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Designers are found all over the United States: From large, urban settings 
(such as Seattle) to smaller, more isolated settings, such as my hometown 
back in Indiana. Through my research I discovered that professional design-
ers across the country, regardless of their settings, are struggling. With the 
ever-shifting landscape of design and the expectation to stay current, they 
are lacking daily opportunities to learn new skills and are feeling isolated 
from a local and continuous creative community of their peers, an integral 
aspect of design culture.

My thesis addresses these predicaments with MakeReady Initiative, a 
scalable and customizable service that is dedicated to designers and their 
creative potential. This service is dispensed through a guidebook that helps 
designers across the country set up these creative communities that empow-
er designers to connect through knowledge that they not only need,  
but want, so they can better their lives.
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ABSTRACT

Designers are found all over the United 
States: From large, urban settings (such as 
Seattle) to smaller, more isolated settings, 
such as my hometown back in Indiana. 
Through my research I discovered that 
professional designers across the country, 
regardless of their settings, are struggling. 

With the ever-shifting landscape of design 
and the expectation to stay current, they 
are lacking daily opportunities to learn new 
skills and are feeling isolated from a local 
and continuous creative community of their 
peers, an integral aspect of design culture.

My thesis addresses these predicaments 
with MakeReady Initiative, a scalable and 
customizable service that is dedicated to 
designers and their creative potential. This 
service is dispensed through a guidebook 
that helps designers across the country set 
up these creative communities that empow-
er designers to connect through knowledge 
that they not only need, but want, so they 
can better their lives.
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SIGNIFICANCE

I have never hidden my belief that continued 
education for designers is necessary for the 
future of the design discipline. As the land-
scape of design changes, redefines itself, 
forges ahead on new frontiers, and collabo-
rates across disciplines (science, engineer-
ing, medical, social sciences, etc), those that 
make up the discipline (designers) have to 
be prepared to handle each new 
challenge. If each designer is not actively 
learning and preparing themselves for new 
challenges, then they are not doing the dis-
cipline justice. We are only as good as our 
last critical discussion or social engagement 
of design. 

However, not every designer has the op-
portunity to move to a large urban setting 
to engage with other designers on those 
ever-changing discipline topics or can afford 
to return to graduate school, like I did, to en-
gage again with the larger community of de-
signers around the world and their practices. 
All designers cannot be Stefan Sagmeister, 
Steven Heller, and Louise Fili who often take 
design sojourns to curate their continued 
personal design education. 

The discussion of what happens on the 
professional path for a designer and what 
kind of interventional design can be created 
for that path not only deserves our attention, 
but we should demand it. As designers, we 
create something from nothing on a daily 
basis for others (typically for the better), so 
why not create something that will help each 
of us individually as designers evolve for 
the better, as well as help the discipline of 
design flourish?
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DEFINING A PROBLEM
Designer Survey

On some level, I felt like I had been do-
ing undocumented research on my thesis 
project for years before I actually made it 
a project. Every time I spoke with design-
ers (which as a designer with an extensive 
network of creatives, was pretty much every 
day) they were unhappy. That information 
would funnel through me and eventually 
aggregated out to having two headings: 
community and learning opportunities (or 
lack there of).  

When I decided to focus my thesis on the 
discipline of design and to create some-
thing that would help designers, I knew 
that I needed more information. Since I was 
dealing with designers across the country, 
the best way to reach quickly and get as 
much information as possible was through a 
survey. 

The survey contained questions about:

1.  Formal design training experience.

2. The transition from school to the  
professional field.

3. Skills they wish they had learned  
in school.

4. Skills they wished to learn currently.

5. Overall beliefs about continued learning 
for designers in the discipline.

The survey was dispensed to 47 designers 
within the United States. It include designers 
from both isolated and urban settings. Sev-
eral were sent abroad, but then excluded 
when the project was narrowed to focus on 
the U.S. 

SURVEY DEMOGRAPHICS

Some of the responses were surprising, 
whereas others actually confirmed  
my initial beliefs that started this entire 
project. There seemed to be an equal mix 
between being interested in design skills 
that would advance a career, such as HTML/
CSS, and learning the true crafting skills of 
design (Lettering and Letterpress Printing).

