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Preface 

This study forms an important part of my research into the contemporary 

methods and practice of professional industrial design. My principal areas of 

interest lie in professional practice, design methods, expertise in design and 

design thinking. After graduation I worked as a product designer and 

production engineer for a range of manufacturers in the commercial office 

furniture industry, designing products for local as well as international 

companies Herman Miller US, Wilkhahn and K&N Germany. The products I 

designed for these companies were mostly workstations, shelving and cable 

management systems. After several years in that industry, I started my own 

design consultancy, Walden Design Pty Ltd in 2003 where we designed a range 

of products for the Australian manufacturing industry more broadly. At that 

time, fueled by confidence, we designed a wide range of products including a 

ballet sneaker, a manual override safety mechanism for stadium doors and even 

a new type of beehive frame for an apiary in outback NSW. As a rough estimate 

I had worked on around 40 plus design projects by the time I started my 

academic career. While there is very diverse range of design projects I worked 

on, the process was always the same - a Brief at the start, concept development, 

refinement, technical documentation, prototyping and production. The process 

described in this way is actually a guide or a series of gateways because in 

reality the circumstances of every project are different and the approach taken 

must be adjusted every time. The process also, doesn't account for iteration 

loops that are always there but could never be pinned down precisely. Despite 

these things, the process serves to establish a partnership with the client by 
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outlining steps to which time can be assigned. The client often provided a 

support network upfront that had the authority to approve the innovations 

developed, as they were the ones with the 'keys' to production. There was 

always a Brief created at the start and documentation generated all the way 

through to record progress. That system seems work. Shortly after I started my 

work in academia I began investigating design process and its underlying 

complexity. A colleague and I worked together on a research project to develop 

a set of simple products together. Our goal was to examine the way two 

designers working together on their own individual designs might 'converge' 

thoughts and ideas. We wanted to see if that convergence was evident in the 

final outcomes even though the designs were very different from each other - 

one a set of leather office accessories and the other a multi-tool for mountain 

bike riders. After the project, I reviewed the process. The original question of 

'convergence' was interesting but something more compelling emerged. In the 

Convergence project, there was no Brief, we didn't write anything down during 

the project (we audio recorded our design sessions) and the designs were 

almost entirely generated by sketch modeling in cardboard. The support 

network needed for commercialisation procedures, arrived late in the project 

well after we had completed the designs. We broke many 'rules' of the design 

process but in the end there were a good outcomes and more freedom in the 

way we worked. Reflecting on Convergence, I realised that it was 'self-initiated' 

and that similar projects were being conducted by design consultancies. This 

research seeks to better understand the implementation and practice of self-

initiated product design.  
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Abstract 

The purpose of the study is to determine and define structure in self-initiated 

product design projects conducted by experienced industrial design 

consultants. The research included the conduct of semi-structured interviews 

with leading designers that required them to compare their client-based and 

self-initiated design processes. Literature review of academic research on design 

methods, design thinking and knowledge application in design supports the 

interview analysis. The study finds that designers engaged in self-initiated 

design, independently generate the resources necessary for new product 

development and that there is structure to this method, dependent on the 

development of background knowledge. A model for Typologies of  

Self-initiated Design has been developed to describe this structure and to 

provide a means for designers to comprehend the progression of self-initiated 

design projects. 
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1.1 Introduction 

 

 Self-initiated Product Design is a type of professionally conducted 

 design  practice that has yet to be academically defined, despite its 

 existence in Industrial Design and it's impact on theories of Design 

 Thinking. 

 

Research into the ways designers work and think has provided great insights 

into the realities of the complex and intricate process of design. The 

investigation into both the nature of design problems and the thinking 

processes employed by designers in addressing these problems has, by 

connection, confirmed that designers work in a way that's unique. Broadly, this 

approach is known as Design Thinking. And Design Thinking has now become a 

widespread approach to solving socially ambiguous design problems (Lindberg 

et al. 2010) utilised by professions inside and outside of the traditional design 

disciplines. 

