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WELCOME 
TO THE OU 
DESIGN 
EXHIBITION

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

Milton Glaser, Designer
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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 

Iestyn 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 
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IDENTITY 

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



8 IDENTITY8

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.
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10 IDENTITY10

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.
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12 IDENTITY12

SANITA 
VECELE
U101
Design Thinking

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’. 
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EMILY 
STUDHOLME
U101
Design Thinking

IDENTITY

This t-shirt design explores 
the idea of identity and 
individuality through 
the abstracted forms of 
fingerprints portrayed as 
people.
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1616

ROSIE 
CONLON-MCKAY
U101
Design Thinking

IDENTITY

This design uses the 
imagery of holding hands 
to convey love, support, 
unity and care across 
communities.
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FINDING & 
SOLVING 
PROBLEMS

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.
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FINDING & 
SOLVING 
PROBLEMS



20 FINDING & SOLVING PROBLEMS20

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.
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22 FINDING & SOLVING PROBLEMS22

DAWN 
GOODWILL
T317  
Innovation: 
Designing for 
Change

The difficulties of parking 
in designated 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. 
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24 FINDING & SOLVING PROBLEMS24

IRINA 
VODICH
U101 
Design Thinking

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.
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26 FINDING & SOLVING PROBLEMS26

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. 
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28 FINDING & SOLVING PROBLEMS28

MAYOWA 
BALOGUN
T317 
Innovation: 
Designing for 
Change

This app is envisaged as 
an interface between car 
mechanics and customers 
to enable information about 
work and decisions about 
replacement parts to be 
made quickly and easily.
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30 FINDING & SOLVING PROBLEMS30

DENIS 
AGYEMAN
T317 
Innovation: 
Designing for 
Change

The problem of finding the 
way around an unfamiliar 
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.
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FINDING & SOLVING PROBLEMS32

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 
in society, encouraging  
the use of refillable  
water containers.





FINDING & SOLVING PROBLEMS34

GLENN 
RATCLIFFE
T317
Innovation: 
Designing for 
Change

This design of a lightweight, 
heated, blanket for use by 
the emergency services 
addresses the inadequacies 
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 PROBLEMS36

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 PROBLEMS38

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 PROBLEMS40

RUTH 
HENNELL
T218
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 designed to enable more 
people to sit low without 
actually sitting on the floor.





FINDING & SOLVING PROBLEMS42

STEPHEN 
MCNALLY
T317
Innovation: 
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.
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SUSTAINABILITY 

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.
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SUSTAINABILITY 



46 SUSTAINABILITY46

DANNY 
JONES
T317
Innovation: 
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.
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48 SUSTAINABILITY48

EAMON 
MCNUTT
T217
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.
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50 SUSTAINABILITY50

ELENOR 
MARSH
T217
Design Essentials

This design takes an 
inclusive approach to the 
separation of waste and 
is designed to encourage 
sustainability by the careful 
placement of the different 
receptacles.
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52 SUSTAINABILITY52

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. 
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SUSTAINABILITY54

JONAS 
BEER
U101
Design Thinking

The ‘Co-Life’ app uses 
information on food expiry 
dates, recipe ideas and 
supermarket discounts for 
near expired food to address 
the problem of food waste.
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SUSTAINABILITY56

JONNY 
MUIR
T317
Innovation: 
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. 
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SERIOUS 
PLAY

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.
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SERIOUS 
PLAY



60 SERIOUS PLAY60

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.
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62 SERIOUS PLAY62

JUSTINE 
MILES
U101
Design Thinking

The ‘Zoo Survival’ game uses 
questions and facts about 
the zoo service to educate 
players about endangered 
animals and habitats. 
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SERIOUS PLAY64

ABIGAIL 
JACKSON
U101
Design Thinking

This board game prototype 
is themed around the tattoo 
industry and explores some 
of the skills, knowledge and 
pitfalls involved.
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SERIOUS PLAY66

HAYLEY 
BOUGHTFLOWER
U101
Design Thinking

This board game prototype 
explores the dynamics of 
the wholesale flower and 
floristry industries. Players 
aim to trade and negotiate 
deals in order to make the 
most profit.
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SERIOUS PLAY68

Juan   
TORRES
U101
Design Thinking

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



72 SITE SPECIFIC72

DEAN 
PARSONS
T217
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.
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74 SITE SPECIFIC74

WES HOWES
T217 
Design Essentials

This proposal is for a café 
which is designed for the 
setting of a national park. 
The design uses sustainable 
building to create an 
ecological sympathetic 
space for visitors to the park.
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76 SITE SPECIFIC76

LUKE 
OLDFIELD
T217
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.
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SITE SPECIFIC78

AGNES 
NEMEDI
T217
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.
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80 SITE SPECIFIC80