It should also be noted that initially, I was 
focused only on designers in more isolated 
settings, holding the belief that designers 
in urban settings would have no issues 
with access to a vibrant design culture. It 
was through this survey that I learned that 
this wasn’t the case, but that designers in 
both settings were struggling. This was a 
game-changing moment in the research. Not 
only did it expand the audience significantly, 
but also charged me with the responsibility 
to design an intervention that could span 
across cultures, beliefs, and age groups. 
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Skillshare.com

You.

DEFINING A PROBLEM
Learning Opportunities for Designers

Life after school is great. Ideally, a steady 
income, evenings and weekends off, nutri-
tious meals and a social life. There are some 
definite upsides to graduating and going out 
into the real world. But initially, what many 
designers don’t realize are that there are 
some downsides too.

In the beginning, they are things that most 
of us wouldn’t even stop to consider: the 
ability to turn to another designer that you 
trust and get immediate input on a passion 
project or to randomly decide on a Tuesday 
that you want to learn data visualization 
skills. These activities become a little more 
difficult to achieve between a busy job and a 
flourishing social calendar. 

However, let’s consider the services and 
events that already exist for designers. At 
first glance, it would appear that there are 
many learning opportunities offered to de-
signers: online classes through skill sharing 
websites such as Lynda.com and Skillshare.
com, design conferences offered periodical-
ly throughout the year by organizations such 
as AIGA and HOW, weekend studio work-
shops focused on skill set. There are even 
quick gatherings, such as Creative Mornings, 
which offers free talks from creatives and 
breakfast before the work day gets started.

But there are multiple issues that arise with 
each of these approaches: 

1. The learning structure is impersonal.

2. Learning is usually presented as linear 
(Step 1, Step 2, Step 3, etc.).

3. There is insufficient time and interaction 
with fellow designers.

4. Learning experiences often become more 
about professional networking between 
designers and less about learning. This 
dramatically changes mind sets and over-
all process. 

5. Learning is focused on “plugging” skill 
set holes and less on overall growth as a 
designer. 
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INFLUENCING A DESIGN INTERVENTION 
Initial Research Areas

The amount of research that went into this 
project is pretty intense. It included not only 
a sizable amount of primary research, but 
also a vast amount of secondary research. 
Through the examination of the problem 
area through a myriad of research areas, 
was a true design intervention was able to 
emerge. Each area of research played a role 
in the final design of this thesis and was inte-
gral to its development.  

The next section gives a brief recap of the 
various research areas and what insights 
were accomplished in each.

Education
Research topics have included the role of 
the design studio in education, learning 
models such as situated learning, activity 
theory, and guilds of antiquity that used so-
cial transference of knowledge. These topics 
have lead to larger research areas, such how 
should we be educating our designers for 
the changing role of design as we collabo-
rate across disciplines and enter new prob-
lem spaces.

Skill Sharing Websites
Skill sharing websites are on the rise and are 
presented at a variety of skill levels and of-
ten geared towards specific topics. Many of 
them are branded and designed in a some-
what approachable manner and serve the 
overall purpose of social skill sharing from 
one person to literally thousands (Jessica 
Hische holds a “class” of 6,500+ on Skill-
share.com). However none have been found 
that are directed towards designers. 

Undergraduate Design Classes
The last area my research has taken me is 
directly into the classroom Having been a 
TA now for 4 quarters, I have a better un-
derstanding of how education, specifically 
for designers works. While there are vari-
ous styles, being able to see how a future 
designer flourishes in an environment of 
constant stimuli and new ways of thinking/
viewing the world is inspiring. It reveals to 
me that situations like that shouldn’t end 
with the procurement of a professional job. 
That instead that environment should be 
available to designers throughout their en-
tire professional design careers. 

Emergent Cultures
This area of research started with the book 
Emergence: The connected lives of ants, 
brains, cities, and software by Steven John-
son. His book discusses what an emergent 
culture is (“...movement from low-level rules 
to higher-level sophistication.”) and typically 
how they are formed. At its core, an emer-
gent culture is one that does not have a 
linear organization (top down). Instead they 
typically are formed by the gathering of indi-
vidual agents with a similar goal (bottom up). 

