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The Open University
e celebrates its 50th

0 anniversary this year.
&s Design has been taught
(J at the Open University from
o the beginning, and since 2010,
we have been offering a degree
o in Design and Innovation which
o enables students to combine design
Q- studies with complementary subjects
& from other disciplines towards either a BA
e or a BSc. Around 2000 students each year
‘S are studying design at the OU.

Design is, conventionally, taught through studio
practice and hands on work and the challenge for
the OU was how to teach design to students in their
own homes and workplaces. The result is a unique
approach to design learning which focuses on
developing students’ abilities to identify and
solve problems and to use design thinking
in @ wide range of situations. From the
beginning our modules have also had
a strong emphasis on sustainability,
user centred design and design for
social good. Like any other design
school, assessment of learning
is based on project work,
resulting in the work that
you see in this exhibition.



Design at the OU has
also always been at the
forefront of innovations
in teaching delivery, using
opportunities that new
technologies have presented
to develop new ways to help
students to learn and interact. Our
students now use an online studio
space, OpenDesignStudio, in which
they can share and comment on each
other’s work and curate their portfolio of
design work.

If you would like to know more about the Design
and Innovation degree at the Open University, you
can find out more by visiting the OU prospectus at:

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




Q'b

& N Rebecca McFleat

Q 040 T317

o WC-Sphere - Product design

\ o The jury selected Rebecca’s work
0\ o as the overall winner because of the
. o innovative and well-communicated idea

\ presented and how Rebecca tackled the

40 6& difficult problem of sustainable human waste

o disposal in a thorough yet creative way.

éo The design for a human waste disposal unit that
improves on hygiene through an automated flush
system makes clever use of body weight to automate the
flush system and removes the need for a separate flushing
mechanism.

This is a complete redesign of the traditional shape and
structure of a toilet for the flush system to work and
enables a rethink of the traditional form of the toilet.

Consideration has been given to sustainable materials
and the user experience and offers a complex

and well realised design that has potential for
development.

The visual detail and information in the
poster communicate a sophisticated
thought process and unique idea.



Looking at an alternative approach to human waste disposal in an effort to improve user experience, hygiene,
learnability and sustainability of bathrooms in domestic households.

beaaaank
WC-SPHERE

human waste disposal unit




Audrey Buchan

6 T317
)

)
\/0

Cocoon - Inflatable
insulating Jacket

ys The jury selected Audrey’s design
( concept as the winner because it showed

0 a strong awareness of current developments
in materials to combat issues of sustainability

’\Q through low impact design.
s The idea creatively explores the use of new

sustainable materials as an alternative to the current
materials used in similar products, micro fibres, that are
adding to the pollution issues.

Use of the latest research for growing textile fibres has been
cleverly considered by using mushroom leather alongside
a simple unobtrusive method for achieving the insulation.
Further ideas are also environmentally aware through the
aesthetics of the jacket which use natural dyes and
textures.

The idea for a ‘blow up’ jacket allows the wearer
to control how insulating the jacket is when
worn and is inventive, creative and forward
thinking in a fast fashion market that is
saturated with waste products.



Problem context: microfibre pollution

.“? +Synthetic fieece fabric made from non= bmdngrndnhm plus IJ:
“,.‘ - *Tiny microfibres shoed during e,
PN

5 = +*Microfibres in wastewater and landfill run-off poliute waterways.
inflatable insulating jacket P 4

+ Marine ani ierofibres, often fataily,
the sustainable alternative to synthetic fleece *Humans consume mtc!oilhwsm seafood, water, sall, boer.

>

= Jacket outer made from mushroom-
insulatesthe Mv u:llng air & derived leather. Can be grewn fo
*Madefrom natural desired size and shape.
Dyod using pigment-formi
bacteria. Requires no har
L d bladder cells infl i
onnected bladder cells inflate to prevent
heot | convection Unique "embossed” patterns on
bod ok w thecegh ) outer textile inspired by nature,

i diti
“Fully g under

Air pump button on Intemnal air bladder system
walstband: push to inflate e

bissiarto dideadtaisl Made from PHE biopolymer synthesised by

bacteria using waste methane. Fits between
User-custemizable insulation jocket outer and lining. Removable for
suits every environment. repair— patch kit incdluded. =

Audrey Buchan —B&444389 —T317  countchocula@hotmail.couk




A

\ Claire Lambert

@4 T217
V Inn-vert-ed - An
inclusive, multi-sensory

Y4
‘ experience design

Q

oo The jury selected this design as a joint
winner because Claire has created an
& inclusive design concept that addresses the
&' social, physical and psychological needs of a
" o wide range of users to improve experiences of
&~ visits to a National Park.

@,

So This multi-sensory experience is intended to address
issues of inclusivity for visitors to a National Trust SSSI at
Ditchling Beacon.

This site is a natural protected open space with wildlife, flora
and fauna that are protected. Ditchling Beacon is also the
site of an iron age fort so has historical significance. With
sweeping views over the countryside and varying terrain, it
is a popular site for walking and experiencing nature.