 

The research around Design Thinking provides application in professional 

practice. Companies like IDEO employ processes in their consultative work that 

make principles of Design Thinking a means of inviting stakeholders into the 

design process regardless of their background. The creative process of 

designing in a participatory way leads to rich outcomes and a value for the 

client, beyond the product outcome, in the form of education about problem 

solving that may be applicable in other areas of their business. 
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Broadly, the research conducted in this study seeks to refine the link between 

Design Thinking theory and the design practitioner. This link is an evolving one, 

because practice is constantly changing. It's not clear if what we've established 

about Design Thinking will be always precisely relevant because a big part of 

establishing Design Thinking as a set of theories is based on studying designers 

in practice. If practice changes due to technology, business, social structure and 

funnily enough the application and reinterpretation of Design Thinking as a 

creative tool used by business (our clients) then Design Thinking itself must also 

change. But this suggests that it's a one-way street (of sorts). That practice 

operates independently of theory and is shaped by a different set of 

circumstances, constraints and objectives. But in areas we've seen Design 

Thinking applied back into practice. To make clear the special way in which a 

designer approaches problems and arrives at solutions is very important for 

many reasons. The link from theory back to industrial design practice has 

primarily served to create new types of industrial design rather than reinforcing 

aspects of traditional practice. So there is a loop back that cycles through 

continuously but the flow is stronger and smoother in some parts, than in 

others, depending on the interpretations it feeds through at various times. In 

any case, there is a loop and this particular project is about representing in that 

loop an aspect of industrial design practice that, in my view, has not been 

specifically incorporated. This study seeks to understand industry conducted 

self-initiated product design using theory and principles of design research 

(including Design Thinking) to establish models of practice to support reflective 

learning and analysis of processes to improve and refine the act of design. 
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1.2 Positioning Self-initiated Product Design 

There are various forms of product design practice. As this study is located 

in Sydney, I refer to the Design Institute of Australia's (DIA) description for 

the Industrial Design Profession. It states that "it is common for product 

designers to be employed within manufacturing companies" and that they 

may also "work for businesses that consult to manufacturing companies" 

(DIA, 2014). The DIA also provides a longer list of places where product 

designers work expanding upon the manufacturing and consultancy 

positions to include "designer/maker workshops", "research & development 

departments" and "self employed". The scope of job types indicated by the 

DIA is quite limited, though, for this study, it provides a suitable focus in 

order to demonstrate the basic ways in which product designers develop 

designs for manufacture. Looking internationally, the Industrial Designers 

Society of America (IDSA) describes industrial design as a 'professional 

service' that develops products and systems through collection, analysis 

and synthesis of data guided by the special requirements of their client and 

manufacturer'. The IDSA definition clearly positions the influence of the 

client at the centre of the function of typical industrial design practice. 

 

This study will focus on product design projects that have been developed 

by design consultancies independently of a client request. It will not 

consider product design operating within a manufacturing company nor 

will it consider designers working in designer/maker workshops - which 

could be categorised as small manufacturing enterprises. The reason for 
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setting this focus is that we know that design consultancies are self-

initiating product designs and attempting to commercialise them without 

the framework that a client (or indeed a manufacturing system) might 

automatically provide. We know that some of those projects lead to 

product outcomes that are manufactured and sold successfully. The degree 

of commercial development ranges for these types outcomes. The Nu 

Lifestyle Card Holder (Fig. 1) by Sydney industrial design consultancy KWA 

(Kevin Whitley Associates) was recently launched as a Kickstarter project 

and is gaining traction and good reviews in the marketplace as a KWA 

offering. The Knog range of bicycle accessories (Fig. 2) developed by Hugo 

Davidson and Malcolm McKechnie out of the consultancy Catalyst in 

Victoria established the formation of a separate company. We also know 

that there are many self-initiated design projects that fail to reach the 

market. Part of what this study attempts to understand is the elements of a 

self-initiated design project that must be conceived and worked through 

given that the conditions a client and a manufacturing precondition 

typically provide are not automatically available.  