This idea of organization is invaluable as I try 
to design a space that will indeed be bring-
ing individual agents (designers and others) 
together in a space with a designated goal 
of increasing the evolution of designers’ per-
sonal design practice and introducing others 
to design. 
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INFLUENCING A DESIGN INTERVENTION 
Initial Field Research

With any project, it is never enough to just 
read about a research area. It is best to 
experience it first hand and draw insights 
from your observations and interactions with 
people within those environments. 

For my initial field research, I focused on 
specialized spaces. In other terms, spaces 
and environments that are dedicated to a 
specific focus. I believed an end result of my 
research would be a design intervention that 
included a physical space. So in order to cre-
ate a space and experiences where design-
ers can come together face-to-face there 
were a few things that were paramount for 
me to understand:

– How does physical space encourage  
a culture?

– How do specific activities within a space 
encourage a culture?

– What signals encourage people to join 
these activities and spaces?

I visited three locations in Seattle.  
The findings were astounding and have 
influenced many of my decisions for how to 
move forward as I consider and start de-
signing the physical space and experience 
people should have in a MakeReady Space. 

1. Greenwood Space Travel Supply Co.
This location pairs tutoring for writing in 
back with a space travel store up front to get 
their students excited about writing.

2. Ada’s Technical Book Store
Dedicated to bringing a typically online com-
munity of people interested in engineering, 
science, and the world around them, togeth-
er in a physical space.

3. Peter Miller’s Book Store
A space devoted to all things design and 
architecture. No matter the level of design-
er or architect, you feel like you want to be 
here, where the cool people dwell.

(Field images on next page).
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INFLUENCING A DESIGN INTERVENTION 
Initial Field Research

1. Greenwood Space Travel Supply Co.

2. Ada’s Technical Book Store

3. Peter Miller’s Book Store
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INFLUENCING A DESIGN INTERVENTION 
Focused Research Areas

After expanding my research topic areas 
to include areas that I believed would be 
helpful in this design process, it was neces-
sary to focus in on research areas that would 
have the most impact. Those topics came 
down to Design Education, Maker/Hacker 
Spaces, and Legitimate Peripheral Partici-
pation. These three areas of research were 
accomplished through secondary reading of 
their respective backgrounds, observations 
of their native environments, and interviews 
with participants within each topic area. 

Design Education
Through the survey research and insights 
from the designers and my own observa-
tion of my formal undergraduate design 
education, it was clear that a very specific 
culture is formed when designers are taught 
these fundamentals. Not only are they being 
taught a specific skill set, but also a way of 
functioning with other designers and the 
discipline of design in general. 

In other words, a design culture is created 
and instilled in each designer when they are 
going through their formal education. But 
the interesting part is that this culture is in 
many ways forgotten and ignored once that 
designer enters the professional culture. 
This loss between these two monumental 
shifts in a designers career is often recog-
nized and felt by designers, but up until now, I 
don’t believe addressed with any real focus.  

Considering that my formal design training 
and education took place almost a decade 
ago, it was important that I get back in touch 
with that process, structure, beliefs, goals, 

and expectations. As part of my graduate 
education, I was able to re-enter the design 
classroom through being a Teaching Assis-
tant in four classes that ranged from com-
plete introductory design, color & composi-
tion, and typography. 

I had access at a minimum to 62 students 
and at most 120 students. Through discus-
sions with them about their experience in the 
classes and direct observation, I was able 
hone in on the culture that was being instilled 
in these designers and finally see where the 
areas of breakdown were occuring. 

This insight was invaluable in building out a 
design intervention that would one day, help 
these students not feel lost and disconnect-
ed from a community once they left school 
and became a professional designer.  
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INFLUENCING A DESIGN INTERVENTION 
Focused Research Areas (continued)

Maker/Hacker Spaces
A maker space is simply defined as “a com-
munity with tools.” It might seem that this 
level of vagueness would devalue such a 
concept, but in truth makes it more accessi-
ble to more audiences. 