The design takes a multi-sensory approach to
providing an inclusive experience through touch,
smell and visual stimulation while educating
users about the site.

The design integrates effectively into the
environment without imposing on it and
has been beautifully illustrated.
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“The Brief
Human Centred \
Inclusive for those with physical I
!

and sensory disabilitics
“Hands 00’ Fun to use.

cense of connection with

ofthesite |
\mmmnmm of its life /-

. Eaywomiouin o

w-.:.::* eRg s
ARleading o the Bt iewing pletform

Sustainable Design At Ditchling Beacc
Claire Lambert Y1336576 T“; “mm, MM_ i




A

\ Barry Coughlan

Q
4 T217
V® The ‘Slimline Bathroom

Storage Unit’
y g
0 The jury selected this idea as a
o joint winner because this is a simple
0 o and effective solution which is both

s\ inventive and sophisticated and very well
communicated.

. & Developed following research into the issues of
\ limited space around sinks in small bathrooms, for
So storing essential items and products, this slimline
storage unit is sleek and unobtrusive and removes the

need for a flat surface on which to place products or a
larger storage cabinet.

The design provides a more context appropriate solution to
storage for small bathrooms and addresses safety issues by
enabling items such as medicines and razor blades to be
concealed from children in a hidden drawer.

The ease of fitting the unit has been considered
and hygiene is addressed through easy to clean
surfaces and the simple aesthetic allows the unit
to fit into a wide range of bathroom styles.

12
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Sam Bowes

's, U101

\ Recycling Dog Waste
40 into Bio Gas and Compost’
0 System Design

P 4 The jury selected this poster as
‘ the winner because Sam was able to
0 produce an overall concept that addressed
o environmental issues from several angles on
N Q what is a challenging subject and communicated

s\ this very effectively through physical prototyping.

The purpose of this project was to select an existing
issue and design a potential solution through rough
prototyping.

The prototype idea that has been selected is an age-old

problem of dog waste disposal into landfill from dog waste
facilities and bins. Additionally, the current issue of the
need for sustainable energy has paved the way for this
inspirational idea for an alternative, renewable, source.

The idea of collecting dog waste material in
specifically designated bioplastic bins utilizes
household waste disposal systems maximizing
current systems whilst avoiding problems
with single use plastic.

This winning idea is communicated
through a simple prototype that
effectively communicates how the
way this system could work.



For U101 - TMA 02 the task was to explore a design problem, frame it and design a as a prop: luti
As a lifelong dog owner, | used to wonder, what happened to all the dog waste? Through my research during TMA 02,1
discovered that this was being sent to landfill. Through problem framing, | began to explore ideas on how dog waste
could be encompassed into a resource instead of going to landfill through the creation of a product & a system using a circular economy.
This is a my design concept for a product & system that addresses my problem frame of
"Reimagine a system that reduces the amount of dog waste that ultimately ends up in landfill."

My proposed design solution was to incorporate a designated national bin and bag systern, for dog waste only.
The dog waste bin itself being made of a bioplastic, with compostable bags. The systemn would compose of a brightly coloured
home bin and bags, so that people can correlate the waste to the correct bin. The waste in bins would then be collected at the

same time as other recycling collections, where it would be sent to an industrial composter to kill off harmful bacteria and
to produce compaost or to be turned into bio-gas for energy production,

The design solution, is intended to be operated daily at the bin level, and weekly with recycling collections. The propesed
solution would be for all homeowners with dogs, accomodating this new system, where bags and bins could be provided by
local councils for free or for a minimal cost, to encourage a circular econormy and to stop the waste going to landfill.

Samantha Bowes - B3178075 - contact@samanthabowes.com
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bﬁb Andrew Larsen
N

T317
&0 Barracozi - Festival Chair
& This prototype design for a portable

festival chair is commended by the jury

C) because Andrew has been imaginative in

A adapting a product to give it more options

\ for use and has styled the aesthetic to give it

Q greater market appeal.
'\Q The current issue of abandoned tents and chairs
é at festivals is adding to the growing mountain of

unnecessary waste products that needs to be resolved.

The idea for this multi-purpose product is to encourage
longevity of use and lessen the likelihood of it being left
behind as a single use item before its end of life and
impacting on landfill.

The development of the design taken from the archetypal
picnic chair gives it greater functionality, addresses
issues of strength and safety and explores its

aesthetic appeal both through its shape and form

and through its decorative appeal.

This clever design goes beyond its original
purpose of a portable chair, functioning
also as a sleeping mat and picnic rug

and is a viable solution which could

be used in number of contexts.



= There is a need to
increase the
mechanical integrity of

music festivals,
together with user
value, so that they can
B become regarded as a
must take home item.

