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Educator

Writer

Baby Bonding Ardent FS (UK) 
Limited

User research
Conceptualistion
Interaction design
Product design
Photography

User research
Conceptualisation 
Visualisation
Branding
Print/Web design

Movement as 
Medicine 

User research
Video storyboards
Web/flash design

Emerging TV 
Habits

Design Collaboration

Project planning 
Observational skills 
Interview skills
Analytical skills 
Reporting skills

User insights
Developing learning 
material
Team facilitator
Film and interview
Web design

Fostering visual 
skills

Qualitative research
Design research
Innovating creative 
practices

Publishing Design Interface design 

Organisational skills 
Coaching technical 
publishing skills,
coherent thinking, and 
openness to feedback

Organisational and 
facilitation skills
Coaching conceptual 
thinking through 
social processes

Branding 

Coaching 
understanding of 
branding process 
and coherent 
thinking

Workshops

Enabling self-
visualisation 
of barriers and 
improvement to design 
practices

Writing on 
innovating  design 
practices

Journals papers
Conferences papers

Multiple 
award 

winning 
research



Being a 
designer  



Baby Bonding
A concept service, to enable a mother returning 
to work to bond remotely with their baby through 
hormones, pheromones, eye contact & voice

Being a designer

babybonding

Pheromones

The babybonding necklace enables a mother to capture 
and send her pheromones, make eye contact and talk 
with her baby. When the baby cortisol hormones are 
raised, the necklace makes the mother aware that the 
baby is stressed, where she can respond, comfort and 
make her baby feel secure through the natural forms of 
communication the necklace provides. 

Through these 
natural forms of 
communication 
the mother and 
child produce 
oxytocin, 
which reduces 
cortisol levels, 
promoting calm, 
well-being and 
bonding.

Eye Contact Voice



Being a designer
Babybonding Necklace

Baby Holder 
Soft blue shows the necklace is active; 
after a period of inactivity the necklace 
will change back to opaque. The mother 
would be aware of raised cortisol levels, 
through the holder warming up if the 
baby is moderately stressed or if highly 
stressed, the holder softly vibrates.

Baby Display 
When the product is active, the mother 
and baby can see each other, and the 
baby can hear their mother’s voice. 
For the mother to hear their baby the 
display is removed from the holder. 

Necklace Design
The uniquely designed necklace is shaped 
like an egg - a symbol of new life and 
growth. Reflective of the elements of an 
egg - the soft blue of the baby holder 
mirrors the white egg that provides water 
and the yellow baby display imitates the 
yolk which supplies food. 

Necklace Interactions 

Each mother interacted 
in different ways with the 
necklace during video 
explorations. Therefore 
the babybonding necklace 
would learn from how a 
mother interacts with 
the necklace. 

A storyboard of Alice interacting with the Babybonding necklace 
A primary schoolteacher who has returned to work 4 months after having her baby 

After Alice is made aware that 
her baby is moderately stressed, 
the necklace would expect her to 
interact; therefore any definite 
touch would awaken the product.

Alice is free to communicate with her baby and her 
pheromones would automatically be captured and 
transferred to the baby.  After a period of inactivity 
the necklace will go to sleep.

During a busy lesson Alice interacts with the necklece to calm her baby

During playtime, Alice uses the necklece to communicate with her baby

Inactive Active
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During lunchtime, Alice interacts with the bonding egg and necklace

Babybonding Egg 

The bonding egg that 
accompanies the bonding 
necklace, is an interactive display 
that provides the mother with 
- all the information about the 
babybonding service; 
- a personal plan of remote 
bonding games based on the latest 
research on infant development; 
- and a snapshot of her baby’s 
activities during the day.
 Alice selects the animal game 

to encourage language 
development.

Alice plays the game by pressing on an animal so the baby 
can see the animal on the Teddybear cam. She makes the 
sound of the animal (what does a dog say? Woof! Woof!) 
into the baby display, that is detach from the necklace. 

The baby cortisol level can be measure through saliva 
or urine. A soft reusable alert strip place near the nappy, 
detects and alerts the babybonding necklece when 
levels are high, making the mother aware their baby 
is stressed.