When I first began researching this area 
it was a bit confusing because I couldn’t 
track down very concrete information about 
what they were, who was involved and why 
they were developing so rapidly. It was only 
attempting to submerge myself within its 
culture and luckily having a committee chair 
that was part of a successful hacker space 
did I start to understand their purpose and 
how they developed. 

In truth, the reason why it was hard to find 
information is that they’re still emerging, de-
veloping, and attempting to define who they 
are and what they do. At the core though, it 
is focused around a sense of community and 
a physical space where people can gath-
er and work on individual or collaborative 
projects. As I slowly tracked down locations, 
it became clear that each had a slightly 
different focus. This in turn defines the type 
of people who gather there, the tools that 
are present, and ultimately how the phys-
ical space where they gather looks and is 
designed. 

I visited maker spaces that were devoted 
technology, prototyping, sewing, woodwork-
ing, letterpress printing, silk screen printing, 
and book making. Each gave valuable in-
sights into what made a space work, unique 
aspects, and even what didn’t work. 
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INFLUENCING A DESIGN INTERVENTION 
Focused Research Areas (continued)

Legitimate Peripheral Participation (LPP)
This is a mouthful, but it is a learning and 
pedagogy style that is defined as, “The 
process by which newcomers become 
experienced members and eventually the 
elders (knowledge holders) of a community 
of practice.” 

This definition was coined by Jean Lave and 
Etienne Wenger in 1991 in their book Situat-
ed Learning: Legitimate Peripheral Participa-
tion.

I learned of this learning style initially when 
I was researching the history of design and 
its ancestral roots in medieval guilds and 
their methods of passing down knowledge 
between the members of their discipline. 
The focus in the guilds was on the relation-
ship of master and apprentice. Books were 
expensive to produce, so passing knowl-
edge through that method wasn’t possible. 
So instead, it was through a focused and 
personal connection with a more seasoned 
member of the community who passed 
down their knowledge in the same way that 
they had received theirs. 

There is a reason why this method worked 
so well. The desire to learn anything is to 
more fully participate in a community of 
practitioners. This way of learning is alive 
and well today in many areas of study, 
including lawyers, doctors, and even the 
sciences. But it wasn’t until its reboot in the 
early 1990s that people started to see it as 
a respected way of learning that had truly 
never gone away, even if guilds had gone to 
the way-side. 

What makes this learning style important to 
this thesis project is that it is the same ped-
agogy style that is present not only in formal 
design education, but also in maker/hacker 
spaces. Different communities and yet, they 
have the same approach to learning and the 
strengthening their respective communities. 

It was this connective thread between these 
areas of research that made it clear that this 
way of learning and their process of forming 
a community was important in the devel-
opment of a design intervention that would 
greatly influence the discipline of design. 
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INFLUENCING A DESIGN INTERVENTION 
Focused Research Areas (continued)

Christopher Alexander
By this point in the research, I knew this was 
going to be a massive project. Not only was 
I attempting to make a design intervention 
that would be able to address the needs an 
extremely diverse discipline (design), but I 
was tackling large issues that don’t always 
come down to tangible deliverables. 

At this time, I knew that what I was offering 
designers was a service, which at its core 
is intangible, but is felt and experienced 
through touch points of the service. In this 
case those touch points were encased in a 
physical space for the designers to gather 
and learn together. But even figuring that 
out was the easy part compared to figuring 
out how to define the different parts of the 
space (both physically and in the mentality 
of the participants as they used the space), 
how the community should form around that 
physical space, and overall how learning 
would take place. It was a tall order. 

Through my early introduction to Christo-
pher Alexander, architect and author of The 
Pattern Language: Towns, Buildings, Con-
struction I was able to understand not only 
how to break down the physical space that 
this community of designers would inhab-
it, but also how to clearly and in simplistic 
terms, speak about the components of the 
space. 

He made it very clear that each component, 
if examined individually, would seem simple 
and straightforward or even prosaic. But 
when combined and instilled with the read-
er’s own intention and insights, they could 

build a home, a public space, a city, and 
ultimately modern society. 