Andrew Larsen T217 PI:F2170878

andrewlarsen@hotmail .co.uk

BARRACOZI

BARRACOZI offers high levats of Why is BARRACOZI better? How does BARRACOZI have a positive effect on the
comiort, protection and is highly *  There arevery few {
adapiable. Its setf inflating sleep met *  Itis very strong and extremely stable v Itis light wesght so reduces emvironmental cost of transportation
lechnalogy enables it to provide & *  Itis virtually unbreakabile over traditional models
comiortable matiress, a walerproof +  Materials used are UV stable « |t s responsibly manufactured with low material wastage
pienic rug, & load cover and a hignly »  Itis easily cuslomised 1o suil user values [Dasigned around fabric siock sizes)
effective chair, dematerialising the « Cottage industry manufacture facilltates low product miles
liesure markat. « It can be incorporated into IS0 20121 2012 Sustainable
Festivals
. s ble and used de materials

POTENTIAL MARKETS FOR PRODUCT DIFFUSION




T217

b®b Denise Mummery
N

Fun to Learn - Interactive
& Education Boards for Children
O@ The jury selected Denise’s idea for these
interactive learning boards because of the

A creative approach to the design of the boards
\ that will both engage and educate children in

C' the environment in which they will be used.
O

The idea applies effective use of vibrant colours and
shapes that reflect the surrounding environment and
which will appeal to children encouraging them to engage
with the boards and learn about their surroundings.

Building on current methods used in museums for interactive
learning boards and exhibits, the design creatively explores
the use of visual and audio methods that appeal to children.

The board designs are thoughtful in addressing wider
issues such as pollution and littering as well as
educating on the flora and fauna of the setting. They
enhance the user experience of national parks by
encouraging children to apply their learning in

the context of the park and further afield.

18



This nature inspired exhibit is to help young people leam all about the
outdoors and just before they embark on an adventure with the
family. The boards would be located at the foot of the mountains in a
National Park, or at the entrance of a popular nature trail and reserve.

Its interactive features are designed to attract young visitors and hopes
to instill basic and vital environmental knowledge taught to them through
some fun recordings that is activated via a big red button and a single
speaker that are positioned on the interactive leaf-shaped board.

Topics include: wildlife, habitats, animals, bugs and birds, advice on
taking care of the natural werld and helping to preserve the beautiful
outdoors.

Purilol.earn - penise Mummery ~ F2625286 ~ T217 TMAO4 ~
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Patrice Belton

b@ U101
o Let’'s Make Vis'tory -

0 Road Safety for Cyclists

& The jury commended the complex
& exploration, thought process and

o ideas produced by Patrice which show
o design ideas based on good research,
\A communicated in a well-balanced poster.

Q Each stage of Patrice’s design process is
* Q communicated in this commended poster. The
é\ initial problem is how to keep cyclists safe on the
roads with other traffic and ensure greater awareness
and protection against accidents.

The range of ideas explored shows both logical and innovative
thinking and addresses both the individual and wider
legislative responsibilities that could be developed through
campaigns, improvements to the highway code, mirror
systems, visibility clothing and cycle friendly road layouts.

The solution proposed has been refined to bring
together several of these ideas to redesign the way
that cycling is addressed within our society. The
visual communication and balance of this, with

the use of catchy slogans and visuals in the

design engages the viewer.



LET’S MAKE VIS'TORY!!

1. Framing the problem 2. Concepts - generating ideas
‘Road safety’ challenges for Cyclists! | Thres deslgn concepts.= bn. mprove.road safely lor Gyolistst

| 1.CYCLE PERESTRIAN
| FRIENDLY ROAD LAYOUTS

| I e ias

1 -rl!wwvm\mm -mw
| ekt and pezes

2. RAJSE AWARENESS @
- SAFETY CAMPATONGS AND SOCTAL MFDTE.
But ko iy ﬂmnwmlvmv o 40T Wl

e e e s g

- EOLELR-CODED HI-VLS AMENGMENT LAW:

T oty ot i o ek el
el o capinince ind Frad ey

Pl Ried  Higf) Rk 'l v
timaneange = Catarary ok | intermecint reers
Heal T A e s

S MANIATORY LA F O] INCY L MRS
AN SMCATORS T BE FITTED &3 STAKDARD
| Boligion 3 I 80 it of cycinta thaf EVERY

Espocaiy whun wsed o) pebhe
I shotid aisa be fwiul tor tcpela el 1
ineliuds thesn eomoonests 15 sinecar whan de
sy ved skl by

“If YOU CANT SEE my mirrors T om
UNDER YOUR CAR (")

3. Proposa.l -A practica.l and legislative design

1. New Highway Code
amendments:
1. Overview (59 to 71)

These rules are in addition to those

in the following sections, which ap-
ply to all vehicles (except those in
the motorway section). See al-

S0 You and your bicycle,

59b Clothing: You should wear:
« Experience appropriate ‘high-

visibility jackets’, must be worn at

all_times, when using bicycles
on public roads (see also 'Law
BIKE req: 5, 10, 15")

{{Law BIKE req. 5, 10, 15 (Al (public
read) cyclists must undergo (e standand-
ised] compulsery basic bicycle frain-

ing (CHBT) and obtain cerdification fo clar- |

ify level of expenence; cycilsts must also
wear compuisory colourcoded HiVis
IBckafs dimng road use and leamer (L)
plates where necessary J})

Things {0 do before | . 5
It’s time to be s 3 ey s

and HEA

'WHAT MUST A GUY DO TO GET NOTICED
ARDUND HERET?