Alert strips, Caregiver’s Bonding Necklace and 
Teddybear Bonding Cams

The caregiver wears a necklace and places the 
Teddybear Bonding Cams where the baby is active 
during the day. When the baby is stressed these 
products would sense where the baby is active, display 
the mother’s face and voice, and transmit the baby’s 
face and voice to the mother’s necklace.



Being a designer

Babybonding Branding

The packaging is multifunctional as 
the bonding products are carried, 
stored and recharged in two 
pouches: mother and baby.

Brand Intent 

Babybonding is compassionate 
about the natural process of 
bonding and continues learning 
to provide a quality 
lifestyle service. 

Brand Identity 
The identity comprises of soft 
colours and symbol of the egg 
reflects the idea of bonding, 
growth and new beginnings. 
The brand name and tagline 
‘continued bonding between 
mother and baby’ conveys what 
the babybonding service offers.
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The Babybonding project was conceived in 2003 and 
redesign in 2011. Through prototyping the necklace 
from the start of the project, the service was redesign 
through a review of current research; user engagement; 
and consulting with technicians, product and interactive 
media designers and an haptics expect. Below illustrates 
the approach I had taken to redesign the babybonding 
service.

babybonding
Continued communication between mother and child

2. Aware1. Sleep 3. Communicate 4. Sleep

Stress Interactions

The mother would be aware of 

raised cortisol levels, through the 

holder warming up if the baby is 

moderately stressed or if highly 

stressed, the holder softly vibrate. 

Any de�inite touch would awaken 

the necklace.

When the necklace has been 

awaken, the mother pheromones 

are automatically capture and send. 

In the display the baby can now be 

seen.

The mother is now free to communicate with 

her baby, the mother and baby can see each 

other, and the baby can hear their mother’s 

voice. For the mother to hear their baby the 

display is removed from the holder.

After a period of inactivity the 

necklace will go to sleep.

2. Awake1. Sleep 3. Communicate 4. Sleep

Communicate Interactions

Any de�inite touch would awaken 

the necklace.
When the necklace has been 

awaken, the mother pheromones 

are automatically capture and send. 

In the display the baby can now be 

seen.

The mother is now free to communicate with 

her baby, the mother and baby can see each 

other, and the baby can hear their mother’s 

voice. For the mother to hear their baby the 

display is removed from the holder.

After a period of inactivity the 

necklace will go to sleep.

Visualisation of Mothers necklace interactions based on video explorations (version 1) Learning states: A point of de�inite interaction that the necklace 

would capture and learn.

2. Aware1. Sleep 3. Communicate 4. Sleep

Stress Interactions

2. Awake 3. Communicate 4. Sleep

Communicate Interactions

Visualisation of mothers necklace interactions following  scenarios (version 2)
Learning states: A point of de�inite interaction that the necklace captures and learns.

Response 1: No interactions
The mother does not interact with the necklace as she 

can see her baby is being attended to. She still plays a 

role in caring for her baby as her pheromones are 

captured and transferred to the baby-bonding cam or 

caregivers necklace automatically.

Response 2: Caregiver asks for help
At �irst the mother does not interact with the necklace 

as she can see her baby is being attended to. When the 

caregiver asked for help start interacting with the 

necklace. 

Response 3: Mother interacts with their 

baby when alerted
When alerted that the baby is stress the mother 

interacts with the necklace to calms her baby.

The mother would be aware of raised cortisol levels, through the holder warming up 

if the baby is moderately stressed or if highly stressed, the holder softly vibrates for 

30 seconds. Any de�inite touch would awaken the necklace. The mother’s 

pheromones are captured and transferred to the baby-bonding cam or caregivers 

necklace automatically.

If the mother does not interact with the necklace 

the services reviews the caregiver interactions, 

and after a period of inactivity on the caregiver 

side the necklace with transition into sleep mode.

After a period of inactivity the 

necklace will go to sleep.

The mother is now free to communicate with her 

baby, the mother and baby can see each other, 

and the baby can hear their mother’s voice. For 

the mother to hear their baby the display is 

removed from the holder.

After a period of inactivity the 

necklace will go to sleep.

The mother would be aware of raised cortisol levels, through the holder warming 

up if the baby is moderately stressed or if highly stressed, the holder softly vibrates 

for 30 seconds. Any de�inite touch would awaken the necklace. The mother’s 

pheromones are captured and transferred to the baby-bonding cam or caregivers 

necklace automatically. The colour become stronger on the baby display after 

mother as made any de�inite interaction.