 

 

   

  Fig. 1:  Nu Lifestyle Cardholder 
Gianfranco Lassandro & Kevin Whitley / KWA, 2014 
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  Fig. 2:  Knog Bicycle Accessories 
 Hugo Davidson and Malcolm McKechnie / Catalyst , 2014 
 

While these conditions impose restriction, they are also be necessary for 

moving from ideas through to commercially viable outcomes. The process 

for designers working for clients adopts a structure formatted according to 

time, resources and the need to guide a client (and often a team made up 

of non-design professionals) through a very complex process. We know 

that the process that a design consultant presents to a client will often be 

described as a linear stage-gated process as it helps to set deadlines bound 

by 'stages' and 'types' of design focus that can be translated into time and 

fees - a necessary feature of any business exchange. Considering that the 

study will focus on consultancies an account of design process adopted by 

design for clients provides a suitable basis from which to launch a deeper 

investigation of what self-initiated design projects must establish on their 

own. 
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1.3 The Client Design Process 

There are numerous descriptive models of the design process that 

consultants use to work with clients. These representations are important as 

they chart the progress of the project, set gateways and enable a project to 

run on time and to budget. Design projects involve many people and so 

knowing the status of design progress and being able to communicate to 

people who may be involved with the project but not responsible for the 

management of it, is critical. To establish and practice a design process 

agreed upon before the start of the project, and then followed throughout 

the project, is necessary for sharing and processing information, managing 

equipment and resources, reducing risk and progressing effectively. 

(Cuffaro et al, 2006). Most design process descriptions start at an 'ideas' 

phase and end with a 'production' phase. An example of the design process 

(Fig. 3) provided in the book Process, Materials and Measurements (Cuffaro, 

et. al., 2006) provides a multi-layered account of the process that illustrates 

both the detail of the activities of each stage and the process participation 

level of design across the spectrum of the entire process. As can be seen in 

the diagram that design's primary contribution is across the development 

and the early stages of the production planning. This representation of the 

design process suggests that the early planning phase of new product 

development and the final production phase are periods of the project 

where the designer assists and is needed, but does not lead the project. It 

can be seen that the activities required in those early and final stages need 

a background of expertise outside of typical product design expertise. 



 

Date: 27/03/15   8 

Process Detail 

Planning Development Production 

Identify 
Opportunity 

Research / Project 
Definition 

Conceptualisation Refinement Tooling Ramp-up 

Define target 
market 

Define business 
objectives 

Identify limitations 

Identify outside 
forces 

Determine the 
project timeline 

Set project goals 

Define project 
team 

Consider prior 
project learning 

Conduct market 
research 

Identify customer 

Identify user 

Conduct 
competitive market 
analysis 

Validate need / 
opportunity, target 
market, etc. 

Assess product 
options 

Create preliminary 
specification 

Late activities (in 
Development 
Stage) 

Conduct design 
research 

Understand 
customer 

Understand user 

Create product 
specification 

Create design brief 

Explore aesthetic, 
ergonomics, 
functionality and 
manufacturing 
options 

Create concepts in 
the context of 
research (rationale 
of 
solution/selection) 

Build prototypes 

Develop concept 
"feedback loop" 
(user testing) 

Test concept 
feasibility 

Explore 
patentability 

Evaluate design / 
engineering 

Estimate 
preliminary costs 

 

Early activities 
(Development 
Stage) 

Refine design 
concepts 

Conduct 
preliminary 
manufacturing 
analysis 

Estimate 
manufacturing cost 

Create preliminary 
databases 

Build and test 
prototypes 

Conduct user 
testing 

Later activities: 

Hand-off from 
Industrial Design to 
Engineering Team 

Engineering 
activities: 

Design tooling 

Procure tooling 

Debug tooling 

Test beta prototype 

Marketing activities 

Finalise marketing 
plan 

Develop marketing 
materials 

Develop packaging, 
graphics and 
instructions 

Early production: 

Setup assembly line 

Train workforce 

Evaluate 
production output 

Begin production 

Launch marketing / 
advertising 

Fill key customer 
orders 

Ongoing 
activities: 

Adjust production / 
inventory relative 
to demand 

Monitor customer 
feedback 

Monitor quality 

Explore cost 
reduction 

Evaluate design for 
improvement 

 

Process Participation Level (Design) 

Planning Development  on

 

  Fig. 3:  Design Process 
 From Process, Materials and Measurements by Cuffaro et al, 2006 
 

