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Designed with DeMEntia
Euan Winton
Lancaster University

Empowering people living with dementia through design

Key Issues Addressed
This work looks to empower people living with dementia through their input into
collaborative design projects. The project aims to reinforce capabilities of people living
with dementia and to support them in making designed interventions that have real
impact, changing the narrative of incapability and negative public perceptions.

Research Methods and/or Approaches
The project adopts a co-design/ co-production approach that facilitates collaboration
with people living with dementia from conception to completion. The approach looks to
disrupt insular modes of creative care with this exploratory process.

Outcomes
The project has resulted in the design of products, homewares, signage, services and
even posed ways in which to redesign Sundays. The artefacts produced in the
homewares collections and textiles were sold through pop-up stores including a shop
in the St Enoch Centre in Glasgow. In addition, a film was made about the work by
UKRI (AHRC).

Key Findings and/or Results
The approach shares the valuable contribution people living with dementia can make
to society well beyond initial diagnosis and argues that co-design can achieve more by
keeping people central to the design process throughout. The results include a
guidance plan for designers wanting to work with people living with dementia.

Impact
The research has been valuable in challenging public perceptions about capabilities of
people living with dementia, but even more importantly about how the participants
reviewed their own contributions and outputs. The project has positively reinforced all
of the participant’s personhood.

designedwith.me
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Theatre of the Imagination
Robert Pulley
Royal College of Art

Developing agency in primary school children and teachers

Key Issues Addressed
This project aims to develop agency in primary school children and teachers through
designing and making. The project looks to foster a deeper understanding of the
United Nations Sustainable Development Goals and nurture a more careful attitude to
pressing social and environmental issues.

Research Methods and/or Approaches
• Transition Design
• Constructionist Learning Design
• Participatory Action Research
• Narrative analysis

Outcomes
The outcomes included video vignettes, drawing and modelmaking, construction kits,
puppet shows and automata toys, storyboards and assemblages.

Key Findings and/or Results

Design and making helps to develop metacognitive skills in primary school children
and teachers. Metacognitive skills help to develop agency in primary school children
and teachers. Pedagogic skills in HE art and design can be successfully transferred to
primary education. Government funded research suggesting arts-based subjects such
as designing and making have a low impact on learning in primary schools is flawed.

Impact
A nascent design and making toolkit has been tested and built upon by primary
schools in London and Mumbai. Robert has been invited to present the key address at
the ‘Designing for Children’ conference, IITB in Mumbai. The ‘Theatre of the
Imagination’ has informed teaching at the Royal College of Art, London.
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Rewild My Street
Siân Moxon
London Metropolitan University

Transforming urban streets for wildlife

Key Issues Addressed
This project aims to mitigate UK biodiversity loss, as well as reverse UK urban
greenery loss that impairs habitat value. The project reconnected city residents with
nature for health and wellbeing, therefore giving communities agency for environmental
action.

Research Methods and/or Approaches
Practice-based architectural design processes were used to develop proposal
drawings, product specification and spatial manifestos. A cross-disciplinary project
team of architects, ecologists and illustrators, combined with academics and industry
partners developed new insights in conservation guidance through street-scale
thinking, sensitive integration with an urban context and elegant product specifications.

Outcomes
The work was exhibited in the AHRC Design Research for Change Showcase
including vision drawings of a typical urban residential street and balcony adapted to
promote biodiversity along with pattern drawings showing how to integrate wildlife
features within typical existing urban home/garden. An open-access website, Wild
Makeover Guide, newsletter/blog, and social and mainstream media campaign, and a
journal paper, three conference papers, six public talks and four media articles have
been produced.

Key Results/Findings
Design research websites can be effective at explaining project aims and promoting
engagement. Design has much to offer in making nature relevant to the city and
moderating the aesthetics of rewilding. Architectural drawings have the potential to
inspire and empower people to make changes to their neighbourhood. Design
research has potential to inspire and empower city residents to change how they live,
with designers using their skills to communicate a way to live alongside nature in cities,
promoting the potential of urban areas as green, wild and healthy places to live.

Impact
The research project has around 450 website subscribers and around 1250 social
media followers. It has been recognised by £11k funding, 1 award, 2 competitions and
19 media articles to date.

rewildmystreet.org
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Hidden Florence
Fabrizio Nevola
University of Exeter

GPS technology as a novel way of engaging with history

Key Issues Addressed
The aim of this project is to use Global Positioning System (GPS) technology that most
people access on a handheld device to present a novel way of engaging with history.
The project uses geofences to create trigger spots in the city of Florence where audio
content in the form of a semi-fictional guide character talks about urban space and
objects as they impinge on their particular way of seeing the city (e.g. female wool
workers, policemen and elites). The researchers used an innovative overlay of an
historic (16th century) map on the familiar Google Maps to create an Augmented reality
(AR) experience.

Research Methods and/or Approaches
This project was a collaboration with an IT company, with expertise in locative
technology and user experience design.

Outcomes
An app Hidden Florence, is available on Google Play and the App Store. The project
also launched a new app called Hidden Florence 3D, which plays with 3D models in
November 2019.

Key Findings and/or Results
User uptake is the key result. The city of Florence UNESCO office has cited the work
as contributing to their management plan priority to create more sustainable tourism by
diversifying tourist journeys in the city.

Impact
Apart from the above, there is further work for a new set of apps (5 Hidden Cities that
will launch in 2020), the project has won an app award and it has been featured on
Travel Man on Channel 4.

hiddenflorence.org
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S4S: Designing a Sensibility for Sustainable
Clothing
Clare Saunders
University of Exeter

Collaborative design for slow and sustainable fashion practice

Key Issues Addressed
This project explores how to use design in a collaborative way to help people to
develop thoughts, feelings and actions consistent with a slower and more sustainable
fashion practice.

Research Methods and/or Approaches
The project used co-created making, mending and modifying clothes workshops,
reflective videos, and a range of creative outputs, including a website, leaflets and a
popular book.

Outcomes
Outcomes from this research project included films, project artefacts and an exhibition.

Key Findings and/or Results
The project found that learning how to make, mend and modifying clothes together has
a significant impact on the way people think, feel and act in relation to their clothing
choices.

Impact
The research has changed the way people think, feel and act about clothing. The
research made a contribution to the House of Commons Environment Audit
Committee’s Fixing Fashion Inquiry. It has empowered the research participants to
establish their own making and mending workshops; some, even in a business
capacity.

s4sproject-exeter.uk
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3×4 Exploring Metaspace Platforms for
Inclusive Future Cities
Paul Sermon
University of Brighton

Immersive telematic networked environment

Key Issues Addressed
3×4 looks at informal settlements differently where informality is not viewed as a
problem, but a promising new model of urbanism for the global south. The project uses
an immersive telematic networked environment to provide a playful, sensorial
exploration of new hybrids of digital space.

Research Methods and/or Approaches
Merging two 3×4 metre room installations in Delhi and London through mixed reality,
this transnational dialogue looks to develop metaspace platforms in megacities of the
global south. It builds upon practice-based research conducted as UnBox LABS 2014
Fellows in Ahmedabad, India; which used an immersive installation to explore the
qualities and values built through self-organised communities that are lost in the
resettlement process.

Outcomes
3×4 Exploring Metaspace Platforms for Inclusive Future Cities was an interactive
telepresent installation designed for public audiences in London and New Delhi. Using
a live telematic videoconference connection, the installation converged the audiences
in the two cities. The success in both London and New Delhi led to the presentation of
3×4 at the Southbank Centre’s Alchemy and Web We Want Festivals in 2015, linked
between the Royal Festival Hall in London and the India Habitat Centre in New Delhi,
resulting in excess of 10,000 visitors.

Key Findings and/or Results
3×4 is a temporal, spatial and ephemeral installation, resulting in eighteen hours of
memories and reflections in the minds and collective narratives of those who
participated in it in December 2014. Its legacy is a story told in and between two cities
consisting of human encounters and events.

Impact
In the context of informal settlements in megacities of the global south, the 3×4
installation provided many public participants with their first encounter of a networked
platform. Through this unique engagement, public audiences acquired new knowledge
through distributed authorship and lived experiences of possible visions for future living
spaces.

3x4m.org
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Living Design
Stuart Walker
Lancaster University

The effective use of design for sustainability in maker enterprises

Key Issues Addressed
This project aims to determine if design could constructively contribute to the long-term
viability of small maker (craft type) enterprises and if so, how and in ways aligned with
the principles of sustainability. Challenges include working with makers in isolated and
geographically dispersed locations.

Research Methods and/or Approaches
The project used a literature review, key informant interviews, observation of practices
and follow-up visits to extended networks of makers for a secondary set of key
informant interviews.

Outcomes
A framework offering four practical tools, all of which are new visualisation
mechanisms for maker enterprises to 1) assess their conformity to sustainability
principles; 2) identify their personal/ business values and priorities; 3) identify place-
based factors that enable and help characterise their businesses; 4) identify suitable
strategies forward that conform to their values, including areas where designers can
make a constructive contribution.

Key Findings and/or Results
Design can make a useful contribution but mainly in areas we had not anticipated - not
so much in product design, more in areas such as branding; telling the story of the
maker/ craft/ product and its heritage; website, business support etc. There is often a
significant difference between the values and priorities of small maker enterprises and
those of regional economic development organisations, and this needs to be
addressed. Makers sometimes have little knowledge of routes to market, pricing
strategies etc.

Impact
This project has led to better understandings about the values and priorities of makers
and their needs and these have been conveyed to organisations such as the Crafts
Council and Heritage Crafts Association, as well as makers and business support
organisations in the region. The work has also led to a follow-on-funding bid to develop
an online, interactive version of the network that can be readily used by craft makers.

livingdesignresearch.org
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VisitorBox
Ben Bedwell
University of Nottingham

A toolkit to support ideation of novel visiting experiences

Key Issues Addressed
This project addressed a lack of tools for ideation of visiting and public engagement
experiences in the heritage and culture sectors, especially tools that lead to actionable
outcomes.

Research Methods and/or Approaches
The project began with concept mapping in focus groups and interviews with sector
partners to elicit content for a design game - the VisitorBox card deck and rules, which
was then used by sector organisations ‘in the wild’ under observation. These
observations informed design iterations.

Outcomes
The outcomes were a core VisitorBox deck of cards and design game rules, available
for anyone to download via visitorbox.org. A selection of custom decks for specific
requirements, is also available for download. Adoption of VisitorBox as a design tool in
the EU-funded GIFT project (gifting.digital/visitorbox-design-cards) and integration with
GIFT’s Cardographer tool.

Key Findings and/or Results
There was an overwhelmingly positive response from heritage and culture
organisations, many of whom took ideas and outputs from the VisitorBox activity on to
firm action. For example, implementing new visitor experiences. There was a distinct
lack of familiarity and knowledge of design thinking and design methods in that sector
apart from a few standout organisations. Despite VisitorBox being built on concepts
from UK organisations, it turned out to be surprisingly applicable to organisations in
Germany and the USA.

Impact
The impact included changes to the working practices of heritage and culture
organisations, such as adoption of the VisitorBox activity into regular ideation
processes, adoption of ideation processes and the adoption of design thinking.
Changes were also made to visitor and public engagement experiences as a result of
VisitorBox activities. Adoption of VisitorBox as a training tool, for example, by
Culture24 for their Let’s Get Real programme, and Chester Zoo for their international
training programme.

visitorbox.org
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Creating Sustainable Innovation through
Design for Behaviour Change
Kristina Niedderer
Manchester Metropolitan University

Sustainable innovation through design for behaviour change

Key Issues Addressed
This project set out to conduct the first holistic overview of design for behaviour change
as a driver for sustainable innovation. The aim was to provide a basis for developing
successful strategies for the effective implementation of sustainable innovation through
design for behaviour change by public and private service providers with a focus on
small and medium-sized enterprises (SMEs). The project brought together key players
from academic research and relevant interested public and private service providers to
explore key approaches to design for behaviour change in a wide range of
applications.

Research Methods and/or Approaches
The research used two methods: 1) A review of key models and current approaches of
design for behaviour change, comprising Design for Sustainable Behaviour Change,
Persuasive Technology, Design with Intent, Mindful Design, Socially Responsible
Design, Designing out Crime and Design against Crime; 2) The project has
investigated current understandings, needs and gaps concerning sustainable
innovation by public and private service providers, and how to address them more
effectively through the use of design for behaviour change.

Outcomes
Besides focus groups and discussions with stakeholders, the results of the research
included a number of academic and open access publications.

Key Findings and/or Results
The project identified the needs and opportunities for using design research to facilitate
sustainable innovation businesses, focusing on how public and private service
providers, particularly SMEs, can benefit from this research. The project also
developed a holistic framework for the strategic co-ordination of existing approaches to
enable their impactful, real-world application.