The mother is now free to communicate with her 

baby, the mother and baby can see each other, and 

the baby can hear their mother’s voice. For the 

mother to hear their baby the display is removed 

from the holder.

After a period of inactivity the 

necklace will go to sleep.

Response 1: Mother communicates 

with her baby
When the baby display is clear the mother can freely 

communicate with her baby.

Response 2: No interactions  
When the baby is not near a bonding cam or the 

caregiver, the necklace would show the last image 

taken to the mother in the baby display

Response 3: Mother is aware their baby is 

sleeping 
When the baby is sleeping the caregiver has the option 

of informing the mother. But if mother still wishes, she 

can still communicate with the baby. 

Any de�inite touch would awaken the necklace. The mother pheromones are 

automatically capture and send. In baby is now seen in the baby display.

The mother is now free to communicate with her 

baby, the mother and baby can see each other, 

and the baby can hear their mother’s voice. For 

the mother to hear their baby the display is 

removed from the holder.

After a period of inactivity the 

necklace will go to sleep.

Any de�inite touch would awaken the necklace. The mother pheromones are 

automatically capture and send. In baby is now seen in the baby display.

The mother is now free to communicate with her 

baby, the mother and baby can see each other, 

and the baby can hear their mother’s voice. For 

the mother to hear their baby the display is 

removed from the holder.

After a period of inactivity the 

necklace will go to sleep.

When the mother cannot contact her baby, a 

soft red circle would appear around the 

baby display and the latest image of the 

baby would appear.

ZZZ

1. Sleep

If the baby is sleeping the caregiver can tap 

the baby webcam to let the mother know 

that they are sleeping, and the webcam 

sense activity the image will dispear.

The mother would be aware of raised cortisol levels, through the holder warming up 

if the baby is moderately stressed or if highly stressed, the holder softly vibrates for 

30 seconds. Any de�inite touch would awaken the necklace. The mother’s 

pheromones are captured and transferred to the baby-bonding cam or caregivers 

necklace automatically. Caregiver makes a de�inite interaction with the necklece to 

ask the mother to help. The necklece softly vibrate for the time the caregiver 

interactives with the necklece.

X

2. Video explorations with prototyping necklaces

4. Product development

5. Branding 6. Packaging

3. Personas/scenarios that explored user 
requirements & business opportunities

1. Scoping and research bonding process 



Ardent FS (UK) Limited
Developing a brand for a financial 
services company  

Being a designer

Ardent FS (UK) Limited is a financial services company 
dealing mainly in personal and business financial 
products. They required a new brand and website that 
reflected the friendly and trustworthy nature of  ‘Ardent 
people’, and their passion for finding the right product 
for their client.

The final brand is based around the white rose, a 
famous symbol of the city of York (the home of Ardent’s 
head office) and a visual representation of the ethos of 
Ardent. 



Being a designer
Shades of green and purple were used to differentiate 
the personal and business finance sides of the company, 
and created a colour palette to accommodate future 
expansion into other financial products.

 Illustrations were used for website visuals 
(www.ardentfinance.com), to convey a warm friendly 
feeling - compared to competitors predominantly using 
stock photography that felt cold and impersonal.

Research (both competitor and visual scoping), 
generating concepts and associated applications 
of new product brands were compiled into the 
client presentation material below.



Movement as Medicine
Designing a diabetes learning pathway for 
doctors and their patients

Being a designer

During the time I assisted the Centre for Design 
Research interactive media team on this, their largest 
ongoing project I produced film concept storyboards; 
advised on planning film shoots; produced interactive 
learning materials for doctors; prepared presentation 
material for engagement with the client; prepared 
material for focus group sessions with elderly people; 
and produced user profiles generated from the focus 
groups to inform the design work.

Working with Newcastle University’s Institute for Ageing 
and Health, the project aim was to take new scientific 
data on the benefits of physical activity for people 
with type II diabetes, and translate it into an engaging 
learning pathway that helps primary care teams deliver 
effective lifestyle interventions.

This project is set to be piloted in County 
Durham, U.K. in 2011 before a major clinical 
evaluation - http://www.movemedicine.com/.



