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Challenge is an annual publication
that documents the work of the
Challenge Workshops, a knowledge
transfer programme for the professional
design and business communities. It is
based in the Royal College of Art Helen
Hamlyn Centre.
The Challenge Workshops focus on
techniques in inclusive design practice
as a tool for innovation. The flagship
is the DBA Inclusive Design Challenge,
a collaboration between the Royal
College of Art and the Design Business
Association (DBA). A number of shorter
design challenges and workshops are held
in different industry, academic and public
contexts, nationally and internationally,
throughout the year.
The aim of the Challenge Workshops
initiative is to encourage innovation in
products, services and environments that
includes the needs of disabled people
and fosters partnerships with them as
an integral part of the design process.
The Helen Hamlyn Centre is the
Royal College of Art’s centre for
inclusive design. It works closely with
InnovationRCA, the College’s innovation
network for business, to deliver the
Challenge Workshops.
The DBA Inclusive Design Challenge 2008
was sponsored by Sanctuary Care and
the London Centre for Dementia Care.
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In business terms, the numbers speak for
themselves – more than 600,000 people
in the UK suffer from dementia. A third
live in their own homes cared for by their
families, 150,000 of them on their own, and
the rest in care schemes of different kinds.
It is a population that is destined to grow
exponentially as the population ages and
as improved healthcare prolongs life. For each
dementia sufferer, there is an unseen supporting cast of
players in the wings – professional carers and their relatives
for whom the toll can be heavy and unrelenting. Cognitive
decline is one of the toughest but most interesting
questions to face the design community, but has yet to
be properly addressed. As such, it was an opportunity not
to be missed and became this year’s theme for the DBA
Inclusive Design Challenge. As demonstrated by the results,
when the going gets tough, designers get seriously creative.
Challenge 2008 looks at these and at the 22 design
projects resulting from Challenge Workshops held in Oslo,
in Tokyo, and in London on the themes of ‘smart wearables’
and ‘rheumatoid arthritis’.
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Challenge Workshops typically begin with
a rapid ice-breaker exercise, such as building
structures out of spaghetti, to bond the
design team around the idea of teamwork
and lateral thinking

Challenge 2007
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Thanks for the Memory

Teams from DBA member
firms of any design
discipline were invited to
respond to the Sanctuary
Care and the London
Centre for Dementia Care
brief. This centred on
design responses to enable
people with dementia to
remain independent and
maintain relationships
with familiar objects,
surroundings or people.
What the judges said
Adare – Mind Book
The judges appreciated the interactive,
relationship-building concept of a life
book, particularly one that was simple and
realisable for older people or could be built
up over a lifetime by anyone to futureproof their old age.

They saw it as a crucial creative
tool that would alleviate the isolation
experienced by dementia sufferers. It
would bring stimulus and enjoyment,
helping everyone negotiate the changed
nature of communication in a simple
practical way in which all family members
including grandchildren could take part.
For professional care staff, Mind Book
would be an invaluable aid and the
beginning of the journey to build a full
picture of the richness of an individual’s
history, that would help them engage in a
more personal and meaningful way with
the person under their care.
FW:Design – From A to D
Wayfinding is a key issue for those with
early-stage dementia who are living
independently. The judges liked the fact
that the team was trying to build on
professional expertise in the area and
on an existing successful project on two
levels. They liked the use of icons over
words and the simplicity of the landmark
cards, which could be adopted as a
strategy by anyone and easily customised
to suit the situation of the person with
memory loss.

Judges Left to right: Hazel Macmillan, Wolff Olins; Jeremy Myerson, RCA Helen Hamlyn Centre;
Maria Parsons, London Centre for Dementia Care; Lynda Relph-Knight, Design Week
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JudgeGill – Ormsthwaite House
The judges felt that the team had
acknowledged the right of those living in
care homes to a lifestyle based on good
design. They felt that the issues addressed
in Ormswthwaite House went to the
heart of care home design – the removal
of the tyranny of long corridors and the
introduction of circulation patterns, to
encourage mobility without it being seen
as a liability. They felt that the airiness
and visibility that the design incorporated
would make life easier for staff, with the
modular aspect of the design making
it applicable to different contexts.
London Associates – Time2
The judging panel admired the simplicity
and familiarity of the interface – ‘so
normal that it could be purchased in
Argos’. They felt that Time2, was an
interface to a service evolved from an
excellent analysis of the routines of
older people, their relationship to family
members and the context. Prompts would
be effective and reassurance given to
both parties. They saw Time2 as a highly
practical solution that would enable and
prolong independence for older people.

N1Creative – Tapestry
The panel liked the name for the
project. They felt that it expressed an
idea based on the celebration of and
respect for a long life well lived and also
the possibilities of sharing its richness
between generations in a way that invited
participation by all – the audio input in
particular was an excellent idea. They
could see how grandchildren could play
a vital role in creating a Tapestry of a
grandparent, where all the visual and
sounds threads were woven in.
Pearson Matthews – Memory Clinics
The judges liked the team’s lateral way
of looking at the problem, its inclusive
aspect and focus on prevention and not
crisis management when it is too late.
Memory Clinics could be a portal and a
way of integrating existing services and
the panel like the teams consideration of
the psychological barriers that would deter
the general public from using the service.
‘To take the humour of forgetfulness into
memory loss is a brilliant way to lose its
stigma’, one judge remarked.

Left to right: Nina Warburton, Alloy; Elanor Warwick, CABE; Adrian Wheeler, Creator; Michael Wolff,
DBA Inclusive Design Challenge Patron

Challenge 2008 Part I
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“On the 22 July 2000 I was a person who

was diagnosed with dementia… And whilst
I know I have thoroughly enjoyed tonight’s
presentations I can’t honestly remember
in detail any one of them ... what I can
remember is that tonight we have seen
six absolutely brilliant presentations ... The
thing that strikes me and has stayed with
me is that not one of them is patronising
or attempts to stigmatise those of us with
dementia or indeed our carers. Dementia
is one of those conditions that can very
easily be patronised by people and carries
a stigma with it ...”
Peter Ashley
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Trophy designed by
Maria Retpen

The verdict
The judges were deeply
impressed by the commitment
of the teams and their ability to address
the highly complex and difficult area of
cognitive loss with altruism, imagination
and innovative design thinking. The panel
chose two projects that dealt with critical
issues for the field of dementia, and so
the prize was shared this year between
two teams – Adare for Mind Book and
JudgeGill for Ormsthwaite House.

Awards event
Professor Jeremy Myerson, Director of the
RCA Helen Hamlyn Centre (HHC),
welcomed the capacity audience to the
Challenge presentation event at the RCA
on 18 March 2008. He explained that
since the start of the Challenge in 2000,
more than 400 professional designers
had taken part. As a result, 42 different
projects had been completed through to,

prototype stage and

and in some cases, beyond into
production. The purpose, he said, is ‘to
demonstrate to business and policy
makers what design can achieve in areas
of greatest social need and to show
professional designers how innovation
can flow when the voice of the user is an
integral part of the design process.’
Jeremy Myerson cited writer Linda
Grant’s moving account Remind Me Who
I am Again of her mother’s dementia
and her sensitive consideration of the
relationship between memory and
identity, as being the driver for many
of the six design projects in the 2008
DBA Challenge. These projects covered
products, services, interaction design