Impact
The research has been read nationally and internationally by academics and
governments to help manage to facilitate sustainable change in various areas of
application. In particular, sustainability, health and social change as well as safety and
crime prevention.

behaviourchange.eu
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Can’t Wait to Learn: Digital Tablet Desk
David Swann
Sheffield Hallam University

Co-designing a low-cost digital tablet desk for e-learners

Key Issues Addressed
Article 28 of the UN Convention on the Rights of the Child states that every child has
the right to a formal education. In 2011, War Child Holland instigated the Can’t Wait to
Learn programme (CWTL) to develop culturally sensitive educational games for
children who have never seen a teacher as a result of armed conflict. A CWTL trial in
rural Sudan (2015) identified an unmet user need. The absence of traditional
classroom furniture compelled young learners to hold a tablet device for prolonged
periods while floor sitting. The primary objective of the design research was to co-
design a low-cost digital tablet desk for floor-sitting e-learners that improved their visual
gaze angle and sagittal head tilt to reduce stress on their cervical spine.

Research Methods and/or Approaches
An ergonomic study involving 57 school pupils analysed their gaze and head tilt in four
positions: 1) a neutral gaze; 2) holding a tablet; 3) using a tablet with a leg length of
250mm; and 4) 350mm. Research findings informed the iterative development of
design propositions that were evaluated with young learners and CWTL facilitators in
Sudan and Chad: single and dual-user desks, alternative seating and differing methods
for securing tablet devices.

Outcomes
The output is a design specification for a frugal and ergonomically sound Digital Tablet
Desk that is sympathetic to the challenges posed by local manufacture.

Key Findings and/or Results
Data analysis identified that every pupil who held a tablet device exceeded the
maximum downward gaze threshold of -35° as specified by the ISO Ergonomic
Standard 9241-5. Additionally, the study discovered that elevating a tablet by 300mm
improved their head tilt by 12° and reduced cervical spine load by 4.7kg - a 30%
reduction.

Impact
As technical partner of WarChild Holland’s award-winning Can’t Wait to Learn
programme, this research contributes to their future scale up plans in Chad, Burkina
Faso and beyond.

warchildholland.org/projects/cwtl/
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Kos: Material Witnesses
David Swann
Sheffield Hallam University

Addressing the refugee crisis in Kos through design

Key Issues Addressed
This research presents new insights on the inadequacies of International
Non-Government Agencies to the refugee crisis in Kos, through the lens of design. The
research investigates the activities of the unofficial volunteer group, Kos-Solidarity (KS)
who provided essential frontline humanitarian assistance as no official reception
facilities existed at the time.

Research Methods and/or Approaches
The approach brought together three datasets. Six years of Border Control,
Immigration and Asylum from the National Coordination Center for Border Control,
Immigration and Asylum (NCCBCIA) and the European Border and Coast Guard
Agency data were synthesised to provide a comprehensive understanding of the scale
of migratory flow to the island of Kos. Data collection trips recorded three improvised
refugee settlements and preserved 66 spectral artefacts. Acting as material witnesses,
these artefacts were catalogued and used to structure object-based interviews with
former KS volunteers to understand the challenges they faced.

Outcomes
The research has created a six-year migratory database, an archive of 66 refugee
objects and the development of design interventions.

Key Findings and/or Results
Research findings informed the development of low-cost interventions that responded
to identified provision and product failings within the ‘preparation’ phase of the disaster
risk reduction cycle. A key finding was that the ubiquitous UNHCR grey fleece blanket
has been impervious to design innovation for over fifty years. The blanket is a Core
Relief Item (CRI) with 9 million+ distributed every year. The primary objective of this
project was to reimagine the UNHCR blanket for the 21st century by augmenting and
humanising its design to make everyday activities a little more bearable for the millions
of refugees who receive a blanket each year.

Impact
The research has been disseminated to audiences both nationally and internationally
including Innovate UK’s GCRF Demonstrate Impact Competition Briefing: Health, the
AHRC Design Research for Change exhibition, London, and the Geneva Health Forum
for Global Health.

kosarchive.com
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Linen Lace Concrete
Patricia Belford
Ulster University

Productive and sustainable methods of creating textiles

Key Issues Addressed
This collaborative project between the researcher and Ruth Morrow, Professor of
Biological Architecture at Newcastle University, began in 2005. The aim of this work is
to embed textiles in concrete to make hard surfaces soft. An initial AHRC woven
concrete grant in 2007 proved that linen was the most suitable textile fibre to withstand
the harsh alkaline environment of concrete. This challenge was met by forming a
collaboration with MYB Textiles Scotland to research traditional methods and
reconfigure loom set-up to create a single process linen lace textile that could be
embedded in concrete.

Research Methods and/or Approaches
MYB Textiles are a commercial business producing woven lace patterns for the
furnishing industry. From the beginning of the project, the current lace weaves were
systematically tested to establish what loom settings were more suitable. As a
response to the trials the concrete mix was altered. This continual testing eventually
led to a method of manufacture that fitted in with the production operations of a
business and produced a sustainable aesthetic designed product suitable for
embedding in concrete to create a new hybrid surface.

Outcomes
Three different product sizes blending the linen weaving with concrete were created.
These were: 1) Twist design (600 x 600 x 10mm), 2) Dot design (200 x 200 x 9mm)
and 3) Tide curve design (400 x 600mm curved panels).

Key Findings and/or Results
Key findings were that a commercial traditional weaving company could reconfigure
their loom settings to produce a new linen lace that could be used for the concrete
industry.

Impact
This collaboration led MYB Textiles Scotland to look at reutilising their existing
technology to produce new textiles that could also have beneficial impacts on their
market position. MYB Textiles traditionally weave using cotton yarns and this project
gave them a method of working that could enable the loom to be altered to support
linen weaving.
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The Value of Disruptive Design Interventions
in Informal Dementia Care Contexts
Daniel Carey
Northumbria University

Disruptive design interventions for informal dementia care

Key Issues Addressed
This project aimed to establish whether this approach offered any value to help health
and social care services to better understand the experiences and needs of individual
service users. It also aimed to understand whether this approach offered any value to
help services and users collaborate on bespoke care support pathways.

Research Methods and/or Approaches
The project used a mixed-methods approach, which was largely undisciplined where
the researcher adapted the methodology to the specific circumstances of each project.

Outcomes
Large-scale timelines of individual service user experiences, charting their course
through care services that highlighted the practical and emotional impacts of each
service intervention. A public exhibition, “Department of Care”, used as a platform for
workshops with health and social care professionals, service users, charities, design
students, and members of the public. Large-scale maps imagining ‘dementia’ as a
physical space, with content provided by services and service users

Key Findings and/or Results
This work has produced a detailed understanding of the roles for disruptive design
interventions in the context of UK health and social care. A road-map for future
research in this area has been developed that shows that a ‘disruptive attitude’ is more
useful than a fixed ‘disruptive methodology’ because disruption is context-specific. The
work has shown that disruption is a useful starting point to help reconcile the
perspectives of multiple stakeholders who have distinct motivations and goals.
Situating informal carers as “wicked assets” is a useful way to understand and respond
to their highly individual needs and capabilities.

Impact
Direct impacts on individual participants and organisations involved in the study;
personal journey mapping as a therapeutic/ cathartic tool. Co-design mapping
workshops to mediate informed discussion between services and users. Strengthening
the understanding of design disruption generally and within the specific context of UK
health and social care. Outputs and papers presented at international conferences and
at the UK House of Lords.

danielcarey.design
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Fashion Alternatives to Fur and Exotic Animal
Materials
Naomi Bailey-Cooper
University of the Arts London

Decorative alternatives to fur and exotic animal materials

Key Issues Addressed
The project aims to develop embellishment alternatives to fur and exotic animal
materials. The project also aims to determine the key motivators for the application of
fur and exotic animal materials as decorative embellishment and discover which
materials or processes may offer decorative alternatives.

Research Methods and/or Approaches
The project uses qualitative reflective practice, including visual research, case studies,
in-depth interviews and workshops, sampling materials and techniques, development
of textile artefacts and garments.

Outcomes
A ‘Future Embellishment’ workshop delivered to MA Fashion Futures students at
London College of Fashion, which was further developed recently for students at
Lasalle College of Arts, Singapore. A dress artefact embellished with glass yarn and
wild rubber embellishment, exhibited in the “Fashioned from Nature” exhibition at the
Victoria & Albert Museum (and associated world tour). Three embellished textile
artefacts exhibited at the Onca Gallery, Brighton.

Key Findings and/or Results
The key motivators for the application of fur and exotic animal materials as decorative
embellishment are a connection to nature, lightweight volume, textural quality, versatile
craftsmanship and its rarity and uniqueness. The materials and processes may offer
decorative alternatives to fur and exotic animal materials, as demonstrated by
examples ‘Adapted wig-making with embroidery’ and ‘Threading rubber’.

Impact
Findings from the project have been shared in an article, talks, workshops, exhibitions
across the world and press.

naomibaileycooper.com/alternatives-to-fur-exotics
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Let’s Go Walkeez
Kazz Morohashi
Norwich University of the Arts

Understanding family visitors’ experience at art museums

Key Issues Addressed
The project’s aim was two-fold. First, to design a tool-based strategy for adults and
children to document and share their museum experiences. Second, to design a
system for museum professionals to harvest qualitative visitor research data. The
result is a toy sausage dog that can be loaned to visitors as a companion during their
museum visit.

Research Methods and/or Approaches
Participatory research and iterative design methods. Design artefacts were developed
through a series of iterative process and pilot studies at museums. Research included
transcribing and coding visitors’ in-gallery and feedback session conversations, and
triangulating the data with visitor photography.

Outcomes
Gallery companion dogs (cork-based sausage dog sculpture on wheels with a lead,
spring waggy tail and floppy ears for tactile sensory experience); Viewing passport
(open-ended inquiry-learning questions to guide families); Go Walkeez app; feedback
note recording sheet; Go Walkeez workshops.

Key Findings and/or Results
Children are more likely to engage with and talk about the collections when presented
with a dog ‘companion’, which they are given. The task of taking ‘sniffy shots’ often
requires collaboration between a child and adult, and helps to create space for
conversations about the object. This often leads to seeking information by reading
object labels by both adults and children. The use of photographs helps children (and
adults) share their museum experiences to museum professionals with improved
clarity.

Impact
The project identified a method for museums to better document and understand their
family visitors’ museum experiences. It describes a process for generating and
collecting visitor feedback that is unique and meaningful to the visitor. Underpinned by
research, the project roadmaps a design solution to give increased visibility and
agency to children as an active contributor to the museum development process.

gowalkeez.com
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Housing Design in Later Life
Faye Sedgwick
Northumbria University

Future design of housing that supports older peoples’ needs

Key Issues Addressed
Within the profession of architecture, there is a recognised lack of design insight based
on the sharing of real-life experiences of buildings (in general) and age-friendly homes
(specifically). This project aims to help shape the future design of housing that
supports older peoples’ changing needs and tackle the challenges of social
segregation, loneliness and maintaining independence in later life. It also aims to get
designers implementing age-friendly design from the outset in all projects.

Research Methods and/or Approaches
This project adopted an ethnographic approach that focused on lessons learnt from the
researcher living within an intergenerational care home environment in the
Netherlands, using methods such as observation, semi-structured interviews and
visual tasks. The project also provided insights from an architectural perspective into
the agency and process of architects when designing age-friendly housing using
methods including semi-structured interviews, artefacts and sketching research
methods.

Outcomes
Designed an award-winning research-led architectural project that supports
intergenerational age-friendly living which received national news coverage.

Key Findings and/or Results
Cohesion between generations enhanced both physical and digital connections.
Architectural design implications of the home environment were found to influence the
everyday lived experience for older people.

Impact
Educational output for the Royal Society for Arts Student Design Awards (2020/21) to
set the future design agenda. Disseminated research findings by presenting to key
audience/ stakeholders focused on age-friendly agendas. Used/ using findings to
develop research-led architectural proposals for established design and writing
competitions to impact the field. Used findings to collaborate in the UK Construction
Week in Birmingham to address future housing challenges. Reducing the gap that
currently exists in the lack of age-friendly housing options.
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Design Futures
Mark Evans
Loughborough University

Creating entrepreneurship and employment through design

Key Issues Addressed
In response to the United Nations 2030 Sustainable Development Goals, an
international collaborative research project, funded by the AHRC explored ways in
which innovative materials selection in emerging economies could be used to identify
new product opportunities. The supply chain to support this process would then
provide employment, with the ultimate aim of contributing to the alleviation of poverty.

Research Methods and/or Approaches
An international team of six academic researchers and eight industrial designers
gathered insights; employed distinctive contextual awareness and empathic
understanding to generate product ideas; critically reflected on the proposed designs;
visualised creative product concepts; and disseminated the outputs from the action
research study as a design tool, video and website to maximise impact.