Typically, in consultancy projects, the background information that 

identifies the business opportunity (and strategy) for new product 

development is brought by the client to the designer. As well, the 

management, planning and engineering tasks for manufacturing are either 

handled by the client or handed over to new teams. Positioning the 

designer's role and therefore the scope of their concern regarding the 

project squarely across the conceptualisation and refinement stages. It is 
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almost certain that the technical aspects of the production phase are tied 

so critically to expenditure that for a designer to challenge the direction of 

the project at that stage would be unwelcome. By the time the process 

reaches the tooling and production phase the designer must be involved as 

a liaison only. However, we are seeing increasingly that as business adopts 

design thinking as a way to generate innovation together with the 

fragmentation of manufacturing service - design (as a field of knowledge) is 

being much more influential in the planning phase than this diagram might 

suggest. Designers understand the end-user and can challenge the client in 

positive ways during the planning phase if they are invited to help direct a 

strategy for new product development early on. Despite this, design 

consultants are still in the employ of their client and not in business 

partnership, so while design work is increasingly more valued in the 

planning stage, the very nature of the contractual set-up between designer 

and client clearly positions control over the direction of the new product 

development with the client and not the designer.  This may be the source 

of some frustration for the designer when their expertise in understanding 

the consumer is not being set as priority and their role is essentially giving 

shape to an idea that they don't entirely believe in.  Regardless, it can been 

seen that the client clearly provides the project much of what is needed to 

bring a product to market. Self-initiated designs do not automatically have 

some of these necessary requirements in place and must be generated by 

the designer at some point in the process. From a design perspective, those 
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elements that the client brings to the project are guidelines or constraints 

and may be termed as follows: 

 

 Resources for new product development 

 In his seminal book, Designing for People (1955), Henry Dreyfuss 

stated that, "industrial design is not something that is superimposed upon a 

client and his products; rather it is a cooperative undertaking in which a 

group of partners work toward a common goal, each stimulating and 

supplementing the other". In modern times the importance of a team is 

ever present and its value cannot be understated. Konstantin Grcic, 

commenting on his relationship with Flos and the development of technical 

lighting appliances, provides a more recent take on this value. He states "I 

enjoy the close relationship between design and engineering that is 

inherent to this field of work; it creates a situation of close dialogue 

between my office and the Flos technical staff, who share their huge 

knowledge and expertise with us." (2005). The client is able to provide a 

team with expertise and a stimulating environment for a designer to 

operate both creatively and productively toward a commercially and 

technically viable solution. 

 

 Domain specific knowledge 

 Clients approaching consultancy firms are also an important 

provider of domain specific knowledge. There are occasions where a client 

is the lone entrepreneur with money to spend and a vague idea, but in 
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most cases the client is a company that has been operating in a particular 

market for some time. They will have developed a level of expertise in the 

design, manufacture and sale of a specific range of products that have 

become their core capability. Conversely, the design consultant has typically 

worked for short periods on a wide range of different product types and so 

cannot responsibly claim to have acquired the same depth of knowledge 

and understanding about a clients products until, perhaps, they've worked 

with the same client for a number of years. Indeed, this is the appeal of 

working with a consultancy - that a fresh perspective might be offered. In 

any case, a very important aspect of client - designer relations in 

consultancy work is the transference of domain specific knowledge. Any 

meaningful design contribution must be informed by technically framed 

domain specific knowledge pertaining to the specific product area. 

Development of domain specific knowledge by the designer, for application 

in product development is certainly supported by client information each 

project, but also represents the culmination of knowledge gained from 

addressing any similar type of design problem previously.  

 

 Novelty 

 The client upon approaching the designer will often have already 

decided on what makes the design unique. They may not always be able to 

describe that novelty in terms of legally definable forms of intellectual 

property (i.e. design registrations, patents or innovations) but they come to 

the designer with a notion of what form that protection is likely to take. 
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Even if a project from the outset does seem to be a novel idea, by engaging 

a designer, the client knows that the outcome will contain an element of 

novelty even if it only qualifies for design registration. In client - designer 

relationships it is universally accepted that novelty is a high value asset that 

represents a critical factor in new product development and in securing 

competitive advantage. 