Challenge 2008 Part I
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and visual communication from teams
balanced equally between London
and the regions coming from as far
afield as Manchester, Basingstoke
and Berkhamsted.
Jeremy Myerson thanked Sanctuary
Care, this year’s sponsor, and its Managing
Director Steve Wood for being such
a proactive partner. Sanctuary Care
had opened up its care homes so that
the designers could talk to residents
and carers and undertake the sensitive
ethnographic research so essential to
the Challenge. Not to be forgotten was
Maria Parsons of UCL’s London Centre for
Dementia Care, an international expert in
dementia who mentored the teams and
ran a briefing workshop on the subject at
the start of the process.
It was then time for the first three
of the team presentations, which were
followed by a keynote speech from Health
Minister Lord Darzi of Denham, who spoke
on the importance of design in the NHS.
“What I have seen today is really the true
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creative nature of where the NHS needs
to be”, he said. Then came the final three
presentations followed by a question-andanswer session with the audience. Before
the verdict was announced, Myerson
called on Peter Ashley to represent
the HHC’s dedicated network of users
and carers. Ashley was diagnosed with
dementia eight years ago and spoke
movingly of his experiences with the
disease.
This was followed by the moment of
truth as Hazel Macmillan read the judges’
verdicts on each individual project and
announced the joint winners – Adare for
Mind Book and Judge Gill for Ormsthwaite
House. Macmillan praised all the teams
for the depth and creativity of their
commitment, noting that the judges found
it ‘a difficult task’ that took several hours
of deliberation which was reflected in the
result. She presented two glass awards
commissioned especially for the Challenge
from the Danish maker Marie Retpen of
RCA Ceramics & Glass.

“Design is important to the quality
of life of everyone sitting here and
everyone out there receiving health
and social care. Poor or inconsiderate
design ... impacts badly on people’s
lives, especially older people. We need
to think very hard and very creatively
about how we can put design and
technology to the service of people
with dementia and also their carers.
Products, services, communications
and environments in healthcare need
to be redesigned and rethought.”
Health Minister Lord Darzi of Denham
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“When I first heard about this
award I thought what a good
idea … and when there is a
good idea it is good to be
actually associated with a
good idea. The DBA Challenge
itself involves two of our core
areas – physical disability and
dementia, and really goes
along with some of the things
that we are trying to do.”
Steve Wood, Managing Director, Sanctuary Care
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PROJECT 1

Mind Book
Adare
Mind Book is a stimulating
virtual scrapbook that
triggers memory and
facilitates positive
interaction between people
with dementia, their families
and carers. It addresses
the serious issues of
communicating and coping
with dementia.
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Background

User input

For the 600,000 people with dementia in
the UK, short-term memory loss is a key
issue. Dementia has no cure but assistive
technology can help compensate for
memory loss, allowing those affected to
live independently for longer by retaining
their sense of identity, to communicate
effectively and to slow the progress of
the illness.

The design team gained an understanding
of various users’ needs through:
ǦMeeting with care workers at a
Sanctuary Care residential care home.
ǦA home visit organised by the
Alzheimer’s Society.
ǦDiscussing accessibility issues with
older people, carers and family
members at a user forum organised
by the Helen Hamlyn Centre.
The insights gained helped to develop
the direction of the project and shape the
features and functionality of the solution.

How does it work?

Mind Book is a software application that
is easily accessible, user friendly and fully
adaptable to the user’s needs. It helps
those living with dementia to increase
confidence, maintain relationships and
improve interaction in social situations.
Its main features are:
ǦA Life Book to store and retrieve
images, words, music and video clips
and connect these to a specific date
in a person’s life history. These serve
as valuable memory triggers to inspire
conversation with family members
or care workers, allowing them to
get to know a resident’s background.
Understanding the uniqueness of a
person is key to the effective delivery
of their care.
ǦA Games area that features cognitive,
mathematical, word tests and puzzles.
ǦA Diary section to keep track of
appointments and events, continually
updating the user’s home page with
reminders of birthdays, anniversaries
and other occasions.
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What the designer said:

“ It was a fantastic opportunity to really immerse
ourselves in a meaningful brief. Researching
as much as possible about dementia, we met
some great people who gave us unique insight
into how they manage living with dementia,
providing us with inspiration to create a truly
inclusive application that can beneﬁt everyone.”
Shane Brown, Adare
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PROJECT 2

From A to D
FW:Design
A dementia-speciﬁc, portable
navigational tool that works
alongside more permanent
wayﬁnding structures.
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Background
Few aspects of public life are designed
to alleviate the wayfinding problems of
someone with dementia. They may have
walked to the Post Office hundreds of
times but today do not know which way
to turn out of their front door or what
the words Post Office mean. More likely
to notice large natural objects like trees,
those with a noticeable purpose or ones
from their childhood, they will be drawn
towards activity and open spaces rather
than public squares and intimidating
buildings. But dementia is an invisible
disability and people will get stressed
and frustrated easily, constantly on the
receiving end of other people’s impatience
and ignorance.

How does it work?
Through the Challenge, FW:Design used
its expertise as a wayfinding and signage
specialist to reconfigure and enhance
an existing project in Romford so that
it specifically addressed the needs of
those with a dementia. For 20 wayfinding
structures, the team adopted a heads-up
orientation strategy offering information
on what is ahead, behind and to the side
of the user no matter which way they
are facing.
They used bold graphic arrows in
highly contrasting colours, simplified grid
mapping, dotted grid lines, 3D buildings
and graphic pictograms to make the
navigation intuitive and keep complex
information simple for those with
impaired vision and cognition.
User research shows that dementia
sufferers tend to walk more slowly,
cover shorter distances and stay closer

to home. Tasks need to be broken down
into smaller steps and communication
kept simple allowing more time to
process the information. Landmarks
need to be distinct from each other and
communicated through notable features
like a flag or a logo.
The team designed an additional
navigational tool in the form of a taskfocused set of cards that works in
tandem with the physical maps and signs.
Tied together to retain chronological
order, they can be attached to a belt
to avoid being misplaced. The cards
break each journey down into smaller
steps, illustrating individual landmarks
on the physical maps and signs through
photographs, graphic icons or cut-outs.
They also use different reference points
such as the distinct pattern of bricks on
a building or objects from the past.
The team envisage cards containing
sensory enhancements like smells that will
serve as clues to the function of building
which have been shown to help the
embedded memory of people with
a dementia.
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What the designer said:

“The DBA Challenge raises
awareness of problems that
have real relevance to the design
industry. FW:Design specialise in
design for the urban realm with
accessibility and inclusivity a very
important aspect of our work.
With this year’s Challenge we
involved all staff and related
the Challenge issues to live
projects and clients. The process
enhanced our understanding and
User input
working processes, resulting in
• Visit to Riverlee Care
home and meetings with
the creation of new and improved
residents and staff.
• User forum at HHC
systems and design solutions.
with carers and dementia
One outcome, a pedestrian
professionals.
• Input from access
wayfinding scheme for Romford
consultants.
town centre, is now fully
• Prototypes tested in
Romford with a variety
installed. Feedback from clients,
of local users and access
consultants.
accessibility experts and users
has unanimously praised the
project’s innovative approach.”
Angus Tilbury, FW:Design
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PROJECT 3

Ormsthwaite
House
JudgeGill
A design concept for a modular
care home developed specifically
for people with dementia but also
appropriate for elderly people
without dementia.
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Background
The traditional layout of many care homes
is unsuitable for people with dementia –
long winding corridors confuse residents
while those furthest away from staff areas
suffer from isolation. Social interaction is
limited to their bedroom or the lounge.
Traditional bedroom design too is
inflexible and cannot be adjusted to the
actual stage of the dementia sufferer.
Mismatching furniture is added piecemeal
and is unsuited to their needs.
The regimented management of care
homes does not take into account the
need of those with dementia to roam
within a secure environment. The ageing
process brings with it reduced mobility,
cognition and visual perception, yet
many homes are poorly lit with surfaces
of similar tones that pose problems for
anyone with impaired vision.
The team wanted to design a home
weighted towards the needs of those
with dementia that combined a sense of
security and community with a feeling
of freedom that would be a soothing but
stimulating environment for all.

