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DESIGN
EXHIBITION

| go to work every morning with the possibility that | might
learn something | don't already know... You should look at every
problem and think, ‘what can | learn by doing this?’ And if you
think you can learn nothing, forget about doing it.

Milton Glaser, Designer ,,



INTRODUCTION

Welcome to this exhibition
of Open University Design
Students’ work.

Our exhibition showcases

work from across all levels of
study. Each year more than
2000 students study design
modules at the OU. The work
you see here is from students
who entered posters into the
competition associated with the
exhibition. You will find there are
winners at each level of study.
The brief for the competition

is simply to present a poster of
work that the student is proud
of, from this year’s study. You
will see that this leads to a
variety of designs from graphics
to products and through to
explorations of systems and
services through games.

Design teaching at the OU
introduces students to many
different areas of design, our
focus is on developing design
thinkers who can apply their
creative thinking skills in a wide
range of contexts. Our students
study the design modules at a
distance, through a combination
of online teaching and print
materials. We are very proud of
our students, most of whom
are studying whilst working
full time, many also have
caring responsibilities as
the majority are mature
students.

This year is the first time that our
exhibition has been presented
wholly online, we hope that you
enjoy it.

This exhibition has been
selected and designed in
conjunction with students.
Our thanks to the following:

Rachel Baker -
Selection Committee

Kamjeet Kaur -
Selection Committee

lestyn Jowers -
Selection Committee

Annette Beckett -
Exhibition design

Abigail Jackson - Exhibition
design, Social Media design,
Catalogue design

Rebekah Manston - Exhibition
design, Social Media design

Mar Reyes - Exhibition design,
Social Media design

Leo Rees-Evans -
Exhibition design

Anna Ward-Stancheva -
Exhibition design,
Catalogue design

Dawn Correia,
Nicole Lotz, Georgy Holden -
Exhibition Organisers



IDENTITY

Exploration of identity is a
starting point for students
studying design thinking at the
OU. The outcome is expressed
INn the design of a T Shirt.






CLAIRE COOK
U101
Design Thinking

This embroidered T-shirt
design reflects a mindful
activity that involves the
fine motor control of the
hands. The activity balances
the fear of living through
uncertain times and
produces intricate designs.

IDENTITY
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CHRISTIAN
SMALL

U101

Design Thinking

Adapted from images of
the designer’s hands this
light-hearted t-shirt design
presents a modified version
of the traditional rock,
paper, scissors game in an
arcade game format.

IDENTITY

~ Who will you

U101 ETMAO1 - Submis
The remit for my ETMA
incorporating my tutors
the right. To enable my
the comical effect of th
place. The layout has ni
various details of the tv
mechanics such as name
weapons each of the tw
two new weapons , air
battle, throwing differe
printed on to a t-shirt




Designed by J C Small, module u101

U101 TMAO1 - Submission
My concept originally started with the diagram on the left, with numerd
\. individual aspects arranged in the design shown. | was inspired to play w
/ and adapt the fun game of rock, paper, scissors, extending it to include @
fourth aspect, fire. The four symbols, at the top of the page, began as
photos of my own hand, which | computerised. The designs on the lower
are hand drawn sketches of different people and animals playing the
This design was intended to illustrate my own playful creativity, dep
animals and people bonding together in fun in different scenarios. T
design was printed out onto a t-shirt.

| =

sion
was to develop and improve my original submission,

’ feedback. The revamped version is illustrated to
t-shirt to clearly depict my design while adding to

e image itself several major changes have taken

ow has the appearance of a computer game with

vo opponents. The top half shows the operating

2, health and score for each player, with the

o0 dogs has available to use. The new design features
and water. The lower half shows the two players in
nt elements at each other. This design was then

ROCK, PAPER, SCISSORS,
ERE, WATER, AR GAME
Player 1 |Rocco player 2 |Gutsy
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s S50 | |5
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SANITA
VECELE

U101

Design Thinking

vuilo1l
Sanita Vecele |

The intricate frost pattern
created by the encircling
hand on this t-shirt
represents the designer’s
childhood memories and
the idea of wanting to
protect their ‘safe space’.

IDENTITY




e

 Hello, reader!

You are looking at my work T designed at the very start of the module for
TWA 01 Design and wme.

What started as a simple exploration of my hands, looking at all the creases,
lines, and wrivkles, like T wever looked before, continued with multiple options
of pictures and attempts +o create abstractions, putting i practice newly
acauired skills, T produced a +-shirt design.

The very first project was +o create a design for myself, T used a photo T
took of my havd playing with colonrs and as if capturing untonched paint in
the cewtre of the photograph.

T come from a distant village w1 Latvia, where we had swowy, frosty winters
when T was little, T liked to spend days outside and would only return home at
the down. Wy howme, where i+ was warm and T was safe.

Like many others, I leave with avxiety, which T had sivce childhood. The
+-shirt is my reminder of my comfor+ zove, which exists now owly in my mewmo-
ries and T got to move on. Ouly those who are close/ come close enough can see
the "tiny house" T treasure...




T-shirt
Design

EMILY

STUDHOLME
U101

Design Thinking

This t-shirt designh explores
the idea of identity and
individuality through

the abstracted forms of
fingerprints portrayed as
people.

IDENTITY




TMAO1 asked me to explore concept development stages to design a produce a T-shirt through
experimentation and evaluation of my design processes.

My ideology was the representation of individuality, the idea that every hand has unique fingerprints,
just as every person is different. The development of design through stages led to abstracting shapes
into people, then exploring design placement, further developing
ideology. The use of symmetry links to reflection, and interpretation.

U101 TMAO1 Emily Studholme

IDENTITY




ROSIE
CONLON-MCKAY
U101

Design Thinking

This design uses the
Imagery of holding hands
to convey love, support,
unity and care across
communities.

IDENTITY




CONCEPTS PHASE

Apply the concepts of symmetry
and repetition to create an o

abstract desi e
an AN
el Y Y

ey )

FINAL DESIGN -

Somewhat influenced with
current events, | decided to
include some of the hands
wearing rubber gloves. | felt
this was a wee nod to the
health care workers currently
doing some amazing jobs. It
also was a bit of a subversive
message as current guide-
lines suggest against hand
shaking

U101

THE BRIEF

Explore features, stories and
gestures of your hands and
create an image to be printed
on a t-shirt.

EXPLORATION PHASE

Use principles of proportion to
create an abstract composition
from the trace that unifies the
gesture and text together to
convey a message.

IDENTITY




FINDING &

SOLVING
PROBLE

Finding and framing problems
to identify possible solutions is a
skill developed throughout the
degree programme allowing
students the autonomy to work
on issues that bother them.

18






ALICE

BEEBEE

U101

Design Thinking

This sustainable kitchen
storage unit addresses the
problem of plastic food wrap
waste. The unit dispenses
biodegradable beeswax
food bags and incorporates
a chopping board and
storage drawers.

FINDING & SOLVING PROBLEMS




ALICE BEEBEE U101 TMA02

Problem statement: Design an easler solution to wrapping
and storing food that is convenient, sustainable and safe to
use.

This is my design concept titled 'The Hive', in correlation to
the product's shape and the main purpose of the design - to
dispense biodegradable beeswax food storage bags.

| aimed to come up with a concept that was innovative and
interesting yet didn't tip into the realm of ridiculous and
infeasible. Simplicity was also key in my concept, for over-
complication can really kill the appeal of a design. There-
fore, | designed a dispensing system that borrows mainly
from the design of tissue boxes; a box of beeswax bags sits
within the roof area of The Hive and through a funnel that
leads to the front aperture, the bags are fed through. The
perforated edges of the bags make removing one easy and
also ensures that there is always a new one behind it. Fur-
thermore, the dispensing system is safe for all to operate,
involving no sharp or serrated edges, instead only the
smooth yet effective funnel.

The additional storage drawers and removable chopping
board make useful extras while the robust wooden struc-
ture adds a pleasant rustic feel to any kitchen.

Y3N3dSTE 3dALOLOYd




DAWN
GOODWILL
1317
Innovation:
Designing for
Change

The difficulties of parking
In desighated bays are
addressed in this project.
The proposal is to use an
electronic device fitted

to the car to deactivate
bollards and enable only
bona fide visitors to park in
special spaces.

FINDING & SOLVING PROBLEMS




Zoe has downloaded Bug & Bollard app — 1) ordered
bug 2) entered reg plate & Lucy’s child agency

Bug arrives in post
Zoe sticks bug to front underside of car

Zoe enters supermarket car park, heads to
drives

Irwnlhdlw-ium:vhm

Zoe sets alarm on app to remind her to
parking time is up




IRINA

VODICH

U101

Design Thinking

Design concept of the pro

This food expiry app
design is a response to the
growing problem of food
waste. The app helps users
track and use food close to
Its expiry date.

FINDING & SOLVING PROBLEMS




cess for efficient management of refrigerated food products to minimise waste:

nage the information about the expiration dates of the food purck

The mobile app keeps track of all items in the fridge, shows )
when each item will expire and sends a warning message to Warning
the mobilephone [l RS

y/
W’W q 1)

You have 2 items
that expire soon

Food expiry mobile App

Design thinking: creativity for the 21 century




MEGAN
AUCOTT

U101

Design Thinking

The Smart Oven design
helps people with dementia
to retain their independence
by creating a safer home
environment whilst giving
some peace of mind to
carers and family members.

FINDING & SOLVING PROBLEMS

The Sma
improving
customis
with deme

The main features of the
Smart Oven

- Customised cooking
time limit, alarm sound
and temperature limit
- Gas disabling option
- Personalisation options
for background colours,
including a colourblind
option, text size and
colour
- The screen is
password-protected, for
the carers use only




The Smart Oven

rt Oven is designed to help people with dementia become more independent,

the lives of both themselves and their carers. The Smart Oven allows the carer to

e the settings on the oven for the person that they're caring for. People suffering

1tia can quickly become a fire hazard as their memory weakens. The Smart Oven

luce the risk of fire by allowing the carer to set a cooking time and temperature
limit.