 

 Process and decisions 

 As the design project progresses, there are multiple points at which, 

decisions must be made. The designer often will balance between making a 

decision in the clients best interest and presenting the client with choices, 

leaving the decision making to them. The designer is often responsible for 

making decisions regarding the product embodiment including those 

related to human factors, materials and manufacturing, aesthetics and 

mechanics. In the resolution of those details, innovation is expected to 

emerge. Many of the more strategic decisions are not the responsibility of 

the design consultant even if their opinion is sought. Therefore, the client 

often controls the strategic direction of the project. 

  

 Business framework 

 A business that seeks out and employs the services of a design 

consultancy for new product development is already operating according to 

a long-term strategy. In most cases, a client that has made the decision to 

enter into new product development has done so as part of a wider 
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corporate strategy according to their own business framework. The design 

will therefore be defined by the client's strategic policy and network of 

support including (though not limited to) manufacturing, sales and 

regulatory services.  

 

 Competition framework (business and market context) 

 Because client projects are often presented to the consultant, 

framed in a business context and driven by strategic intent, the competition 

framework is often built-in quite specifically. The designer will often be 

required to respond to an identified gap in the market as defined by the 

client, sometimes in very narrow terms. A rather typical approach by 

consultants is to offer a range of concepts from conservative ideas that 

meet the brief in very precise ways through to ideas intended to challenge 

the brief and open up possibilities. The client will ultimately have its 

competitors very clearly in their sights and their competitor analysis as part 

of a broader marketing strategy will often condense the innovation 

contribution in a restricted way, from the designers point of view. Whether 

a client conducts it's competitor analysis very systematically according to a 

finely tuned corporate strategy or relies on intuition, the designer by virtue 

of the fact that they are in the employ of the client, must try to deliver a 

level of novelty within predefined boundaries. 
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 Production capability 

 Design consultancies will often provide design service for 

manufacturing firms that do not have an in-house design capability. Clients 

such as this will often require that the design outcome be something 

manufacturable by their own factory. A logical approach is to create new 

products that capitalise on the factory's inherent capability. As an ever-

increasing reliance and preference for businesses to utilise more cost 

effective manufacturing in China (and other developing countries) 

continues, a more relaxed link between the prospective product 

embodiment and the means by which it is made has emerged. Regardless, 

many companies are still defined by the products they sell. And while 

manufacturing may have dislocated from the 'head office' of the company, 

a client working with a design consultancy would seek to maintain the 

hard-earned relationships forged with their suppliers in China and 

therefore, be somewhat bound by the capabilities and processes they can 

provide. An absolutely critical element in commercialising mass-

manufactured products is a strong, efficient and reliable production 

capability managed across a range of international suppliers. The client 

provides this vital network. 

 

 Timeline 

 A client imposes the need for a timeline. The relationship between 

designer and client can develop over many projects together and can 

enable negotiation on completion points throughout the project as the 
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element of trust between parties also develops. However, it is always a 

requirement, from a business perspective, that the project progresses and 

reaches completion according to a broader commercial strategy. The 

designer may see a timeline equally and simultaneously as both a helpful 

and troublesome constraint. Product design is however, about bringing 

products to market. It is inevitably linked to the business of manufacturing - 

a complex and expensive endeavour. From the client's perspective, projects 

cannot stay trapped in limbo and must move forward. To quote a 

contemporary designer, "the time span for companies to produce new 

products has become incredibly short; the pressure for commercial success 

cuts out experimentation and risk" (Böhm, 2005). 

 

 The client's view of the designer role (non-strategic) 

 During the early phase of some design projects a timeline imposed 

by the attitudes of the client can deny the designer a feeling of control over 

the direction of the process due to a number of factors but perhaps most 

predominately because: 

 

1. The client considers that early phase of identifying the opportunity 

is governed by factors external to design concern and therefore is 

framed by the client before approaching the design consultant. The 

designer knows that to be part of that early conversation is critical in 

establishing the design brief. 
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2. That the designers ability to explore both broadly and deeply in 

working through design problems can result in innovative design 

outcomes that benefit all stakeholders. A client that is risk averse will 

want to limit the explorative phase as it is ill-defined and therefore 

cannot be absolutely pinned down by time and what may result is 

difficult to predict. Some clients think they know precisely what they 

want before the project has even begun. 