How does it work?
The building is light, airy, modular and
friendly. The simple, circular open plan
helps reduce the possibility of isolation
that comes with linear corridors. The
team wanted simple navigation unreliant
on signage. The circular plan ensures
residents never get lost and facilitates
more effective monitoring. Key lines aid
perceptions of clarity, and the peaceful
central garden and sparse Scandinavian
approach to materials maximises

available light. The smell that can pervade
accommodation for elderly people will
be ameliorated by materials specification
and fresh air circulation. The central
atrium provides a place to enjoy the
changing seasons.
A living wall outside each room reminds
residents of the key events of the last 50
years while a dedicated window box next
to each contains memorabilia relating
to their lives. The colour scheme helps
residents identify their room. Each room
is wheelchair accessible and contains
a personalised space with a bookshelf,
mantlepiece, writing desk and television.
Deliberately contrasting colours and
lines help residents perceive the planes
and divisions of the surfaces and shelves.
Intelligent lighting and under-floor heating
eliminate the risk of burns from radiators.
A restaurant, TV and cinema room, and
gaming and craft rooms, are separate
areas so that staff do not need to clear
and set up an area each time its function
changes. The roof has integrated solar
panels, all rainwater is collected and the
structure is as environmentally sustainable
as possible.

User input
• Briefing and evaluation sessions with
dementia expert Denis Smith.
• User forum at HHC with carers and
dementia professionals.
• Visits to and consultation throughout
with staff and residents of the
Hazeldene Care Home, Manchester.
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What the designer said:

“A worthwhile and memorable experience that enabled us to radically
challenge our pre-conceptions of existing care environments outside
of commercial constraints. The ultimate aim was to deliver a series of
innovative ideas embodied within a practical and pragmatic approach
to environments appropriate for sufferers of dementia, underpinned
by a rigorous process of research and analysis.” Samuel Tucker, JudgeGill
22 Challenge 2008 Part I

Challenge 2008 Part I 23

PROJECT 4

Time2
London
Associates
Time2 is a product, an
interface and a service
which acts as an aide
memoir with prompts
and reminds, as a
communications tool for
text messaging and as a
‘capsule for life’ with the
user’s appointment history
and personal photo store.
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Background
Routines and prompts are an important
part of everyday life for people with
dementia, the elderly, and in fact, for us
all. The design team found benefits in
them being developed as part of a product
or service that could integrate into a
person’s life in an unobtrusive and friendly
way. It selected the familiar analogue
clock as the primary interface. This would
facilitate recognition and interpretation
for later stage dementia sufferers and
stay ‘inclusive’ over time by growing and
adapting with the person.

How does it work?
Time2 is a product, an interface and a
service which functions as a diary and
a reminder pad, delivering prompts, both
visually and aurally, to help with everyday
life. It is a communication centre that
receives and displays text messages
and also serves as a digital photo album,
storing and displaying important family
images and memories. Its major
functions are:
• An aide memoir – giving everyday
prompts and reminders for medication
and other essential activities.
• Communications tool – for text
messaging.
• Capsule for life – an appointment
history and personal photo store.
Time2 is an affordable stand-alone
product that does not require the owner
to have a computer, making it accessible to
an elderly person who is less likely to own
one. It is free-standing and includes fascia
moulding options to suit the individual’s
interior décor. The screen interface

enables features such as contrast changes
and text size adjustments to suit those
with impaired vision and allows it to be
adjusted visually to one’s personal taste.
Time2 is compatible with digital
cameras and audio devices through its
SD card port, and with mobile phones via
its text capability. The latter would be a
service add-on involving a small contract
fee (about £5 per month), with a mobile
network provider. The interface could be
licensed for other applications. The design
team believes that the Time2 concept
could be extended into diverse market
areas such as care homes, offices or as
a child’s product, helping kids to tell the
time and establish routines.

User input
• User forum at HHC with carers, care
professionals and disabled consumers.
• Visit to Watlington and District
Care Home.
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What the designer said:

“Undertaking the Challenge has given us
the opportunity to explore a high profile
issue, involving physical, psychological
and emotional aspects. The experience
has left us with a broader vision of usercentred design.”
Steve Kingdon, London Associates
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PROJECT 5

Tapestry
N1 Creative
Tapestry is a computerbased tool in which
memories, stories, photos,
videos, audio, letters,
recipes and ideas can be
collected, stored and shared
between the person with
dementia and their family
and carers.
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Background
The memory loss connected with
dementia can pose problems in
communication between those with
dementia and those who love and care
for them. The design team sought to
create opportunities for a meaningful and
enjoyable time together by visualising
each person as a rich mix of stories,
experiences, passions, loves, hates,
skills and secrets. Capturing this whole
tapestry of life through the use of
existing technology was a chance to
restore communication and retain
an individual’s respect.

How does it work?
Tapestry is a software tool that
provides many opportunities to improve
communication and mutual respect.
It serves as a
• tool to initiate discussion or
answer questions
• coping strategy
• binding force
• liaison tool
• a place to celebrate a life
With a flexible menu structure, Tapestry
enables access to memory items allowing
individuals different ways to interact with
the programme and each other. Selections
from the programme are downloadable
to other formats where computer access
is limited. Tapestry also holds potential
for development in carer support, storing
patient information to help with briefing,
daily care handovers, and general care
plan support. Tapestry is portable and can
be downloaded to a USB device so that a
patient’s records can go with the person
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wherever they are as digital records,
and can be updated and taken back to
where they live, be it a care home or
the family home.

User input
• Forest Dene Care Home, Wanstead.
• User forum at HHC with carers,
care professionals and visually
impaired people.

What the designer said:

“ The DBA Inclusive Design Challenge has been
exciting and truly challenging but well worth
the effort, informing N1’s design philosophy.
It has shown how design can make the best
impact when the way people live their lives,
their needs and desires are taken as the
foundation … and how simple elements in
design can have a large impact on their ability
to enable or disable users.”
Gavin Mackie, N1 Creative
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PROJECT 6

Memory
Clinics
Pearson
Matthews
Memory Clinics is a walk-in
service on the high street
that actively champions
the maintenance of
mental acuity and acts as
a trustworthy monitoring
facility.
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Background
In the UK there has been little significant
change in the management of dementia
over the past 50 years. There are around
100 NHS-funded memory clinics in the
UK – outpatient-based services manned
by psychiatrists and psychiatric nurses,
who help in the assessment of memory
problems and assist in diagnosis and
treatment. Access to these clinics is by
referral from a GP once a patient presents
with symptoms but there is an urgent
need to encourage everyone to engage
with cognitive decline earlier to delay the
point at which our powers decline so much
that drastic change is triggered.

to provide invaluable support for those
suffering from dementia and their carers.
Above all, they would provide an inclusive
way for us all to engage with mental
health, and help remove the stigma that
currently surrounds it.

User input
• Visit to Riverlee Care Home, Greenwich.
• Visit to Extra Care Scheme, Coopers
Court, Bow.
• User forum at HHC with carers, care
professionals and older people.

