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CIRCULAR BY DESIGN CHALLENGE
Introduction
This document defines evaluation criteria for the Circular Design Challenge. It is intended to
help the jury think through the different evaluation categories. The jury will be asked to rate
each category on a scale of 1 – 10. The criteria are based on the definitions used in the Circular
Economy Strategy Luxembourg (published in February 2021) and on evaluation criteria used
for similar challenges. The development of new circular product ideas and services means
rethinking business models whilst focusing (among other things) on design, resources and
marketing & communication, to foster an economically viable and feasible solution.

Evaluation criteria
Note: The jury will take into account the maturity of a company when making an assessment.
This means that when rating the different criteria, the jury will also look at where the company
is today and how much impact the implementation of the proposed project will have on the
company. In the final evaluation, the jury will not only rate the project itself, but also look at
the evolution and learning curve that the participants have shown throughout the challenge.
The following paragraphs describe which criteria will be considered for the assessment of the
projects. The criteria will be weighted as follows:
Admission to challenge

Final evaluation

Circularity

20%

20%

Impact

20%

15%

Novelty/Innovation

20%

15%

Value creation

20%

15%

Scalability

20%

15%

Evolution of project

N/A

20%

Circularity
This criterion is a knock-out criterion. The proposed solution will have to fulfill one or several
requirements of what classifies a project as being circular as defined in here:
Circular Economy: All economic activity that is substantially contributing to the protection of
the environment and that meets at least one of the following:
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a)

b)

c)

d)

e)

making more efficient use of natural resources, including sustainably sourced biobased materials (e.g., new biopolymers, new fibers, etc.) and other raw materials in
production, including reducing the use of primary raw materials or increasing the use
of secondary raw materials.
prolonging the use and reuse of products, including through increasing the durability,
repairability, upgradeability or reusability of products as well as through reuse, design
for longevity, reorientation, reconditioning, upgrading, repair and sharing and
through appropriate services and business models.
increasing the recyclability of products, including that of the individual materials
contained in products, inter alia through disassembly and substitution or reduced use
of products and materials that are not recyclable, in particular in design and
manufacturing activities and through appropriate services and business models.
Substantially reducing the content of substances of very high concern and
substituting them in materials and products throughout their life cycle, including by
replacing them with safe alternatives and ensuring traceability;
Avoiding the generation of waste*

*For information, the table below shows how the different solutions to avoid waste are
categorised in the Zero-Waste Strategy Luxembourg:
1

Design products to preserve resources, manage
soils, avoid overproduction/pollution
2A Better 1st use of products: using instead of owning,
sharing, repairing, avoid wastage
2B Better nth use: reuse product (e.g. reselling,
donation, etc.)
3A Re-utilisation of products/components, repair and
recondition, use in cascades
3B Valorisation of resources: recycling
N/A Energetic valorisation
N/A Elimination

PRODUCT (DESIGN,
PRODUCTION, USE)

REUSABLE RESOURCES,
COMPONENTS
WASTE (ULTIMATE LOSS
FOR CIRCULAR ECONOMY)

Impact
 How large is the waste fraction that you reduce?
 Will the product create impact in terms of shifting away from existing solutions that reduce waste, etc.
 How big is the CO2-reduction of your solution compared to a conventional and or to the company’s
current approach?

Novelty and innovation level of the idea
 Is the idea revolutionary and does it bring new solutions to an existing problem?
 What is the visionary aim of the solution?
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 How does the solution differ from other solutions on the market?

Value creation






What value do you create for the user, the environment and society as a whole?
Who are the primary customers and users?
What is the target market for the solution?
What is the business model for the solution, and what makes it circular?
What social, economic and environmental gains does the solution achieve?

Scalability





Does the solution have market potential?
How big a market does the new solution appeal to?
What does it take for the solution to reach the market and scale?
How can new technologies help speed up the production or scale the solution?

Project Evolution (Final evaluation only)






How much did the project evolve throughout the challenge?
Was the team open to comments and willing to implement changes accordingly?
Did the team consider the feedback from the Steering Committee?
Did the team collaborate with the coaches in order to improve their project?
Is the team motivated to continue working on the project after the end of the programme?

Contact
Marc Lis
Cluster Manager Creative Industries
T: (+352) 43 62 63-681
marc.lis@luxinnovation.lu
s
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Project Manager Flagship Projects
T: (+352) 43 62 63-854
anja.hoethker@luxinnovation.lu
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2021 CIRCULAR DESIGN CHALLENGE
FRAMEWORK
Introduction:
The objective of the present document is to outline the framework for the 2021 Circular Design Challenge
(hereafter referred to as the “Project”).

The Project:
Initiated by the Luxembourg Ministry of the Economy and managed by Luxinnovation, the Project aims to support
companies from the Luxembourg Creative Industries sector seeking to develop a product or service which
implements and adheres to the principles of the circular economy (detailed in Annex A).
The Project spans across 5 categories:
o
o
o
o
o

Sustainable Cities
Industry 4.0
Fashion Design
Mobility
LuXembourg – Let’s make it happen

Luxinnovation will launch a “call for ideas” on 21 October 2021, in the shape of a launch webinar, outlining a
detailed call for ideas in each category. A Jury panel (hereinafter referred to as the “Jury”) will present the 5
categories and answer potential questions from attendees.

