
1



•

•

•

•

•

•

That’s a lot of titles that I’ve put on this slide – probably too much to be honest.
But I’ll summarise these super quickly and then we can get to why I’m here, 
[click]

2



•

•

Let’s start with previously, my background is in Industrial Design and Design 
Research.
So I ‘grew up’ as a designer by learning about how we design products and how 
we understand users. But as I went through my degree and graduated, I started 
to realise that I wanted to learn more about experience design in its entirety 
rather than just through its presentation in a physical mass-manufacturable 
product.
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So, I pivoted. I started a PhD; I wanted to explore designing experiences. My PhD 
started out with a focus on these three areas, in somewhat equal proportions. 
However, as I started my PhD and looked into these areas more, I realised that 
there was something that was a bit more pressing and more interesting to me.
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•

Design for Wellbeing – I came to realise that’s what I really cared about, was 
exploring design for wellbeing. I wanted to make experiences that actively made 
people feel better and at a minimum didn’t detract from someone's wellbeing. I 
realised that that was something I’d been missing out on throughout my design 
journey. A way to do evidence based intentional design for wellbeing. 
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Let’s dig in a bit more now that we know the focus.

7



A bit of an explanation first on what I mean by design for wellbeing
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When I say design for wellbeing, I mean design for psychological wellbeing
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Okay, we’ve got an understanding of what I mean when I say I’m studying design 
for wellbeing in my PhD. But what is it that I’m actually trying to understand here?
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We’ve already got frameworks like this that designers can use…
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And lists of needs from psychology like this.
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https://www.strengthscope.com/podcasts/what-is-the-perma-model-of-positive-psychology
https://www.strengthscope.com/podcasts/what-is-the-perma-model-of-positive-psychology
https://doi.org/10.1146/annurev.psych.52.1.141


The issue is what if you’re a new designer? What does ‘design for virtue’ mean to 
you? When do you use the concept? How do you apply it to your work?
What you need is a helping hand.

13



In the same way that the double diamond is a useful tool and representation of a 
design process for people new to designing. It would be helpful to translate 
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https://www.designcouncil.org.uk/
https://www.designcouncil.org.uk/
https://creativecommons.org/licenses/by/4.0/
https://creativecommons.org/licenses/by/4.0/


It would be helpful to translate these frameworks and elements into a set of 
processes that someone new to designing positive experiences can go through.
That’s what my PhD is about – it’s about defining and understanding the process 
of design for wellbeing. What are its mechanisms? What do designers actually 
do when designing for wellbeing?

15



19



Prior to starting the ideation process – you need to have a reference framework. 
Something outlining wellbeing elements.
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The design for wellbeing ideation process is 
• Iterative
• Contains distinct stages 
• The stages can be mixed around.

Let’s break them down:
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•

•
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At its core, this stage is simply about identifying a set of interactions.
Identify: This involves identifying interactions that occur during your experience.

In a normal design process, you should already be doing this as part of 
understanding the problem and identifying opportunities.
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As I go through I’m going to draw upon a theoretical example of re-designing an 
indoor car-servicing experience.
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List the interactions that occur during the experience.

For example…
Here are the interactions related to an indoor car servicing experience.
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https://unsplash.com/@jacklucassmith?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/blue-car-parked-beside-brown-building-during-daytime-crhK6sKfaAY?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash


•

Next step - Understand how your chosen framework maps to the experience and 
its interactions.

These are some ways that you could do the connect stage.

At its core, this stage is simply about connecting your experience to your 
framework, which could be connecting the elements within your framework to 
the interactions you have outlined
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https://unsplash.com/@sen7?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/a-close-up-of-many-different-colored-legos-rgP93cPsVEc?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash


Identify sub-elements from your framework that are relevant to the experience 
you are re-designing.

Areas of the framework that could apply to my experience have been highlighted.
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•

This involves generating new ideas – it’s the ideating part of the creative process, 
where you start to develop concepts.

These are some ways that you could do the brainstorm stage.

27

https://unsplash.com/@ryanancill?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/white-printer-paper-beside-pen-and-pen-0w1MiTY78h0?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash


→

→

Generate concepts based on the combination of an interaction and a framework 
element.

For example…
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https://unsplash.com/@jacklucassmith?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/blue-car-parked-beside-brown-building-during-daytime-crhK6sKfaAY?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash


→

→

For example…
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https://unsplash.com/@jacklucassmith?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/blue-car-parked-beside-brown-building-during-daytime-crhK6sKfaAY?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash


•

•

This involves combining your concepts and ideas into one form/experience.

In this, you are taking elements of the concepts you have ideated and merging 
them into one.

These are some ways that you could do…
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https://unsplash.com/@gaellemarcel?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/clear-glass-bowl-on-top-of-brown-wooden-table-surface-wPOV0W7ykxE?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
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Combine brainstorms into a new experience.

For example…
Combining a space for refuge and nature visuals to get images like this.
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https://unsplash.com/@jacklucassmith?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
https://unsplash.com/photos/blue-car-parked-beside-brown-building-during-daytime-crhK6sKfaAY?utm_content=creditCopyText&utm_medium=referral&utm_source=unsplash
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Here is a summary of the example that I just walked through.
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I used this explanation of how to ideate in a design for wellbeing process with a class 
I taught, the class was all about design for wellbeing. Let’s explore the context of the 
class and them some of the experiences that students designed.
I’ve got examples from a full spread of the course, some are going to be a bit rough 
but you’ll get the thinking behind them.
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Examples given:

- Products are an experience because we interact with them, and they make us 

feel different things.

- Environments are an experience because we interact with them purposefully 

or through our senses. Think of this building and the type of lighting it has or 

the smells
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- Graphic communication is an experience because we interact with it as a 

piece of communication, it can elicit emotions from sight alone or from what it 

makes us think about.

Photo by Celpax on Unsplash 
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https://unsplash.com/@celpax?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/photos/1Lf5Adh9SCg?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
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I used this explanation of how to ideate in a design for wellbeing process with a class 
I taught, the class was all about design for wellbeing. Let’s explore the context of the 
class and them some of the experiences that students designed.
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Now, we can look at some of the reflective comments left by students.
For some context, as part of their coursework students needed to include a 
piece of reflection on their experience in the module and of designing for 
wellbeing.
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Four simple inter-mixable steps:
• Identify interactions in an experience
• Connect interactions to elements in your framework
• Brainstorm around the connections
• Combine your brainstorms
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If we return to who I am and what I’m doing
It’s all about exploring and trying to grasp/describe the process of doing design for 
wellbeing.
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So after this bit, I also analysed cases of people doing design for wellbeing to try and 
identify typical actions and activities.
Trying to identify any other key activities that distinguish a design for wellbeing 
process
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After this, I interviewed service designers about how they consider wellbeing in their 
projects.
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