How does it work?
The design team proposed a new
organisation under the banner of Memory
Clinics, with a remit to drive a preventative
approach to memory loss and treat our
memory in the way we do our eyes or
body with regular checkups and exercise.
Memory Clinics would be a proactive
walk-in high street service that extends
the work of existing memory clinics by
providing checkups and advice. It would
increase healthcare capacity, reduce
waiting lists and improve accessibility.
The general public as well as those
suffering from dementia and their
carers would be encouraged to make
regular visits.
The service would provide tips and
advice on how to keep our minds active
and healthy and promote and endorse
memory aids, diets, games and puzzles.
The clinics would link with existing
voluntary sector organisations, building
upon their strengths, while continuing
Challenge 2008 Part I 31

What the designer said:

Since it began, I’ve led three different teams
into the DBA Challenge. Each time, the reason
for entering was to learn about my team – by
giving them responsibilities they otherwise
wouldn’t get, by pushing them outside their
comfort zones, I find out a lot. And of course
I want to win. Without the pressure of the
competition, I would learn very little.”
Jim Dawton, Pearson Matthews
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PART II

Challenge 2008 Part II

Extreme versions
The 24 and 48 Hour
Inclusive Design
Challenges and
Challenge Workshops

34

Challenge 2008 Part II

According to the Office for National Statistics:
total population of 59.8 million people in the UK 2003,

aged 50 and over, 20 million
projected to increase by a further 36% to

27.2 million by the year 2031.
The Financial Services Authority has calculated that this population group

owns 85% of the nation’s wealth
(excluding housing and pensions)

spend £175bn a year or
45% of all household expenditure.
a business opportunity not to be missed.
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Different formats

Challenge 2007 examined how the key
elements of the five-month long DBA
Inclusive Design Challenge had been
successfully condensed into extreme
versions of 24 or 48 hours in duration,
and Challenge Workshops lasting from
one to three days. Those had taken
place in different academic and business
contexts in the UK and internationally,
notably in Israel, Singapore and Japan.
Part 2 of Challenge 2008 looks at four
more examples that can be reported
from the past year. A Scandinavian 24
Hour Design Challenge was held in May
2008 at the invitation of the Norwegian
Design Council involving design teams
from Finland, Denmark, Sweden and
Norway. A 48 Hour Challenge was staged
in Tokyo in September 2007 to celebrate
the 20th anniversary of Nikkei Design,
Japan’s influential design magazine and a
collaboration with the University of Tokyo.
It involved teams of young in-house
designers from Japan’s major corporations
and Tokyo University engineering
students, led by experienced veterans
of the DBA Inclusive Design Challenge
flown in from the UK.
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Then there were two Challenge
Workshops both held in London and
tailored to a particular theme. The first
was a one-day workshop organised with
the College of Occupational Therapists
and the Department of Textiles at the
RCA on the theme of ‘smart wearables’.
The second was sponsored by Roche
as part of its global BMe Initiative and
involved multi-disciplinary design teams,
users and healthcare professionals from
France, Greece, Italy and Spain. It looked
at how design could transform the lives
of people with rheumatoid arthritis. As
Antonella Celano, lead user on the Italian
team, noted: “It’s a world full of barriers,
architectural barriers, mental barriers –
a world full of difficulty for a person who
doesn’t form part of the masses. I was
really impressed at the level of creativity
that helps us in our daily lives.”
But whatever the context of the event
or the background of the participants, it is
clear that as a flexible knowledge transfer
mechanism, the Challenge model has a
powerful appeal. It is a format that can
foster interdisciplinary brainstorming and
deliver inspirational and innovative design

Challenge 2008 Part II

“... whatever the context of
the event or background of
the participants, this flexible
knowledge transfer mechanism
has a powerful appeal ...”
solutions, opening long closed avenues in
a short time span.
Central to the Challenge Workshops
initiative is the involvement of disabled
people in the design process – not as
ergonomic test subjects but equal
partners throughout, from brainstorming
all the way through to resolution and
presentation of the final ideas. This
repositioning of disability not as a big
negative that restricts a designer’s creative
freedom but as a creative state in its own
right has been an eye-opening experience
for many.
Designers are asked to look at the
lateral strategies employed daily by

disabled people to circumvent the
failures of the designed world to take
their needs into account, and see the
host of new possibilities inherent within
them. The way in which disabled people
make the unworkable work for them, and
the radically different communication
methods in particular of people with
sensory impairments, present a rich
terrain of possiblities in which innovation
can take place. This combination of
empathy, creativity and flexibility has
made the Challenge Workshop format
a popular and powerful mechanism for
inclusive design knowledge transfer.
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48-Hour Design Innovation Workshop
at Design Innovation 2007
Tokyo, Japan
20 – 21 September 2007

The partner
Nikkei Design and the University of Tokyo

Team leaders
David Fisher, Seymourpowell
Nina Warburton, Alloy
Mike Woods, Tangerine

Challenge 2008 Part II

The event
To celebrate its 20th anniversary Nikkei
Design, Japan’s influential monthly design
magazine invited the Helen Hamlyn Centre
to organise a Design Innovation Workshop
on the Challenge model as part of a
Design Innovation 2007 symposium and
exhibition hosted by Tokyo University.
Mike Woods of Tangerine, Nina
Warburton of Alloy and David Fisher from
Seymourpowell led teams comprised of
in-house designers from the sponsoring
companies and engineering students
from Tokyo University. Each team was
partnered with a disabled user and assisted
by volunteer interpreters from Tokyo
University. All worked to an open-ended
inclusive brief given on the first day of the
symposium.
The designers had to leave their
company affiliations behind, work with
their counterparts from rival companies

and engage with participants from
different disciplines under the leadership
of a designer from the different cultural
context of the UK. Ultimately, it did
not matter whether one’s means of
communication was sign language, English,
Japanese or Korean, the four languages
used at the workshop, or whether one
worked in a different discipline to one’s
teammates. It was clear that there are no
boundaries where a common purpose is
shared. As Mike Woods of Tangerine noted
– they started as 14 strangers in a room
and ended as friends.
For the Tokyo University engineers,
it was about finding new and exciting
applications and working collaboratively,
not in isolation, while the designers had
to go back to first principles, find stimulus
from a source that they had perhaps
overlooked and rediscover why it was that
they became designers in the first place.
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O’bento (lunchbox)

The design brief
Teams were asked to design a new
mainstream product or service that would
actively address the needs and aspirations
of their key user, enhance their working
or private lives and create business
opportunities for large and small firms.

The verdict
Awards for best design and best
presentation were made following a public
vote by symposium delegates. Team C
under the leadership David Fisher won the
prizes for best idea and best presentation.

Other collaborators
Sponsored by Toyota, Fuji Xerox, Rinnai,
Osaka Gas, Toyo Ink, LG, Hino Motor
Corporation and Wacom.
Supported by The British Embassy, Japan
Airlines and British Airways
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The teams

Team A – Kakimono

Team B – Eyemo – looking at a better life

Team C – BARIA – wearable weather protection

Takehiko Katsuo (3rd from left), chief editor
Nikkei Design, and team
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The projects
Team A – Kakimono

Team leader – Mike Woods, Tangerine
Team members
Osaka Gas, Rinnai, Hino Motor
Corporation, Toyo Exteriors, Fuji Xerox,
Matsushita, Tokyo University systems,
electrical and industrial engineering
students

Lead user
Junichiro Oshiro – profoundly deaf
interface designer

The issue
Communication and cultural acceptance
were the major issues. Oshiro uses
sign language and written text to
communicate. He wants to communicate
swiftly and discreetly with others. He
desired a product that would be goodlooking, lightweight and flexible. It
could be used in a variety of contexts,
eliminating the disadvantages of
conventional writing equipment but
retaining their personalised character.