[/ 12:06 13/06/2020

02:30 @

Benefits of the Smart
Oven
- Boosts confidence,
independence and
happiness of the user

- Delays the need for
a carehome, saving
the family or the
government money.



MAYOWA

BALOGUN The Mobile App
Tz-l 7 TRACK
. . €
| n n Ova t | O n . THEIR CAR REPAIRS
Designing for —
| ABI9 CDE |
Change ] =
Thi - - d | ey [k |
|§ app is envisaged as g
an interface between car
Mmechanics and customers
. . Mechanic’s Custom
to enable information about Phone Phor
work and decisions about
replacement parts to be ALSO ENHANCES...
. . v' CUSTOMER AWARENESS
made quickly and easily. v cusTOMERE LR
v" USER EXPERIENCE AT SER\
STATIONS

FINDING & SOLVING PROBLEMS




The TAS app

That Allegws Service Station (Mechamie Shop] Customers k@ .

AUTHORISE SELECT
; EXTRA REPAIRS REPLACEMENT CAR PARTS

TAS 3pp — TASapp — TAS app —

PARTS £} MECHANIC SAYS...

1FRONT RIGHT TYRE
SELECT ONE

9
=0
a ®

“YOUR FRONT RIGHT TYRE

TREAD IS UNDER THE LEGAL —
LIMIT. WE SUGGESTYOU
@p :;:'.:.':ﬁ REPLACEIT. Grade A:
- 5

? Grade B:
(1]

Grade B:

|
WOULD YOU LIE TO? —_—

Grade C:
£s0

—

SENDTO cusTofi

Mechanic’s Customer’s Mechanic’s Customer’s
e Phone Phone Phone Phone

NO OTHER CAR-CARE APP
DOES ALL THREE! 2 USER INTERFACES

- Mechanics

COMPATIBLE WITH Cust
ICE TOUCHSCREEN SMARTPHONES pUsStomerg
Name: Mayowa Balogun
Module: T317

NEVER BE SURPRISED
BY EXTRA CAR REPAIRS AND EXPENSIVE BILLS AGAIN!




DENIS

AGYEMAN

1317

Innovation:

Designing for

Change

The problem of finding the o '::;,;n,,,., g
way around an unfamiliar " 1;:;::;:; i
hospital are addressed in !

this proposed app. The app
would ensure that visitors
arrive at their destination
by the best route and the
proposal also integrates
information from the
hospital about upcoming
appointments.

FINDING & SOLVING PROBLEMS




NN

Royal London Hospital Indoor Navigation Assmﬁﬁ/

UK’s largest teac,hlng hoipﬁals based in East London and run by t NHS Trust. It offers a full range of local ar@‘
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ALEXANDER
FOSTER

U101

Design Thinking

This public drinking fountain
and water bottle filling
station was designed in
response to the proliferation
of single use plastic bottles
INn society, encouraging

the use of refillable

water containers.

FINDING & SOLVING PROBLEMS




Dro.

PUBLIC DRINKING FOUNTAIN
CREATED BY ALEXANDER FOSTER FOR U101

A flush spout, triggered by sensors
eliminate the chance of the user
placing their mouth over the
spout increasing the hygiene.
Research showed the taste of
water was important to end users.
Located inside the fountain are
water filters, improving the taste.

A bottle refill station with sensor
tap allows people to fill up
reusable bottles, a convenient
solution for people whilst they out
and further reducing the need for
single use bottles.

Infrared sensors built into the shell
detect when a user wants to use
the fountain, at which point itis
turned on automatically. Similarly
the fountain is tuned off
automatically when a user is
finished and moves away.

Single use plastic bottles have
become an intrinsic part of modern
life. Becoming almost essential but
having considerable environmental
impacts at the same time. This
design solution is meant to reduce
the use of single use plastic bottles
by making drinking water accessible
to people outside. The fountain is to
be placed in plazas, high-streets,
squares and parks etc. It is the same
height (2.4m) as a red MKé telephone
box, making it visible from a distance
and providing presence. The drop
shape not only conveys its purpose
but is meant to also act as a kind of
street sculpture. Integrated LED
lighting gently illuminate the
fountain at night.




GLENN
RATCLIFFE
1317
INnNnovation:
Designing for
Change

This design of a lightweight,
heated, blanket for use by
the emergency services
addresses the inadeqguacies
of the current product. The
blanket can be wrapped or
worn and the position of
heating elements is based
on research into how re-
heating the hypothermic
patient should best be
achieved.

FINDING & SOLVING PROBLEMS




The ‘Core comfort’ blanket

There are about 20,000 hypothermia related deaths a year in Britain.
This equates to 54.8 hyperthermia deaths on average everyday in the UK

What tools do we have to help treat this issue?

Hospitals use Paramedics use ‘space blankets’.
‘warm air blankets’ The thin shiny plastic sheets known as
to treat patients emergency space blankets have no
_ temperatures insulating qualities, they immediately ;
- within the hospital becomes as cold as the prevailing elements [
environment. and conduct that cold through wet clothing
to the human body. (Speik, 2012)

An ‘active’ warming solution could help. The ‘Core Comfort Blanket’ takes the hospital
thermal blanket conceptin to the community, helping to maintain or recover the patients core

body temperature directly at the emergency scene. T e e emesifs. are

& ° positioned inside the blanket to
~ 7 How does it work? transfer heat to areas surrounding
IS, Ml AR The energy to heat the blanket is the patients vital organs.

f . within the blanket, powered by a 18V
(N - ] dc 5Ah rechargeable battery. The

= ~ i battery and adaptor are carried in a
light weight canvas bag attached to
the blanket by a plug and socket.

}’\ /_l ] | providedby ‘heat pads’ contained

Lungs:
Heart:
Liver & kidneys:

[

The blanket can be used as an all weather overcoat.
To warm patients in extreme weather conditions.




MAR

REYES

U101

Design Thinking

The design for the pull down
shelf was prompted by the
need for more accessible
features in standard homes
for people with disabilities
and limited movement.

FINDING & SOLVING PROBLEMS




PILLL L.
SHELF

Many people struggle with everyday
tasks, simply trying to reach high
places can be a risky situation, having
to climb onto unsteady ladders or

Double et for stokifly, other objects could end up in an

Parallel support to avoid B -

swinging. accident.

P This shelf is designed to bring closer

< those high objects, effortlessly.

It provides easy access to
unreachable places, it is designed

i 2 specially for anyone with difficulty to
Hydraulic system for — -
W i m"d il : reach, e.g. elderly people or with
movement. reduced mobiiify‘
It is adaptable to existing cupboards.
Grabber, easy to pull down This system can be applied in different

and push back uF.

A simple touch of your fingertips directions, so simply modifying the

would activate the struts to anchor point of the struts, it can be
complete the movement.

used to access lower cupboards.

PULL UP option
for low cabinets, to avoid
bending and painful postures.

Long grabber, it can be
folded when it reaches
top position for easier access.

Student: Mar Reyes (E7055936) | Module: U101 Design Thinking




RACHAEL
BAKER

U101

Design Thinking

Traditional airplane seating
Is cramped, restrictive

and does not encourage
movement in the legs. This
rotating seat design aims
to improve on the comfort
and accessibility of existing
seating options.

FINDING & SOLVING PROBLEMS




ROTATE TO REGLINE:
ACCESSIBLE ECONOMY
AIRLINE SEATING

When framing my problem | considered this experience
from the view points of different groups of peopla
Having someone in my family with 000101

| was ableto identify that this is a problem which has

a particularly significant impact on the customer

For TMA 02, the task was to identify and solve a design
problem. The problem that | identified is economy class
seating on long haul flights.

Economy seating on longhaul flights is designed to maximise
revenue at the expense of comfort and functionality. This
creates issues across the following areas :

Movement is important o reduce the likelihood of Deep Vain
Thrombosis. However, there is very little space.

Leg room is sacrificed further by lack of functional storage
space for the multitude of essential items possessions
needed on a long flight and rubbish that is accumulated.
Space is further impacted on by reclining seats.

There are difficulties with accessibility if you are seated in
the middle or at the window.

All signficant storage is overhead.

experience of this group of people. Therefore | looked to consider the following:

How might we improve the customer experience of an individual

with mobility issues in an economy cabin?

Seat moves along track on wheels

Footrest for reclining sits above
knees to increase leg room

Seat moves along track to move from
seated, to recline, to aid to stand

Storage for cabin bog under seat
accessed by lifting seat cushion

The design is for a chair that reclines, but
does not impede on personal space like a
traditional airline chair. This is because the
chair rotates by moving along a
mechanised track inside a static shell until
it is in a reclining position, and can also
move forward to aid the person to
standing.

A footrest would exist on the back of the
seat in front to enable the individual to
stretch their legs whilst reclining.

To free up more leg room and space, the
tray table and entertainment system
would fold into the arm rests.

To reduce difficulties accessing overhead
storage. The seat would have inbuiit
storage which would fit a cabin bag.




RUTH
HENNELL
1218
Design for
Engineers

This seat is designed for
places of worship where
sitting or kneeling on

the floor is part of the
worship practice. The seat
Is desighed to enable more
people to sit low without
actually sitting on the floor.

FINDING & SOLVING PROBLEMS




ey

A seat for Places of Worship, Ruth Hennell

T218 TMA 01
where it is common to sit on the floor Chair Design
Tadd & i & " Vicege: Fgtol} . L In various places of worship or for meditation, it is traditional or expected to sit on the floor.

Vet the following groups of people find it difficult to sit on the floor:
' » = h
: = Visitors or warshi
. o

on the
ificult to sit appropriately and respectfully on the floor

anspicuous and separated and the person made feel
& not sitting on the floor are not considered to
ly (Garne a‘hﬁﬁ_nn]lnnlm.uZDIS),

ﬁfs’rlﬁ*s“ﬂnd-[_@g'ﬁ%nh on faith practices) worshippers can benefit from this low level

The chainis two separate assemblies that are designed to be used together., although the
cushion oan also be used separately. The back legs are longer than the front to allow the sitter
tosit forward and be included with, not cut off from thase sitting on the floor.