Key Findings/Results
The Thinking Materials design tool identifies creative product opportunities that use
indigenous materials and crafts as an alternative to more conventional manufacturing
processes. It demonstrates the potential for a supply chain in which an emerging
economy is always the country of origin (COO) for the manufacture of a product and/
or growth/ production of materials.

Outcomes
The outcomes of the project included 40 visualised product proposals, a fold-out
design tool, which was translated into a web-based resource (thinkingmaterials.net),
and video. The project has been exhibited in Uganda, Kenya, Indonesia and Turkey.

Impact
Tangible informative/ inspirational resource made to all 146 countries on the
Development Assistance Committee. List of the Organisation for Economic Co-
operation and Development. Finalist Award in the International Design Excellence
Awards of the Industrial Designers Society of America.

thinkingmaterials.net
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Microbial Storytelling
Kerstin Sailer and Julia Backhaus
University College London

Spatial practices, cultural norms and paths of pathogens

Key Issues Addressed
An estimated 700,000 or more people die every year of infections from resistant strains
of bacteria and microbes. The emergence and spread of AMR (antimicrobial
resistance) is a growing concern to global health. This interdisciplinary project
addresses issues of infection prevention and transmission risks in hospitals and how
design can become a tool to interrupt or break infection pathways.

Research Methods and/or Approaches
A map created in two hospitals showed the paths of agents in wards, including
healthcare workers, but also overlooked groups such as porters, cleaners, etc. The
map helped find out which group contributed most to the potential spread of resistant
pathogens, and which design-led interventions might help best to tackle AMR.
Storytelling, narrative and creative visualisations helped make hidden movement paths
and behaviours visible to different agent groups. Workshops in the ward and working
environment used costume design to engage and share findings.

Outcomes
Props for participatory design events; designed costumes; detailed illustrations of data
findings in the form of a booklet, illustrated questionnaire and a short film.

Key Findings/Results
The project found out which group contributed most to the potential spread of resistant
pathogens, and which design-led interventions might help best to tackle antimicrobial
resistance. This project has opened up relevant new research questions around spatial
layouts of wards, but also in how to engage user groups in problem-solving.

Impact
An increased awareness of the potential spread of pathogens has a direct impact on
professional practices and the way healthcare is best delivered. An increased
awareness of the potential spread of pathogens has a direct impact on professional
practices and the way hospital employees contribute to delivering healthcare. In
addition, the project has found ways in which architectural decisions make a difference
to the amount of surface contacts. These insights are useful for designers and
healthcare planners. This could lead to better design, but also better healthcare
provision.
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Smart Non-woven Textiles for Adaptive
Insulation
Veronika Kapsali
University of the Arts London

Garments that adapt thermal and airflow resistance

Key Issues Addressed
This project explores if it is possible to create a trans-seasonal and
trans-generational garment that adapts its thermal and airflow resistance in response
to a wearer’s activity levels as an alternative to adding and removing layers of clothing.
It develops new knowledge and practice in the design of non-woven made from fibres
that change shape. The work has engineered said fibres into non-woven to create a
textile system with adaptive airflow and thermal resistance for application in garments
(primarily) but also other sectors of the textile industry.

Research Methods and/or Approaches
The project used secondary research to frame the problems within the current state of
the art and learn from existing work. An experimental rig was designed and built to
measure the thermal and airflow properties of the materials in damp and dry
conditions. An initial series of prototypes were created and properties, and standards
were measured using the experimental rig. A second iteration was created based on
reviewed findings and outcomes. Repeated testing and evaluation followed, with
collaboration with end users to identify a specification for garment application. Garment
prototypes were tested with an industry partner.

Outcomes
A series of textile prototypes, films exploring the market and design opportunities for
the industrial partner and garment prototypes is underway.

Key Findings and/or Results
The project succeeded in developing sufficient understanding of how to incorporate
shape changing fibres into non-wovens to manage airflow and thermal resistance.

Impact
Generation of UK-based IP and licensing revenue. The project is currently negotiating
a licensing agreement with a multinational non-woven manufacturer. Stimulated new
creative output, working with MA fashion design and marketing students, they have
been exposed to a novel technology, which has challenged their practice and inspired
new ways of thinking and imagining materials in the context of garments, and provided
access to different types of data from research to inform the design and product
development process.
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Life-Saving Lullabies
David Swann
Sheffield Hallam University

Supporting the transitioning of adolescents into motherhood

Key Issues Addressed
In 2019, maternal and prenatal deaths were declared a public health emergency in
Zambia where adolescent girls are most at risk. This project involves Sheffield Hallam
University, the University of Huddersfield and St John Zambia whose volunteers
support Maternal Child Health (MCH) services across Zambia. The research
investigates the potential of using lullabies as a zero-cost service intervention to
communicate essential knowledge and skills to support adolescents into motherhood.

Research Methods and/or Approaches
To understand the contextual challenges and their everyday lives and practices of
MCH teams and St John volunteers, investigative field trips and ethnographic fieldwork
were undertaken by a local researcher at the Health Posts in Chunga, Kayosha and
Matero. Interviews and focus groups with MCH teams, St John volunteers and mothers
explored the health priorities of the unborn child and also the forgotten needs of the
mother. Interview data was analysed utilising the “Listening Guide” (Mauthner and
Doucet, 1998) which consists of four separate readings.

Outcomes
The output is an adaptable, sustainable and scalable MCH service intervention that is
culturally, contextually and economically appropriate. Specifically, local volunteers
have created instructional lullabies designed to safeguard the unborn/ newborn baby,
and educational lullabies to support the health and wellbeing of the mother.

Key Findings and/or Results
The research process has harnessed the creative abilities of St John volunteers and
empowered them to develop local solutions for their communities. The project is
consistent with the four important assessment indicators in relation to the minimum
standards of health service delivery as specified by the United Nations Committee on
Economic, Social and Cultural Rights (2008).

Impact
Coronavirus songs were created to provide knowledge of virus danger signs, social
distancing and hand washing to communities in Chunga and Kayosha. The project’s
originality has been recognised by the Geneva Health Forum and Carnegie Hall’s
International Convention.
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AMRSim: A Microbial Reality Simulator
Alastair Macdonald
Glasgow School of Art

Raising awareness of risk of infection-related behaviours

Key Issues Addressed
Antimicrobial resistance is a growing issue in human and animal health. This project’s
aim was to raise awareness and perception of risk of infection-related behaviours
during routine preparation for animal surgery. A key challenge was how to model,
effectively communicate and ‘make visible’ the potential spread of infection (invisible
microbes) between actors (people, the animal patient, equipment and the environment)
through risky behaviours and how appropriate infection prevention and control (IPC)
methods might mitigate these risks.

Research Methods and/or Approaches
This was a mixed-methods study, capitalising on each of the strengths of the individual
disciplines in the team. It was driven by a design-led, interdisciplinary, participatory
approach but employed video-ethnography; risk evaluation; behavioural modelling;
software development; iterative prototyping; and co-development workshops.

Outcomes
The outcome was an innovative 3D digital tool to support a training intervention for
veterinary practitioners and students. The tool comprised a surgical preparation area
with avatars (3 clinical staff, 1 canine patient), enabling users’ attention to focus on
visual cues showing contamination sources, their spread, and IPC.

Key Findings/Results
After experiencing the intervention, 92% of 51 participants agreed to change their
behaviour and stated an intention to implement an infection control behaviour that
aligned with training objectives. The 3D graphics enhanced the delivery of training
content by making difficult and abstract contamination concepts easy to understand.

Impact
A version of the prototype is currently undergoing testing for teaching veterinary
students. As there was only the time and funds to produce a proof-of-concept through
a trainer-delivered prototype, we have submitted, for review, a follow-on funding bid to
develop autonomous, stand-alone, self-paced versions fit for deployment on different
platforms (mobile/ tablet, virtual learning environment (VLE), and web-based (MOOC)
versions).

amrsim.org
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Evolvable Walking Aids
Cara O’Sullivan
University of Liverpool

Design of simple, affordable and adaptable walking aids

Key Issues Addressed
Over 18% of the global population has moderate, severe or extreme difficulty with
walking. As the population continues to grow and age, this number is set to keep rising.
Using an unsuitable walking aid can worsen a condition, disrupt healing, or increase
the risk of accident or injury. There is therefore an increasing need for the design of
simpler and cheaper, adaptable and readily available walking aids.

Research Methods and/or Approaches
This project took a global perspective on the issues with existing walking aids and the
systems for distributing them by conducting ethnographic research, interviews, and co-
design processes in two extreme contexts: children in rural Peru, and elderly people in
a UK Care Home.

Outcomes
The Evolvable Walking Aid concept is a modular range of parts which can be
assembled to form a walking stick, crutches, a walking frame, or variations of these
aids to offer different levels of support, tailored to the user’s specific needs at different
stages of their condition. It gives users control and ownership over their care, whilst
offering a viable, cost-effective, emotionally durable and sustainable healthcare
solution, which facilitates the correct long-term support.

Key Findings and/or Results
Design outcomes highlight the influence of context and culture on the design process,
manufacturing choices and overall product accessibility. Through the case study of the
Evolvable Walking Aid Kits, we investigated to what extent a modular system which
has been designed to incorporate principles of affordability, evolvability and emotional
durability can benefit patients.

Impact
Blueprints of the evolvable walking aid kit designed for developing regions of the world
were shared with a children’s mobility rehabilitation centre in Peru and a wood
workshop in Uganda to be manufactured by locals. The evolvable walking aid kit
designed for developed regions of the world was awarded Nesta’s Inclusive
Technology Prize and was used to educate university students about Inclusive Design.
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Information Design and Architecture in
Persuasive Pharmacy Space (IDAPPS)
Sue Walker
University of Reading

Design for persuasive community pharmacy space

Key Issues Addressed
The Information Design and Architecture in Persuasive Pharmacy Space (IDAPPS)
project aimed to explore ways of using ‘persuasive space’ to tell people in community
pharmacies about the dangers of antimicrobial and antibiotic resistance and to explain
what they needed to do to prevent it.

Research Methods and/or Approaches
The research methods employed in this project involved organising and running a
design competition for local designers, hierarchical task analysis, co-design and
prototype evaluation.

Outcomes
An on-line exhibition viewable at amrpharmacy.org and two journal papers titled
“Explaining drug-resistant infection in community pharmacies through effective
information design” (2020) and “Effective antimicrobial resistance communication: the
role of information design” (2019).

Key Findings and/or Results
A key finding from our interdisciplinary approaches, in this case, from information
design, ergonomics and architecture, led to innovative methods and solutions. Also,
that people wanted to know more about what they could do to prevent AMR/ antibiotic
resistance and messages about AMR can be tailored to different user groups. In
community pharmacies, people welcome information about health matters, as long as
it is easy to understand and engage with.

Impact
The research has led to additional funding for a project in Rwanda (antibiotic
resistance materials, also in community pharmacies) and consultancy for Public Health
England about an antimicrobial stewardship campaign that is moving towards national
roll-out.

amrpharmacy.org
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Wearing Recovery
Laura J. Salisbury
Royal College of Art

Supporting individuals with recovery in their daily lives

Key Issues Addressed
Spasticity is a debilitating consequence of stroke and other neurological disorders.
Many therapies focus on the treatment of negative symptoms rather than positive
symptoms such as spasticity. Current methods are failing to achieve the intensity of
repetitions required, but also failing to contribute towards the functional recovery of the
upper limb. This research asks what can be done between therapy, to enhance gains
and to support the individual with recovery alongside their daily life?

Research Methods and/or Approaches
The research worked directly with the garment as a research tool to understand the
body and movement, using methods of body scanning and film to document this. Later,
the garment transitioned from this tool to become a tool for recovery.

Outcomes
A range of garments were created that integrated the rehabilitation techniques placed
within them. The samples explored how behaviours that other tools typically exhibit
could be delivered within alternative interfaces (i.e. garments).

Key Findings and/or Results
Film documented the movement and behaviour of the textile and body which became a
method of reflection and analysis. As a result of analysing the first sample it was
realised that, although this increased the use of the affected limb, not only was this
disruptive and resulted in limited use, but also the movements performed were still
unguided. This often resulted in the use of compensatory strategies (finding ways
around using the limb), causing further stifling of the recovery process.

