future campus: Swedish case study

In the submission process for CoDesign - International Journal of CoCreation in Design and the
Arts

This contribution discusses the process of engaging users, or more specifically students, in co-
creation of knowledge for scientific purposes. This is particularly important when designing


https://www.akademiskahus.se/contentassets/40964e57680b4b7f89ec1f7426c5b497/imaginingafuturecampus.pdf
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energy efficient solutions since these need to build on lived experiences of the groups
intended to implement them.
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