He made a seemingly impossible task 
achievable to anyone that picked up his 
book. He didn’t weigh you down in jargon or 
complex illustrations, but was able to speak 
simply and make his audience feel like there 
was nothing they couldn’t accomplish with 
his book by their side. 

When designing the service for these de-
signers, I needed to make sure that it was 
simple enough for anyone to follow, but 
also very thought out to the point that the 
audience would be able to achieve relative-
ly quick success, due to the fact that I had 
already thought of all the pitfalls and had 
removed those through the service. 

This service taps into the often overlooked 
importance of a simple table, a room, of 
snacks, of shelves, and how these objects 
are, in truth, very important components of 
human interaction and the building blocks of 
a thriving community. 
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INFLUENCING A DESIGN INTERVENTION 
Focused Field Research

Once I had focused research areas I needed 
to do additional field research. This came 
in the form of me visiting dedicated spaces 
that were more aligned with the directed 
and focused view of my project. This includ-
ed speaking to founders about how they 
had approached such a task. 

At this point in the research process I was 
sure that I was designing a service that 
would help designers set up these commu-
nities that would give designers a sense of 
trusted community and continued learning 
opportunities. Therefore when looking for 
additional field research, I chose places that 
had founders that had clear visions of their 
spaces and most importantly a zeal for the 
community they were creating. 

(Field images and information on next page)
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Ed Marquand
Mike Longyear

“Begin Again”

Tieton, Washington

www.mightytieton.com 
www.paper-hammer.com

“There are thousands of small towns across the coun-
try trying to figure out their futures. They need to make 
an effort to connect with younger, more ambitious 

urban creatives.”  When Ed Marquand went on a long 
bike ride through Tieton, he could not have foreseen 
that getting 18 punctures in his bicycle tire would 
change his life. With Tieton’s many empty warehouses 
and storefronts, this incident sparked an idea: What 
would it take for creative, urban, professionals to get 
out of Seattle (where high property prices restrict 
many creative and small business endeavors) and 
settle in smaller, more affordable locations? After much 
discussion and input from their creative friends, Ed and 
Mike decided to take the plunge and purchase their first 
abandoned fruit storage warehouse. 

Through countless hours of hard work and a dedication 
to make their passion project come alive, Tieton is now 
the home to Mighty Tieton, an incubator for artisan 
businesses. There are 14 modern artists’ lofts housed in 
a second retired fruit warehouse and PaperHammer, a 
book arts studio, sits on the square and produces all the 
items for its Seattle-based store.

With several more buildings purchased and ready 
for new business, Ed and Mike are excited about the 
future of Tieton. 

Focused Field Research
Mighty Tieton & Paperhammer Studios
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“Each day was a new adventure, which was what made 
that experience so exciting.” When Kyle Durrie was 
searching for her voice as a printer she decided to join 
her boyfriend’s band on tour. Little did she know that 

this experience would inspire her to go on her own tour: 
educating others about letterpress printing. 
She launched a Kickstarter campaign and raised the 
funds needed to purchase a 1982 Chevy Step Van. 
However, it left a little to be desired with no ventilation, 
no windows, and no power. So she gutted the entire 
van and started fresh with sketches and an impres-
sive cardboard model of how she wanted to make a 
“functional work space that moved,” along with a living 
space. It would be her home for the next nine months as 
she toured creative communities across the country. 

Before going on tour, she had a close-knit group of 
printer and designer friends. But now she counts many 
of the people she met while on the road as some of 
her closest friends: a creative community spread out 
across the U.S. 

When setting up a new community, Kyle advises to, 
“Figure out what you really, truly want and need, and 
then find others who share those values. They don’t 
need to be exactly like you, but you need to trust that 
you’re on the same path and want to work toward 
similar goals.”

Focused Field Research
The Moveable Type Truck

Kyle Durrie
“My favorite things in the world  

are printing and road trips.”