The design solution
Kakimono is a small portable digital writing
scroll with removable e-paper. This is
stored in the wand and can be unscrolled
and fixed with a thin retractable rod to
allow notes or drawings to be inscribed on
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its surface. Stylistically it resembles the
traditional hanging scrolls used in Japanese
interiors except that this version is high
tech and used horizontally.
The wand has a removable projector
light at one tip that allows written text
to be projected on a surface enabling the
sharing of ideas with a group of people.
The wand also houses a removable pen
with an accelerator and emotion sensor.
This senses the strength of the user’s grip
and adjusts the written strokes to reflect
their individual writing style. The battery
is embedded in the handle used to unscroll
the e-paper from the wand.
The wand can be customised stylistically
depending on its context of use – the team
envisaged a range of material finishes and
colours. The advantage of the product
is that it is discreet, easily stored, can
be accessed quickly and has the direct
approach of a pen. It also allows both
drawings and text to be shared unlike
keypad-operated devices.
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Team B
Eyemo – looking at a better life
Team leader – Nina Warburton, Alloy Design
Team members
Osaka Gas, Rinnai, Hino Motor
Corporation, Toyo Exteriors, Fuji Xerox,
Matsushita, LG, Tokyo University systems,
electrical and industrial engineering
students

Lead user
Takayuki Taniuchi –partially sighted
teacher

The issue
One of the key problems for visually
impaired people is that they can miss out
on some of the spontaneous moments
in everyday life. Taniuchi’s enjoyment of
things is impeded by the fact that he is
light sensitive and glare prevents him from
seeing clearly. He cannot distinguish colour
difference. He uses a magnifier to see
things close up and captures distant sights
on his digital camera and then magnifies
them to see the detail.

The design solution
Eyemo are spectacles that constantly
adjust the image that the user sees,
corresponding to changes in light
conditions and colour contrast. The lenses
have a screen filter and a movie camera
is embedded in the hinge enabling the
capture of images and video. These can be
sent to a range of devices such as
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a mobile phone or the user’s PC where
they can be viewed at leisure in a way
that is appropriate for the visually
impaired user. An embedded memory
chip allows the user to transfer them
also to a DVD recorder.
Eyemo responds to emotions,
such as laughing, surprise or sadness,
automatically triggering the capture of
video for 30 seconds before and after
the event. Eyemo can also be activated
manually via controls embedded in the
hinges of the glasses, enabling the user to
video or photograph events that they are
unable to see properly and to fine-tune
levels of brightness and magnification.
Settings tuned to the user’s needs can be
used to manipulate the image, changing
colour, contrast and brightness to make
them easy to see.

Challenge 2008 Part II

camera & focus
screen filter

movie function
• zoom
• focus (auto/manual)

visually impairment switch
• brightness
• colour blindness
• low vision
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Team C
BARIA – wearable weather protection
Team leader – David Fisher, Seymourpowell
Team members
Rinnai, Hino Motor Corporation, Toyo
Exteriors, Fuji Xerox, LG, Tokyo University
systems, electrical and industrial
engineering students

Lead user
Naoko Kojima – architect and access consultant, wheelchair user

The issue
Kojima spends her entire day in a
wheelchair and must plan everything with
her personal assistant days in advance.
Being spontaneous is out of the question
and everything presents a barrier. Her two
sworn enemies are time and climate, and
she must always be prepared for a worst
case scenario. Her wheelchair is electric
and the battery is easily damaged by rain
so she must protect it before anything
else. Umbrellas are unwieldy, limited in
coverage and take time to put up. They
must also be stored and accessed on the
chair. Rain capes require carer assistance
since they must be pulled over the head –
and they fail to protect the battery.

The design solution
The team felt that her life could be
dramatically improved in simple ways.
Their brief was therefore to create fast,
wearable climate protection, not just
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for her but for everyone – a completely
inclusive idea. The solution was just
as simple – a range of flexible climate
protection ‘shields’ that can be worn.
Using plastic memory-materials comoulded to flexible membranes or fabric,
the team proposed a set of compact
products packaged in a coil and inspired
by the light reflectors used by professional
photographers. These can be flipped
open and expand to give fast, short-term
protection against the elements.
The range of applications is endless:
from basic rain protection, to a sunvisor, a wind-shield, or as a simple device
to protect personal belongings. ‘Our
group was very proud to realise that the
workshop started with negative barriers
and ended with a very positive Baria’s!’
said team leader David Fisher.
Baria was awarded best idea and
best presentation.
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24 Hour Inclusive Design Challenge
at the European Business Conference
Oslo, Norway
5 - 6 May 2008
Organised by the Norwegian Design Council
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The event
The RCA Helen Hamlyn Centre was invited
to organise a 24 Hour Design Challenge
to launch the European Business Design
Conference organised by the Norwegian
Design Council. The conference theme was
Innovation through Inclusive Design, with
a focus on Living, Moving, Connecting;
this was the first such event in the
Scandinavian region. Professor Maria
Benktzon of Ergonomidesign in Stockholm
was the Challenge Patron.
Five teams of professional designers
from Norway, Denmark, Sweden and
Finland competed for the prize. After
an icebreaking workshop on 5 May,
they were given the brief the following
morning. They had just 24 hours to
come up with a solution which they
were required to present in six minutes
to conference delegates.

The brief
Teams were invited to address the
conference theme of Living, Moving and
Connecting by designing an inclusive and
aspirational product, service, environment

or communication. Their solution had
to combine aesthetics with the inbuilt
functionality required by their user
and be aimed at the mainstream
consumer market.

The verdict
The results were decided by popular vote
of the conference delegates. The award
for Best Idea went to Team Norway 1
led by Leif Isachsen from Kode Design for
‘Chalk’ – an electronic screen and docking
system for mobile phones inspired by the
traditional blackboard and their 86 yearold lead user Margit. The Best Presentation
Award went to Team Finland for their
service concept ‘Hands on Demand’ –
a flexible system for shopping assistance.
This teams lead user, textile designer
Jenni-Juulia Wallinheimo, commented:
‘It has been a great empowering
experience for me because in most cases
when people are designing products, they
are not interested in my knowledge – they
only want information based on my weak
bones not based on what interests me.’
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The teams

From top to bottom:
Team Denmark – Try me
Team Finland – HOD
Team Norway 1 – Chalk
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Briefing workshop

Challenge 2008 Part II

From top to bottom:
Team Norway 2 – Embrace
Team Sweden – Days of our lives
Maria Benktzon – Ergonomi Design Gruppen
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Team Denmark
Try Me – an equalising but challenging theme park
Team leader – Martin Pingel, Education Manager, Danish Design School
Team members
Inez Tvillinggaard, DSB Design Stine
Silke Allermand, Servicedesign og
konceptudvikling
Lene Sørensen Rose, CPH.STUDIO
DOT-House
Mick Rose, Kontrapunkt
Tyge Vonsbæk, Designit

Lead user
Dorte Rønsler works at the Danish
Arthritis Association and has had
rheumatoid arthritis since childhood

The issue
For Dorte the most important and
challenging issue is ‘sensitivity when it
comes to how society looks at me as a
disabled person and how people respond
to me and my handicap’. Disability in many
cultures is a taboo and can provoke strange
reactions. Invisible disabilities are often
met it with scepticism. For society
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to include disabled people as equal
partners, it requires a broader knowledge
of one another.

The design solution
Drawing inspiration from the success of
the Dunkel Restaurant in Berlin where
diners eat in darkness served by blind
waiters, the team proposed a theme park
where disability is the theme of the rides.
The able-bodied are the most challenged
and everyone becomes equal because
their skills depend on the situation – ‘We
want to learn and laugh together.’ The
entertainments would be developed in
cooperation with user organisations and
disabled people. Some of the team’s
suggestions were: a blindfolded joyride; a
muted disco; an ever-changing, inescapable
maze; a soundproofed environment; a
wheelchair challenge and one for everyday
impossibilities. The theme park would be
for people of all ages.
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Team Finland
HOD – hands on demand delivery service
Team leader – Päivi Tahkokallio, Finnish Design for All Network
Team members
Sari Anttonen, Moor
Mikko Koivisto, Ego Beta
Mia Marttiini, Studiomind
Mari Siikonen, WSP Group
Suvi Kitunen, student at Medialab
Mats Lönngren, industrial design student

Lead user
Jenni-Juulia Wallinheimo – textile designer
with Brittle Bone disease.