Impact
In reviewing all of the samples, further reflection has led to the development of a new
concept that attempts to understand how a garment may gain access to internal body
functions to modify and regulate neural connections, thus delivering further impacts on
the recovery process. This new work has been funded by Research England to
accelerate development of the prototypes and continue work with stroke survivors and
key stakeholders to envisage the diversity of garments that can be developed. The
research will continue to question the relationship between the garment, self, society
and recovery, working with stroke survivors to continue to develop and test this across
the UK.

medtechsuperconnector.com/ventures/laura-salisbury
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Design to Support the Transition Towards
Self-Management
Teksin Kopanoglu
Cardiff Metropolitan University

Design to support people living with lymphoedema

Key Issues Addressed
People living with lymphoedema, a chronic condition of swelling, have to follow a daily
self-management routine. However, self-management is perceived as difficult and not
practiced by many. This research explored how products might be designed to support
people living with lymphoedema in their self-management.

Research Methods and/or Approaches
Research methods used here include a cultural probe, workshops and interviews with
scenario-based probes.

Outcomes
The outcomes have included a framework showing the stages and components of the
transition towards self-management, the stage-specific design approaches to facilitate
that transition, scenario-based design probes, self-management diary (cultural probe)
and a low-tech self-monitoring tool for people living with lymphoedema.

Key Findings and/or Results
This research found that people living with lymphoedema went through a transition.
They were developing competence, gaining autonomy, building habits, coming to
terms with having a chronic condition, re-identifying themselves in society and building
support networks. Their support needs for self-management changed during this
transition while becoming experts of their own condition. The research presented the
stage-specific design approaches to facilitate that transition.

Impact
The research has had an impact on the design of products to support people living with
lymphoedema. In the long term, the research could have an impact in the
personalisation of healthcare products and services and the design of products for self-
management support considering behavioural, social and physiological aspects of
living with a chronic condition. As well as policymaking in healthcare services for
people living with chronic conditions and the empowerment of people living with
chronic conditions by being part of the design process and also the recipient of these
products.
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Developing Participation in Social Design
Guy Julier
Aalto University

Prototyping projects, programmes and policies

Key Issues Addressed
This research aims to build capacity and connections within arts and humanities and
wider research communities. To try out new ways of undertaking research via design-
oriented, cross-disciplinary, co-produced projects. To use the understandings and
knowledge produced through the ProtoPublics programme to generate
recommendations for researchers for developing co-produced, design research for
societal issues.

Research Methods and/or Approaches
Drawing on recommendations made in ‘Design Futures: HEI Research and the AHRC’
(Armstrong et al., 2014) and shaped by findings from other UKRI programmes,
interviews were conducted with key academics and practitioners in this field. A 2-day
sprint workshop with 45 academics and practitioners was held, from which 5 projects
were selected to be carried out with various universities and organisations. Two follow-
up workshops with participants were delivered to draw out further findings.

Outcomes
A report, “Co-Producing Social Futures Through Design Research”, an animation, blog,
14 video interviews, spin-off reports, events and seminars.

Key Findings and/or Results
There are three key recommendations: 1) enabling a two-stage research process
findings - an alpha stage during which research designs, issues and publics are
materialised, explored and defined via iterative prototyping, followed by a beta stage
during which more conventional research processes take place; 2) recognising and
addressing the barriers to HEIs and partners in conducting design-led co-produced
research by strengthening infrastructures and improving coordination between them;
and 3) recognising and valuing the hybrid and interconnected nature of the outputs
from such projects that engage with different publics.

Impact
The publication of two articles by the researchers in 2019. The research fed into the
development of the AHRC’s Design Leadership Fellowship scheme and its “Design For
Change” programme.

protopublics.org
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LivePrinter
Evan Raskob
Goldsmiths, University of London

Live, immediate drawing and fabrication with 3D printers

Key Issues Addressed
This project allows users to create physical forms using different functions that take
into account physical properties like speed and temperature, instead of the usual visual
modelling techniques and explore how musical concepts and visual aesthetics can
directly influence digital manufacturing toolpaths and vice versa.

Research Methods and/or Approaches
Blackwell and Aaron’s (2015) notion of “practice-led craft research” was influential,
where the role of the designer-academic is to bring their critical and analytical tools to
bear on the design process itself, along with “cybernetic design process” research
methods where the design process involves the researcher themselves and results in
the abductive emergence of theories from their experiments from Wolfgang Jonas
(2015).

Outcomes
Outputs achieved include a working software system for controlling 3D printers, a
series of physical artefacts illustrating different generative/ intuitive techniques for
making and a series of live hybrid physical/ musical performances documented in
videos.

Key Findings and/or Results
On reflection, it is entirely possible to use code as a means for creating and specifying
the design of objects and new expressive languages like the LivePrinter. Minigrammar
will need to be developed to support further practice and research, alongside hardware
design to demonstrate that coding objects directly can create new forms that are not
limited by CAD tool metaphors and take full advantage of 3D printers, like printing
sparse forms in the air.

Impact
LivePrinter has helped a diverse array of participants in workshops to understand the
basic mechanisms of 3D printing and how they can be used to explore new forms,
such as directly printing on textiles. It has also been watched, listened to and enjoyed
in performances worldwide.

github.com/pixelpusher/liveprinter
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Stories to Connect
Candice Satchwell
University of Central Lancashire

Disadvantaged children and young people co-creating stories

Key Issues Addressed
We aimed to help children and young people with disabilities or other disadvantages to
give their perspectives on their own lives, through accessible means, including
fictionalised stories.

Research Methods and/or Approaches
The design element of the project related to the creation of story-telling machines for
promoting and telling the stories. This included workshops with the children to help
design the machines.

Outcomes
We co-created 43 written stories, produced as short story books. The designers in the
project produced an interactive storytelling map, suitcase, rabbit, and arcade machine.
The researchers created short animated film versions of the stories, available on
YouTube and on the project website. A new film is currently being made to represent
the processes and impacts of the whole project.

Key Findings and/or Results
The key findings related to young people’s perspectives on their own life experiences,
including insights into resilience, support mechanisms, and challenges which young
people face. We learnt about participatory methodologies, including co-producing
fiction with disabled children.

Impact
The disabled young people involved in the project benefited very much from their
experience of the research project, enhancing literacy, confidence, and social skills.
The fictional outputs have had a benefit in helping others to understand their lives and
to empathise with their experiences. The stories have been used by social workers,
charity workers, and teachers to enhance understanding of others, as well as literacy
skills.

stories2connect.org
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Design Research Get Lost
James Duggan
Manchester Metropolitan University

Creating spaces of radical self-organisation for young people

Key Issues Addressed
Youth participation or co-production is a prominent aim in a range of sectors. Inclusion,
participation or co-production is an important aspiration but often leads to contrived
forms of participation where young people perform circumscribed roles. The aim of this
project was to strip away all but the most essential emergent focal points that would
enable young people (with experience of self-organising as Woodcraft Folk and young
coders) to self-organise to achieve any self-defined goal. A criterion of the project,
negotiated with the funder, was the young people would be allowed the freedom to
produce something or ‘fail’ to produce something.

Research Methods and/or Approaches
The research drew together a range of practices from participatory action and
co-produced methods to research creation but an important part were ideas from
immanent critique and Rancierean emancipation.

Outcomes
The main output was the hosting of a community treasure hunt, informed by principles
of gift exchange. Books bought from a charity campaign, were given away to people
who completed a place-based treasure hunt around the local community. Those who
received a book, were asked to give them away after reading them, having registered
them on a book gift platform.

Key Findings and/or Results
The young people ‘failed’ to organise something by the first deadline and a
renegotiated second deadline. Nevertheless the young people still turned up and so
the inquiry shifted to re-animating the project with obligations of care and responsibility
beyond contractual research. We began to repair the research through principles of the
gift relation.

Impact
The project engaged a group of young people and contributed to a local community
day. The most profound impact has been on the researcher’s practice, for which the
researcher was able to clarify what motivates his research engagement with young
people.

esriblog.info/research-as-gift/
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People Powering Policy
Anna Whicher
Cardiff Metropolitan University

Enhancing policy-making through greater citizen involvement

Key Issues Addressed
Our hyper-globalised and connected world, creates challenges at multiple levels of
governances – local, regional, national and supranational – and as part of certain
policy agendas, at least in the UK, there is a drive to take decision-making closer to
citizens. As such, traditional policy processes are changing. Design is increasingly
being adopted by government teams called ‘Policy Labs’ in an attempt to renew the
legitimacy of public policy-making through greater citizen involvement.

Research Methods and/or Approaches
The project applied design for policy approaches and a creative, user-centred and
rational approach to problem-solving. Design for policy is an emerging field of research
and practice that currently lacks strong conceptual, theoretical, epistemological,
methodological and empirical groundings.

Outcomes
The project produced a Design for Policy Model, the Design for Policy Prompt toolkit
and a framework for establishing Policy Labs, which were iteratively developed, tested
and validated over the course of the two-year project. The model, methods and tools
were co-designed in 21 workshops involving 531 civil servants from local, regional,
national and overseas governments.

Key Findings and/or Results
Design for policy is an emerging yet growing field of research and practice that lacks
strong theoretical and methodological groundings. Whereas the ‘user’ is the starting
point of public service development (GDS Service Standards), the ‘user’ is not the
starting point of public policy development in the UK. There is demand for policy design
approaches and a need for further evidence of the added value of design in the policy
process. A framework was developed for co-designing Policy Labs.

Impact
The project resulted in impact for HMRC Digital, Northern Ireland Department for
Health, Financial Conduct Authority Behavioural Insights Team and the Welsh
Government Permanent Secretary’s Group through four policy interventions.

pdronline.co.uk/Portfolio/people
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GoFit4Fun CIC
Remi Bec
Sheffield Hallam University

Promoting physical activity through play and co-design

Key Issues Addressed
This project aimed to examine the properties and types of games that do or do not
attract the sample population. It also aimed to explore how to create games that are
engaging to play repeatedly, regularly, and over the long term, exploring how physical
activity (PA) can be embedded into game(s) that attract the sample population. The
project also explored the feasibility of delivering a game(s) to promote PA in the
sample population.

Research Methods and/or Approaches
This multi-disciplinary enquiry, which used a design-led approach and which applied a
research-through-design methodology, used playful methods and participatory
enquiries to explore this topic.

Outcomes
A range of artefacts and prototypes were created both as a research tool to explore
and gain understanding about the end-users, and as a final outcome. The final
outcome in this project led to the creation of a game, Boost Up!. This game was
evaluated over 6 weeks in a secondary school in Sheffield (UK). Following this, the
games were developed to be part of a wider service delivery as part of GoFit4Fun.

Key Findings and/or Results
There are three key contributions that emerged - 1) Boost Up!’ that has made a
contribution to the field of research exploring how ‘exergames’ can positively be used
to encourage physical activity in young people, 2) A number of factors/ themes that
effected the participant’s engagement throughout this research, which may have
implications to designing interventions to promote physical activity for young people,
and 3) In the context of this design-led research, a new method, or design research
technique, was created: the ‘Annotated Design History’.

Impact
The creation of a social enterprise, GoFit4Fun CIC, as a way to implement the
research findings, which promotes alternative activities to encourage players to be
connected with others to sit less and move more, while tapping into the players’
creativity and imagination to co-create and have fun! Promoting co-creation, games,
physical activity and social interactions are behind GoFit4Fun services.

gofit4fun.org
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Creative Temporal Costings
Jo Briggs
Northumbria University

Time exchanged to organise people around a creative purpose

Key Issues Addressed
Timebanking is emerging as a new parallel economy, in which all activities are valued
equally and in terms of time, with an hour contributed by a legal expert rendered
equivalent to an hour of dog-walking or baby-sitting. Through collaboration with Leeds
Creative Timebank (LCT), the researchers explored the practices of collaborative
exchange as experienced by, and through a co-commissioned study. The project
aimed to investigate the value(s) of creative collaborative exchange through creative
collaborative exchange.

Research Methods and/or Approaches
The methods designed worked within the ethos and economy of both the LCT and the
money-based UK research economy. Each investigator had an equal number of hour-
long denominations deposited for them in the bank. The assembled ‘hours’ were
invested in individuals’ participation in two workshops and the co-production of two
outputs. This experimental method assemblage allowed us to explore how
collaboration supports the creation of multiple values from within, while also affording a
position from which to develop critical approaches to collaborative exchange from
without.

Outcomes
Creative Temporal Costings generated artworks presented by their creators at a
workshop event in Leeds, an associated catalogue, and a research report.

Key Findings and/or Results
The findings for the project are summarised in a report on the website.

Impact
The research informed LCT’s practices and associated work by the community co-I
and academic research. LCT actively promoted the project findings with Leeds City
Council which added time bank hour credits as valid in-kind match funding to their
Guidance Notes for arts and regeneration funding, and supported a workshop with
senior arts and regeneration officers in March 2016 to promote the model. The project
was commissioned as part of the larger ProtoPublics programme and as such informed
future enquiry into/ through prototyping new kinds of research collaboration oriented
towards achieving societal change.

cocreatenorthumbria.org/projects/creative-temporal-costings
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Co-producing CARE: Community Asset-based
Research and Enterprise
Fiona Hackney
Manchester Metropolitan University

Building community assets and agencies

Key Issues Addressed
An investigation into the social, economic, cultural value of crafts practices and
processes for building wider community engagement and cultural agency, and how
best to achieve and support this. Assessing the benefits and challenges of using
creative making and amateur crafts skills to connect and agentise communities. Crafts
as a mode of co-produced community research.