The tilted and angle X shaped seat frame is encircled by a tilted U shaped which adds stability

and aesthetics.
The‘émh%h‘oé:i-sl?;pe
was insp )
Eehbles'_and the chair

made with natural

S e by
reflective, spiritual

The materials are cognisant with the values of faith
communities, regarding the impact on people and the
planet. They were also chosen to allow for easy movement
within the space and has been kept natural and simple to
e appropriate in a wide variety of religious and
meditation spaces and keep a connection with nature.

The frame is made from bamboo, which is light and strong
and grows quickly so is sustainable. The cushion is filled
with a mixture of buckwheat hulls and scrap fabric. This is
both envirenmentally-friendly and adjustable for comfort.
The scrap-fabric can be collected by faith communities as
a way of reducing waste.

The cushion is covered in plain canvas and a decorative
cover can then be put on top, This allows each community
to match the chair ta their space. A pattern will be
available if the community wishes ta knit or sew their own
covers, in a similar way to how some Church communities
make kneelers with interesting designs.

Kneelers photographed in
St Michael's Chu.rcph. Southampton




STEPHEN
MCNALLY
1317
INnNnovation:
Designing for
Change

This proposal is for quick-fix
tape for spectacle repairs
that can easily be carried
around in a glasses case for
use when needed.

FINDING & SOLVING PROBLEMS




SCHOOL B

B0 .
SCHOOL BUS Suum

=SPECTAPE”

...t oy takes 1 witute!




SUSTAINA

Sustainability is core to thinking
about design at the OU, some
students choose aspects of
sustainability for their project
work at each level of study.

44






DANNY
JONES

1317
INnNnovation:
Designing for
Change

This project addresses

the problem of plastic
waste by taking a closed
loop recycling approach;
considering how byproducts
of the brewing industry
might be made into a
refillable drinking bottle.
Danny considers the whole
lifecycle, creating an edible
and compostable version of
this ubiquitous product.

SUSTAINABILITY

b o

P

Designed for the places it'll eve




N e

‘A m|II|on single use bottles plastic bottles are bought around the world every mmute 2

ntually end up.

The loop product is produced

using a mash of malted barley
a by-product of the beer brew-
ing process




EAMON
MCNUTT

1217

Design Essentials

Awareness of the popularity
of a national park as a place
for cyclists has been the
generator for this recycling
Idea which uses the cyclist’s
own bike to power a
compactor to reduce waste
to a size that is convenient
to take home.

SUSTAINABILITY

Eamon McNutt T217

A recycling compactor which is geared t
an internal compactor that squashes th
conveniently sized waste home.

The cycle stand is connected to a shaft t
thus creating a sustainable source of en
encourages them to dispose of their wa




Compacto
Controls S

|
B
|
II' 1T
i

L— —

Nithdrawal |
Jrawer

owards cycllsts 'mltlng parks for weekend rides. It features
ers plastic or metal and a withdrawal drawer to tai(d thclr

h’aﬁ spins a dyn: iné that charges the compactors battery,
al'gy and provi + an engaging feature for the user which
ste. 1 = e—y




ELENOR T

Ditchling Beacon is a national park that
MARS H The park currently faces the challenge
appropriately dispose of rubbish during

through the appearance and arrangem:

1217 _
Design Essentials | ‘F’,},{)amsottifg EE'C?(P“

Th IS deS|g N ta keS an Strong concrete outer shell shields the
. . inner bins from the elements. This low
N Cl uslve a p p FoacC h tO t h e cost material is made more sustainable
. by recycling plastic, using ground

separation of waste and partices in place of sand
Is designed to encourage |

. L. Recycling areas canbe —_
sustaina b| | |ty by th e Cca refu | accessed from outside the bin.
placement of the different o

Large capacity containers hold

rece pta C | es. more waste and require fewer ~

collections.

Recycled plastic bins are light and eas
to slide in / out for emptying and
cleaning with no need for an inner liner
reducing plastic waste.

Transparency provides a visual
prompt, displaying examples of °
contents as the bin is filled.

SUSTAINABILITY




Eleanor Marsh / A2843050 / eleanor.marsh@digital-doll.com / T217 - Design Essentials

promotes sustainable living and protection of the landscape.
of littering, requiring a solution to encourage people to

their visits. This design encourages and promotes recycling
2nt of the unit.

ysal Unit
g

National recycling logos & local colour

scheme used for familiarity and recognition. Curved structure in stone finish to fit

with natural surroundings.

general waste

Qoo

T — > S Braille version of text provided for
| k&m _ visually impaired.

. . ) ..
. . - s 1 . .

G plastic &
drinks cans

.

Steel locking bars secure and hold
inner bins in place.

Prominent recycling areas are
presented to the user first
encouraging them to dispose of
waste there rather than the central
litter unit.

The general waste is accessible from
the centre only, with a wide
clearance provided for wheelchair
users.



UGNE
ASTRACAITE
U101

Design Thinking

The ‘Toaster Charger’
addresses the problems
of unsafe chargers and
overcharging devices by
automatically cutting off
the charge to a device
once it is full.

) |

Creative
Thinking

SUSTAINABILITY

Designed by Ugne Astravaite 1.8
astravaite@gmail.com
Module U101

The market desperately needs

accessible and safe charger:
Physically challenged people are left with no
but to use unsuitable chargers or have to .
chargers themselves .

Unlike regular chargers, the mi
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It automatically
fully charge

This is esse
but also to preven

stem from ar

This cableless o
user from chargi
close to the bed




- million phone chargers are bought online in the UK each year.

Unsafe devices are often made in China for as little as 3p,
which is very dangerous as improper use can lead to injuries and fatalities.

revealed that 53 percent of children/teens charge their phone or tablet either The Toaster Charger is

on their bed or under their pillow.
 be extremely dangerous as overnight charging will overcharge the battery and designed for people with
can result in pillow/bed fire. physical restrictions

and for anyone who is struggling
with hand coordination.

The product is of great use in an
environment of Children and pets,

The charger is easy to use for 2lclerly and
physical impaired users.
You require a lot of precision and patience while

inserting a micro USB whereas with the Toaster Charger
charging is much easier and quicker for the user.

Through this cableless approach,
children won't trip over the charger,

|

:: cr:n:mt:‘: put the micro USB in their
ne can only be mouths and play

the push handle. with the wire.

releases the phone when it's
d, preventing the phone from

overheating,

itial for a long-lasting battery
t injuries and fatalities which

vovercharged battery.

Additionally, through eliminating cheap, fragile cable, g
the life expectancy of this charger is much longer.

Mechanical parts can be easily switched out or customised,
thus making the charger more sus{2 inable.

ng the phone
or even in bed,




JONAS

BEER

U101

Design Thinking

The ‘Co-Life’ app uses
iInformation on food expiry
dates, recipe ideas and
supermarket discounts for
near expired food to address
the problem of food waste.

SUSTAINABILITY




U101 TMA2 DESIGN PROBLEM AND DESIGN PROTOTYPE

We all want to do good for our planet, but the question is, how? Colife app is a smart approach to food waste which will
serve as your guide towards aiding the world through minimizing the damage of food waste. The Co-life app envisions a
no waste and healthy individual that will ensure nothing expires before without your notice.

| created this prototype app with the effort to make its features as user-friendly and convenient as possible for its users
not merely to adjust but to adapt its features. The app users can utilize it in buying products without worrying about its
expiration dates. The app addresses two issues of food waste problems—the consumer food waste problem at home
and the food waste problem of supermarkets or other food businesses. In order to achieve its goal, the app comes with
three different features: notification, smart dishes and the marketplace. All three elements can work alone, but when using
altogether they make practical use in combating food waste.

3. Smart Dishes

The smart dish functions in creating individual meal
recipes found on your stored products. The products
will be shown together with their expiration dates and
suggested meal plan for your saved products. For
example, there are different categories, such as meal
types, etc. that will be shown in your smart dishes.
Also, you can change the setting if you want to add
an expiring product on your meal plan, making it as
useful and creative as possible.

4. Marketplace

In the app, you have what | call the marketplace whe-
re there are available vouchers from supermarkets on
the products that are about to reach their expiration
date.This will be possible with the help of a smart
dish that functions on analyzing the products expira-
tion dates and what you can still buy in order to com-
bine with the ones you already have stored.

2. Notification

In the app, you can set a date on when you want to
get notified about the expiration of each product. For
example, two to three days before the expiration, for
you to plan what you can do next. With the help of
Co-life app and its notification, you will no longer have
to keep an eye and be worried about your products
because the app does the job for you. Moreover, the
app will notify the user of some great ideas for their
meal plans.

1. Configuration

The app gets connected with a digital ID that is con-
nected to all the major supermarkets within your
country, All Food items you buy and their information
( expiration dates, weight, production dates, nutrition
facts, etc.) will be sent to you upon your check out
at the counter. And by this, you can be worry free in
storing your product at home.

Jonas Beer(G3519933) jonasbeer00@gmail.com

SUSTAINABILITY




JONNY

MUIR

1317
INnNnovation:
Designing for
Change

This proposal for a flour
vending machine addresses
the issues of sustainability
and supply by proposing
use of locally milled flour
dispensed to the customer.

SUSTAINABILITY




Fresh Flour Vending

How to create a service that allows access to
a sustainable and nutritional ingredient whilst
valuing the time of suppliers and consumers

Support your
community
Protect the

environment
[1]

REAL
FLOUR

Local Grain

Stone milling unsuitable for imported Less nutrients Devaluation of
hard grains replaced by roller milling available during supply chain
which destroys nutrients digestion
T317 Innovation: designing for change Jonny Muir

SUSTAINABILITY
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Using the design of a game
to think about systems and
services is the first step in
engaging with service and
systems design at later stages
of the degree.






HEATHER
KNIGHT

U101

Design Thinking

‘Emergency’ is a board
game themed around
the ambulance service,
including forfeits and
rewards based on patient
transportation, real life
emergency situations
and hazards.

SERIOUS PLAY




s start at the ambulance station at the
bulance station inany direction until
el is dictated by arrowed tiles

atient and head to a hospital which they
atient at a time and must find at least
als. After dropping off a patient at each

are transported directly to a hospital of
spital cards and arrive back at the
game.

eather Knight | U101 Design thinking

Sl R

Emergency!