The issue
Shopping is a vital social and sensory
experience but carrying shopping home
poses great problems to many because
they lack transport, loads are too heavy,
or because they are too busy to do it
themselves. The scenarios are wideranging and affect consumers of all kinds.

The design solution
Hands On Demand is a user-centred and
flexible delivery service which allows you
to shop and ensures the delivery of the
goods to your home when it best fits your
schedule. A key element of the service is
human interaction and individual service.
Your purchases are delivered by someone
you choose and trust. The service can be
booked in advance online at home or when
you are away or on the day at the shop and
paid together with the shopping. HOD
was awarded best presentation.
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Team Norway 1
Chalk – electronic screen and docking device
Team leader – Leif Isachsen, Kode Design
Team members
Kjetil Devig
Frank Martin Fougner, Hugo Design
Jan Walter Parr
Kadabra Kjetil Nordby, Orooni / AHO
Martin Krafft, Odd Thorsen AS
Kaja Misvær, industrial design student
Silje Søfting, student, AHO

Lead user
Margit Sagen – an active 87 year-old with
a hearing impairment

The issue
The mobile phone is a communication
platform used by many but not all
functions are accessible to everyone.
Many people have problems learning and
understanding new technology and its
interfaces, and if they use a mobile phone,
their use is often limited to the telephone
function. For some, like Margit, even this is
difficult. Text messages are too small, the
manual is not written in plain language and
the buttons are too small to operate.

The design solution
Chalk is a device that makes the functions
on the mobile phone available in a large
and accessible format. The traditional
blackboard is used as a metaphor for easy
messaging. Each function on the mobile is
made easier to use, more visible and more
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accessible. The team focused on three
crucial functions – writing and receiving
messages and handling images. A mobile is
docked on Chalk, which has an embedded
microphone/speaker function and video
camera. The active touch screen displays
messages and photos and can be used as a
writing tablet to send messages in return
using the Chalk device. Chalk was awarded
best idea.
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Team Norway 2
Embrace – task specific ‘charms’
and charm keeper
Team leader – Adam White, Factory Design
Team members
All from Tandberg Telecom
Jorunn Tyssø
Tony Jøsendal
Atle Messel
Erlend Østbø
Eamonn Shaw

Lead user
Birger Berentsen Kjelbye – visually impaired
advisor to NAV

The issue

• An obstacle-detecting device with
tactile features and visual feedback
(GPS, cellular transmitter,
electromagnetic activation, LED).
• Design enhancements to keys through
tactility and colour contrast (rubber,
transparent plastic, coloured metal, LED)
• A responsive tag for locating people and
luggage (transmitter, receiver, LEDs,
Vibra and buzzer).
• Paired device to locate friends with
audio and visual feedback (transmitter
and receiver, LEDs and Vibra).

People with disabilities do not wish to carry
a sign announcing the fact but some things
designed to help them inadvertently set
them apart. The visual language, materials
used, look and feel of many such gadgets
is designed for function alone but not
emotional needs.

The design solution
A collection of objects that are vital to
Birger’s ability to live independently.
The team developed a series of ‘charms’,
gathered together and RFID tagged to their
‘holder’ – the ‘charm keeper.’ They are:
• An oval, ergonomic magnifying glass
with LED illumination.
• A device with a direct access button
to call a taxi that gives audio and tactile
feedback (GPS, cellular transmitter,
Vibra, buzzer).
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Team Sweden
Days of our Lives – a portfolio
of inclusive solutions
Team leader – Lena Lorentzen, Industrial Designer, Nordic Design for All Centre
Team members
Mikael Marklund, Mid Sweden University
Kristina Sahlqvist, Architect SIR/MSA
Professor Dag Holmgren
Bengt Rodell, Växjö University
Bo Löfgren, Gotland University
Göran Fafner, University of Kalmar
Elin Olander, University of Lund

Lead user
Po Bengtsson – product designer and
wheelchair user.

The issue
In the course of a day, Po Bengtsson comes
across many frustrating situations. He has
a spinal cord injury, cannot fully use both
arms and legs and has poor stability in his
upper body, but he lives an independent
life and is passionate about cooking.

The design solution
The team focused on the problem areas
related to cooking – shopping, filling the
refrigerator and preparing the food. They
made cardboard models of their design
solutions. The two upper shelves of his
fridge are too high to reach but if the upper
shelf comes out with the door he can
access everything by pulling it down.
Po grows his own herbs on his balcony
but the gardening tools on the market
are difficult to grip. The team designed
56

a handle that gives good support for
any tool. The most difficult thing about
gardening is transporting water to the
balcony. The team made a movable water
container with wheels so that Po can push
it in front of him in the apartment and
a string to pull it out on the balcony. Po
has not been able to find a soap container
on the market that he can handle. The
team made one that is light weight, well
balanced and has a large hook in the upper
end which gives him control while using it.
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BMe Challenge Workshop
Hatton Garden, London, UK
28 – 30 March 2008

Sponsored by:
Roche, as part of its long-term
commitment to raise awareness and
understanding of rheumatoid arthritis
and help people with this chronic
condition to live life as independently
as possible.
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Background to the Workshop
It is estimated that rheumatoid arthritis
(RA) affects 20 million people worldwide,
with three million in Europe alone.
World Arthritis Day on 12 October 2007
marked the launch of the ‘BMe’ initiative
funded by Roche, as part of its long-term
commitment to raise awareness and
understanding of RA and help people
with this chronic condition to live life as
independently as possible.
Good design is key to quality of life for
people with RA. The RCA Helen Hamlyn
Centre was invited to organise a Challenge
Workshop in London involving teams
of designers, healthcare professionals
and people with RA from France, Spain,
Italy and Greece. The aim was to create
innovative solutions that would be
useful and appealing to all consumers
while supporting the independence of
people with RA. The three-day workshop

generated 18 realised design ideas. Nine
were selected for further development
and display at EULAR 2008, the European
League against Rheumatism conference in
Paris in June 2008.
The workshop was filmed for a
documentary on the BMe Initiative by RCA
Communication graduate and film maker
Marie Lenclos, a former Helen Hamlyn
Centre Research Associate. This can be
viewed on the BMe website.
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What did the experts say?
“ The process of getting people who have rheuratoid arthritis
together with designers is a fantastic opportunity. It creates
designs that help integrate people back into mainstream society,
rather than simply addressing a medical problem. Through
the involvement of people living with a disease like RA, codeveloping inclusive design solutions and sharing self-invented
ways to help ease everyday activities, ultimately we hope that
quality of life can be improved.”
Robert Johnstone, President of Arthritis and Rheumatism International (PARE).