Being a 
researcher  



Design of TV Setup 
The following areas were 
prevalent in the positioning of 
the TV in the home:

TV viewing styles
The following TV viewing styles of 
watching were prevalent:

Parental control 

Controlling TV watching by 
recording every children’s 
programme on the Humax box.

Me-time viewing

Watch and catch up on the 
week’s TV or their favourite 
box-set.  

Passive viewing

Sometimes referred to as 
‘background noise’ the TV is 
often put on to accompany other 
activities or chores. 

Designing of TV spaces

Everyone had actively considered their TV spaces 
and had ways they would like to improve them. 

Joined up thinking

People don’t always have the ideal setup to enable 
the multitude of activities they would like to 
perform through or with their TV.

On-demand viewing

People have certain TV 
activities that they actively 
select at the time that 
suits them.

Social viewing

People come together to 
actively watch DVDs. 
or football.

Family viewing 

Families with younger children 
often have their watching habits 
dictated by the children. 

Children viewing 

Children from age 1.5 expect to 
watch want they want to watch 
when they want to watch it.

Altruistic viewing 

Watch TV for the sake of 
spending time with others.

Scheduled viewing

This viewer wants to know what 
they will be watching in the 
week ahead (e.g. soap operas 
and must-see TV).

I led a weeklong research project with the Centre 
for Design Research product design team to observe 
and interview people on their TV habits for a major 
electronics company. This resulted in the identification 
of nine emerging TV viewing styles and two insights 
into how people design their TV set up.  The findings 
are described below.

Being a researcher

Emerging TV Habits
Capturing insights on emerging TV habits for 
a major electronics company through 
ethnographic research



Designer’s roles 
in a design team

Icebreakers Team communication Reflective skills within 
a team

Team philosophy Communicating  with 
others

DeBono’s Six 
Thinking Hats

Collaborative 
enquiry metaphors

Copyright © 2009 DesignCollaboration, Northumbria University. All rights reserved.

Design
Collaboration

Designer Client Role Play

Handout 2 - Mask Template For Client and 
Designer Characters

Designer & client 
role play

Personas

Mindmapping

Team assessment

Positive critique

Assess

Resolving conflicts

Being a researcher

Form & manage Understand Communicate Reflect

I recognised the need for design education to 
shift focus to reflect industry: from a culture of 
individualised learning, towards the fostering of 
collaborative learning in design teams.  Sharing this 
opportunity with senior academics a project team was 
formed that developed a successful bid for funding 
to create online resources (featured below) to enable 
tutors to foster collaborative learning in design teams 
– http://designcollaboration.org.

Fostering Collaborative 
Designing
Development of online resources enabling tutors 
to foster collaborative learning in design teams

The Collaborative Learning  
Enhancement Tools 



6. Designcollaboration.org launch event to 
communicate the value of CLE tools

Copyright © 2009 DesignCollaboration, Northumbria University. All rights reserved.

Design
Collaboration

Task 3: Preferred Team Roles

As a team, use the large sheet of paper provided to map out each member’s preferred roles as a 

designer and also to note down roles that they dislike and roles to they would like to improve on. e.g. 

   

Task 4: Negotiate Team Roles

As a team, negotiate each member’s role and visually map the results of this conversation on another 

large sheet of paper. Each member would have more than one role and these roles can change during 

the project. e.g. 

Designer’s Roles in a Design Team 

STUDENT EXERCISE

Designer’s Roles in a Design Team

Jo Bloggs 
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As an individual which roles do we like? As an individual which roles do we dislike?

As an individual
which roles do we want 
to improve upon?

Jo Bloggs 

    Sharon SmithJo Bloggs 

Fred Brown 

Will Grey

Fred Brown 

Artist                                   M
anager                                  Communicato

r  
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OurTeam Roles

‘What worked?’
‘What was so-so?’
‘What did not work?’

c. Feedback for students 
and tutors

a. Design tool

Team 
communication 
guidelines

Communicating 
with others

Designer & 
client role play

Personas

Mindmapping

Form & manage Understand Communicate Re�lect Assess

Project 
Planning Tool
P1: Tips

P2: Planning 

Tool

Roles of a 
Design Team
Part 1: 

Introduce to 

roles

Part 2: Review 

and com�irm 

roles

Resolving 
Con�licts
Part 1: Review 

videos 

Part 2: Practice

Exercises

SH

SH NB PT

PT4 NB4 NB1

WT4 MZ2 NB2

SK SK

NW3 PT 2 IM 2

KM NB MZ

PFSH CA

WT1 NW2 IM1

MZ2 PT3

MZ3

Key

Re�lective skills 
within a team
P1: Introduce  

re�lection to a 

team

P2: Exercise & 

explain a 

facilitating role

DeBono’s Six 
Thinking Hats

Team 
assessment

Positive 
critique

NB3 SK ?