2. HI-VIS COLOUR-CODING:

Meon-RED = High Risk / Learner Riders

Neon- = Cautionary Risk [ Intermediate Riders
MNean-ELUE = Reduced Risk / Experience Riders

3. SAFETY CAMPAIGNS AND SOCIAL MEDIA BLOGS: & bl i

Using social platforms (e.g. Facebook, Twitler etc.) to engage with cyclists, families
and road users, to share critical dialog, spread awareness and champion road safety

Sikce Pames el (CAG14838) - spbadonBoudbak ol
L1017 - THADS FEWE
T Lot Muke Viaton




U101 is the starting point
for the Design and Innovation
degree at the Open University.
This first level module develops
students’ capacity to finding and
solving complex problems with
creative design solutions. The module
is presented online, each of the four
blocks of study correspond to the different
levels at which design thinking can have an
impact on our lives: individual, group, social and
global. Through a mix of academic and practical
work students develop an understanding of design,
acquire design skills and build a portfolio of design
work in response to set projects. The work shown
in this exhibition presents the outcomes of some
of the projects that students are asked to
engage in during their first year of study
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Elenice De Faria EImi
Ui01
Not A Target Game

This board game is based on the work of the Medecins Sans
Frontieres organization. The content of the game relates to the
demands faced by the doctors who work for the organisation as well
as the challenges presented by the physical and political contexts in
which they work.

#NotATarget
Game

Fihing pont
Countyourokens.

Arival inthe ield
Meetin-country team.

Volunteersstating point

Title of the work: Not A Target Game

Designer name: Elenice De Faria Elmi, Pl F6112561
Module: U101-2017

Description:

The assessment required me to design a game from the choice of any profession. | chose “doctors” and subsequently,
the humanitarian aid organisation Doctors Without Borders came to my mind. After researching DWB, | found out about
their Not A Target campaign that raises awareness about the severe impact of illegal and often violent acts that obstruct
the delivery of health care in conflict areas. Despite the sensitive topic, | thought a real-life hero the perfect concept for an
educational game.

During the concept design, the words brain and maze worked as the idea g - because of my
thinking to a brain surgeon - then, | sketched the game board layout with a shape that resembled those two elements.

Later, I understood | would had to change the direction of my creative process because | wanted the board design to
be associated with a shooting target (symbol of the DWB campaign). Besides the visual aspect, | wanted to incorporate
real challenges faced by the humanitarian workers into the game mechanics. This iterative process led my choices until |
reached the final design (main image above).

The game is played by 2-4 players (doctors) with the task of collecting as many tokens (medical supply) as possible,
overcoming threats (airstrikes, epidemic areas, land mines etc.) and delivering those tokens to the Hospital located at
the centre of the board.

1 truly believed in my design and that gave me the courage to contact DWB in the UK and offer this idea to them
| was delighted to learn that DWB will use the game as a marketing product to be presented in their sponsor’s events.




Abigail Demaine
uio1

How might we attract more awareness to the effects of ocean
acidification?

This design concept takes the environment as its focal point. It
provides interactive, fun and educational lessons to primary school
children so that they can learn how the things they do affect the
Earth and the ocean.

HOW MIGHT WE ATTRACT MORE AWARENESS TO
THE EFFECTS OF OCEAN ACIDIFICATION?

j (AUS E oy

¥, MY DESIGN PROPOSAL IS TO  CREATE LESSONS
10 BE TAUGHT AS PART OF A ROAD SHOW
THAT WOULD TRAVEL AROUND T0 PRIMARY
Sl SCHOOLS. THE IDEA 15 TO MAKE THE LESSONS
oy INTERACTIVE, FUN AND EDUCATIONAL 10
S TEACH CHILDREN HOW THE THINGS THEY DO
ges (AN AFFECT THE EARTH AND THE OCEAN,
= THE CHILDREN WILL GO HOME AND TELL,
8 THEIR FAMILY AND FRIENDS nwm 'uﬂl E

THE THINGS THEY DO AFFE
U.N MAKE A CHANGE' HJI



Anna Campbell
uio1
Mindful Maps - one stop away from feeling your best

This design proposal is for a smartphone app which aims to make
emotional health accessible and affordable. It encourages users
to take digital breaks and participate in activity to improve their
well-being. It works with a user’s journey planning app to make
suggestions for locations and services nearby considering time
constraints and budget.

U101 DESICGN SOLUTION

MINDFUL MAPS

ONE STOP AWAY FROM FEELING YOUR BEST

Mindful Maps is a smartphone app that works in association with

the users normal journey planning apps to help encourage K—\
everyday technology users to take digital breaks and participate in
activity that is good for their well-being.

Once downloaded, the app will recommend locations and
services nearby the users current (or planned) destination that are
good for them; such as hairdressers, cafe's and parks. Users can
tailor these suggestions to suit their time constraints and budget,
making improving their emotional health accessible and
affordable.

Mindful Maps integrates seamlessly into the users daily life,
working with smartphone technology to help to educate the user
about the importance of taking digital breaks and offering
practical ways to improve their emotional health, breaking down
the rising technology related mental health incidents one journey
at a time.