“ I see people of all ages who are affected by RA - not just the
elderly - who tell me that fastening buttons, getting in and out
of chairs and working in the kitchen is incredibly difficult, and
it doesn’t have to be that way. We have come on in leaps and
bounds in terms of treatment – with innovative biologics on the
market now providing new options. If we can support patients
with innovative designs and share their own coping methods that
support independence in a non-stigmatised way – we are heading
in the right direction”.
Dr Shouvik Dass, University of Leeds
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BMe Challenge Workshop
The teams

Team Greece

Team Italy

Team Spain

Team France
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Team Greece
Team leader – Nina Warburton, Alloy
Team members
George Liarikos, industrial designer
Manolis Kelaidis, industrial designer
Katherine Manolessou, visual
communication designer
George Bacogiannakis, student

Lead user and RA expert
Smara Ayacatsica, lead user
Dr Lukia Koutsogeorgopolou,
rheumatologist

Design solutions
My Glove
Many people with RA use wrist splints to
protect and immobilise their joints when
they feel tired or need extra support.
Most splints on the market are unsightly
medical aids that can stigmatise those
who wear them.
My Glove proposes a complete
contemporary rethink of the wrist splint.
It is designed to promote wearability and
integration with individual style choices.
Closures use a series of lateral rubber
teeth that interlock and are secured by
a magnet. The closing mechanism is
completely adjustable, quiet and requires
little force to open and close.
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Unlimited
The force and turning actions required
to open bottles or turn keys can pose
a serious challenge for people with RA.
Unlimited is a keyring that pairs a bottle
opener and key lever in one stylish tool.
Unlimited consists of a twisted plane
with a rubber-lined opening that fits over
a wide variety of bottle caps. Bottles can
easily be opened using a simple push. The
opposite end has a mounting point for two
keys, held by a quick release mechanism.
With the key flipped out, the keyring acts
as a lever to easily turn a key.
Easy Go
RA often causes loss of feeling in
the fingertips, which can sometimes
make it difficult to lift and tear paper.
Ripping paper rolls is a two-handed
and sometimes difficult action, which
requires a reasonable amount of strength
particularly for kitchen paper.
Easy-Go replaces the current straight
perforated paper towels with wider
perforations that reduce by half the
strength needed to remove each paper
section. Undulating edges make individual
pieces easier to locate and lift for those
with limited dexterity.
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Team Italy

Team leader – Gavin Thomson, Gavin Thomson Design
Team members
Chiara Bello, industrial designer
Clara Gaggero, industrial designer
Emilia Serra, Architect, filmmaker
Emilia Balestrini, student

Lead user and RA expert
Antonella Celano, lead user
Dr Oriana Elena Casilli, rheumatologist

Design solutions
Bella’mbrella
Using an umbrella can prove difficult for
people with RA. Traditional umbrellas are
too heavy and collapsible ones require
‘push and pull’ strength beyond the ability
of someone with RA.
Bella’mbrella uses existing canopy
construction but with a new opening and
closing method. The integrated handle
doubles as a cover and allows the user to
open it in a rotational manner, activating
the canopy to open or close automatically
with little effort required from the user.
The handle also encourages a firm hold
and now that the stem has a larger crosssection and ‘upholstered’ surface, it makes
the umbrella more comfortable to use and
nest against the body.

Eyetaly
Contact lenses are a great contemporary
innovation allowing a more discreet
solution to the problem of failing eyesight.
However, for people with RA, opening
contact lens packaging can pose more
problems than the physical task of lens
placement.
Eyetaly looks at soft lens disposable
packaging with an emphasis on correct
lens orientation, increased hygiene and
‘easier to open’ packaging. Once opened,
the package lid transfers the lens solution
into the thimble part. Using the integrated
‘thimble’ and close-up mirror, the user can
insert the lens without any direct contact
with the human skin.
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Team Spain
Team leader – Mike Woods, Tangerine
Team members
Marta Lago Arenas, industrial designer
Claudio Ripol, industrial designer
Miqul Mora, interaction/visual
communication design
Javi Rua, student

Lead user and RA expert
Antonio Ignacio Torralba, expert user
Eulalia Alcaide Cornejo, expert user
Dr Ana Ortiz Garcia, rheumatologist

Design solutions
Unido
Informed by the discomfort and frustration
people with RA experience when dressing
or undressing, Unido provides a fastening
solution for clothing which utilises
nanotechnology to create micromechanical surfaces. These grip like
the fingers of a gecko or the one-way
texture of shark skin to produce synthetic
closures and grip points.
Unido allows clothes and accessories to
be designed with large flexible openings for
easy access without sacrificing elegance.
Clothes can be gathered, shaped, adjusted
or fitted as the occasion requires, without
ǀ
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Spiro Condom
Relationships form an integral part of
a fulfilling life. Everyone experiences
fumbling fingers and packaging that resists
all but the strongest and most dextrous
grip. In the heat of the moment, opening
a condom packet can be a challenge. The
concept of Spiro Condom addresses this by
creating a pack that is big enough to grip
firmly in one hand while pulling an opening
loop with the other. With its spiral form,
the condom may be easier to put on.
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Team France

Team leader – Pascal Anson, design consultant
Team members
Claire Griffon, industrial designer
Mikhail Metthey, interaction designer
Fabien Cappello, product designer
Jonathan Drouard, student

Lead user and RA expert
Jany Ninette – lead user
Dr Philippe Gaudin, rheumatologist,
University Hospital, Grenoble

joint mobility and alleviate pain
caused by RA.
Delicate Warmth uses butterfly heatretaining patches that are heated and
placed at key points on the body to ease
joint stiffness. Central to this concept is
improved body image: if you look better,
you also feel better.

Design solutions
Rendezvous
Zipping up that little black dress can
pose problems for many women, but
particularly for those with RA who have
limited mobility in their shoulders, wrists
and hands but do not like asking others for
help and want to do things for themselves.
Rendezvous mimics the zip mechanics
used to close surfing wet suits. The zip
leash is made out of a strand of beautiful
jewellery that can be looped around the
neck and looks chic.
Delicate Warmth
Joint stiffness can make it difficult for
people with RA to move, particularly in
the morning. Delicate Warmth proposes
localised heat patches to help improve
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BMe Challenge Workshop Designs

Team Greece
From top to bottom:
Easy-go
My Glove
Unlimited
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Team Italy
From top to bottom:
Eyetaly
Bella’mbrella
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Team Spain
From top to bottom:
Spiro Condom
Unido

Team France
From top to bottom:
Rendezvous
Delicate Warmth
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Inclusive clothing and materials
for different needs: alternative
solutions for the high street
Workshop and Seminar
College of Occupational Therapists,
London, UK
24 October 2007
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The context
This one-day design workshop and
seminar was organised by the Helen
Hamlyn Centre and the Department of
Fashion & Textiles at the Royal College of
Art (RCA) in collaboration with the College
of Occupational Therapists (COT). Held at
COT’s headquarters in Southwark, it aimed
were to bring together OTs, designers,
manufacturers and disabled consumers
to explore the innovative possibilities and
applicability of new materials in the design
of clothing for extreme needs and come
up with new design directions.

The participants
Clothing is an area identified by disabled
people as crucial to their feelings of
self-esteem. It has great potential for
innovative approaches, particularly in
relation to new materials. Yet it has been
unjustifiably neglected in the context of
inclusive design. As a result, events with
this theme are rare and the 40 places
at the workshop were quickly filled by

delegates from all over the UK and as far
afield as Finland and Sweden. They were
a diverse mix of occupational therapists,
clothing manufacturers and textile
specialists, designers, design educators
and disabled consumers. This mix ensured
a cross-disciplinary view of the subject
and valuable knowledge sharing across
disciplines.

Part 1
Presentations
After an introduction by Dr Lynne
Goodacre of the University of Central
Lancashire, the morning was devoted
to expert presentations. Anne Toomey,
Deputy Head of Textiles at the RCA,
spoke on the innovative applications for
new materials technology in the medical
field with an emphasis on intelligent and
responsive surfaces that could enhance
patient safety through contaminationaware fabrics.
She was followed by new materials
expert Ros Hibbert of Line Consultants
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and author of Textile Innovation. Hibbert
spoke on how the properties of smart
materials can be used therapeutically and
to enhance functionality.
HHC’s Julia Cassim dealt with issues
of stigma and how developments in
performance sportswear, computer-aided
production techniques and the possibility
to embed technology promise a new
generation of ‘smart wearables’. These
could combine mainstream aesthetics
with the functional advantages of new
materials and appeal to consumers across
the spectrum of age and ability.
Next was Caterina Radvan, a designer
specialising in seamless knitwear whose
inherent qualities of stretch and drape
allow for comfort, ease of dressing,
an avoidance of seams and efficient
production with minimum hand finishing.
Radvan’s approach to knitwear design
avoids traditional pattern-cutting blocks,
catering to conventional body shapes.
Instead each garment is considered as an
abstract shape whose three-dimensional
form is determined by the shape of the
body wearing it.