Video (Issues number)

Ideas based on interview 

with industry 

Resource is developed

New resource 

Video can be cut if required

Co
ll

ab
or

at
iv

e 
Le

ar
n

in
g 

En
h

an
ce

m
en

t 
To

ol
s 

1. Identify and map collaborative problems 
through tutor questionnaires and brainstorms

2. Studio trials of an initial set of CLE tools with 
undergraduate and postgraduate students

Illustrated below is the process I followed to form the 
collaborative learning enhancement (CLE) tools. At the 
same time I worked with the project team to develop 
designcollaboration.org to present the CLE tools. 
Further direction of this project is to develop a 
self-diagnosis tool for student design teams.

3. Set up and film interviews with leading 
design practitioners to expand CLE tools 

4. Refine CLE tools list and develop film 
storyboards to support tools 

d. Revise tool by reflecting on 
tool in use and consult project 
team if required   

b. Implement and document  
tool in use

5. Consult project team and finalise the 
CLE tools

Being a researcher

Icebreaker

Team  
Philosophy
P1: Review 
video

P2: Exercise

Design team

 enquiry

 metaphors
P1: Introduce 
to the

 
metaphors

P2: Review 
exercise



Being a researcher

Home (index.php)

Entry point for visitors

Project Information and Image

....

Log In 
Password
Email

Alternate access to explore 
collaborations

Admin Login

Log In ID
1. Username
2. Password
3. Name
4. University
5. Country
6. Job Title
7. Email

About Design 
Collaboration

View project based on:
- Types of collaboration
- Subject Area
- University 
(reduced search group)

View tools based on:
- Manage
- Understand
- Communicate
- Re�ect
- Assess
(New)

PROJEC T DATABASE PROJEC T DATABASE

About this site 
(about.php)

Explore Collaborations
(restructuring projects description) 

(explore_collaborations.php)

Admin Control Panel

1. Project 1
Unilever
(overview)
(project-page1.php)

2. Plan
(project-page2.php)

3. Manage
(project-page3.php)

4. Assess
(project-page4.php)

5. Re�ect
project-page5.php)

Areas that needs to be improved either through content or functionality

Teaching
Resources
(new section)

(teaching_resourses.php)

Share your 
project
(share-project.php)

Contact 
(contact.php)

Login
(need to be restyled)

- Forgot password?

- New user?

Step 1 Step 2 Step 3

New user
sign up

DeBono’s Six Thinking Hat

Example of a tool

Send 
Password 
reminder

1. Username
2. Password
3. Name
4. University
5. Country
6. Job Title
7. Email

Personal Details Manage new project
Manage Projects

Admin / User Login 
(login.php)

Entry point for Admin and Tutors

- Admin log -in
- Tutor log-in

1. Manage Projects
2. Review Projects
3. Login Details
4. Log-out

Tutor Control Panel
1. Personal details
2  Add new project
3. Manage new project
4. Log-out

Alternate access to 
‘Teaching Resources’
that link to this section

DESIGN COLLABORATION V.8
UPDATE Systems Diagram 11/08/09

2. Plan

3. Manage

4. Assess

5. Re�ect

2. Plan

3. Manage

4. Assess

5. Re�ect

1. Project 2
Barbour
(overview)

1. Project 3
QE2
(overview)

Managing 
your Design 
Team 

- Tool 1
- Tool 2
- Tool 3

- Tool 1
- Tool 2
- Tool 3

- Tool 1
- Tool 2
- Tool 3
- Tool 4
- Tool 5

- Why used this tool?
- How to use this tool?
- Tutor/ Student (PDF downloads)
- Related Articles 
   (links or further reading)

Understanding
your Design 
Team

Communicating 
with your 
Design Team

Tutor Signup

Project information 
contained in Step 1-5

Step 1Step 3

Step 1 Step 3

Project 3

Message shown to tutor:

Thank you for sharing your project 
with us. Once the project information 
has been reviewed by our editor, it 
will become available through the 
website. An email will be sent 
informing you of this.