Be prepared as you navigate
a manic ambulance shift
in this fast pace game of life

1

and death

he problem

e fask was to researnc

: creativity for the 21st century




JUSTINE

MILES

U101

Design Thinking

The *Zoo Survival' game uses
qguestions and facts about
the zoo service to educate
players about endangered
animals and habitats.

SERIOUS PLAY




700 SURVIVAL =

MiA 03 - Design a Board Game based on a Service that contributesto Society.
meis based on the service the zoo provides to protect animals from extinction, the board ks kid out ike
sed on Edinburgh Zoo. My aim was to make the game fun and educational. I used the Edinburgh Zoo
mation and the photos www.edinburghzoo.org.uk For max 4 players aged 8 or over.
7 the board dlockwise by throwing a dice. ako dockwise travel around the internal paths.

5 PuayngPeces )
Each playing piece is a Safari Jeep which can carry the animal cards (Animals) back to their Safe Enclosures

Cottecton Cords

. | As a player moves and lands on coloured spaces, each colour has a consequence; ight red, orange, yelow and

. grey relate to Collection Cards which are categorised: Habitat, Diet, Sze and Status. The animals are isted under
merbc;a:aegorymatmeyrelate to. for example Habitat: Grasslands, Desert Oceans etc, Diet: Carnivore, Omnivore,

Herbivore etc - -

Pick-Up CapdS
There are also Pick-Up ca which add a random element. These can either be a straight forward "Pick
i up a (particular) Colection Card’, 'Go straight to Drop- Off’ or a catastrophe “Your adopted animals have escaped’
M which means you have to return any animals you may have been carrying in your jeep.

Game PLay
D
£\

To collect an animal, a player must have collected 4 of the different Collection Cards
relating to the animal. They can then collect the animal card (eg Lion) by landing on
the Lion space or by landing on a black or white space on the rd&theyhaveto

to move to the Lion space if they do this). Transport the animal card (Animal) back
"" to the Safe Enclosure to ensure its safety. This is done by traveling to the Drop-Off
= point and either passing or landing on it. A player can collect as many animal cards
as they want on route around the board but these cards (Animals) are not safe until 4 x Playing pieces

they are deposited in the Safe Endosure. If another player has the Collection Cards

relating to any animal (notin the Secure Enclosure) and if they land on the animal space, they are able to take this
animal card off their opponent. All animal cards (Animaks) in the Safe Enclosures are safe.

0

Cp
To¥mn

The gameis finished when all animal cards (Animals) have been colected and

are in the Safe Endosures. Each animal card (Animal) is worth points based on 2 ﬂ
their Status, the most Endangered animals having the highest points. b ~

Each player counts up these points. “‘VQ
- i The Player with the highest points is the Winner. gﬂ*
—— s | 1xset | cards |

uh JUSTINE MILES (U4136240)




ABIGAIL
l JACKSON
U101

Design Thinking

This board game prototype

- Is themed around the tattoo
iIndustry and explores some
of the skills, knowledge and
pitfalls involved.

-(‘ l-

SERIOUS PLAY




For this assignment | had to choose a service to create a board game. After researching on the OU library and
interviewing local tattoo artists, | chose the fattoo industry as my service. Although its an unconventional service
which only serves a small population of the general public, it's been around for centuries and benefits the clients
greatly. Not only do tattoo artists provide body art, but they help to give grievers closure, confidence fo those
struggling with body confidence and creative freedom to everybody.

‘Needle Work’ is a game for three or more players. It is targeted towards 18-40 year olds. The players roll a dice
to move forward from the 'start’ space to the ‘finish’, with each space denoting an action or card the player has
to engage with in order to earn reward roses. When the first player crosses the finish line, the game is ended.
and whoever has the most points (reward roses) is the winner. | created over 250 cards for this game.

The spaces could win you a 'positive card’ or a 'negative card’- these detail good or bad scenarios that could
confront tattoo artists in their daily life. with rewards roses or sanctions, l.e ‘you accidentally misspelled a lovers
name on a neck tattoo- go back a space’ or "your tattoo was named best in show at a convention- take two roses!’
There are also drawing spaces. When the player lands on these, they must take three drawing cards. These will
spell out a taftoo that the player has to draw. For example; ‘card one- cat', ‘card two-
wig' and 'card three- dancing'. The player would have to draw a cat, wearing a wig
and dancing, in no longer than two minutes. Another player must then guess
the three elements of the picture. If three are guessed then the player wins
3 roses and the guesser wins 1. If two, then they get one each. If one,
or none, then no rewards are given. there are also question cards,
containing fattoo frivia with easy and hard levels. The hard questions
give the player two roses when answered correctly, and the easy
questions receive one rose. Lastly there are three sabotage cards,
which allow you to steal the reward of another player as they win one.

SERIOUS PLAY

65
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HAYLEY

BOUGHTFLOWER
U101

Design Thinking

This board game prototype
explores the dynamics of
the wholesale flower and
floristry industries. Players
alm to trade and negotiate
deals in order to make the
most profit.

SERIOUS PLAY




The Rovwer frade

BOARD GAME DESIGN

The task for TMAO3 on the U101 module, was to
design, make, play and evaluate o board game,
where the game content is based on a service that
contributes fo society.

My game focuses on the flower industry, where
players of the game act out the role of a retail florist.

The name 'The Flower Trade' was born from its

double-meaning - flower trading is one of the game
mechanics, and it is also a term for the industry as a
whole.

The aim of the game is to become the wealthiest
florist through making purchases from the wholesaler
and selling bouquets to customers for a profit.

It's a game for 2-4 players, and fun for all the family!

GAME PLAY COMPONENTS AND
MECHANICS: KEY FEATURES

Players are given a £50 business
loan before the game commences.
Each player takes turns to move
their coloured flower playing piece
around the board using the number
of spaces determined by a roll of
the dice. They take an action
according to the space they land
on.
Actions include:
* buying flowers (represented by
flower tokens)
selling flowers to customers
either as singles or in bouquets
(making a profit)
visiting the wholesaler (a mini-
game which gives a further
chance to buy reduced price

flowers)
negotiating trades with another
player
drawing random good or bad
deed cards from a pile.
Game play ends after 45 minutes,
with the winner being the player
with the most money!

Not only is it entertaining, but involves a level of

e
2R et
L B

strategy and simulation, which helps to educate
about business decisions. Xtz -+

BY HAYLEY BOUGHTFLOWER FOR U101 TMAO3 'DESIGN & SOCIETY

SERIOUS PLAY




Juan
I TORRES
U107

Design Thinking

‘Hotel Rooms' is a board
- game inspired by the day
to day workings of the hotel
iIndustry, featuring forfeits
for potential issues and
mistakes as well as rewards
for good service.

-(‘ l-

Game
Design

SERIOUS PLAY




£ © _ HOTEL ROOMS!

-THE BOARD GAME-

AN INSIDE LOOK INTO
HOTELS AS A SERVICE.

About:

The challenge proposed for this assignment was to create a
board game based on a service. | took inspiration from the
hospitality industry, which | have worked in the past and
acquired great knowledge of.

The aim of the boardgame was to educate players, in a fun way,
around the different components of a hotel and the experiences
that someone might have while working there.

Gameplay:

Starting in reception, the player rolls a dice to decide how many
squares they can move throughout the hotel.

The players must go through every floor opening the hotel doors
looking for stars to earn, which are hidden in some of the rooms.

Players can go backwards and forwards through the board, but
are only allowed to move through each floor by using the stairs,
which are placed at opposite sides.

Some rooms contain an “Event” sign, in which they must
pick an event card from the “Pool” of cards. The cards
contain events like:

* “Your booking system is down! Lose a turn.”
* “The housekeeper needs your help! Go to room 102"
* "Your hotel is fully booked! Well done, earn a star”

= “A colleague has called in sick and you have to stay
working. Roll dice again!”

+ “Salmonella outbreak in the restaurant! Lose a star and a
turn to deep clean your hotel.”

= “Blackout! Your hotel is completely dark! Lose all your bff:—--* §
stars.”

= “A travel journalist came to your hotel, and gave a stellar
review. Earn a star.”

The aim of the event cards was to add reality to the game and describe events
that might happen in a hotel in real life, that, although amusing during the game,
might not be so much fun in real life!

Lifts are also hidden behind some doors, that take a player to a different square
on the board. Other type of squares contain different rooms you might find a
hotel, like “"double room”, “suite”, "spa” or "housekeeper cupboard”, In these
squares, the turn ends after the player opens the door.

The first player to collect 5 stars is the winner.

To provide replay value to the game, the rooms are placed in “game cards” which
the players choose at random (without lookingl) at the beginning of the game,
and place it in the slot behind the board.

Some of the ideas considered were also to allow players to download and print
cards with new content, create their own ones or the option of a travel version
that fits as a cover for a tablet making the game more interactive.

JUAN ToRRES Q61, U101 2020 |

SERIOUS PLAY




SITE
SPECIFIC

The final project at in the
second level module Design
Essentials, briefs students about
a national park and asks for a

response around refreshment,

recycling, playful engagement
or inclusive design.







DEAN

PARSONS

1217

Design Essentials

This response to the ancient
site of Ditchling Beacon
proposes a structure which
celebrates the history of

the site in a playful way

to stimulate engagement
with that history and the
surrounding landscape.

SITE SPECIFIC

Appreciation for Ditchling
Playful Engage

The Ancient Alignments project focuses on the loss of
culture between the Bronze and Iron age as tribes move
away from aligning earth, stone, and wooden structures
with astronomical bodies to become more defensive, as
was done at Ditchling Beacon. The design promotes the
importance of remembering such traditions and offers th
public the opportunity to discover the excitement and
difficulty of manipulating large objects, refracting sunray:
through the bevelled glass to capture the beautiful
colours found when splitting natural white light. The ‘nec
bronze age’ structure combines the large bronze/iron age
style shaven tree trunk with an iron leverage bar and
modern glass production to create a large functional
design and unique user experience. By applying effort to
create beauty as our ancestors did, users will connect
with ancient history by physically turning the large stake
structure to complete their own celestial alignments. It is
hoped that these experiences will create strong bounds
between the various users and the park -particularly with
children empowered by their ability to manipulate the
colossal structure- helping to develop appreciation and
help conserve an area they have new emotional

connections to.
.
e e
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\ sustainable design, the materials all reflect the message of the park. Components are protected to last and are from renewable sources or can be recycled/composted at the
end of life. The textures of wood, iron and stone reflect associations of the timelessness of primitively influenced natural designs.