Research Methods and/or Approaches
The project employed practice-based research methods such as, learning through
making/ doing, which draw on crafts theory and anthropology (Tim Ingold) and the
work of theorists such as Richard Sennett, in addition to theories of embodied making
and affect, and social design to consider how everyday creative activities such as
sewing, knitting and embroidery can enable/ engender participants to become active
agents, making a difference in wider society and everyday life.

Outcomes
Craft artefacts, films, website, jewellery, products made in the FabLab maker space,
products that enabled reflection and promoted sharing between and across groups
such as a story-telling tablecloth, artefacts made in response to other participants’
stories, a sewing box with excerpts from conversations digitally embroidered into items,
knitted and embroidered artefacts.

Key Findings and/or Results
The power of collective making as a means to bring people together to listen to each
other, pay attention, build trust, and find points of common interest. Crafting in and of
itself is not a magic panacea and in order to become a tool for critical thinking, making
workshops have to be carefully framed in ways that, ideally, participants lead on in
order to respond to and serve their needs and interests.

Impact
The project resulted in long term, and continuing, relationships and connections
between researchers, participants, and stakeholders including a Follow-on Funding
project for Impact and Engagement in which CARE stakeholders and participants in
Birmingham and the Black Country (Wolverhampton) went on to take the CARE
‘making method’ to new, diverse communities in the West Midlands.

cocreatingcare.wordpress.com/the-project
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The Multi-Sensory Environment (MSE) in
Dementia Care: The Role of Design
Anke Jackob
Kingston University

Sensory environments for people with dementia

Key Issues Addressed
This project aims to contribute to improving dementia care by designing appropriate
sensory environments that respond to the needs of people living with dementia and
support their carers.

Research Methods and/or Approaches
An ethnographic study critically examining the current situation in UK care homes,
using semi-structured interviews, observations, questionnaires, and thematic analysis.
Literature review and review of examples of best practice from the end-user’s point of
view. Participatory workshop with care home staff on sensory stimulation and sensory
design. Iterative analysis identifying key design criteria responding to the specific
requirements of individuals living with dementia. The development of a design brief.
Advisory Panel for scrutinising research process and stakeholder input.

Outcomes
A design guide book providing advice on dementia care environments.

Key Findings and/or Results
The key finding was that existing facilities in UK care homes aiming to provide multi-
sensory stimulation (MSE) were often not set up in a way to be enjoyed by their
residents living with dementia. The design of MSEs was, in most cases, not
appropriate and suitable for older people. Furthermore, it emerged that there is limited
knowledge and training regarding sensory stimulation amongst staff and lack of
guidance for care practitioners regarding sensory design in general. We therefore
developed a guidebook advising on the design of multi-sensory environments for
people with dementia to be used by carers and care professionals.

Impact
The research has created impacts in a number of areas regarding the experience and
wellbeing of those living with dementia and their carers: 1) For care providers -
improving dementia care environments and services by creating multi-sensory spaces
in their care homes; 2) For suppliers of activity products for people living with
dementia, extending their range through new sensory and/ or more dementia-
appropriate products; 3) For community projects - adapting services to the needs of
people living with dementia.

kingston.ac.uk/sensoryroom
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The Sensory-being Project
Simon Andrews
Falmouth University

Designing a range of engaging sensory educational products

Key Issues Addressed
Sensory Beings denotes people who are non-verbal and live with significant cognitive
impairments, such as people with profound and multiple learning disabilities (PMLD) or
later stage dementia. This project advances established methods of human-centred
design and co-design practice by challenging preconceived ideas about who is classed
as a communicator; recognising and identifying idiosyncratic communications styles;
and actively listening to these within the design process.

Research Methods and/or Approaches
There were three phases: 1) an observation phase, 2) a development phase and 3) an
evaluation phase. Time was spent at two schools interacting and playing with children.
The atmosphere was fun and playful, engaging the children’s curiosity of the new
visitors and their interesting objects. This developed an understanding of the types of
sensory products used and where opportunities for innovation may be found.
Prototypes were produced and refined to evaluate the effectiveness of the ideas.

Outcomes
Physical prototypes of the design ideas were produced, including Venturi: stimulating
the senses via touch and scent, Sensory Blocks: a puzzle with sensory feedback, Sea
Urchin: providing calming aural stimulation and Notabrusch for controlled play.

Key Findings and/or Results
The project demonstrates that co-design with people with profound and multiple
learning disabilities is both possible and extremely fruitful. The children played a vital
role in the design of the prototypes, providing inspiration for new uses and ideas.

Impact
In March 2019, The Sensory-being Project won a National Award from the Creative
Learning Guild in Visual Arts and Design. Simon Andrews and Joanna Grace are now
working on a proposal to bid for funding to develop the project further. The project title
is “Towards a methodology for meaningful co-design with people who are non-verbal
and live with significant cognitive impairments”. It aims to explore the approach to
design required to collaborate with Sensory Beings and establish a methodological
toolkit to help designers, educators and other stakeholders, e.g. heritage and
healthcare workers.

thesensoryprojects.co.uk
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LAUGH Project (Ludic Artefacts Using Gesture
and Haptics)
Cathy Treadaway
Cardiff Metropolitan University

Designing playful objects for people living with dementia

Key Issues Addressed
In the UK, 80% of older people living in residential care have a diagnosis of dementia.
Verbal communication can be severely affected by the disease, leading to withdrawal,
depression and isolation. Many become confused and agitated or suffer from boredom.
So, finding ways to help them live well in everyday life is important. This research
focussed on understanding how to design to support the wellbeing of people living with
advanced dementia to improve their quality of life.

Research Methods and/or Approaches
A Compassionate Design approach in which loving kindness for the individual living
with dementia was placed central to the research. A qualitative interpretivist
methodology was used, informed by action research and grounded theory approaches.
Participatory workshops, visits and interviews in the care homes, a series of Live Lab
evaluations and team reflections were used. Audio and video recording, worksheets,
photography and research journals were used.

Outcomes
A collection of interactive playful objects for people living with dementia. One example
is HUG, a soft, comfortable wearable device that stimulates a beating heart and plays
bespoke music and other products including Fidget Jewellery, Giggle balls, and CAT®.

Key Findings and/or Results
The development of a new methodology called ‘Compassionate Design’. This has
been developed and tested by the LAUGH research project and informed prototypes
for a collection of playful objects. Evaluation with people living with advanced
dementia, found these to help support their wellbeing and assist in their care.

Impact
This research is improving the lives of people with advanced dementia. Care home
residents living with advanced dementia have shown an 87% increase in their
wellbeing scores (Bradford Dementia Well-being Profile) and for some individuals an
improvement or stabilisation of their functional ability as measured by the PAL Tool
(Pool Activity Level). The research is being commercialised via the formation of a
company ‘HUG by LAUGH Ltd.’ to manufacture and distribute HUG® with the support
of UK Alzheimer’s Society.

laughproject.info
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Data Walking
David Hunter
Ravensbourne University

The potential of walking to gather environmental data

Key Issues Addressed
Checking whether microcontrollers and sensors could be used to gather data
accurately while on the move. The project investigated how such technology and data
gathering and visualisation techniques could be used in a pedagogic setting.

Research Methods and/or Approaches
Primarily walking, whether solo or in groups as well as post-walk creation of artefacts
and discussions. The project has been iterative; exploring and refining techniques over
many walks and project phases, as well as building towards events. Participatory
workshops exploring these techniques have been key to development.

Outcomes
Throughout the project’s life outputs were data visualisations, most notably as 3D
prints and maps, but also the techniques/ tools/ code to gather data and then create
those visualisations. As the project developed it was clear that the output of most value
was developing a framework for the method and multiple ways in which different
techniques and technologies can be combined in creative and coherent workflows.
This framework formed the backbone to a printed publication.

Key Findings and/or Results
A framework can be created for joining disparate technologies and techniques into
coherent workflows. It is possible to engage a really broad range of participants with
different backgrounds and skillsets in a participatory workshop, binding them together
around common goals, knowledge exchange, peer-learning, and discover something
about a place.

Impact
The research project has been used in workshops with all sorts of participants in
different contexts: as project kick-off workshops for undergraduates to introduce data
visualisation themes, provocations for Master’s students about research techniques,
and at academic and industry conferences. The printed publication has been sent to
hundreds of interested practitioners across the globe to carry out their own Data
Walks.

datawalking.com
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Empowering Design Practices
Theodore Zamenopoulos
The Open University

Places of worship as catalysts for connecting communities

Key Issues Addressed
The project aimed to explore the conditions that hinder or enable community, the
custodians of historic faith buildings to reimagine and adapt their buildings for wider
community benefit, and to develop and evaluate a spectrum of mechanisms and tools
that can develop their design capabilities and leadership.

Research Methods and/or Approaches
The project used co-design and action research approaches drawing inspiration from
the capability approach to human development.

Outcomes
The project delivered practical support to community groups across the UK and
produced a number of resources for different audiences supporting community-led
design (community groups, professionals, policy makers). These include websites,
films, printable materials, guides, tools and stories providing inspiration for others
embarking on a similar journey. Resources are available through the project website.

Key Findings and/or Results
Historic places of worship play an important role as hubs of community life, often
offering important social services. These places face challenges such as long-term
maintenance and financial stability, a shortage of volunteers and/ or difficulty in
mobilising skills from the wider community. Crucially, this project documented a lack of
‘design capital’, which compromises the ability of people who look after places of
worship to re-imagine and shape the future of their buildings. The project developed
approaches and tools to empower community groups to lead the design process, by
focussing on building their ability to mobilise human, cultural and social capital in order
to frame issues and opportunities, develop and prototype ideas and make actionable
plans for the building.

Impact
Over 55 communities looking after historic places of worship across England have
been supported in this project, and over 460 people benefited directly from training and
specialist support delivered. Research activities provided knowledge and skills, but
also helped participants think differently about their challenges, opportunities and
acquire confidence in their project.

empoweringdesign.net
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Developing Effective Youth Career Guidance
Interventions with Design Thinking
Ziwei Wang
Glasgow School of Art

Design thinking for youth career guidance

Key Issues Addressed
This research investigates current local youth transitioning issues in relation to careers
counselling. This study aims to explore what the main issues are in developing a
career counselling intervention, the format of such delivery, what possible activities or
exercises might be included and what kind of approach would be friendly to young
adult users.

Research Methods and/or Approaches
Action Research was the overarching research approach adopted for this study. It is a
qualitative study that used narrative-based interventions alongside the development of
illustrative workbooks to support the development of self-awareness and future vision
among research participants seeking to develop their career development capabilities.

Outcomes
The main output of this study is a ready-to-use career guidance approach for youth
workers and teachers specifically developed to help young people develop
self-awareness, a future vision, and an action plan for their desired future. It takes the
form of a ‘The Future Made by Me’ (FMBM) workbook and guide.

Key Findings and/or Results
This project reveals how research, design, and practice can be joined to produce a
new model of narrative-based youth career guidance. The power of this research lies
in its focus on the solutions to problems rather than the problems themselves in
promoting youth development. The research outputs offer future researchers and
practitioners the possibility to test and improve the design through their own
professional coaching practice.

Impact
This study contributes to the body of research within youth transitions specifically
related to career development in three ways: 1) understanding transitioning problems,
2) solutions for those problems in youth career guidance service, and 3) the use of
innovative research methods in youth service design research.

futuremadeby.me
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Design to Manufacture: Realising the Potential
of a Unique ‘Eco-material’
David Binns
University of Central Lancashire

Producing environmentally friendly architectural products

Key Issues Addressed
This project involved setting up a University spin-out company called ALUSID as well
as developing processes for scaling up production from lab-based prototyping, to a
commercially viable level. Securing sustainable supplies of recycled waste glass and
ceramic material. Processing (crushing and grading) large volumes of raw materials to
specific grain sizes. Securing start-up funding to secure premises and capital
equipment, including a large-scale furnace and polishing equipment. Further up-scaling
of production capacity to satisfy commercial demand.

Research Methods and/or Approaches
The project employed practice-based empirical research methodologies as well as
exploring possible sources of low value waste that might be appropriate for the
sintering process. Test blending and sintering of numerous combinations of raw
materials and developing grinding and polishing processes.

Outcomes
The products include architectural surfacing products including tiles, cladding and solid
surfaces such as counter and bar tops and tables - all made from no less that 97%
recycled industrial ceramic and glass waste.