Silver City, New Mexico

www.type-truck.com
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Upon entering Metrix Create:Space it is clear that 
you’ve entered a very unique space. There are tools 
and supplies spilling off of every shelf, equipment 
buzzing as it does its intricate work, and fascinating 
kinetic objects on every surface. Nothing is hidden 
away: the possibilities that each tool, supply, and piece 

of equipment holds is on display and within reach to 
anyone that voices an interest. It’s exhilarating.

Established in 2009, the retail hackerspace does not 
accept the status quo and is home to a community of 
creative engineers, professionals and enthusiasts who 
push the limits of the available technology.

They offer an impressive tool rental for any idea you’ve 
ever entertained (and probably a few you’ve yet to con-
sider): laser cutting and etching, 3D printing, textiles 
(sewing & embroidery machines, knitting machines, 
etc), CNC Routing, advanced circuits lab, and design 
and technical services.

Metrix also hosts regular workshops on Electronics, 
Arduino, PCB design, Textiles, 3D CAD, Programming. 
They are taught by subject-matter-experts, which cre-
ates a baseline of knowledge in its community.

With a belief that “everything is a little bit more awe-
some when you add a laser,” Metrix is leading the 
pack when it comes to Maker Spaces that are not only 
popping up in Seattle, but across the world.

Focused Field Research
Metrix Create:Space

Matt Westervelt
“The only reason you haven’t been here  

is because you didn’t know about it.”

Seattle, Washington

www.metrixcreatespace.com
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DESIGNING A SERVICE 
Creating a sidekick

In response to all of my research and design 
iteration, the final deliverable is a book that
acts as a sidekick for designers as designers 
set up their local community and the phys-
ical space that houses them. It contains in-
sightful discourse on the simple, yet power-
ful, components of the service, case studies 
to inspire, and workbook sections to keep 
track of their ideas as they work through 
the guide. The following pages contains the 
entirety of the book. 
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HENRY ART GALLERY  
Thesis Exhibition 

With any design project, it eventually has to 
reach the public and stand up to scrutiny. In 
a good way though. Design cannot be done 
in a vacuum. For me, this introduction to the 
public came in the form of putting together a 
exhibition that encapsulated my thesis. 

Considering that my design intervention 
came in the form of a service that only really 
becomes tangible when the physical space 
that houses the community is built, this part 
presented certain challenges. But through 
several iterations and close work with Kris-
tine Matthews, a master of communicating 
through environments we came up with a 
great idea through diorama work. 

Just as the book that dispenses the ser-
vice is meant to walk the audience through 
setting up their own community, but have 
it customized to fit their local community, I 
decided to present the same idea here. The 
exhibition showcases several of the areas of 
engagement that are discussed in the book, 
describing their importance and then rep-
resents them in simple, life-size vinyl illustra-
tions. 

As the audience moves through the exhibit, 
they can consider what is important to them 
and what their physical space would look 
like. I used simple illustrations and white vi-
nyl to make sure that once again my service 
wasn’t overly influencing the audience, but 
instead inspiring them to come up with their 
own ideas for a community and physical 
space to house them. 
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HENRY ART GALLERY  
Thesis Exhibition 
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HENRY ART GALLERY  
Thesis Exhibition 

The exhibition had a fantastic opening. 
More than 700 people from the public 
came to learn about our projects. My exhi-
bition offered buttons. Each represented a 
letter of the alphabet and then connected 
it to a design term, in hopes that it would 
get the public excited about learning in 
general and specifically about design. 
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HENRY ART GALLERY  
Thesis Exhibition 

The book that dispenses the service was 
also present. I didn’t want the audience 
to forget that this whole experience was 
contained within a book. I also included a 
few 3D objects to the exhibition in hopes 
that it would inspire people to see that a 
space and community was tangible. 
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Conclusion
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NEXT STEPS
Making it Real (Seriously) 

With any project, especially something 
called a thesis, it often feels like a culmi-
nation project; The project that will define 
your academic career and call a close to 
your degree. But in the case of MakeReady 
Initiative it is rather the opposite. It has taken 
me a year and a half just to prepare for this 
project’s journey and its eventual move from 
planning into execution of it. 