Because emotional health is a journey not a destination.

FREE TO USE

s0301/sa mi

JOIN US NOW
COMMUTE WELL

Available on the
D App Store

Pl: F6292660 - ANNA CAMPBELL - annactalk@gmail.com
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Anna Ward Pointing
U101
Homelessness Awareness Day for schools

This design proposal addresses the problem of homelessness.
Through a Homelessness Awareness Day for schools, children are
educated about the extent of the problem by taking part in a variety
of activities.

= srudents vl ledrn how 10

ifind | Ok 1y 55
[ profivs vl G0 40 0

Hhe | OppOr =

FACT:
Homelessness has done up by
g59% in the 105t 5 years.
Many 0f these people dre
‘_ not redistered as homeless.
#d chidren 10 edicdle fhemseies dnd hef. omers

+ N *



Eleanor Marsh
uio1
apparel - Your wardrobe in the palm of your hand

In this design, users can see and select their clothes in a virtual
environment. It enables more efficient storage of clothes as not

all garments need to be visible. It also allows for sharing between
friends and benefits people who might find trying on clothes difficult
for mobility reasons.

FEATURES:
5 * Tumn your device into an inferactive mirror and virlual
o wardrobe.
« Add and browse the contents of your wardrobe
wherever you are.
+ Share clothes; give friends access 1o your wardrobe,
they can pick and borrow items (and you can do the
b sam with theirs),
N « Get outfit suggestions, inspiration and see your
N favourites ¥,
= Post selfies and share locks o sockal media, ask your
friends’ opiniens and gel advice on outfit choices
= Mirtually try on outfits from your favourite onling slores
and order from within the application.

BENEFITS:
= Makes deciding on an outfit quick and eazy as you
di not have 16 try on a thing!
+ This could appeal anyone with a smariphene, but
might particularly benefit those that find trying on
clothes dificult {such as the elderty or disabled).
* Storage inside the wardrobe could be improved
and streamlined as you no longer need to see
T v 1 clothing 1o browsa feme.
CONTEXT: = * Aids the selection process; gives suggestions
3 ! which can be tailored by season or weather, holds
In standard wardrobes it is %
3 1
hard to see what you have smnogolyou [avourile outfils and can malch
to wear. Clothes hul £
rais and stacks of folged. " Aspication coukd ganerate reverue fram
HaME arie ok in Full vieww 6 Lmsmp and advertising from online
= Has potential 1o be linked to olher smariphone
applications (such as weather / calendar / social
media) providing opportunity for additional
functionality and integration of the design.

&pp aﬁl L

your wardrobe in the palm of your hand /,

The Apparel Smartphone application
allows you to see and select your
clothing without having to physically
interact with your wardrobe. Using
the camera in your smariphone,
Apparel captures images of you in
your clothes which are stored in
the app. Categories and data /
tags are assigned to each garment .
and then used to browse and search 3
your clothing.

DESIGN PROBLEM:
Diesign a way that clothing can be seen
and selected easily and efficientty,.

Module U101 - TMADZ
Design Thinking: creativity for the 21st Century
Eleanor Marsh - AZB49080  oleanormarsh@digital-dol com




Gail Everett

Distressed? De-stress - Design for emotion

In this design, a publicity campaign supported by a website

provides resources for couples who are in a failing relationship but
need to live together. The website allows the sharing of ideas and
experiences through curated content and gives access to moderated
forums and live chatrooms, and also links to relevant counselling

organisations.

Uio1l - Design for Emotion

The briel for this task was to identify 2 problem, frame it, and propese a design sohution relating o the general theme of
“Design for Emetion™. | chose to look at negative emotions and think about how design could change them, and decided 1o
tackle the problems. facing couples who have no option than to co-smst in the same environment, whether they wish to or
noL. My research revealed that many people are in relationships which are failing, and | felt that if | could devise something

with the patential to facilitate solutions, it could have 2 positive effect on many lives.

? DISTIZESSE‘D?
\ DE—S‘T‘RESS

- il st ot el for an. help?
bdnnie - § F formumbyy o)
itbaits, wheve sur g 1 A e 1 hely ptapl vy o ool
. dlify i whert fow. i wst pecible.

Fullow the ks Below for 8 rang? of wesful toplse
o Guality e toqreher L the R i Sality tia e st paimes ety
ol Cuality tins together sway frene honae i Rsarrarge gair day
bnﬂlxyﬂ-ﬂqﬁt-p—h -I—-—-—,s..n-.
et L, 6ot whiat others dre cajjing, i, 3 Hire vy b Limlags
B Post i s Porums @u«mmwwm R corstiing Erpamisations

| decided that the best
way of procesding would
be o combine two of my
ideas into an integrated
design solution.

The major factor in this
ampaign would be a free
access website, alang with
printed publicity in which
the design would work 3
4 billboard, poster or
Tiyer, providing awareness
and directing people to
the new site.