A flexible design, any number of these can be placed strategically within the landscape to form a new walk/trail, entice users over to other areas, or to form an installation of
ultural importance, as our ancestors once did at locations like Seahenge and Stonehenge. The height advantage of Ditchling Beacon’s landscape means that at different times
of the day and the year, supreme new natural light displays will be created, the low moming and evening sun hitting the structure near-horizontally to give the best fracted
light displays. This may help the park spread the pressure of visitor numbers across the daylength, which also aids social distancing measures.

\n accessible design, the structure can be easily accessed and manipulated safely by the young, old, and less-abled (using disposable gloves if necessary). A key aspect is

lignment; someone is often required to guide the operator vocally or visually from a short distance to create a refraction, assigning another accessible key role in the use of
he installation.

Jitimately, the design hopes to connect ancient peoples with the present through our unending fascination of the science -or the magics- ready for discovery within our world.




WES HOWES
1217
Design Essentials

This proposal is for a café
which is designhed for the
setting of a national park.
The design uses sustainable
building to create an
ecological sympathetic

space for visitors to the park.

SITE SPECIFIC
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you’re thirsty ) Create something that provides a place for visitors to
® Ditchling Beacon to buy refreshments and therefore
- generate money for its conservation:
O . | ' Vith hundreds of earth filled bags to build the walls, reclaimed
H [ '~ wood to support the structure & create the windows & the doors
k this not only makes it incredibly eco=friendly & sustainable but

also very cheap to build compared to conventional methods.
The grass roof helps it blend with the natural beauty that
surrounds it, also keeping the inside cool in the summer and warm
in the winter. A1l 9 windows are fitted with Solar glass, which can
be tinted to control the 1light coming into the café and more
importantly generate energy for the café.

I wanted to create something that would stand the test
of time, something that both blended in with nature &
respected the environment and history surrounding it

Built by volunteers, used by everyone!

I believe that this is a fantastic opportunity for the Trust, for
them to invest in something that will, in a short space of time,
begin to generate money for them to use to help conserve and
r further protect the site. It will also benefit visitors and the

local community, giving them an opportunity to bring them
together, accessing the area to meet friends, family, join local
Retail Units groups and enjoy this new and exciting concept.

Outdoor Beatiig’

S Lews relight
~ the beacon i
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LUKE

OLDFIELD

1217

Design Essentials

The design of this café for

a national park location
considers the history of the
site in its choice of materials
and form. Materials have
been chosen for their
sustainable qualities and
inclusivity has also been
considered in the overall
design.

SITE SPECIFIC




Luke Oldf‘ eld

Ilng Beacon Outdoor Cafe 217

Dxtchlmg Beacon is a cuIturaI landmark, with 1t9 surroundmg natural beauty and |tsm:m age -
hlStOfY It is aiso a growing tourist attraction, ynth people from nearby and afar en;oymg the
plcturesdue Iandscape and 'Ibarmng about the i iron age settiemenf‘ remains. There is a problem
though, how can stakeholders afford to mamtaln the pristine landscape despite the ever—grOng
 visitor numbers? The Ditchlmg Beacon Outdoor'Café could be the answer, with refreshments on

~sale to visitors all year round in an inclusive and sustainable setting.

4= & Iy 4 o

= the refresh ment hut’sthatched roof cneates strong N ‘The ca"fe is also
assouaponsto the iron age history of Dltghhng Beacon. | | mcluswg, with flat
The curved seating is als&lﬁsplred by tree rlngs, notonly | 8 i paths close
to link the café to the surroundmg en\nronment butalso = prOxnrnqtyto the
because tree rings are used to understand howthe i car park and
. location was centune; ago, consequeryly creating ; §  seatingat
- anotherlmk to Ditchlmg Beacon shlstorlcalmgmfcance N\ wheelchair height.
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AGNES

NEMEDI

1217

Design Essentials

This design for a playground
Incorporating natural
features and educational
activity areas is a response
to the brief to design

playful engagement for a
National Park. The use of
sustainable materials has
been considered to fit with
the ethos of conservation of
the park.

SITE SPECIFIC




This is designed for the Ditchling Beacon National Park where the protection of the landscape is essential.

| have chosen the woodland area for my project it would not disturb the archaeological remains and keep the
feature of the area.

A playground with natural elements aids children to develop
empathy and appreciation of the environment. | used a
natural tree by building a wooden house around it. It would
be immersed in the woodland and the children engage
apparently with nature. It can be inspiring for the younger
generation as they can see and learn how to protect and
look after our Mother nature.

My project is focused on specific areas of learning, such as,
being active by using challenging play equipment, (ropes,
nets, swings) and giving educational benefits for the
youngsters who can learn in a fun way by bird- watching (4
telescopes) or learning about this park history (1 tangible
education tablet) provided in the dome room).

| extended the building concept for a total playground
landscape by adding another 4 identical buildings, sandpits,
climbing walls, balance saw, and a hopscotch frame.

It is aesthetically pleasing and fulfilling the cradle to grave
sustainability of the design.

The building and the roof frame are constructed of bamboo,
the floor is Pine wood and the glass on the roof is
Plexiglass. The bamboo and the Pine are 100%
sustainable the plexiglass recyclable. All materials are no
harm to the surrounding soil. The pins are made from
bamboo, the hinges and screws are steels they can be
reused or recycled.

| hope | designed a place for the youth to change their
attitude toward visiting natural places and enjoying
themselves with outdoor activities.

Agnes Nemedi (1217) F2658521 — agnesnemedi@yahoo.com

SITE SPECIFIC




Nadia Salih
1217
Design Essentials

These sustainably produced
ladybug-themed binoculars
and a booklet about the
national park playfully
engage children when
visiting Ditchling Beacon.
The booklet can be taken
home to keep.

SITE SPECIFIC

Playf
My task for my T217 modul
product that playfully engag
ages to fuel their enthusiasi

conservation, sustainability
of the Ditchling Beacon Nat

| have designed a lady bug t
magnifying glass and little b
products are made of eco-fi
that, wont harm the enviro
manufactured.
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his design is all about children and are the result of my

own kids helping me out, to dig deeper into a child’s way of

N\ playing whilst learning. .

, This product can be leased out from the store for a small a \V\
fee, this fee will help the Ditchling Beacon park to stay clean A
and healthy. The little booklet, contains fun facts about the

- park and its habitants. The children can then take it home

. and read through it to remember the adventures they had.
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ANNA WARD-
STANCHEVA
1217

Design Essentials

The proposal for this design
addresses the problem

of litter and the need to
encourage recycling. The
design enables users to save
empty containers and waste
IN purpose-built pockets for
recycling whenever possible.

SITE SPECIFIC
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KEITH

CALLABY

1217

Design Essentials

INn response to the brief

to provide education

and interpretation of the
environment of a national
park, this design proposes
a tower that uses digital
technology to introduce
visitors to the unique
features of the site and its
history.

SITE SPECIFIC
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/ This workeis licensed under a CC BY-NC
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HUMANIT

The theme of humanity and
society runs throughout design
studies at the OU, beginning
with responses to social issues
In the Design Thinking module.

86






ANNETTE
BECKETT

U101

Design Thinking

This system design
addresses the problem of
dementia carer stress by
using a series of sensors
around the home to monitor
the activity and wellbeing

of dementia sufferers

and inform their carers of
potential problems.

HUMANITY

Global Design

TMAOD4 required me to research a global problem
present a design concept in response to it. This was
communicated in three posters, cne communicatin
problem, one my ideas and one the final design co

Global Problem to Respond to:
How might we better support family caregivers as the

for a loved one with dementia?

Design Problem - Poster 1

To frame my problem |
reviewed many different
personal stories from the
OpenlEDO challenge. This
allowed me to consider
different views. By
reviewing the statistics and
data on Alzheimer’s
Research UK | developed an
understanding of the size of
the overall issue.

| decided to focus my
proeblem on benefits that
could be created if people
with dementia could live

independent lives for longer,

allowing caregivers to
continue with their own lives
- improving health and
welfare for both parties

My final problem statement:

*  “Imagine how care in the
come can be changed, to
allow society to benefit,
from those living with
dementia having their
independence for longer”

Design Ideas - Poster 2

After running a creative Idea
generation session with
friends over WebEx |
identified three ideas
focusing on different aspects
of the caregiver experience.

Prepare Carers: Create a
service and system of

training for carers th
the different stages ¢
loved one’s dementi
them cope.

Support Carers: Help
create their own locs
networks of support
creating of a website
activities they can tal
in

Assist Carers: To allc
carers to retain a lev
‘oversight’ of their lo
ones without always

there. Through new

intelligent technolag
placed about the hor
carers can be notifie
issues and problems
automatically rather
worrying or not findi

Design Concept - Posi
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idea further.
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Poster Design Aqﬁn.dl: poster design fecused on & single image at each stage to trigger an emative res

@ use of dark blue shades and tones as the main colour in sach poster, consistent fonts and structure.
along with the campaign title ' Impact of Dementia on Carars’ further linked them together. Finally | used a different, almast
distance.” Poster - 1 - Yellow to be optim

draw viewsrs in.

fluorescent single colour on eac

oster to allow them to stand out at a

solution was possible. Poster 2 - Orange which represents the creativity and determination to find a selution.