Key Findings and/or Results
The research found that it was possible to make a unique, aesthetically interesting,
durable, composite material, made through fusing together varying mixes of recycled
ceramic and glass waste. The resulting material is frost, fire and UV resistant and can
be cut, shaped and polished in a similar way to natural stone. All manufacturing waste
can be recycled back into the production process and at end of life, the entire product
can be recycled back into the manufacturing loop. The material requires less energy to
manufacture than a conventional ceramic tile product.

Impact
The research has ultimately led to the design and manufacturing of the world’s first
commercially available tile made entirely from recycled waste. Using industrial waste
involves the following environmental impacts: 1) diverts industrial waste streams from
otherwise being sent to landfill, 2) using locally sourced recycled waste, rather than
virgin raw materials reduces environmental damage commonly associated with
extraction and global transportation.

alusid.co.uk
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Exploring Design as a Socio-material Tool for
UK Public Breastfeeding
Sally Sutherland
University of Brighton

More supportive, sustainable and inclusive breastfeeding

Key Issues Addressed
Despite the benefits to both mothers and infants throughout their life spans,
breastfeeding, rates in the UK remain among the lowest in the world. Breastfeeding in
public in the UK is compromised by complex and varied determinants, including
stigma, material entanglement as part of mothering and the organisation and structure
of the material world. Breastmilk substitutes have significant environmental and
ecological impacts. The ‘design’ of breastfeeding, therefore, has significant behavioural
and environmental impacts.

Research Methods and/or Approaches
This design research is practice-based and interdisciplinary. This study adopts an
explicitly feminist standpoint within a maternal and gender perspective. Design is
positioned as an investigative approach that can access new information relevant to
the subject of infant feeding; maximise engagement with stakeholders; and deliver
social change. Exploratory methods are used as tools, including walking Interviews,
experimental design ethnography, cultural probes; public events and workshops.

Outcomes
Drawing, photography, film, cultural probes and embodied objects have been designed
and created. The embodied objects explore theoretical concepts and ideas,
conversational triggers, and practical design propositions. The designed outputs are
used in exhibitions and workshops throughout the UK.

Key Findings and/or Results
This project uses design as an innovative research method to bridge theory and
practice, maximising engagement with identified stakeholders. Design practice is used
to enable discourse on design and motherhood, social and health inequalities, and
sustainable food futures. Key results and findings are primarily methodological.

Impact
Design is used to understand the systemic complexity of the subject better, as well as
generate local context-specific understandings. There are indirect, longer-term impacts
on issues such as the environment, reducing health and gender inequalities, and
understanding the maternal voice in design. Importantly, the work creates an
accessible, open platform for discussion, contributing to debates relating to
breastfeeding in public.

sallysutherland.org
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Welcoming Workplace
Jeremy Myerson
Royal College of Art

Rethinking office design for growing numbers of older people

Key Issues Addressed
The ageing of the workforce and emergence of new patterns of knowledge work
present a critical challenge to current practice in office design. Welcoming Workplace
set out to study the dynamics of this dual shift in office work and pilot ways to remodel
the office environment in order to provide greater levels of comfort and flexibility for the
older knowledge worker.

Research Methods and/or Approaches
The project used a methodology known as Define-Develop-Deliver. The Define stage
included set-up, focus and definition phase of the project with a literature review,
assembly of an image bank and completion of research design. Develop included user
engagement, concept generation, design intervention and analysis, as the research
generated a series of design interventions at workplace sites in the UK, Japan and
Australia. Deliver represented the write-up and dissemination phase.

Outcomes
A series of design interventions at workplace sites in the UK, Japan and Australia was
supported by a number of industry partners, including Kinnarps, Logitech and Future
Acoustic, which contributed furniture and technology prototypes to the experimental
work settings. The project generated its own intellectual property and registered
designs. A UK regional seminar tour with an accompanying exhibition accredited for
Continuing Professional Development by RIBA.

Key Findings and/or Results
The study identified and tested a number of design interventions that can be argued to
improve the quality of extended working lives. As a result, the study was able to issue
design guidance to architects and developers in two categories: 1) physical
requirements of the workplace and 2) how the office supports different work styles.

Impact
The project achieved a strong degree of public engagement, industry uptake and
interest from international governments. The project influences produced and
influenced major publications and events on inclusive workplace design, including a
book called “New Demographics New Workspace” based on the project for general
management and business audiences. The project also influenced a government
strategy document on the ageing society.

rca.ac.uk/news-and-events/news/welcoming-workplace
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Improving Healthcare Support for Rural
Communities in India
Gareth Loudon
Cardiff Metropolitan University

Engaging and empowering indigenous tribal communities

Key Issues Addressed
Over the last few years, the Amrita School of Engineering has been leading research
together with the Amrita Institute of Medical Sciences (AIMS) and Amrita Kripa
Charitable Hospital in Wayanad in how to improve the sustainable health and well-
being of indigenous communities in Wayanad. They had already developed new
mobile health technologies (mHealth), however, their solutions were not fully adopted.
They realised that this was mainly because they had not fully taken into account how
culture, context and design affect the adoption of new solutions.

Research Methods and/or Approaches
This project used a design thinking approach. The project was a multidisciplinary
partnership with researchers, villagers from indigenous tribal communities, medical
doctors and healthcare workers who work in these rural communities, and experts in
eHealth solutions. The project included ethnographic field work in tribal villages,
participatory workshops to develop ideas to meet the health needs of the communities,
and project reflections by tribal villagers and healthcare workers.

Outcomes
Two workshops were delivered to facilitate culturally sensitive knowledge exchange
between all the partners and stakeholders, including local researchers, clinicians and
healthcare workers, as well as villagers from the indigenous tribal communities
themselves and to facilitate the co-creation of new ideas that could have an impact on
the health and well-being of indigenous tribal communities in Wayanad.

Key Findings and/or Results
The importance of the project being part of a larger long-term effort by Amrita to
improve the health and well-being of the indigenous communities in Wayanad.
Consequently, there was a high level of trust between the tribal villagers and Amrita.
The importance of bringing together people from a diverse range of backgrounds and
skillsets, with the villagers playing a central role in improving the ideas.

Impact
It has demonstrated to stakeholders that a multidisciplinary approach is necessary to
create solutions that are culturally and contextually appropriate, and that the
participation of indigenous communities is crucial. All participants have the tools and
skills to apply design thinking methods.

indiaruralhealthcareproject.org
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Community-led Heritage Regeneration in
India
Aylin Orbasli
Oxford Brookes University

Regeneration around Agra’s forgotten historic gardens

Key Issues Addressed
The key challenge of this project was to support the regeneration of an area of
significant historic value (Mughal period gardens in Agra) through community centred
approaches and identify means of doing this that would actively engage local
communities and deliver socio-economic benefits to them.

Research Methods and/or Approaches
Following rapid field assessment and working closely with a local NGO partner, design
was used as a means of developing and visualising options for regeneration that could
then be tested with community members and planning authorities.

Outcomes
A series of area-based regeneration projects, including detailed designs of modest
interventions and prototypes. Examples include a toilet block and washing houses or
flexible temporary structures using readily available and recycled materials.

Key Findings and/or Results
Design as an innovation tool can support the development of effective, buildable and
affordable solutions to a range of urban challenges.

Impact
The outcomes were shared with the local authorities and with the local community
through an exhibition and event. As a six-month project it was limited in the level of
impact that could be achieved on the ground, but the local NGO has made use of the
ideas generated to further the work. The challenges of land value and the vulnerability
of squatter communities remains a challenge in India and Agra is no exception.
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Out on a Limb
Lionel T. Dean
De Montfort University

Redefining the design of human prosthetic devices

Key Issues Addressed
This project adopted a human-centred and custom approach to the provision of human
prosthetic devices involving the user in the creative process and fostering a sense of
identity and ownership.

Research Methods and/or Approaches
Practical design-led research that brought together computational design, additive
manufacture medicine and most importantly, the user and her lifestyle. The
interdisciplinary approach allowed a creative approach to a multifaceted traditionally
science-led problem resulting in a more human-centred outcome.

Outcomes
Project work centred on the design and additive manufacture of a lower limb, above
the knee (incorporating a knee joint) prosthesis. This was a fully functional device
manufactured through multiple project partners in South Africa. To both highlight the
need for alternate human-centred approaches to prosthetic devices and to highlight the
potential for customisation afforded by digital design and manufacturing technologies,
a short film (6 minutes) was produced.

Key Findings and/or Results
Our work served to highlight the huge potential for computational design and additive
manufacture as a route to custom-made human prosthetic devices. It also illustrated
the complexities of dealing with the multiple agencies involved in the provision of
healthcare. The project demonstrated how a patient can be involved in the creative
process at some level and take ownership of what can otherwise be regarded as cold,
clinical, impersonal and deeply unattractive engineering imposed on a recipient by
unhappy circumstance.

Impact
The project was presented at The RAPDASA Additive Manufacturing in Industry
Conference, Durban, South Africa in 2017. Louisa Brown, the recipient of the
prosthetic limb appeared in person at this event demonstrating the device in a runway
presentation. At the same time the 6-minute movie was published online. Interest in the
project work has led to follow-on work in France, Portugal and Singapore.

futurefactories.com/work-item/section-2-item-4
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Considerate Design for Personalised
Fashion Products
Sandy Black
University of the Arts London

Personalised fashion products integrating 3D technologies

Key Issues Addressed
To increase the acceptance and longevity of clothes, and reduce consumption, one
response is personalisation of garments to fit better and meet individual needs and
tastes. This project aimed to assist designers already working under strong time and
cost pressures to create more sustainably designed products that will engage the
consumer for longer.

Research Methods and/or Approaches
Considerate Design combined research methods from fashion design with engineering
design process modelling to develop two prototype tools. Workshops with designers,
fashion industry professionals and academics, identified key factors, constraints and
hierarchies surrounding decision-making in fashion design and manufacture, and their
influence on the environmental impact of fashion products.

Outcomes
The project produced two prototype tools to support decision-making for sustainability
in fashion design: 1) a visual foot-printing tool with four levels of parameters and 2) a
computer-based process modelling tool for design decision-making. The project also
delivered three types of personalised products using different design and
manufacturing processes such as 3D body scanning resulting in seamless one-piece
knitwear using industrial knitting technology.

Key Findings and/or Results
This project tested three new design and production methods for the creation of
personalised fashion products to support the reduction of environmental impact at the
design stage. The workshop findings consolidated the complex factors that a designer
of fashion products must contend with.

Impact
Industry partners have progressed ideas developed through Considerate Design into
their commercial work. Informing non-academic audiences and policymakers, all
Considerate Design products were showcased in a UK trade exhibition Made in Future
in Milan. The Science Museum, London commissioned a new Considerate Design
seamless sweater from Sandy Black for the public exhibition “Trash Fashion” -
designing out waste, later exhibited at Manchester Museum of Science and Industry.

consideratedesign.com
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Design Matters?

Harry Daniels
University Oxford

Design and practice in secondary school

Key Issues Addressed
This project set out to find how did the school design come to fruition? Who
commissioned it, and who was consulted, and about what? What informed the
architects’ proposals? It examined what the children’s expectations of the educational
experience in the new school will afford, prior to moving to the school and on entry to it.
It asked how and why the school was used in the way that it is. Are expectations
realised in practice? How do students and teachers utilise the spaces and how do
parents respond to the school? What would students and teachers design differently?
As well as seeking to understand what priorities are established through the above
practices. Why do such priorities emerge and how do they impact on learning and
teaching behaviours and outcomes? And finally, it explored how the aims and
objectives established in the design process reflected in the actions and perceptions of
students and teachers.

Research Methods and/or Approaches
Detailed field work including observations and interviews with a wide range of
respondents and a variety of non-directive methods.

Outcomes
The outputs for the project include two books, four papers, four chapters, two short
films and guidance for schools.

Key Findings and/or Results
• Social Practice of Design.
• Mutual shaping of Design and Practice.
• Practice directs and deflects attention to particular aspects of design.
• Lack of congruence between design and practice can result in space which is not fit
for purpose.
• Quality of design depends on collaboration.

Impact
The guidance has been widely used in many settings, both national and international. It
has generated a wide range of knowledge exchange partnerships.

designmatters.education.ox.ac.uk
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Redesign by the Sea
Laura Wareing
Lancaster University

The roles co-design can play in regenerating North England

Key Issues Addressed
Many seaside towns in the United Kingdom, including Morecambe in Lancashire face a
number of social and economic challenges. Young people living in these areas face
barriers to education and employment opportunities, posing a threat to the number of
young people living in seaside communities in the future. This project set out to explore
the roles that co-design can play in regenerating the North of England for young people
in partnership with local creative businesses.