Once onling, the site user would be presented with a range of options,
taid out dlearly, with the opportumity for peaple to investigate suggesied
ideas, add their own ideas and solutions which have worked for them,
and discuss their difficulties with other site users, either via moderated
forums, or live chatroams,

Additional links would be provided for those who feel they have
exhausted their viable options and now require external intervention.

Many partnerships besonas distressed
The website solution coubd akio have the potential to be extended to ﬂ"‘““ﬂ"“ﬂ‘“ wanygbe we can helpt

the development of an app.

Both the printed matter and the website would emplay “user-friendly”™
fonts, to appeal to the emotional side of the viewers, and | felt that
keeping to 3 restricted colour palette would provide good contrast and
avoid competing with the message.

DISTRESSED?

DE-STRESS.

ALty time b parteerships (s often Laohlag.
vl e, gy BV WEESTTE we offer s,
feriuns dindl onling chit, be el p with this problow
o el an 8 wids reege of
sthar rzatlovaiiy i dnd diffiuition.

www.distressdestriss co.uke

Gail Everett - FIZ5S048X - gfe201 2@btinternet.com
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Hashim Ruan
uio1l
Mental health is a headache we cannot ignore

Social Media use can negatively impact on mental health. An
Artificial Intelligence supported design is proposed to manage users’
engagement with Social Media to promote well-being.

Mental Health is
a headache we
cannot ignore !!

Introducing Adou, the name of the
Social Media Ratio bot, an A.l. which
can manage the use of Social Media

and help users get the most positive
usage possible.

BEVELOPESR 10
REDUCED OR Social Media

ERADICATE THE ; :
NUMBER OF MENTAL Ratio Algorithm

HEALTH CASES DUE
T THE USBE OF
SOCIAL MEDIA
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Julie Brayford
uio1

Gender Identify Clinic - Board game

The game design aims to help players learn about their choices
of NHS services in gender transformation. The game is based on
deep experiential research. The game is proposed to be played in
transgender workshop contexts.

Module U101 TMAO3 Design, play and evalu board game

Brayford G20630 juliebrayf irginmedia.com

FFor TMAD3 we were asked to design and make a prototype for a board game based on a service. As the parent of a
transgender person | chose the service provided by the Chalmers Gender Idmmﬂhlcmfulnhrghasﬁw focus of
iy game. Research allowed me to learn mare options person has avai and

#lso to consider the different ways a game can be used,

Context

chase seial within a supportes
reflect the rulll\r of what an individual may expect when wslm the service of the Gll\dw Edentity Clinic. it owld be
used a3 an icebreaker activity, or one leading on to further discussion or more focused activities, The game is
designed for 2 - 6 players, aged 17 and upwards (as this is the age from which individuals are able to be referred to
the diinic). Professlonals may choose to use the game with younger groups as they deem appropriate.

Significant features
I researched appropriate symbols and colours in order o create something that was respectful to the transgender
community. All the elements of my game use the colours of the transgender flag or, in the case of the counters, the
LGBT flag. The ilustrations used on the game board were created by my son

(&Miles Rezel, /i hermi).

Basic Game Play
Play starts at the GP space as all referrals to this clinlc must come from the GF or other health professional. Players
move clockwise around the baard following instructions on any of the spaces they land on. The spaces with
Include actions
*waiting time (miss & turn or go back)
*decisions made by the individual (spinner to determine yes/no response]
=decisions made by health professionals (cards with possible decisions selected at random)
The players journey ends when they arrhve back at the GP space as individuals will need to receive ongaing cane.

The gama ks fa game board,
boaklet, a dice, a hexagonal spinner and clinic
‘and parisl deciss

Dweision making cards reflect the fact that some
dechsions are out of the individual's control and add
warioty to game play.




Natalie Goodwin
uio1
Letter delivery: a family game

This game engages a wide range of players in experiencing the
postal delivery service for themselves and potentially stimulate
discussion about the future of this service.
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Robert Mulholland
U101

Justice and Jury - Board game

This design is a fun and simple board game using ideas of crime and
policing to move around the track.
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Rowena Dalziel
uio1

Breaking Poverty - Campaign

This campaign poster calls for addressing ‘poverty’ as a priority area
under the UN’s sustainable development gaols.

EoverTy

Adeadly trap and if not broken can affect generations and
generations before they even have a chance!”




Rukhsana Ali
uio1l
Delay! The transport game for risk takers

This game exposes players to the often stressful experiences
associated with traveling on the London Transport network. It aims
to allow players to laugh about the shared experiences and maybe
in conversation, learn from others’ how to deal with unfortunate
events when journeying.