Pink to represent compassion and love between the carer and those with dementia working together to live better lives.

stozk inagery
and

paste
nal canceed imoge

IMPACT OF
DEMENTIA
ON
CARERS

D

Imagine how care in
the home can be

changed to allow
society to benefit
from those living with
dementia hawing their
independence for
longer

& million healthy years lost by those living with dementid
in Europe, due to disability and early death in 2015

o

55% 157 8% 647%

Poster 1: Dementia isolates pecple from each
other, thoss with it, forget their families, and
caregivers struggle needing to be vigilant 24 hours
a day dus to the unpredictsble nature of the
disease. | chose a large image of a single person,
staring out to an infinite ocean. Alone and with no
sign of help.

The statistics | presented were to show the stark
reality of the size of informal care and the impact on
caregivers.

21 S bE
understamd

Poster 2: To present my ideas | chose to
retain tha single image az | had used in poster
1. This time | chose an uplifting image of an
alderly person and ‘family’ smbracing, to
demonstrate overcoming the feeling of
loneliness that bath parties can feel.

| used simple headings of repstitive structurs
to allow the ideas to be contextualised first,
and differentiation in colour to allow the
design ideas to be smphasised.  Finally |
created story boards of scenarios to
communicate the ‘experience’ of the ideas to
better engage and communicate to viewars.

IMPACT OF
DEMENTIA

ON
CARERS

Poster 3: For my final poster | continued using
& single main Image to create an emotive
rasponse, before reading the content of the
postar. The piclure_dl uhspd was oﬁw alder‘l%
persen relaxing outside his home. The use
yellow in the image was as an "optimistic and

ositive’ colour in contrast to the darknass of

e image in postar 1. My focus in
communicating my concept was on the benefit
of the solution |I:c‘!:tl"u; wchnology. | used sgnple
imagery to show where sensors could be
placed, and how they could benefit carer givers
and those living with dementia.

As most caregiver stress is worrying about the
day to day, rather than a crisis, | chose to depict
a story that s d the 'sasing’ of stress in
care%mar as they know what i5 going on an
don't have to rely on their loved one to tell them
of problams.

IMPACT OF
DEMENTIA

ON
CARERS

., if anything har
fyus, Enat

TMAOQ4 - U101 - Annette Beckett — K338751




JONATHAN
NODEN

U101

Design Thinking

o
“b{} ,

Gardening is
stress relatec

—

The Let it Grow pack

Is a complete kit that
encourages dementia
sufferers and carers to
take up and benefit from
the therapeutic effects of
gardening.

HUMANITY




\RDENING PACKS
"OR CAREGIVERS

3 a great thereputic activity for combating
1 disorders which severely affect caregivers.




JULIE CARER’
WALDEN e ectonspec SRR

carers with suggestions and
information on how to help
reduce stress, support mental

health and well-being, as well as
Design Thinking

seeking help via phone or onlin

In order to help dementia
carers cope with stress
the ‘Carer's Companion’
file provides relaxation
and mental wellbeing
in.l:ormation and helps A carer can choose betwee

. a physical copy or an app
organise the personal and mlorbom)
. . . - Support contaets
medical information of the - Helplines

- 'Buddy Up' Forum

dementia sufferer.

HUMANITY




With 407% of dementia carers dying
S C 0 M P AN I 0 N from stress related conditions before
those they care for die, it was evident
that carers need help to combat stress
**QR Coded for fast access to details by but also t(.) hfflp With organisation and
communication which are often

major stress contributors.

emergancy services**

The life of a carer can be fast paced
and exhausting, with so many things
to do including attending
appointments, giving and ordering
medications and assisting with all
hygiene and daily living needs.

A person with dementia can change
7 " 43“6 in memory, care needs and behavior
ompanion quickly, so having somewhere to
document important details was a key
idea behind this design and there is a
section dedicated to personal details
and documentation for the person
they care for.

arer’'s
|
|

However I wanted to focus on stress
and the high number of carers that
prSts feel isolated and overwhelmed, so the
~ **Logos and ribbon for dementia design needed to include something
but the carer's companion could be specifically to help support the carer

used by carers looking after those which I've not found in any other
with other conditions.** ment or app so far.

Almost three quarters ( 79,0
UK said they had
as a result of

julieannwalden@yahoo.co




OWEN HARRISON
U101
Design Thinking

This plan for dementia
care focuses on activity
and engagement for
people with dementia in
order to stimulate them
and encourage social
interactions.

HUMANITY
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The three solutions to the problem of Dementia | have come up with are:

mentia Gardening—to keep people physically active and fit, as well as engagedin a

project in the fresh air outdoors

Audio Books—to keep their minds engaged and active. This stimulates
memory and the creative part of the brain, and also allows those with poor
eyesight to be able to continue enjoying books and reading

Board Game—1to encourage socialising within the care home.
This also engages with the competitive side of the mind, as well as strategy.

With all of these solutions, variety can be introduced throughout.
For example, there are lots of audiobooks, plants, flowers, fruit & vegetables,
not to mention board games, to keep things fresh and interesting.




BARBARA
INGLEY

U101

Design Thinking

This design for a new type
of leisure centre responds
to rising dementia rates by
combining social, respite,
medical and information
services within one
community space.

HUMANITY




Café/Lounge

Exercise Room

Craft/Art Room

Doctor/Pharmacy

HUMANITY

café/Lounge

Fitness Classes

Ternnis/Table Tennis

Education/Training

Center for Carers

97



SHARNA
LOUISE

WILDGOOSE
U101

Design Thinking

These tracking labels are
desighed to allow people
with dementia to roam
freely and safely and
members of the public and
emergency services to offer
Immediate assistance; this
enables carers and loved
ones to feel reassured.

HUMANITY

GPS Chip

The GPS chip
within the labels
allow the person
with dementia to

be located
quickly and easily
without any worry
or stress.




GPS CHIPPED QR LABELS

How might we better support family caregivers as they care for a loved one with dementia?

QR Code

g The QR code on the
A roll of labelsthat can stick to most items. All with GPS chips and QR codes. i ; GPS tracking
screen. labels can be scanned by

Tracks he
Higathot a member of the

moved most @ community to reveal the
recently.

GPS chips y - .. _ ; person’s medical

Allows caregivers the _ condition and different
ability to trackthe person J X .
B e vy _ Mandatorily taught contact details for

during First Aid varying situations.
training.

QR scanned

o . screen.
Scan on a mobile device to

display: > il
*  Name
- . Health condition
The label sticks to «  Variety of contacts HERE'SA CUPPAsss
many items that
would typically leave
the house with the
user on a daily basis, / . - E
including coats/ : 1 _ DONEY WORKY,

YOU'LL BE HOME
jackets. | IN HO TIME:

DO YOU NEED HELP?|

WOULD YOU
LIKE ANOTHER
CUP OF TEA
DAVID?

U101- Design thinking: creativity for the 21 century By S’har_”f‘ Wildgoose

H7
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WINNER
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BENJAMIN
NAIRN

U101

Design Thinking

This device uses the
concept of music therapy

to stimulate and engage
dementia sufferers,
prompting musical memory
and providing interaction
with caregivers.

HUMANITY




&b

HOW IT WORKS:

'IVORY FEEL' KEYS THAT CAN
PROVIDE AN AUTHENTIC
TOUCH EXPERIENCE.

_THREE DIFFERENT SETTINGS
DEPENDING ON THE PATIENT'S
ABILITY = 'NOTE" 'CHORD" AND

“CLASSICAL STYLE MUSIC 15 INCLUDED BY D

BENJAMIN NAIRN (H4554628)

Context:

In TMAO4 we were to research a global design problem and present
a design concept in response to this problem. The global design
problem was ‘How might we better support family caregivers as they
care for a loved one with dementia?’. | then generated a problem
statement from this which was ‘How might carers use music in UK
care homes to help with those affected by dementia?’

My final design concept was named ‘JamCare' and the idea behind
it was Music Ignites Memory. | wanted to introduce a fun but
simplified way that dementia patients along with their caregivers
could interact using musical instruments. The interactive element
of my concept would invigorate the users senses and promote
creativity. | wanted the concept to have familiar music so this can
be changed in order to suit their background. Ultimately the
playful element would strengthen bonds between patient and
caregiver.

TWO POWERFUL STEREO
SPEAKERS THAT FILL THE
ROOM WITH AN ENRICHING
SOUND.

" BLUETOOTH CONNECTIVITY THAT
OWS TWO OR MORE INSTRUMENTS TO
SYNC UP. JAMMING WITH OTHERS HELPS
ERIDGE CONNECTIONS.

BENJAMINNAIRN@GMAIL.COM

HUMANITY




EMMA
TAYLOR

1317
InNnovation:
Designing for
Change

This proposal addresses the
needs of new parents who
enjoy snow sports. Emmma
has considered the need for
the design to be compact
for travelling and proposes
iInterchangeable wheels and
skis for different situations.

HUMANITY




Open University 2020

Skibaby-go =%

T317 Emma Taylor

F8315201

The Sk[ibaby-go is a state-of-the-

Replacemant wheels Bt Al i fo
Good tread on tires e%g?dsfgsts that'; e their btm

r iy surjaces skiing in a Safe and stregs-free
.fo uﬂ man er.lt?éd ?ftr,n d?é%:g
ease and comfortof ¢ Rarentm
_.— mind, and the safety of the baby
— ‘% at the forefront. <
1 j,«-"'l k-

¥ i i S
mdh{omm‘é%”fus 3‘8

Compad for +ravel

When brakes
& Are SqUJLQ-Z- ]
‘he spikes lify
Jap and pram
will meove.

le'—u.
ij " When brakas
Ore released, -
e spikes tthUS OUTH [ G S
fent ggmm benefits such as safe, 6UtdO6 _
miups’mp ; famity fun, promoting mental and

physical wellbeing.

)

L

HUMANITY




HAILEY SEAL
1317
InNnovation:
Designing for
Change

Aimed at sufferers of
anxiety, this design uses
vibration to calm the user.
The proposal is for a cushion
that transmits vibration
from an existing wearable
device so that the benefits
can be felt when the user is
INn bed as well as on the go.