 

There is cause for a degree of celebration that some businesses have 

embraced design thinking as it means that their perspective on what 

design (as a tool) can offer in these early phases approaches 

compatibility with the way designers view their potential contribution. 

However, given the vast majority of commercial products and 

considering the growth and dominance of high turnover mass 

production services, most designers world-wide are still trapped in a 

very conventional role. Designers today may be invited into early phase 

discussions, but are very much bound by the commercial demands that 

dictate control over the nature of the product and its market purpose. 

 

1.4 Background and need 

 The Convergence Project : Introduction 

 Before the formation of my research proposal for this project, I had 

engaged in a collaborative self-initiated product design exercise with another 

design academic also working at the University of Technology, Sydney. The 
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actual purpose of the exercise was to experience and report on the nature of 

collaborative design process for self-initiated product designs. Although the 

intention was to conclude the exercise with design concepts, product design 

outcomes resulted that were considered suitable for more technical 

development, prototyping and commercialisation. The name given to this 

project is 'Convergence'. It was a practice driven research initiative and our 

objective was to work together on the design of two products collaboratively 

and simultaneously, and report on the results. We each brought to the project, 

product design ideas that had not been developed and were drawn upon from 

our own areas of interest and experience. The specific question under study was 

whether there is a convergence of compatible methods and ideas when a team 

of designers is developing two different product designs, simultaneously. We 

were also interested in presenting design outcomes, so it was important for the 

exercise to conclude with resulting prototypes. I brought to the project the idea 

of developing multi-tools for mountain bike riders and some thoughts 

regarding the interesting ergonomic issues related to the design of such tools. 

My colleague brought the idea of designing products using compression-

moulded leather and in connection with that, unifying structure and function 

into singular parts to eliminate assembly. We met together once every week for 

15 weeks and more often per week for an additional 8 weeks. The project 

started, mid-April and finished at the end of October, 2008. By the conclusion of 

the project we had working prototypes of two designs; one was a multi-tool 

integrated into a brake-lever for a mountain bike, the other was a set of 

compression-moulded leather trays for office use. The project revealed that 
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both the design method and the ideas, driving the designs forward, converge 

to produce outcomes with similar features, structure and usability intent. 

 

 The Convergence Project: The process 

 The development of these product designs as a result of our 

collaboration, brought into focus a series of important first stages that are best 

depicted in the diagram below: 

 

 

   

  Fig. 4:  Self-initiated Design Process: Convergence 
Roderick Walden and Stefan Lie, 2008 

 

 

It should be noted that I developed the Convergence diagram (Figure 4), well 

after the completion of the project as a means of reflecting upon, what actually 

took place. My design colleague has verified that it accurately describes the 

principle nature of our collaboration in the project. Although we have numerous 

sketches and models (and even some audio of our discussion) this diagram is 
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the only written document of the process at this stage. Even the Design Brief 

was not formally written. We were not compelled to prepare formatted, written 

documents at any stage. The sketches and the models produced seemed to 

provide a suitable record of our place and direction in the design process. This 

approach was not by design. The first point of Convergence is the opening 

creative exploration phase. It was at this stage that we identified compatible 

ways of working together and the overarching principles of design that were 

considered not only appropriate for successful product design outcomes, but 

that also represented a suitable way of unifying the core problem of each 

design idea brought to the project, individually. These principles combined our 

individual design intent, our understanding of what a successful product design 

solution should address and our way of thinking through design problems, 

based on past design experience (background knowledge). It was important to 

identify these principles as topics for discussion that could feed into either of 

the product design ideas. This would not only consolidate parts of the problem 

solving process, but also ensure that we were actively collaborating on the 

design of each product and that any opportunity for cross-linking ideas, 

conceptually; might eventuate. Conceivably, the ideas that Stefan and I brought 

to the project individually might have identified a range of product design 

concepts. We were open to all possibilities. But our early exploration identified 

two key directions that evolved into two clear product design projects. These 

projects would be developed further, concurrently through the extensive use of 

sketching and sketch modeling. 
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 The Convergence Project: The briefing moment 