Research Methods and/or Approaches
A group of young people aged 16-17 living in Morecambe worked alongside design
researchers and a local creative business in a series of interactive co-design sessions.
Each session included a series of activities supported by co-design tools to prompt
creativity and conversations. Through co-designing a new annual Festival in
Morecambe, the young co-designers explored ways to make Morecambe a more
attractive place to live.

Outcomes
The group designed new activities for the festival, each successfully reflecting what
was missing from the existing festival programme, what would appeal to other young
people and to celebrate Morecambe. This feeds into PhD research on the role(s) co-
design can play in supporting young people living in underserved places in the North
West of England, as they consider their future.

Key Findings and/or Results
The project delivered benefits to all involved. The experience helped make the young
people feel more positive about where they live and their future. The creative business
found the experience transformational to their practice and approach to future creative
projects.

Impact
The project outcomes contributed to successful funding bids, including a new project
called The Fold, which built on the co-design process used in Redesign by the Sea in
three rural locations in Cumbria and the Yorkshire Dales, addressing challenges faced
by young people in rural areas. Redesign by the Sea features as a case study in a
conference paper, conference presentation and a PhD thesis currently in progress.

transformationnorthwest.org
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Co-creating Intersectional Understandings of
Gender, Disability and Access
Jen Slater
Sheffield Hallam University

The toilet as a place of exclusion and belonging

Key Issues Addressed
This projected aimed to address four key areas: 1) Austerity, public/ private provision
and finding a toilet, 2) Toilets as contested spaces, 3) Diversifying and improving toilet
provision, and 4) Implications of inaccessible and inadequate toilet provision.

Research Methods and/or Approaches
Creative and inclusive methods were used with a range of participants, organisations
and stakeholder groups. The project has been consistently outward-facing through its
use of social media, hosting and taking part in public events. Many of the research
methods were design-based, including the co-production of: films, a zine, design tools
and guidance, exhibitions and creative workshops in schools.

Outcomes
The outcomes of the project include two films: “The Toilet” and “Travelling Toilet
Tales”. A zine called “Lift the Lid” and comics called “Storying School Toilets”. A
soundscape and two website toolkits available at research.shu.ac.uk/servicingutopia/
and aroundthetoilet.wixsite.com/toiletdesigntoolkit.

Key Findings and/or Results
Toilet provision in the UK is currently inadequate for a wide range of people, due to
both relational and functional flaws. We need more public toilets, more accessible
designs, and ways of understanding the space and our fellow occupants. Many trans
and disabled people experience difficulties in accessing a safe, and comfortable toilet
away from home. ‘Accessible’ are often in fact inaccessible for many disabled users for
a range of reasons. There is a lack of toilet research, particularly in the UK, which
takes seriously trans peoples’ experiences of harassment and violence in binary
gendered toilets. A ‘one size fits all’ approach to toilet design doesn’t work.

Impact
The research has given a voice to a cross-section of society whose views have largely
gone unheard, revealed or appreciated before. These include trans gender,
accessibility, and specific health condition groups. The research has brought
awareness of toilet issues into the public consciousness through installations, film
screenings and discussion events. New toilet design resources have sought to engage
students and practicing architects and designers, in creative approaches to toilet
design and management.

aroundthetoilet.wordpress.com
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Challenging People’s Perspectives of Ageing
Yoni Lefévre
Glasgow School of Art

Changing the way older people are represented in the media

Key Issues Addressed
The rapidly ageing demographic in Western society influences expectations of later
life. People often think it is normal to be unhappy and depressed when you are old.
This research project set out to reduce the stigma of growing older by challenging
people’s perceived image of ageing through an intergenerational and participatory
process using creative design methods.

Research Methods and/or Approaches
The methodological standpoint was Participatory Action Research where participants
were recognised as the experts of their ageing experiences. Semi-structured interviews
were held with three older people and two adolescents to understand their perceived
image of a typical older person in relation to their lived experiences. Two
intergenerational workshops were organised to collectively come up with new ideas to
represent older people in everyday visual media.

Outcomes
An ‘interview toolkit’ for the semi-structured interviews to provide visual and physical
documentation of the conversation and enables the researcher to be transparent about
the collected data. In addition, visual templates and tools were used to organise and
structure the participatory workshops and supported the intergenerational
engagements during these sessions. The outcomes of the study are a set of practical
recommendations for organisations who wish to challenge ageism in their visual
strategy. Furthermore, this study provides key insights about the participatory research
process using visual engagement tools.

Key Findings and/or Results
Both generations feel misrepresented and under-represented in the media. Ageing is
mainly represented as a story of decline, making it hard to imagine yourself as an older
person. There is a language barrier between generations that is fed by misconceptions
and stereotypical perspectives towards each other.

Impact
Both younger and older participants were confronted with their own stereotypical
perspectives towards each other. Being involved in this intergenerational and
participatory process has inspired both age groups to rethink their perspectives of
ageing.

futurehealthandwellbeing.org/seeing-timeless-rebels
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NOTBAD (Niches for Organic Territories in
Bioaugmented Design)
Richard Beckett
University College London

The development of living probiotic materials

Key Issues Addressed
This project addresses the issue of AMR pathobiont burden in the indoor built
environment. The research challenges the overuse of antibiotic approaches to remove
microbial presence in buildings that are in fact selecting for AMR. Instead the project
builds on contemporary understandings of beneficial microbes in relation to health and
looks towards new design approaches towards reintroducing benign outdoor
environmental microbes removed through fastidious cleaning.

Research Methods and/or Approaches
The project used a multidisciplinary biodesign-based approach utilising a mix of in vitro
and in silico methodologies to explore the design, fabrication and survival of living
probiotic materials. Working between the design studio and the laboratory,
microbiological methodologies were used to isolate and culture bacterial strains
alongside material design approaches to achieve microbe-material biocompatibility,
microbial survival and pathogen inhibition. The project then used computational
approaches and CFD simulation to design a series of probiotic surfaces for buildings.

Outcomes
A series of physical probiotic material samples, objects and tiles were produced which
became the basis of a public dissemination focused exhibition at The Barbican in
London as part of the Life Rewired Festival, 2019. Two peer reviewed papers were
produced with both an architectural and scientific focus to disseminate the findings.

Key Findings and/or Results
The project demonstrated that benign outdoor bacteria could be integrated into
architectural materials (bioaugmented materials), survive over time, and prevent AMR
bacteria colonisation. The project then showed feasibility for scaling these materials up
towards building scale surfaces providing a probiotic design framework

Impact
The research has raised awareness of a new and important area of research in the
field of architecture and biodesign with projects beginning to emerge already based on
this research. It has impact too within the scientific community towards the beneficial
role of microbes within the built environment. The interdisciplinary approach highlights
the role that design can play in shaping healthy environments in relation to microbes.

richard-beckett.com/portfolio/items/probiotic-tiles
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The Future of Government 2030+
Lara Salinas
University of the Arts London

Reimagining the future of government

Key Issues Addressed
This project aimed to reimagine the future of government: exploring how the future
relationship among citizens, businesses and governments would evolve in light of
emerging digital technologies and services, and stimulating EU-wide debate on
possible and desirable future models of government and public service provision.

Research Methods and/or Approaches
This project has worked at the intersection of three disciplines: 1) foresight, 2) service
design, and 3) speculative critical design. By combining these disciplines, the project
sought to push the boundaries of service design as a discipline and from which an
experimental methodology has emerged: foresight-inspired critical design for (public)
services and the construction of future policy/ service objects.

Outcomes
Future policy/ service objects: Future policy/ service concepts synthesise future
experiences of governance and public service delivery by realising them, giving
stakeholder opportunities to engage critically with preferable futures. In doing so, future
policy/ service objects are politically situated material representations of humanistic
alternative futures that seek to open up critically engaged strategic conversations
about future uncertainties with potential to inform policy cycles.

Key Findings and/or Results
The key attributes of foresight-inspired critical design. The potential of future policy/
service objects to inform public policy. Redesign of the unit on MA Service Design at
London College of Communication, based on the methodology developed.

Impact
This project was an experiment to link the fields of future studies and design into a
process of collaborative inquiry aimed at catalysing preferable futures of public
governance and service provision. Using the vocabulary of service design and the
grammar of speculative critical design approaches, the project has prototyped future
policy/ service objects, as experiential artefacts from alternative futures to engage
publics in critical conversations about the present and preferable futures. This journey
has resulted on an experimental methodology that materialises the construction of
future policy and service objects.

masedi.myblog.arts.ac.uk/tag/future-of-government
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EYES - Empowering Youth through
Entrepreneurial Skills
Anastasios Maragiannis
University of Greenwich

Helping vulnerable young people regain control of their life

Key Issues Addressed
In North West Europe (NWE), 14% of young people aged 15-34 years are not in
employment, education or training (NEET). NEETs are irresponsive to classic
top-down approaches and bear the risk of long-term labour market exclusion. The
situation is particularly alarming in deprived NWE metropolitan areas where multiple
risks of becoming or remaining NEETs are far above the national average. While
entrepreneurial education has become an EU priority to fight immigration and labour
market exclusion, a consistent approach to systematically integrate NEETs is missing.

Research Methods and/or Approaches
The methodology explores how innovative co-design processes could amplify,
diversify, and mobilise NEETs in North-West Europe in order to roll out the curricula
and tools Europe-wide regardless of the NEETs’ location, ethnicity, vulnerability,
language, or age. The co-designed EYES methods and approach combines
entrepreneurial education with personal coaching and a digital platform to help NEETs
access regular support schemes they otherwise would refuse.

Outcomes
The project will showcase an innovative model including the development of the co-
design methodology, case studies carried out on local support services in each region,
data gathering and data visualisation, and a number of workshops carried out by social
workers with NEETs in the five European countries. An exhibition of the working digital
prototype, and the process of development through the testing phase, including
images, infographics, design interface, and workshops with NEETs.

Key Findings and/or Results
The introduction of an innovative methodological co-design approach in order to
develop a digital resource and curricula which enhances the support between coaches
and NEETs. The aim being to improve their connectivity, support networks, and to
encourage coaches to provide pastoral support. As well as build skills, literacy, self-
confidence, and improve employability.

Impact
This project is ongoing but it is already the proud winner of the most impressive project
achievement award at the #NWE impact event.

nweurope.eu/projects
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Design Thinking for Prison Industries
Lorraine Gamman
University of the Arts London

Building resilience with prisoners through design thinking

Key Issues Addressed
This project explored what it would take to persuade prisoners to engage, if it is
possible to teach prisoners design thinking and soft skills, and what learning materials
would be needed to do this. It also aimed to encourage prisoners to understand how to
use their knowledge about crime to build crime prevention into their designs, but to
also introduce a reflective and restorative justice element into their thinking that might
contribute to “desistance” when outside of prison.

Research Methods and/or Approaches
The project used action-based research to generate design education materials
suitable for prisoners who may not all be literate or technically proficient. Co-design
methods to develop anti-theft bags with prisoners, grounded in their experience of bag
theft. MOs - a method developed by DACRC that involves the mapping and visual
articulation of perpetrator techniques in order to design against them. As well as
reflective design techniques and broad ethnographic methods, methods were used
from restorative justice and criminology and also a broad interdisciplinary range of
cultural theories and sources.

Outcomes
The Makeright range of anti-theft bags and accessories, co-designed by prisoners, are
made with recycled lorry tarpaulin and all profits go to charity. A website was also
created to enable others from prison and design education to access information about
the project as well as our design teaching materials, interviews and films made by
prisoners about their experience.

Key Findings and/or Results
The Makeright Design Studio was a safe space, key to prisoner learning. Donating the
profits to charity gave the prisoners confidence in the process. Demonstrating how
creative techniques can be iterated and shared, that design problems encountered
could be resolved by engagement with others, was a transformational approach to
learning that prisoners experienced when undertaking Makeright classes. Playfulness
built into learning activities were key to engaging prisoners.
Impact
The project has had significant impact, including a number of awards, numerous
publications, funding for follow-on projects and partnerships.

makeright.org
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The MAMA Manyatta
Mikaela Patrick
University College London

Co-creating maternal health and care space in rural Kenya

Key Issues Addressed
This project offers design solutions to maternal health problems in rural Kenya for the
local NGO Maternal Aid for Mothers in Africa (MAMA). This involves ante-natal and
post-natal care in the community, training for local traditional birth attendants to assist
with childbirth and broad health awareness education for women. Existing intervention
attempts have not been accepted by the community.

Research Methods and/or Approaches
This research used community dialogues with three stakeholder groups: 1) the village
men and elders, 2) the women, and 3) the community health volunteers and traditional
birth attendants to establish trust and open dialogues about the community. The
dialogues followed an eco-feminist approach to focus on listening, establish empathy
and develop an understanding of the challenges the community faces.