• Check of all fields are filled in
• If complete, an email will be sent to 
Kathryn McKelvey@unn.ac.uk to 
approve and made live

Log In ID
Username
Password
Email (not sure if needed)

Tutor Login

Tutor Control Panel (New)
1. Personal details
2  Add new project
3. Manage new project
4. Log-out

Step 4 Step 5

Add New Project

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Assessing
Q10, Q11 Save and Move on 

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Managing
Q6, Q7, Q8, Q9 Save and Move on 

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Planning 
Q1,Q2,Q3,Q4,Q5 Save and Move on 

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Re�ect
Q12, Q13,Q14, Q15, Q16

Save for later Submit 

Save 

Step 1Step 5

Step 4

Make personal  details visibe Y/N

Manage new projects (new)

Project 1: Project Name| 
View 
This project is now live on 
designcollaboration.org 
and is unable to be 
amended.

Project 2: Project Name 
This project is waiting to be 
reviewed and is unable to 
be amended. 

Project 3: Project Name 
This project has not been 
completed, you can choose 
to Amend and Publish or 
Delete the project. 

1. Login
2. Password
3. Email

Login Details

Send to new email

address

1. Add New
2. Amend
3. Delete

Review Projects

Project Information and Image

Step 1 Step 2 Step 3 Step 4 Step 5

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Assessing
Q10, Q11 Amend and Move on 

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Managing
Q6, Q7, Q8, Q9 Amend and Move on 

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Planning 
Q1,Q2,Q3,Q4,Q5 Amend and Move on 

Step 1 Step 2 Step 3 Step 4 Step 5

Project Questionnaire
Re�ect
Q12, Q13,Q14, Q15, Q16

Submit 

Email and Amend Email

Amend and Move on 

Message shown to tutor:

....

Alternate accesses to 
explore 
collaborations

View project based on:
- Types of collaboration
- Subject Area
- University 
(reduced search group)

Explore Collobractive 
Learning

- Tool 1
- Tool 2

Re�ecting 
with your
Design Team

- Tool 1
- Tool 2

Assessing the 
Collaboration

quickstart 
(quickstart.php)

quickstart 
(quickstart.php)

Example of a tool

Roles of a Designer in a Design 
Team

- Why used this tool?
- How to use this tool?
- Video Resources
- Acknowledgement 
- Tutor/ Student (PDF downloads)
- Related Articles 
   (links or further reading)

(team-
managing.php)

(team-
understanding.
php)

(team-
communicating
php)

(team-
re�ecting. php)

(team-
assessing. php)

tool selection
(tool-selection
.php)

(Updated 
project 
image)

Click and go!

(First undloaded project image)

Title(pi_1). Project info..
(80 characters-pi_2) 

Projects that involved .... are... 

The most 
recent first

(First uploaded project image)

Title(pi_1). Project info..
(80 characters-pi_2) 

Can all the project 
information be putted 
into one �le to get a 
printed version? (print.css)

Delete all, and we will test this part on the
4th Sept, by upload new project

This content will be change on the
2nd Sept.

Pulling information of 
the data base to make a 
paragraph

When complete, 
this will be sent to 
KathrynMcKelvey
@unn.ac.uk

This is where the page is residing-
is not working right

Click here to see how it look on the site 
then need to work.

The feature of designcollaboration.org a space for design 
tutors to share a model of best practice -‘Share Your Project’.  
‘Share Your Project’ involved creating a set of questions and a 
content management system (see above), allowing the tutors to 
describe, plan, manage, assess and reflect on 
collaborative projects.  

Site architecture



...doing

A review of design educational texts found visual skills are fostered through social processes of... 