The Timeframe:
The Project starts with the launch of a call for ideas and concludes on 21 April 2022 with an official Awards
Ceremony for the winners’ announcement.
The timeframe is structured as follows:
22 Oct 2021:
3 Dec 2021:
6 Jan 2022:
13 Jan 2022
13 Jan – 4 Apr 2022:
11 Apr 2022:
21 Apr 2022:

Project launch with a “call for ideas” in the form of a webinar that will outline
guidelines and expectations for each category.
Idea submission deadline
Pitching session (best 25)
Kick-off event coaching phase (webinar) for 15 selected Participants
Coaching and development phase
Project submission deadline
Final conference with award ceremony

The Challenge:
Interested candidates (hereinafter referred to as the “Applicants”) can submit their project idea through the
registration page. The Jury will assess the submitted ideas and select the 25 – 30 best ideas (5 ideas for each
category), based on evaluation criteria defined in the project call. It is possible to apply in teams of one to
maximum 4 persons.
The 25 pre-selected applicants are then invited to present their projects in a 5-minute pitch in front of the jury,
followed by a Q&A. The jury will then select the 15 best projects (hereafter referred to as the “Participants”).
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During the next phase of the project, the 15 Participants are invited to take part in a 12-week coaching programme
(see COACHING PROGAMME), which aims to help develop their product and service ideas according to the circular
design principles.
By the end of the coaching programme, the Participants must submit a pitch deck in order to demonstrate the
circularity, technical feasibility and economic viability of their project idea. For each category, the Jury will choose
maximum one Winner (hereinafter referred to as the “Winner”). The Winner is awarded a cash prize, a free
office space and help to accelerate the project idea. Additionally, a support package provided by one of the
partner companies can be awarded if appropriate.

The Scope:
The proposed challenge will:
-

Raise awareness for CE with other industries,
Bring forth new ideas and solutions,
Emphasize the CE efforts made in the country,
Help develop economically viable and feasible solutions that respond to the CE principles,
Offer a dedicated coaching programme for 15 candidates,
Implement the winning ideas through partnerships.

COACHING PROGRAMME
The selected Candidates benefit from a coaching programme, which includes group sessions and individual faceto-face or remote individual coaching session:
12 weeks of mentoring based on methodologies that have proven their value to achieve short-term goals with
expert coaches,
A 4-hour Design Thinking workshop lead by subject matter experts,
Five group sessions (2-hour workshops) with subject matter experts on generic topics:
 Circular economy business models & circular design
 Marketing an brand positioning in circular economy
 Intellectual Property
 UX/ UI workshop
 Product Circularity Data Sheet (PCDS) – Ministry of the Economy
12 (+ 3 optional) individual coaching sessions dependant on the Candidates’ needs and progress.
A head coach oversees each candidate’s progress and informs a steering committee with progress reports (see
Annex C for definitions).

CONTACT
Marc Lis
Cluster Manager Creative Industries
T: (+352) 43 62 63-681
marc.lis@luxinnovation.lu
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2021 CIRCULAR DESIGN CHALLENGE
PROJECT DEFINITIONS
Introduction:
The objective of the present document is to outline the roles and definitions of the Circular Design
Challenge (hereafter referred to as the “Project”).
The ‘Partners’ are public and private organisations (including non-profit organisations) supporting the
winners in implementing their projects after the Awards Ceremony, with respective financing,
infrastructure, technical expertise and network (as defined in the individual partnership agreement). If
deemed relevant by the organiser, the partners can be involved in the definition of the calls and be
invited to participate in the Steering Committees.
The ‘Coaches’ are individuals recruited and selected based on their skills and experience in circular
economy, circular design, entrepreneurship, business advice skills, as well as product branding
and marketing & communication, to support the Participants individually in the development of their
project on a regular basis.
A ‘Head Coach’ is appointed among coaches as the main contact person for the Participants during the
coaching programme and will closely liaise with the Organiser and other stakeholders.
The ‘Experts’ are appointed by the organisers to intervene on specific topics that are common to all
Participants during workshops (e.g. Design Thinking, Circular Business Models, User Experience, brand
positioning, IP issues …) or keynote speeches.
The ‘Applicants’ are individual project owners or duly authorised persons representing a
company applying to take part in the Challenge. It is possible to apply as teams of one to maximum four
persons, minimum one of these persons needs to have a legal entity in Europe.
The ‘Participants’ are applicants selected to participate in the Challenge and will thus benefit from a 12week coaching programme.
The ’Jury’ is composed of Partners and international Experts, appointed by the organiser. The Jury will
select the projects that will be admitted to the challenge according to a set of criteria provided by the
organiser. At the end of the coaching programme, the Jury will select the Participants who will be the
overall winners of the Challenge.
The Jury will assess projects according to their expertise and projects categories (Jury members can be
assigned to one or several project categories).
The ‘Steering Committee’ is a committee including the Initiator, the Organiser, Partners,
Experts and Head Coaches, that organises meetings on a regular basis to review Participants’ projects
and monitor their progress.
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The ‘Winner(s)‘ are chosen by the Jury according to a set of transparent evaluation criteria that will be
communicated to the Participants at the beginning of the challenge. There will be one Winner for each
of the five categories.

CONTACT
Marc Lis
Cluster Manager Creative Industries
T: (+352) 43 62 63-681
marc.lis@luxinnovation.lu
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Project Manager
T: (+352) 43 62 63-854
anja.hoethker@luxinnovation.lu