Outcomes
A design brief for the MAMA Manyatta project that was used to apply for funding and
will be used to design an architectural space. This includes a series of design
interventions and prompts, starting with community training, building trust and
knowledge. The design work responds to three interconnected problems: 1) Resource-
scarcity and changing climate patterns, 2) Social, cultural and maternal health barriers,
and 3) Gender injustices.

Key Findings and/or Results
Maternal health and women’s wellbeing are intimately connected to environmental,
social, political and economic conditions. A sustainable intervention must account for
this and understand women’s need for a safe space to care for their wellbeing. A series
of gradual interventions were proposed to first build trust and knowledge and ensure
long term sustainability. Moreover, the community has vast, in-depth, understanding of
their context which should be mobilised in designing solutions.

Impact
Funding to build the physical MAMA Manyatta project was secured. A local Kenyan
design team will design the building. The research has informed the training, ensuring
women feel comfortable, and how to be inclusive and participatory in these activities.
Resources, skills and capabilities needed to deliver the MAMA Manyatta project were
identified.

wcceh.org/projects/ria-building-for-maternal-health
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Indigenous Arctic Fish Skin Heritage
Elisa Palomino
University of the Arts London

Fish skin as an innovative sustainable material

Key Issues Addressed
This project encompassed a material study of fish skin and its potential contributions to
fashion design sustainability. The project focused on the use of fish skin by Arctic
Indigenous Peoples, their resilience and resourcefulness and its connection with
contemporary fashion design sustainable practices.

Research Methods and/or Approaches
The project adopted a case study approach with practical workshops connecting
fashion design students with native Arctic fish skin craftspeople. The project also
involved ethnographic research of fish skin traditions at historical locations where fish
skin was developed and artefact analysis considering cultural, environmental and
socio-economic contexts of fish skin.

Outcomes
The project delivered four fish skin workshops in different Arctic communities and
carried out cross-reference studies of the differences of fish skin material between
different Arctic Indigenous people.

Key Findings and/or Results
The use of alternative materials such as fish leather could lead to more regionally
sourced materials. The environmental benefits of fish skins sourced from the food
industry, using waste without damaging biodiversity and not using endangered
animals. Awareness of environmental issues linked with overfishing and water
pollution. Engagement with ancient technology and practices while reframing what this
sustainable material can offer. Strengthening Arctic networking activity amongst
students and communities.

Impact
Some of the students participating in the workshops have taken the fish skin craft into
their practice. Their fish skin collections have been conceived and implemented using
their knowledge acquired on fish skin with the application of traditional tanning
techniques and new technologies and their resulting material innovation. These
projects have managed to encompass relevant sustainable and social issues as well
as to elevate the humble fish skin thereby reshaping its possibilities.

fishskinlab.com
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Designing Trust in Highly Automated
Systems
Fernando Galdon
Royal College of Art

The prospective design of trust in complex systems

Key Issues Addressed
This project deals with the limits of predictability to define balance or equilibrium within
systems. However, fully monitoring AI/ ML systems have undermined the fundamental
idea of systems returning to their “initial state” and raised issues of designing for
systems continuously performing in a “new state”. This means that we are dealing with
complex dynamic systems that are continuously evolving. This complexity brings the
idea of risk to the forefront. The difficulty of monitoring and predicting demands the
generation of prospective spaces for inquiry that focus on accountability and reparation
to mitigate unintended consequences to build trust.

Research Methods and/or Approaches
The research has used a three-level evaluation process. First-order evaluation
conducted by the researcher. Second-order evaluation conducted by external entities
and third-order evaluation conducted against the most reliable model in the field. This
process aims to maximise transversality, robustness, impact, and scrutiny by using a
Quasi-experimental (Q-experimental) design methods perspective.

Outcomes
This research has developed a novel Prospective Design methodology. This future-led,
mixed-methodology incorporates trajectories, probabilistic extrapolation, asymmetries,
consequential analysis, and counter-fictions to design novel strategies to mitigate
against unintended consequences.

Key Findings and/or Results
The design of trust is not the design of transparency systems, but the design of
accountability systems. These notions are fundamental in contexts where uncertainty
thrives. In terms of the methodology emerging from this research, Prospective Design
engages with design processes that might not result in immediate interventions shifting
design’s temporal frame towards the future and the sharing of knowledge from the
“known” to the “partially-known”.

Impact
This research has been published in 10 papers in 4 different fields. Four papers were
submitted to the National Data Strategy board in the UK and included in a bank of
evidence to define the deployment of AI in the UK. The research has also led to a new
digital right (Galdon, 2020) - the right to reparation. which has been submitted to the
EU Commission for their consideration.



 

Fig. 1. This diagram presents the final embodiment of the proposed methodology. It contains the 
methods, approach, variables to address, processes, and research techniques used. 

Fig. 2 - This diagram represent step 4 - Consequential analysis process for Prospective Design.

. 
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The Rooftop Project
Rebecca Taylor
Hyper Island

Transforming a rooftop in Manchester city centre

Key Issues Addressed
This project was motivated by the lack of green public space identified by local
residents, business owners, visitors and those who work in Manchester’s city centre,
as well as those who volunteered their time to care for grassroots community greening
initiatives. The overarching research question was - how does an open process of
experiencing design and designing experience unfold and evolve?

Research Methods and/or Approaches
The project also set out to explore the experiences of participating in a grassroots
community greening initiative as a first-person action research through design activism
project. The project also used an experience-centred design ethos, co-design
methods/ participatory methodology.

Outcomes
The co-design of a 300m2 rooftop in Manchester’s city centre into a community-led
green public space, programmed over two years. A public programme of events, co-
produced with the City Curator for Manchester with The National Trust. A PhD thesis -
the documentation of the process of The Rooftop Project - a methodological reframing
of Research through Design. A record of participants experiences of the project in 9
artefacts created and discussed in a series of Reflect <> Make sessions. A reflection
on doing RtD for a special issue of Design Issues.

Key Findings and/or Results
The project revealed four key themes, which formed the scaffolding of an analytic
framework: 1) process, 2) participation, 3) space & materiality, and 4) perspectives.
Three key topics were then identified, specific to co-designing the rooftop into a public
green space. Each were discussed in further detail and illuminated in a conflict and
tension between: 1) Good and Glory, 2) Care and Neglect, 3) Private and Public.

Impact
The project has had an impact on the lives and learning of participants, and their
learning experience has been transformational. It also helped many to (re)consider
their roles and responsibilities in relation to ‘design’ and ‘activism’ and where/ when
these might be experienced again in their work/ life. The project remains a useful
example for the researcher to share with post-graduate students.
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Woven Communities
Stephanie Bunn
University of St Andrews

Co-designing basket-making material culture

Key Issues Addressed
This project explores how our understanding of the world is embodied in our skills and
relationships with materials in the environment. Through learning and practice, we
embed memories, our histories, skills, spatial relationships in our bodies, and we also
establish new pathways to knowledge, both in our united body-minds, and in the world.

Research Methods and/or Approaches
We use practice as both a method of coming to understand our subject (history,
memory, recovery, space and geometry) and a means of inviting public engagement
and involvement.

Outcomes
Two websites, an online handbook for people with acquired brain injury or stroke, an
interdisciplinary book: “The Material Culture of Basketry”, three exhibitions and more in
progress.

Key Findings and/or Results
Practice is key to coming to know design, to heritage and memory, to spatial
awareness and mathematical understanding, to recovery.

Impact
Hopefully, increased access and understanding of our heritage through historical
crafted artefacts, i.e. baskets; improved hands on methods for working with people
living with dementia; enhanced practical activities to assist in recovery from brain
injury; and an understanding of the value of skilled craft practice for mathematical
understanding.

wovencommunities.org
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The Future of Seafaring
Simone Gumtau
Portsmouth University

Designing interfaces for the future of seafaring

Key Issues Addressed
In this project, the integration of design into industrial engineering settings and
applications is a new approach and promises to add value to increasingly digitised
environments lacking the human touch. Drawing on perceptual theory, this design
research is furthering the development of a wider approach to data visualisation
aesthetics, from visualisation to a more intuitive and immediate data materialisation.

Research Methods and/or Approaches
Designed data visualisation prototype animations which explore the concept of
complex changes like decay - something that cannot be visually solved with traffic light
systems - through experimenting with embodied metaphors that show rotation and
irregularity. Developed design artefacts and an ‘algorithm’ that instructs other creative
practitioners to respond to the data set. Curated an exhibition that displayed the
creative outcomes based on the ‘algorithm’ concept.

Outcomes
A graphical user interface “Ship Crew Interface” and a vibrotactile interface “Code Eye”
and an “algorithm” generated from the sample data set. A textile sculpture was also
created by collaborating with artist Cassi Hill.

Key Findings and/or Results
Collaboration between a designer and a data scientist enhanced the way that data is
processed, filtered and communicated. A design thinking approach can help create a
more user-friendly interface. A wider integration of design into STEM disciplines would
be innovative and potentially lead to changes on a large scale. The application of
perception theory to design continues to produce relevant results in terms of making
designs intuitively perceivable.

Impact
The design research has led to the exploration of new areas for the design curriculum,
publishing opportunities and plans for further collaborations looking at how to connect
design with the world of hard science/ engineering, and big data.
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FIREup: Fashion, Innovation, Research and
Enterprise
Sandy Black
University of the Arts London

Technologies for innovative and sustainable processes

Key Issues Addressed
This project investigated the interactions and interdependencies of the players within
the UK fashion ecosystem, whilst also exploring new models of knowledge exchange
(KE) for the industry, aiming to foster more open innovation activities.

Research Methods and/or Approaches
The project used a mix of methods to engage with designers and key entrepreneurs/
leaders in SMEs and fashion organisations. A survey of designer fashion businesses
established their understanding of academic research, their innovation needs, and
usage of digital technology to inform the development of the pilot platform. 35
individual interviews covered topics such as collaborations and networks. Two
workshops identified the sector needs and attitudes towards university research.

Outcomes
A pilot digital platform for KE featuring a selection of topics relevant to the designer
fashion sector via a curated Twitter feed. Short films designed to communicate and
engage the target audience. Case studies of collaborative KE in the fashion sector with
four design-led businesses. Five project short films, including a project overview and
case studies of the four catalyst innovation projects. A project report, conference
presentation and further successful funding bids developed.

Key Findings and/or Results
New insights into the innovation needs and working practices of micro and small
fashion businesses striving towards both environmental and economic sustainability.
The survey results provided a snapshot profile of the London designer fashion sector,
and a lack of knowledge of research and research funding opportunities such as
Knowledge Exchange schemes. Identification of barriers to collaboration with
universities. Testing of methods for collaboration with this time-poor sector.

Impact
FIREup opened a new space (both offline and online) for collaboration between
designer fashion businesses and academic researchers to catalyse innovation, bring
research closer to the industry and stimulate sustainable business growth through
brokering new research relationships and mentoring. It identified relationship-building
opportunities at different levels within the industry, helping SMEs access the wider
designer fashion ecosystem.

sustainable-fashion.com/fire
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Hidden Barriers
David Coyles
Ulster University

Effects of ‘hidden barriers’ in urban architecture in Belfast

Key Issues Addressed
What does this architecture look like? What are these architectural artefacts? What
areas of Belfast are affected? What types of buildings, structures and spaces are
involved? What do communities say about this architecture? What are the conditions
like? Does it promote continued social/ physical division? How does it do this? Are
there lessons that can be learned at both national and international level? What is the
relevance for peacebuilding policy? Can the internationally transferrable elements of
the research be of benefit to other communities?

Research Methods and/or Approaches
This research embodied a mixed-methods multidisciplinary approach that was
grounded on practice-based architectural fieldwork and fine-art photography in
conjunction with community engagement workshops and an extensive programme of
focus groups and semi-structured interviews. This was put into play by a team that
combined academics with project partners from government and community.

Outcomes
Policy briefs; journal articles; book; reports; website.

Key Findings and/or Results
The historic processes examined have left behind a legacy that manifests in three
different typologies of ‘Hidden Barriers’ which continue to promote social and physical
division in Belfast: 1) Inter-Community Barriers (large-scale interventions, such as
factories, shops and parks, designed to separate once connected communities into
disconnected ‘single-identity areas’); 2) Intra-Community Barriers (interventions then
put in place within these now isolated communities to limit spatial mobility and create
discontinuous community spaces); and 3) Hidden Boundaries (‘everyday’ elements of
architecture and space which appear benign, but which represent locally understood
borders between adjacent Catholic and Protestant areas).

Impact
The research has brought about substantial socio-economic and physical change to a
number of the case-study areas that were examined. The findings have been used by
project partners in East Belfast to underpin the creation of new community
development initiatives that went on to attract over £2M to an area of significant social,
economic and environmental deprivation.

hiddenbarriers.com
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