Observing

& drawing

Tutorials

Design critiques 
Visual & 

critical theory
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The literature review revealed a lack of practical knowledge in how 

visual skills are actually fostered.  In addition, there is no formal 

structure in undergraduate education to enable students to relect on 

how they work - if relection occurs, it tends to be sporadic and 

undocumented. Therefore encouraging active relection was identiied 

as an opportunity to enable students to take more control of visual 

development. This led to formulating the research question: How are 
visual skills fostered today, and how could they be fostered in the future?
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Finding 1
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development.
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Design
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Finding 4 
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provided a common 
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experience of visual 

engagement, 

developing the 

community’s 

capability to identify 

and articulate where 

visual development 

was required.
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Finding 3
Feedback gained through 

communication tools 

heightens an individual’s 

awareness of their own and 

others’ visual skills, 

facilitating re�lection & the 

selection of alternative ways 

of engaging in visual inquiry.

Communication

tools

How visual skills are fostered today How visual skills can be fostered in the future

RECONSIDER

Below are illustrations of the research question and key 
findings obtained during my PhD investigation.  The 
findings could have potential value in enhancing 
design-client relationships through workshops 
to enable others to: understand how they 
are seeing; and share that understanding.

Fostering Visual 
Skills
Understanding and innovating the 
fostering of designers’ visual skills

Multiple 
award 

winning 
research

Being a researcher



Visual Inquiry Personas - an example of a communication tool created during the PhD 

Through observing students’ re�lection on their work I became aware of three patterns of engagement in visual inquiry.  I gathered 
more insights that highlighted new areas associated with each pattern (re�lection and barriers) to form the Visual Inquiry 
Personas, which used a Sherlock Holmes metaphor. The personas were used during design critique; they provided a common 
language to discuss and identify visual development. This page storyboards the elements of each persona. 

Research Intent and Findings

What is looking and seeing?

Looking is a passive visual experience where the designer looks around at the familiar; they recognise what they �ind, and learn 
through trial and error without necessarily understanding how or why they have achieved the �inal result.
Seeing is an active visual experience, where the designer inspects the familiar until it becomes unfamiliar; stepping outside and 
seeing the bigger picture and questioning what they do not understand.

Mrs. Hudson the Housekeeper who is looking but not seeing

Dr. Watson who can look and see

Sherlock Holmes who knows when to look and when to see

How do you see?  

‘My seeing is based on a limited 

amount of knowledge. I normally 

learn through trial and error, 

looking at the detail, but �inding it 

hard to see the bigger picture.’

How do you re�lect on what you see?  

‘I really don’t know what to re�lect 

on in terms of what questions 

to ask.’

What is stopping you from seeing?  

‘Maybe I do not question as I do 

not know what to question and I 

�ind it hard asking people for 

feedback as I don’t know what 

they are talking about… so I just 

get on with my job.’

How do you think you can improve? 

‘Maybe I need to take time to 

analyze and evaluate what I am 

seeing, and understand how it 

connects to see the bigger picture. 

And start to ask people 

for feedback.’

How do you see?  

‘I normally learn through trial and 

error, I ask peers for feedback on my 

work, and look at how other people 

or experts are doing the same job. I 

suppose I look around and see by 

questioning what I am doing in 

my work.’

How do you re�lect on what you see? 

‘I re�lect on my work.’

What is stopping you from seeing? 

‘Sometimes I don’t ask the right 

questions, and I am unsure how to 

apply my knowledge to a new 

situation. Also being a perfectionist 

sometimes holds me back.’ 

How do you think you can improve?   

‘Maybe I need to take more 

ownership of how I see, through 

re�lecting on how I see.  Also, 

understanding what are the right 

questions to ask my peers.’

How do you see?  

‘I develop my own way depending 

on the situation I am investigating. I 

actively seek to update my 

knowledge. I learn through trial and 

error but this is a systematic 

process, developed through 

past notes.’

How do you re�lect on what you see?  

‘I re�lect on what and how I am 

seeing on a regular basis.’

What is stopping you from seeing?  

‘Sometimes I over-re�lect and that 

stops me from having 

new experiences.’

How do you think you can improve?  

‘I think I am improving all the time, 

through questioning and 

developing new approaches to how 

I see the situation.’

Being a researcher
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Future research project

Dramatising Design: Value to Social Innovation  
Slowing Down to See

1. A qualitative research strategy documented visual 
development through recording interactions, stories 
and devised teaching approaches to facilitate debate 
around the research question

Phase 1 - Develop teaching approaches with students

3. Analyse and communicate findings through visual means 

2. The research process

Below illustrates the research strategy, process, 
and the visual approach taken to share, review and 
communicate the research findings. From undertaking 
a design PhD I have realised the importance of being 
explicit, justifying the process I use and making myself 
aware of how I engage others when considering 
problems, situations and solutions.