As one of my committee advisors stated in 
a meeting, it would be a shame to do all of 
this work and not at least try to make one 
of these spaces. To get the ball rolling and 
test out my theories. It took a long time to 
wrap my head around it, but at this point, it 
is real and the only path forward is to put my 
efforts into the MakeReady Initiative. 

The first and most important next step in 
this project is to get the service via the 
book into the hands of designers and those 
interested in setting up a community based 
around learning. To do this, I am offering a 
limited edition of the book for sale to raise 
money to get a Kickstarter campaign up and 
running. This way we can for funding that 
will allow for the book to be professionally 
published, allowing for more people to have 
access to it. 

Congruently, I have been approached by 
several people who are interested in set-
ting up specialized communities that would 
like to consult with me. This will allow me to 
apply my research and get direct feedback 
from the collaborator and the space. This 
will garner additional insight that can only 
help in the revised edition of the service and 

subsequently the book in future iterations. 
I hope to revise and update the book every 
3-5 years as I learn new things and am able 
to test out additional ideas. 

The ultimate next step is looking into the 
kind of funding that would be necessary 
in setting up my own MakeReady Initia-
tive. Having spent so long researching and 
writing the guidebook, it is only natural that I 
have mentally built no less than 100 different 
spaces based on different needs that I came 
across. But I am not naive. It is going to 
take considerable work to get a full-fledged 
space set up, but as my guidebook says, 
anyone anywhere can start with whatever 
resources they have. I should take my own 
guidebook’s advice. 

So I am currently looking at available spac-
es, discussing my project with anyone that 
will listen to me, and trying to raise aware-
ness. I am also looking into partnering with 
a design association, a design firm, and/or 
creatives to bring about this vision. But I am 
hopeful. This is only the beginning for this 
project. It’s time to get to work. 
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REFLECTION
Would I do it all again?

A simple question, but hard to answer when 
you’ve just finished it. But the answer is yes, 
I would. This is a project that in many ways 
has been in progress for over a decade. It 
lived in the far off reaches of my mind and 
only came to fruition through my graduate 
work that allowed me to focus on it. 

Initially, this project was big. I wanted to 
tackle very big ideas and design something 
that would affect large swaths of people 
within the discipline. I did not start small. 
Let’s be honest, I never do. But through 
slowly focusing my problem area, I did arrive 
at a space that while still big, I knew I could 
design something that could actually help 
people. That was my main focus from the 
beginning. I had many so many pretty things 
in my life that I just wanted to design some-
thing that could have real impact. After a 
year and a half, I think I accomplished that. I 
could not be happier. 

I also learned so many new skills through 
this project. I learned about new areas of de-
sign, such as service design, and learned to 
be so much more than just a visual commu-
nication designer. Now I can combine these 
new skills with those honed over a decade 
and come out with variations to designs I 
couldn’t have even fathomed two years ago.

I found the edges of my comfort zone and 
kept going. To create something great, you 
just know you’re going to have to real push 
yourself. I don’t know how many times I 
found myself cast adrift in the sea of new 
ideas and thoughts, but instead of being 
scared I pushed on. My comfort zone now 

accommodates far more than it did two 
years ago. 

WIth any degree, when you come out the 
other side, you should be more confident 
than when you entered it. That is true here. I 
learned to trust myself through this project. 
It took a while, but slowly, I knew that no one 
else was going to have the answer. Sure, 
I could check in with my committee, but 
ultimately the success of this project hinged 
on me trusting myself, my instincts and my 
beliefs. 

The people that I interacted with throughout 
this project is what made it worthwhile. I met 
so many people that were so passionate 
about their projects and beliefs and could 
not wait to tell me about them. But also hear-
ing about their hardships they faced when 
attempting to create something that had 
never been done. Those stories inspired me 
down to the depths of my soul. These amaz-
ing people will not be ones I will soon forget. 

Within design, we have a saying, that no 
project is ever done. There will always be 
things that you will see in your work that you 
will want to change. It is possible to even 
consider other design interventions that 
could have worked other than the one you 
picked. My thesis will be a project that will 
not soon leave my mind or my desktop and I 
hope to continue developing it in the future. 
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