For TMA 03 | designed a board game based on
the London transport network. The idea
behindthe game was to give users a sense of
travelling on themetwork and in particular the
Stresses that can arise fromevents caused by
the interaction of the actors who iise.and
operate the network and the infrastructure
comprising the network. It does this by

various events which may arise
from this interaction. The game seeks to help
people talk about the stresses of their journeys
° in order to psychologically process them,

introduce people to the experience of using
the London transport network, and to be fun!
A t rans p o) rt g ame fo r RIEURITNE S .. 3 i oft |alinel
J in the shortest possible time and each player

— chooses a transport pod and corresponding

. - coloured clock for their journey. They set this
risk takers 1o 50 mintes which e Google evimated

time for their journey. During the journey they
encounter opportunities to add to or take
away minutes to this time through their
interactions with Trave] cards and Netwofk
cards which present situations suchids a delay.
being caused by the wrong type of rain! The
Player can then choose toaécept the delay (or
potential gain) causediiy the situation o seek
to avoid it or riskificreasing it by using a
minute spinpef

The players move along the transport track.
according to the number they throw with the
dice. They don't have to stay on the same
coloured track. When they reach the central
circle they move in an anti-clockwise direction
until they land on one of the stations. The
game ends when all the players have reached
a central station. The winner is the player with
the least minutes on their clock.

/&hlsana Ali (}ABP'!Z}Q‘r;lkhsgfnaaIil@googlemaiLcom U101
y
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Thelma Babbs
U101

Allotment antics - Board game

This appealing and educational game challenges the players to
successfully maintain an allotment from sowing to harvesting crops
for one year. Testing the game showed lots of excitement around
determining the winning gardener.




o Q\ Desi
gn

QQ’Q Essentials takes
‘ a broad look at the

Q &o designs which are all

around us, considering

\Q how designers have used
09 .\Q their skills to translate ideas
o & and needs to create such
00 designs as potato peelers, chairs,

/\ ’ bicycles and buildings. In this
'\ ’ second level module students learn
(» % about the essential skills and practices
& ’S' that designers use to create detailed

&qf design solutions. The module develops
students’ ability to identify opportunities for
design, meet the needs of potential users and
create and communicate new design solutions. The
work shown here demonstrates students’ skills in
the research, planning and development of design
projects as well as the ability to translate design
ideas into well-specified products.

Based on selected teaching materials from
T217 Design Essentials, this module

is presented for students on the
Engineering Design pathway of the

BEnNng.
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Emma Taylor
T217
Eco-Kiosk - Site specific design

This design responds to a brief around litter and refreshments in
the Ditchling Beacon National Park. It offers a solution in a form of
a multifunctional kiosk made out of natural and recycled materials
sympathetic to the surrounding environment.

o
)

\ Emma Taylor F8315201 Tel:02920 635951
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MY DESIGN IS AN ECO-KIOSK. A HUT WHICH IS SUSTAINABLY MADE,
SELLING'HEALTHY AND LOCALLY SOURCED REFRESHMENTS TO RAISE
MONEY FOR THEWDITCHLING BEACON PARK AND ITS CONSERVATION.
IT PROMOTES THE REDUCE, REUSE AND RECYCLE CONCEPT AS IT AIMS
TO REDUCE WASTE AND LITTERING IN THE PARK BY HAVING PULL-OUT
BINS ON THE SIDE WHICH CLEARLY INDICATE WHERE TO RECYCLE OR
COMPOST YOUR WASTE. THIS WILL HELP SOLVE THE PROBLEM OF
DISCARDED RUBBISH IN THE PARK BY PROVIDING PEOPLE WITH AN
OBVIOUS AND'CONVENIENT SOLUTION TO LITTERING. AS A RESULT, THIS*
DESIGN SHOULD SPARK A CYCLE OF ECOLOGICAL IMPROVEMENT - THE
PARK WOULD BE CLEANER, THE. LOCAL ECO:SYSTEM SHOULD THRIVE
AND THERE SHOULD,BE REVENUE TO AID IN FURTHER CONSERVATION
FOR THE PARK.IT IS MADE FROM RECLAIMED TIMBER AND RE-PURPOSED
CORRUGATED STEEL AND THE BACKSPLASH IS MADE FROM RECYCLED
PLASTIC TILES. NOT ONLY IS ‘THE DESIGN SUSTAINABLE, IT ALSO AIMS$
TO/INSPIRE OTHERS TO'LIVE MORE SUSTAINABLY BY SETTING AN
EXAMPLE.: b :




Iain Chantler
T217
Hidden storage for small kitchens

This concept design addresses user needs of maximising storage
space in a small kitchen. It proposes to reduce kitchen clutter by
equipping underutilised space with the innovative horizontal slot
storage that fits under the kitchen units.

Hidden Storage ——
Maximising Small Kitchens 4 | ———— -‘]

Research:
My research (detailed user surveys) -
revealed that small kitchens: T —
struggled o effectively store wide, Store Items ~
flat ltems within accessible locations

and methods: |

e G

Additionally, | found small kitchens
generally had under utilized/ empty
space under kitchen units:

Remove Clutter

S e —

st e

B ] v

This ereated a product design brief
with specific criteria over location,
size and product types to store.
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Andrew Westwood
T217
The Mobility Mattress

The following concept design is aimed at elderly and disabled
people. It includes an electric mechanism and wireless control panel.
This solution promotes independence of individuals with limited
mobility while blending into a house interior unlike other existing
solutions.