HUMANITY




an add-on product to Doppel

Doppel

Doppel at Home

Attach

Doppel helps to calm s Helping to
Doppel at Homeis a Doppel at Home wears
anxiety on the go cus’::i’on Phe Doppel Instead ot comfortably combat
SRR IEeT anxiety symptoms at
®  Wearable device home

scientifically proven
to successfully use

*  Aims to sooth
anxiety in a home

It transfers Doppel’s
vibrations around an

. Doppel at Home

ib 3 | context ff i ht
vibrations to/ca m aluminium circuit within o e;s nig 5
and i:ocus.users via Accarding 56 Harvard the cushion. Utilising com: a'rt with the
::‘gj::l"g'cal Health Publishing, the natural properties gi"egtls of
. A ctud 'identiﬁed sleep problems affect of metal, means no PP
g - more than 50% of energy is required.
the main issue with 3
i S adults with
similar devices is 5 < . Its shape allows
fi f generall2acaniaty the user to hold
e ort.(') : disorder *  Ecofriendly ¥ 3
wearability in bed. - Lo e I.rll VSI'IIOUS
e  Easytouse Seenne
positions
without
dominating
space

My Rhythms

=
%‘; 0%

)

Doppel at Home

Modifications to Doppel’s existing app aims to preserve Doppel battery
life.

Set timer

“Night Mode” Saves energy to avoid frequent recharging of Doppel.

The user estimates how long they will need to get to sleep and the
device will switch off after this time.

T317 Hailey Seal

HUMANITY




JENNIFER
NORRIS TAYLOR
1317

InNnovation:
Designing for
Change

This design addresses new
mother’'s concerns about
breastfeeding discreetly

INn public. The proposal is
for a set of tops that are
desighed with integral flaps
so that babies can latch on
whenever they need.

HUMANITY




ennifer Norris Taylor

Discr-eat *

Breastfeeding tops o

Discreet, comfortable & safe breasttfeeding - wherever, whenever

Problem The solution is Discr-eat

Breastfeeding in public can be frustrating, <
embarrassing and worrisome.

Many mothers across the globe feel observed

and uncomforfable while nursing in public and

don't have a product which comfortably, L

discreetly and safely allows them to do so. ( 3

Products currently available aren't Tankirg >
effective at covering the breast while <
providing a comfortable experience for T-shirt
the mother and child.

Long sleeve x \J —
/ iz

A N
ol

* Very discrete - unable to tell that the mother is breastfeeding

- Timeless, stylish and desirable - suitable for different women Materials:
- Encourages bonding -Mother and child can see each other 5 : :
N : _ g certified organic cotton, bio
- No extra nursing equipment is neede ‘
Ry : == elastane (T162R), bamboo
+ Baby isn't at risk of overheating
- Breast isn't exposed { and (POM)-
+ Comfortable and stretchy - ’\,._O‘) }
+ Fits a variety of sizes . ,' \%\
- Easy to use o @ 2, \ 5 \\
+ Eco friendly e ..( ; i 5
*Vegan ®e .

HUMANITY




JORIN VAN
BLIJSWIIJK
U101

Design Thinking

The ‘Brian’ Al system
Proposes using voice
interaction technology to
entertain, stimulate and
lessen feelings of isolation in
dementia patients.

HUMANITY




' These are some exam_pTas of the
kind of interaction a user may
have with Brian
‘u — =
I

Fep - F

E
Fep:; "Brian, what is the news today?"

Brian: "Playing the headlines for today" §
I

.‘-

Brian notices Fep opening the front door.
Brian: "Hi Fep, where are you going?"
Fep: "l am going to the local shop”

Brian keeps track and will alert the carer if
Fep is away longer than expected

rian notices Fep has been inactive for a while
Brian: "Hey Fep, do you want to play a game?'
Fep: "Sure, lets play a game!"

rian fracks responses for cognitive function. .

pu———

Brian notices the fire alarm has gone off
and calls 999. Brian also calls the carer.
Brian: "Fep, there is a fire, you must leave
the house now. Fep, please confirm.”

Fep: "Ch dear, Okay Brian | will wait outside”

Brian is a smart system that checks,
protects and alerts, but also entertains.

It has build in speakers and microphones.

It can play music, tell stories and read books.
The system has bluetooth and wifi connectivity,
creating a smart home with controls for '
appliances, lights, doors and sensors. and can’
make and receive calls.

HUMANITY




JULIE

HIRONS

U101

Design Thinking

This proposed system of
wellbeing support calls

Is desighed to combat

the stress and isolation
experienced by dementia
carers and identify instances
of violence and emotional
exhaustion in order to
provide the appropriate
support.

HUMANITY




Wellbeing calls for Dementia Carers

Supporting and resourcing all carers PLUS
tracking & better aiding the estimated 20% who face violence

W Approach designed in consultation
with carers and professionals

“
—~
3

Dementia Trained counsellers provide
regular sessions for all carers

w
Includes a (recorded) check
SignPos i (ruslﬂaﬁon fr(equency 8)< severit;/m
resoul ¢

Aids earlier identification of extreme
issues and accelerates assistance

Summary report contributes to Annual
Dementia Review

m Data insights highlight trends
X I PER YEAR — TRACK leading to improvements for all

DZTD"“”F""UZCD

U101 @ Design a solution for a global problem @ Julie Hirons

Context: | experienced how Dementia can lead to violence against carers during carer interviews.
Academic research confirmed this issue as “growing, neglected...estimated to affect at least 20% of
Dementia carers”. Relevant professionals joined creative sessions to explore this problem which
highlighted the delays by carers in seeking help for this taboo area. Influential testimony from a GP
participant:

“Carers avoid mentioning violence until they can’t leave it any more. Maybe a particular incident
is the trigger, or they’ve become emotionally shattered. They may have hinted. Maybe the direct
question hasn’t been asked yet?”

Development: The solution addresses the problem of private struggles and delayed disclosure

through a quarterly call for all carers. This is delivered by trained counsellors and always checks on the
frequency and severity of frustrations, which are a recorded metric. The final solution merged ideas to
form an integrated design, working on several levels; regularly supporting carers, contributing inputs to
the Annual Dementia Review (which doesn'’t include private discussion with carers) and generating data
insights to guide improvements for this global issue.

Designing for extremes, providing benefit to all: | was initially concerned the idea took the majority
of carers through a solution designed to meet the needs of a minority. | reflected on the principles of
universal design and realised a regular wellbeing call would help all Dementia carers, as a recognised
vulnerable group, as well as those with extreme needs.

HUMANITY




KIRSTY EVANS
U101
Design Thinking

Combating dementia is a
global problem and simple,
Inexpensive solutions

are needed to support
dementia sufferers and
carers around the world.
These playing cards have
simple dementia care tips
on the reverse.

HUMANITY




www.keepitsimple.org

How something so simple,
has the power to help so many

The playing cards, that have two
sides of help.

BATHING

v -

\\ About my t

ing process, | k

. -.:.ﬁ-"r
=
"
{
: S 3
. o - ¥
Play their favourite game and use o,
as a distraction for your family
member who has Dementia.
Y

Turn the card over for key
information, tips and important

phone numbers.

All this all help in the palm of your
hand, and it doesn't require 21st

Century digital technology.

e //4 m,‘w.’—é 7 /ﬁI/f ‘f/y u”:'!lfﬂl}?/,/.i %
-«///rf_(,\. . (!-7 jo‘/'

HUMANITY




LISA

ROSS

U101

Design Thinking

Public education around
the issue of dementia is
essential and the Dem-Art
exhibition proposes a way
for dementia sufferers and
carers to access art therapy
and help inform the wider
public.

HUMANITY




- Dementia Art Exhibition

Dementia education is very pbor, so iidecided'to address the
problem by cre"lng a fun solution, that is therapeutic for
patients and carers, while-also educating peoplée‘about the

condlition and all of its symptoms. _

DEMENTIA INFO
BOARD & FACTS

MAIN
FEATURES:

JBRDS's F7609160

HUMANITY
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OANA

PIRIIAC

U101

Design Thinking

The CRTD certificate
recognises the training

of retailers to become
more skilled in serving
customers with dementia.
This proposal aims to avoid
the financial exploitation of
dementia suffers in retail.

HUMANITY




Gov.co.uk/mybusiness/dementia

CRTD is coming December 2020
Is your business ready?

CRTD — Certificate for Retail

Training for Dementia

If you own 2
retallfsales
business, you hawve
until Decamber
2020 to achleve
your CRTD. Visit
gov. co.uk/ mybusin
ess/dementia Tor a
list of accredited
traimng cenlres:

o —
o -

Sl
Your staff will be
tully tramned in
recognising and
dealing with
dementia
sufferers.

L.

To avoid paying
hefty penaltles
and, most
mpertanty to be
part of a national
- offort in fighting

the fimandial
exploitation for
dementia
sufferors, your
business neeads to
have the CRTD.

Dana Firac — W101 — How can we ensure thal dementia sufferers are

not being financiall

einloited in 3 world that is a

HUMANITY

about th= s=ll¢
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HACKING

Hacking existing products and
components to create new and
unigue designs is part of the
learning in the second level
Design Essentials module.
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FRAN
NICOLETTI #STEP SAFE
1217

DESIGN

Design Essentials i b e
easily. Its sturdy frame, steps

foldout handrail provide su
during use, and it quickly foldsa

This project is the result of

a hack of IKEA furniture to ‘:zf;ight e oo e

create something new from s s e
. . at the lives of people that use

existing components, the Sohemced?

design creates a step or seat e

that can fold flat for easy Storage s an mporiant pa

storage. i i ek B where

is scarce. Cupboards situated
above work surfaces can
underutilised due to difficultic
accessibility and visibility. This
also lead to unsafe practice
standing on chairs to ac
cupboards. For people with mc
issues and other physical limita
(e.g. the young, old or disable
inconvenience is amplified.

HACKING A PROBLEM




ages
- and
and

pport
vay.

Els]
5, SO
it are

t of
e S0
pace

high

s in
can
like

cess

bility
tions

1 the

Aids ascent/descent, can be leaned
into when accessing cupboards

Folds outand locksin place

Aid stability

Locking release mechanism

Improves rigidy. Seatgroove
sits on brace to secure legs

Mounted underneath
help grip the floor

- — 9
Tapered design detailon
the woodenframe




RICHARD
HENRY SMITH
1217

Design Essentials

This desk is a hack of

IKEA products to create
something new. This fold-
away desk enables the
flexible use of space for work
or study.