Nadia Salih 
T217 
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.
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SITE SPECIFIC82

ANNA WARD- 
STANCHEVA
T217
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. 
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SITE SPECIFIC84

KEITH 
CALLABY
T217  
Design Essentials

In 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.
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HUMANITY  

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



88 HUMANITY88

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.
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90 HUMANITY90

JONATHAN 
NODEN
U101
Design Thinking

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. 
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92 HUMANITY92

JULIE 
WALDEN
U101
Design Thinking

In order to help dementia 
carers cope with stress 
the ‘Carer’s Companion’ 
file provides relaxation 
and mental wellbeing 
information and helps 
organise the personal and 
medical information of the 
dementia sufferer. 
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94 HUMANITY94

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.
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HUMANITY96

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.
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98 HUMANITY98

SHARNA
LOUISE 
WILDGOOSE
U101
Design Thinking

These tracking labels are 
designed 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.
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HUMANITY100

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.



101HUMANITY



HUMANITY102

EMMA 
TAYLOR
T317 
Innovation: 
Designing for 
Change

This proposal addresses the 
needs of new parents who 
enjoy snow sports. Emma 
has considered the need for 
the design to be compact 
for travelling and proposes 
interchangeable wheels and 
skis for different situations.  
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HUMANITY104

HAILEY SEAL
T317 
Innovation: 
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 
in bed as well as on the go.
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HUMANITY106

JENNIFER 
NORRIS TAYLOR
T317
Innovation: 
Designing for 
Change

This design addresses new 
mother’s concerns about 
breastfeeding discreetly 
in public. The proposal is 
for a set of tops that are 
designed with integral flaps 
so that babies can latch on 
whenever they need.
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HUMANITY108

JORIN VAN  
BLIJSWIJK
U101 
Design Thinking

The ‘Brian’ AI system 
proposes using voice 
interaction technology to 
entertain, stimulate and 
lessen feelings of isolation in 
dementia patients. 
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HUMANITY110

JULIE 
HIRONS
U101
Design Thinking

This proposed system of 
wellbeing support calls 
is designed 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.
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HUMANITY112

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. 
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HUMANITY114

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.
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HUMANITY116

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. 
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118

HACKING  
A PROBLEM

Hacking existing products and 
components to create new and 
unique designs is part of the 
learning in the second level 
Design Essentials module.
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HACKING  
A PROBLEM



120 HACKING A PROBLEM120

FRAN  
NICOLETTI
T217
Design Essentials

This project is the result of 
a hack of IKEA furniture to 
create something new from 
existing components, the 
design creates a step or seat 
that can fold flat for easy 
storage.
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122 HACKING A PROBLEM122

RICHARD 
HENRY SMITH
T217
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.
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124 HACKING A PROBLEM124

TRACY CROSS
U101
Design Thinking

This design addresses the 
problem of an unstable but 
desirable chair by adapting 
it to incorporate useful, non-
tipping, features.
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SOCIAL 
TECHNOLOGY

The conception of technological 
responses and apps addressing 
social issues is particularly 
chosen by students taking 
design in conjunction with 
computing modules.
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SOCIAL 
TECHNOLOGY



128 SOCIAL TECHNOLOGY128

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.
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130 SOCIAL TECHNOLOGY130

SAM CULYER
U101 
Design Thinking

These suggested systems 
of support are designed 
to alleviate the stress 
and depression that 
are common amongst 
dementia carers.
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132 SOCIAL TECHNOLOGY132

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.
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134 SOCIAL TECHNOLOGY134

FRANCESCO  
FERORELLI
U101 
Design Thinking

The ‘Dememory’ app is 
designed to assist patients 
in the early stages of 
dementia with simple 
access to memory games, 
carer contact and location 
tracking.
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136 SOCIAL TECHNOLOGY136

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. 



137137



138 SOCIAL TECHNOLOGY138

RINALDO 
OLBERG
U101  
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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140 SOCIAL TECHNOLOGY140

TOM BARTRAM
U101  
Design Thinking

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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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

OUR WINNERS  
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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

OUR WINNERS  
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EXHIBITION 
TEAM

Abigail Jackson
Design Student

Annette Beckett 
Design Student

Anna Ward-
Stancheva 

Design Student

Leo Rees-Evans
Design Student

Mar Reyes
Design Student

Rebekah Manston
Design Student
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EXHIBITION 
TEAM

Dawn Correa
Associate Lecturer

Rachel Baker
Design Student

Nicole Lotz
Senior Lecturer

Karmjeet Kaur
Design Student

Georgy Holden
Senior Lecturer

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

open.ac.uk/blogs/design/

facebook.com/groups/1599710346973999/

twitter.com/@DesignOpenUni

SOCIAL MEDIA
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SOCIAL MEDIA