The Mobility Mattress

TG foml aimderien e el il oo




Dawn Goodwill-Bagan
T217
Ditchling Dice Match - Site specific design

This site-specific design is for a National Trust site in southeast
England. The idea involves a dice game aimed at educating primary
school children on the surrounding environment and the species
important to Ditchling Beacon.
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Glenn Ratcliffe
T218
Can you tell the Time? - Educational Game

The game is aimed at under 12 year olds as an educational aid for

learning to tell the time. It features Braille numbers on the cards to
address inclusivity and can be played by multiple players as well as
used as one to one teaching tool.
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Jonathan Luney
T217

Project Jormungandr - Tattoo artist support chair

This design focuses on user needs and addresses the issue of
musculoskeletal trauma in the back and neck in practicing tattoo
artists. The proposed solution is a seating system with an air sprung
support that reduces muscle strain while maintaining the freedom of
movement.

project jormungandr -
air sprung tattoo artist support chair

it urey - BIEBA4 « S e Lk - OTEDISAIT - T217 o paet af Gl




Karen Kilborn
T217
The Recycle Hub - Site specific design

An interactive design idea to promote sustainability and
preservation, and deal with litter at the Ditchling Beacon National
Park. It aims to encourage children and/or families to learn about
the local wildlife and how they could recycle discarded plastic bottles
into functional DIY bird feeders.




Nylia Ashrif
T217
Get Hooked - Planting system

A smart, self-watering, planting system which aims to combat the
time and space constraints of modern living through the ‘grow-
your-own’ initiative. It re-purposes condensation/wastewater from
tumble dryers, into a nutritious source for the compact (indoor/
windowsill) hydroponic vegetable garden, tailoring growing needs to

the gardener.

Get Hooked

The goal was. to deskgn 3 product 10 peopie In fownsiones

With lmited Bme and space to grow Melr own vag PHp!IllessIzt,'b

wmmmumumﬂﬂm For examph, peopie Iing in

a Bl may nol have: access bo a garden. Alio, peaple ane faving fa work lang
pay)

ﬁmw"ﬂmwwnmsnm
‘notification on

-

v
ko Nylia Ashrif 1%
07857857440 %
Nylia.ashrif@hotmail.co.uk B
m

www_linkedin.com/in/nyliaashrif
T217 Design Essentials &=
£a119350 @
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Innovations

'b' &
O4 emerge from

o complex, dynamic,
Q & iterative processes.
‘S' Q This module looks at how
opportunities are created and
/\ \ ideas generated for innovation
Q and developed into successful
’b \ products, services and systems. The
& @ module looks not just at innovation for
b commercial advantage but also considers
how, through responsible design, innovation
can contribute to the development of a more
sustainable future and reduce the negative
impacts of innovation. The work shown here
presents the outcomes of some of the open-ended
projects which completes students’ design studies.
Students identify a problem and develop their own
innovative solution.
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Anthony Jackson
T317
The Smart Power Tower

An integrative smart power-hub which combines; audio, centralised
device charging, USB connectivity, Blue-tooth, visual-feedback and
aesthetics into a sleek design proposal, in efforts to save space,
reduce mess and increase functionality, for portable devices around
the home.

The Smart Power Tower




Brian Moran
T317
Bib PFD (Personal Flotation Device) for Kayak Anglers

This device is an automatic inflation and lifesaving aid, to support
both conscious and unconscious water rescues of Kayak Anglers, in
times of emergency (e.g. falling overboard).

«Bib,PED

Personal EIGtat

Automatie inflation
Easy deflation®=
Quick removal

- Self righting
- Universal fit
_ upports unconscious users
Re-usable = —Keeping Kayak Anglers safer
L L R ——— Rea$suring family and friends

Worn with angling PFD




Chris Peysson
T317
Yaw-Maw

This concept was designed in response to the urgent need to deal
with the impact of plastic waste in oceans and waterways. The
design proposal is for retro-fitted system that can be added to boats
to capture and sieve plastic waste as they sail which would be used
alongside an incentive system to encourage its use.

vwr-Mew Intercepts plasiic before its micro degradation, and detrimental
Mpacts in the broader natural environment for a cleaser planet, moreover,

Lifecysle m@n and low maintenance where :

its casy from the water product longevty. Yaw-
Hwhm‘bﬂnﬂ:h Hnﬂwm ldlpﬂhbbﬁngu‘hh erhlghh
emvironmental agencice.
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Stuart Cairns
T317
The City Tube

A reconfigured design idea aimed at city traveling, cycling and
reducing carbon footprints. It harnesses kinaesthetic energy to
illuminate sheltered cycle routes, thus creating a safer, interactive,
cost effective and environmentally friendly mode of transportation.

Join a community of commuters,

i d
parents, children an -
enthusiasts, ygung and e
old. Be part of a
sustainable transpor:
movement that reduce:

the city’s ¢

truct
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The exhibition was kindly supported by the Open
University’s ‘More Students Qualifying’ (MSQ) project
and the School of Engineering and Innovation.

For more information on the Design and Innovation
course visit:

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

— open.ac.uk/blogs/design

W)

—

n facebook.com/groups/1599710346973999/

u twitter.com/@DesignOpenUni

g
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