70

Caterina’s freelance work includes
collaborations with the fashion designer
Shirin Guild, the artist Maria Blaisse and
the dancer Rajyashree Ramamurthi.
In 2005 she received an award for
outstanding achievement for a project to
design and make a collection of garments
in collaboration with terminally ill patients
at St Christopher’s Hospice, London.
The final speaker was Sian Barrie
of Dressability, an organisation that
adapts clothing for disabled people. An
experienced dressmaker, Barrie is also a
carer and gave her practical perspective
on clothing and disability. She has a
special interest in pattern drafting for
non-standard body shapes and has been
involved with the design and making of
clothing for disabled people since 1997.

Part 2
Design workshop
Delegates were divided into four teams
and joined by four consumers with
different disabilities and four RCA textiles
students. Their respective roles were to
help the teams brainstorm and visualise
the possibilities of new designs.
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The Results
Team A
SLUG [Supported Long Universal Glove]
Backround
Team A’s subject was a young graphic
designer with cerebral palsy. She is ‘into’
fashion and often uses a single crutch
and wheelchair together but has to
compromise on style, especially when
using the latter. Coats are the ‘icing on
the cake’ in fashion terms but the sleeves
are ‘ruined in seconds’ by dirt from the
wheels and she then feels scruffy and
disorientated.

The brief
To design an evening glove for wheelchair
users. It should be glamorous, fashionable,
washable, protective around the wrists,
hardwearing and have a heat regulatory
function given the circulation difficulties
of wearers with cerebral palsy. It should
be seen as an accessory rather than a
functional piece of kit.

• if a magnetic fastener was used on the
glove, should it be on the coat sleeve?
• should the gloves be under or over the
coat sleeve?

The design concept
The team concluded that the gloves
should be separate items with multiple or
single straps used as a design feature. The
fabric has to accommodate a fluctuating
body temperature and would need to
be reinforced to stop abrasion on the
wheelchair. The wrist straps would be
customisable and adaptable, and changed
according to the outfit. Boning and
support could be inserted inside the gloves
in stitched channels for people with carpel
tunnel syndrome, arthritis etc. The same
principle could apply to socks.

The process
In brainstorming the idea, the team asked:
• would the gloves be fitted or
elasticised?
• an extension of a coat?
• embroidered?
• with cuffs?
• could the bottom of the glove simulate
bangles?
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Team B
Underwood-Underwater
Backround
Sally Underwood has rheumatoid arthritis
and has problems putting on and taking
off clothes, shoes and jewellery. Bras
and swimwear crucial to her essential
hydrotherapy pose the most difficulties.

The brief
To design a swimming costume that can
be easily put on and take off when wet,
whose design would reduce the repetition
of movements involved..

The process
The difficulties discussed and addressed
included:
• fastenings
• bending and reaching
• pulling from the feet upwards
• moving the arm above shoulder level
• shoes, belts, tights, socks, bra, jewellery
The team considered a variety of
fastenings, including magnetic fabrics and
magnets, but ruled the latter out, as the
user might get ‘stuck to the fridge!’ The
team looked at an all-in-one swimsuit
with a zip that went from the middle of
the chest down to the hip. This meant
that Sally would only have to put one leg
through a hole, as the costume would the
wrap around. By making a feature of the
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fastening, the team felt that this made the
costume fashionable and showed ‘honesty
and simplicity.’

The design concept
The team settled on a two-piece swimsuit
that unwraps so that the wearer can lay
it out flat, using a diagonal structure for
the garment. The team used the cardigan
concept as design inspiration for the
garment. The top has magnets in the
armholes, so that the wearer can attach
sleeves. The pants were based on a
‘nappy design’ that fastens on either side
with Velcro.
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Team C
Magnetic Tom
Backround
Tom Yelland has no arms and told the team
that he would like to be able to do up the
top buttons on a shirt and wear a formal
suit and tie. He loses 30 per cent of his body
temperature through other parts of his
anatomy and gets very hot.

The brief
To enable Tom to dress in formal wear
without the need for assistance and to
be able to wear a tucked-in shirt and a tie
instead of the loose one that he normally
has to wear.

The process and design concept
The team had the idea of attaching a shirt
to a pair of trousers. A flap at the front of
a shirt would attach to magnets on the
waistband of the trousers to hold the front
of the shirt in place.
The team also discussed style concepts
of ‘individuality’ as they relate to formal
wear and looked at the use of a ‘granddad’
design – again with magnets on the shirt
and trousers. Tom can use a dressing stick,
so the trousers are elasticated but with
the belt detail and loops at the front alone,
to look neat. Again, the team proposed
the use of magnets to hold the jacket and
bow tie on.
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Team D
Backround
Alison Julal is visually impaired, is fashion
aware but does not use a long cane and
dislikes ironing. When rushed, she leaves
the house in clothes that are inside out
or the wrong way around. Fastenings are
a problem. When buttoning clothes, she
finishes only to find that it is buttoned
irregularly. She wanted the team to tackle
this problem in particular. Another issue is
that, when it gets dark, she cannot detect
how far away people or car headlights are
from her.

The brief
To tackle the issue of visibility and ease
of identifying which way round clothes
should be worn.

The process
The team discussed problems for people
with visual impairment, such as ironing,
colour, the ‘inside out, or right way round’
issue, glare (in the dark) and fastenings.

The design concept
A range of solutions was designed:
• A bag with reflective strips to act as a
visual aid, where the reflective strips can
be placed on the bag, depending on the
side of the body it is being worn.
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• User proximity sensors incorporated
into a clip-on device that vibrates the
closer Alison gets to someone (ie worn
as bracelets, belts, broaches or clipped
to shoes) and powered by a rechargeable
battery.
• Options for buttons to include making
each button and hole a different texture,
or colour coded, or a graduated size.
• Two-sided crease-resistant garments
with hidden seams or where the seam is
a feature so that it is reversible and can
be worn either way.
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Weblinks

DBA Inclusive Design
Challenge 2008
Shortlisted teams
www.adarecreative.co.uk
www.fwdesign.com
www.judgegill.co.uk
www.LA-design.co.uk
www.pmuk.com
www.n1creative.com
Design Business Association (DBA)
www.dba.org.uk
London Centre for Dementia Care
www.ucl.ac.uk/dementia
Sanctuary Care
www.sanctuary-housing.co.uk
48 Hour Inclusive Design
Challenge in Tokyo
www.tangerine.net
www.thealloy.com
www.seymourpowell.co.uk
Tanpopo no Ie
www.popo.or.jp/english/index.html
Tokyo University
www.u-tokyo.ac.jp
Nikkei Design
http://nd.nikkeibp.co.jp
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24 Hour Inclusive Design
Challenge in Oslo
View the live presentations at:
www.norskdesign.no
www.factorydesign.co.uk
http://dfasuomi.stakes.fi/en/index.htm
www.kodedesign.no
www.tandberg.com
BMe Challenge Workshop in London
www.bmeinitiative.com
www.gavinthomsondesign.com
www.tangerine.net
www.thealloy.com
www.iampascal.com
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Challenge describes a year in the life
of the Challenge Workshops, a knowledge
transfer programme in inclusive design
organised on an international basis by
the Royal College of Art Helen Hamlyn
Centre. Design Challenges in different
contexts and of varying durations share
a common theme: the problem-solving
skills of disabled people are used in a
co-creation process to stimulate design
innovation in new products and services.
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