Being a researcher



Being an 
educator



An introductory module to publishing design asked 
students to create material to launch an unknown 
artist that a music company had just signed. As well as 
teaching the technical skills of publishing during this 
module, I devised approaches to enable students to 
develop strong coherent designs and be open
to feedback.

Publishing Design
A module on print and online publishing 
design with first year Interactive 
Design students

2. Students develop their own rules for how they 
would like feedback during design critiques   

1. Understanding the differences 
between ideas and concepts

3. Gallery feedback activity 

Examples of students’ work   

Being an educator

Teaching approaches 



This module entitled ‘Ways of Seeing’ asked students 
to pick a philosophy from a hat and apply the key 
principles to an interactive flash interface.  The social 
process devised enabled students to share and develop 
an understanding of their selected philosophy.
 

The social teaching process

1. As a group, students brainstorm the hippy movement. Based on this activity, students 
created their own guidance to review their chosen philosophy. 

Examples of students’ work   

3. Using their brainstorm 
students were placed into 
opposing philosophy groups, and 
asked to discuss and view images 
from the viewpoint of their 
chosen philosophy.

2. Students read a number of books on their chosen 
philosophy and created their own brainstorm.

4. Students sketched out 
each others interfaces.

Being an educator

Innovation Design
A module on innovating interfaces with first 
year Interactive Design students



Branding
An introductory branding module with first 
year Motion Graphics and Animation 
Design students 
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The classic crisp and fruity taste of white wine. Haydn Vin
offers tempting choices across the range, whether its a
cheeky summer thirst-quencher or a dinner party tasting.

From our classic Chardonnay to our Pinot Grigio
and Sauvignon Blanc for a more exotic tasting wine.

All ar also avalible in our Black Label and Special Reserve
ranges, for an extra special treat.

White F A M I L Y   W I N E S

The classic, original taste of Haydn Vin. 
The unmistakable taste of classic 
flavours, made using the same 

ingredients, methods and techniques 
used in Haydn wines centuries ago. 
The secret recipe, that has brought 

pleasure to the lips of tasters for years 
remains the same to this very day.

Rosé
Deliciously friuty, and bursting with flavour. Haydn Vin
offers tempting choices across the range, whether its a
cheeky summer thirst-quencher or a dinner party tasting.
From our classic Shiraz Rose to our White Grenache
and White Zinfandel for a more exotic tasting wine.

All ar also avalible in our Black Label and Special Reserve
ranges, for an extra special treat.

The full bodied taste of rich red wine. Haydn Vin
offers tempting choices across the range, whether its a

sneeky late night cap or a dinner party tasting.
From our classic Merlot to our Cabernet Sauvignon
and Shiraz Grenache for a more exotic tasting wine.

All ar also avalible in our Black Label and Special Reserve
ranges, for an extra special treat.

Red S P E C I A L R E S E R V E

Haydn Vin’s Special Reserve range uses 
only the very best grapes, hand picked and 
filtered from the Haydn family vinyard. 

Loveringly fermented using secret 
techniques handed down from generation 

to generation of our family. Giving a 
naturally unique and esquisite drinking 

sensation.

B L A C K
L A B E L

Haydn Vin’s Black Label range uses the 
same excellent grapes, hand picked 
from the Haydn family vinyard. 

However, our Black Label wines are 
Matured in oak barrels until they are 
just right for drinking. Giving a fuller, 

matured, unbeatable flavour.
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Being an educator

For this module students developed a brand for a new 
Czech Republic vineyard or cafe shop.  As well as taking 
them through the key elements of a branding process, I 
worked alongside students to develop a clear vision and 
coherent thinking throughout their brand.  Examples of 
their work can be found below.

 



Workshop on visual development with school teachers in Chicago at the
International Visual Literacy Association conference 

Workshops
Delivering workshops with postgraduate design 
students and an international audience 

Workshop enabling students to visualise how they learn and wish to learn  

Being an educator



Being a 
writer



Being a writer



Hope you find what 
you see of interest 
and, if you do, please 
get in touch,

Yours,

Emma