Viability

HACKING A PROBLEM

The Fold-Awe




1y Desk ... NEW from IGEA! Richard Henry Smith T217




TRACY CROSS
U101 il
Design Thinking

An IKEA armchair easily tips with
amount of pressure. This has hap
a 5-year-old, thrill s
with additional nee:
g backwards on it;

B when a larger adult
too quickly after a
work shift. Also, a

This design addresses the
problem of an unstable but

1 I 1 : = erson grabbed the
'de5|r.able chair by adapting P oo ik
It to incorporate useful, non- U i
tipping, features. Other Considerations

The chair is comfortable, to read
TV, because of the shape and tl
back, plus the wings provide ht
when needed.

Replacing the armchair is not
comfortable seating is sparse, ro
tight, and funds are not available.
Problem Statement

As the family tend to read in the a
design it to accommodate shelves

HACKING A PROBLEM




he Reading Chair

| quite a low
pened when
eeking child
1s, bounced
and again
sitting back
long, tiring
n unsteady
backrest to
d some tip-
lution to the

| and watch
1e height of
cad support

possible as
om space is

rmchair, re-
‘and turn it
1 not tip.

The Back

Shelves of various depths for all book sizes ‘.‘.'_

Design Proposal

The Front

A comfortable seating area with a high
back and wings.

A drawer to store handy items such as
reading glasses, pens and bookmarks
when not in use.




SOCIAL

TECHNOL

The conception of technological
responses and apps addressing
soclal issues Is particularly
chosen by students taking
design in conjunction with
computing modules.
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PETER
RICHARDSON
U101

Design Thinking

People in the early stages

of dementia often lose
confidence when going out
alone. This GPS tracker helps
reduce the worry around
becoming lost and reassures
carers and family members. s

SOCIAL TECHNOLOGY
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SAM CULYER

A social network for

U -l O-l A social network designed

for caregivers of dementia.

X T ¥ With access to information -
DGSlg n Th | n kl ng on how to prepare for being
a caregiver alongside
connecting with other carers.

These suggested systems

of support are designed Animal friendly
. Provide the
to alleviate the stress Dlimary careqiver,
and depression that e
therapy dog. This
are common amongst henas_mel
. caregiver to
. not become
dementia carers

socially isolated.
Reducing the

chances of the
caregiver suffering
mental health problems.

SOCIAL TECHNOLOGY




jivers Information
How to look after the

person with dementia,

OoC SUPPDRT what to prepare for

and how to manage

N E T their behaviours
Networking
w O R |<\ A messenger for
connecting with and
supporting other

|ldeas for
supporting
primary

e | CAregivers

board for sharing

information and
talking about things
outside dementia.

of dementia

Share the load

Here family, friends and associates have a meeting. Where they

discuss, how

they can share the responsibilities of caregiving.

Lightening the load on the primary caregiver.

TRV DLy

SHARE
THE LOAD
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ALBINA DAVIES
U101
Design Thinking

This mobile app is designed
to reduce stress and social
Isolation amongst dementia
carers by encouraging them
to try new skills and interact
with others.

SOCIAL TECHNOLOGY




40% of Alzhelmer s caregiversdie from How might we
stress-related disorders before the person provide support to

with dementla they are caring for dies .
L7 AN | caregivers who

feel depressed
when caring for

those with
dementia?

& [ ] itk 3commen
Drawmg I
Panting
Yoga :
Regading Select a hobby _
Writin N
Knitt]ngg See news &
Baling related
Cooking - 5 wow o
Crafting - ~ information
Gardening ,_
Dancing T

f"“'\\

Communicate
with fellow
caregivers

Share posts




FRANCESCO
FERORELLI
U101

Design Thinking

The ‘Dememory’ app is
designed to assist patients
INn the early stages of
dementia with simple
access to memory games,
carer contact and location
tracking.

SOCIAL TECHNOLOGY




FRANCESCO FERORELLI - U101

DEMEMORY <>

MEMORY SUPPORT FOR DEMENTIA

Swipe up for answer

Boost memory Directions home GPS lr;cker

*Flashcards - sustaining memory
*Educational and entertaining videos
*One touch to call carers

*GPS tracking enabled

*Include Podcast, cards and reminders
*Simplify your phone

# Download on the GETITON
¢ App Store % Google Play



LUIZ DIAS

CARVALHO SIMOE
U101

Design Thinking

The ‘Photo Puzzle' app uses
personal photographs and
music choices to prompt
memories and aid memory

retention for people with
dementia.
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Problem statement:
How can we use past memories as a way of treatment of reminiscence
therapy to reduce depression and anxiety on patientes with dementia.

Design Concept Prototype

Photo Puzzle is a game app that promises to reduce anxiety and depression, we use reminiscence therapy as our main inspiration
users are asked to upload images and link to a spotify account, we suggest to use memorable images and songs for best results.

Works ?

Setting your account is Your favourite images will

really easy and it only take be saved to your album. If you decide not to link

some few steps. your account you can also
upload mp3 files.

) PErson is album Sit and relax enjoying
your favourite songs
You can choose in You can choose in while assembling a fun
between 05 stages, between 05 stages, puzzle.
from 06 - 24 puzzie from 06 - 24 puzzle
pleces. pleces.
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Design Thinking

This app design provides
dementia sufferers with a
simple way to connect with
their family and support
network, access games
and create photographic
memories.
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U101: Design Thinking
Rinaldo Olberg K3262677

Fhese meaoe are ovline

sl Dementia App

Stay connected - stay activel!

Easy connectivity

Easy camera controls
Easy navigation

Fun activities Easy media sharing

There are nearly 10 million new global cases of dementia every year.
It is a syndrome associated with an ongoing decline of brain functioning.
The feeling of being lonely can elevate the risk of dementia by 40%.

To help solve this problem, an idea of dementia app was developed.
It targets the problem by helping its users stay more easily connected,
providing ways to capture and share moments of the day,

and by providing fun activities and entertainment.
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The stress experienced

by dementia caregivers is
often exacerbated by the
frustration of not knowing
what support services and
products are available to
help. This app is designed to
reduce stress by providing

a single source of useful
information.
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Tom Bartram, G2995352, U101-19J

Caregiver Support Portal App

A smartphone app to empower caregivers of persons living with Dementia to build bespoke
subscription packages of support services to improve the wellbeing of themselves and the loved
ones they care for

The Context

Over 50 million people currently live with Dementia, including several in my family. Caring for someone living with
Dementia is a demanding and complex task which is most likely to be carried out by a family member. While they
will do anything to support their loved one, Caregivers are not trained, and have not asked for this extra
responsibility which can bring great difficulties and complexities into their own lives.

Many caregivers feel they are ‘on their own’, and do not know where to turn for
the support they need. This is causing a crisis in caregivers’ health and wellbeing:
65% experience a lack of support
61% rate their emotional stress level as ‘high’ or ‘very high’
59% feel they are overworked and ‘on duty’ 24/7
40% die from stress-related disorders before the person they are caring for

The Problem

In many cases, these sorely needed support functions already exist, for example Government attendance
allowances, NHS services, charities, and private providers. The problem is that these services may not be known to
the caregiver, and if they are, can be stressful and time-consuming for Caregivers to access, adding to their worries.

The Caregiver Support Portal App

The Caregiver Support Portal App brings all these services into one place,
government approved, pre-vetted, in one easy monthly subscription package. It aims
to reduce stress and increase the wellbeing of Caregivers and those being cared for.

The app offers 4 key features:
‘One-click’ selection of services required from 8 key categories
user-friendly drop-down menus showing information on each care
product, user reviews, and prices
‘no-hassle’ payment: costs deducted directly from the Government
attendance allowance, and one monthly payment for any extra
‘at a glance’ scheduling system for viewing/booking appointments

How it works
The app guides Caregivers through a simple 5-step process from Sign-Up, to accessing the Support they need

banner

1. Sign-Up

Caregivers can build a
manthly subscription
package of services tailored
to suit the individual needs
of themselves and their
loved ones,
professionalising  caregiving
and improving wellbeing of
caregivers

5. Support

The caregiver is then able
to enjoy the services of
their bespoke package,
which could include carer
or gardener support,
financial services, or as
shown, video counselling
direct via the app

2. Select

Once registered, the
caregiver can view and
select from a menu of fully
vetted support services for
caregivers and persons living
with dementia from the
MHS, private providers, and
charities depending on need

4, Schedule

Once  purchased, the
caregiver can schedule
and access services and
products easily through
an organiser. Timing and
location of appointments
are viewable,

3. Subscribe

Once selected, the monthly
subscription package can be
reviewed and adapted before
payment, allowing the caregiver
to budget. Services can be
deducted from the UK
government ‘Attendance
Allowance’ for caregivers
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OUR WINI

Overall winner
Ben Nairn

U101 Communication winner
Mar Reyes

U101 Idea winner
Alexander Foster

U101 Commendation
for game design
Juan Torres

U101 Commendation
for T-shirt design
Emily Studholme
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NERS

U101 Commendation
for creative thinking
Ugne Astravaite

T217 Winner
Dean Parsons

T217 Commendation
for viability
Richard Smith

T317 Joint winner
Emma Taylor

T317 Joint winner
Jennifer Norris Taylor




EXHIBITIC
TEAM

Anna Ward- Abigail Jackson Annette Beckett
Stancheva Design Student Design Student
Design Student

Leo Rees-Evans Mar Reyes Rebekah Manston
Design Student Design Student Design Student




Rachel Baker Karmjeet Kaur
Design Student Design Student
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Associate L turer/Seni Lecturer
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lestyn Jowers
Senior Lecturer
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The exhibition was kindly supported by the Open
University's School of Engineering and Innovation.

For more information on the Design and Innovation

course Vvisit:
http://www.open.ac.uk/courses/qualifications/q61

open.ac.uk/blogs/design/

n facebook.com/groups/1599710346973999/

u twitter.com/@DesignOpenUni
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