 The design brief in this project was not a written document. It was a 

point of clarification when the direction for the project was set. It represents a 

point in time when the project has a design completion point defined by time 

and a tangible set of deliverables that are known to be achievable based on the 

resources available to us, and our capability as a design team. We did not 

formally schedule the tasks to be completed to achieve that completion point, 

but we did state, "This is what we will design and how we will represent the 

outcome". The requirement for a briefing moment was necessary, because we 

had announced to the University that we're working on this project and would 

be exhibiting the results at the end of October. It seems a 'briefing moment’ 

becomes required, at least in some form, when you've involved other people. In 

our brief we had decided on two product types: A mountain bike multi-tool that 

is built into a brake-lever and a set of compression-moulded leather trays for 

the office: a pen tray and accessories tray (Nic-Nac Tray). These were decided 

upon based on the following, converging ideas: 

 

1. They both met with our overarching principles of design for the project. 

2. They both could be developed by a similar method of sketch modeling 

typical of the way my colleague and I both work. So a compatible way 

of working together was found. 
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3. We believed that both product designs could be developed through to 

prototypes based on time and resources available as well as our prior 

knowledge and experience of each product area. 

4. We identified opportunities for cross-pollination of ideas particularly 

regarding the establishment of structure, product language, multi-

functionality and cognitive ergonomics. 

 
 The Convergence Project: Product outcomes 

 The design process progressed through to the production of 

prototypes, as shown in Figure 5 and 6. Ten working sets of the Brake Lever 

Multi-tool  (a MTB Brake Lever with detachable multi-tool cartridge) were 

produced for user trialing (Figure 5). They were CNC machined out of aluminum 

according to CAD files produced and were tested by professional mountain 

bike riders. A provisional patent was lodged for the Brake Lever Design 

prepared by patent attorney's after an formally conducted patent search that 

determined that it was novel and a new invention. The brake lever design had 

been developed to a successful completion point. The leather trays (Figure 6) 

were also manufactured.  Tools were made in a specially selected polymer 

board and the trays were moulded in Spanish vegetable tanned leather using a 

contemporary version of Cuir Bouilli (Boiled Leather): A way of creating 

hardened, moulded shapes in thick leather. The leather trays were put into 

limited production and made available through a new small business called 

One Point One Pty. Ltd. 
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Fig. 5:  Self-initiated Design Process: Convergence 
Roderick Walden and Stefan Lie, 2008 
Brake Lever Multi-tool Prototype: 7000-S Al. CNC Machined 
 

 

 

 

Fig. 6:  Self-initiated Design Process: Convergence 
Roderick Walden and Stefan Lie, 2008 
Images taken from www.one-point-one.com/shop 
Office Trays : Vegetable Tanned Spanish Leather, Compression-moulded. 

 

 

1.5 Purpose of the study 

 Significance to the field 

 New product development is reliant on certain factors to proceed 

productively toward commercially viable and successful design outcomes. 

The way clients and designers structure projects in consultancy work 
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provides a good model for new product development as we know that 

successful design can be generated from this collaboration and that there is 

a high level of standardisation in the process structure for product design 

consultancy as represented in Figure 3.  The design process for consultancy 

projects merges information and constraints from the client as well as 

knowledge and creativity from the designer. Additionally, in contemporary 

practice, the merging of these concerns can evolve into co-creation and 

cross-disciplinary design teams that have the potential of amplifying the 

success of the project, the project outcomes and learning outcomes for 

future projects. Broadly, there are two diametrically opposed approaches to 

the development of product designs both increasing in terms of popularity 

and relevancy. There is an ever-increasing emphasis on the importance of 

design teams and consequently a much more integrated involvement of the 

client in the design process. Then there is self-initiated product design 

being pursed independently of a client or an existing business framework, 

supported by better access to low cost manufacturing, advanced 

manufacturing / prototyping (and associated) technologies and the advent 

of crowd funding sites such as Kickstarter. However, unlike client - designer 

relationships, design in R&D departments and co-creation strategies, there 

seems to be no common understanding of the thinking and practice 

associated with self-initiated design. Further more, as self-initiated designs 

(by definition) are design projects started by the designer, without 

incoming request, their origin must be found somewhere in the designers 

own background knowledge. The study of self-initiated design projects and 
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how they are structured may help us understand ways of managing design 

problems, developing design processes and aspects of design thinking that 

have not been previously considered. 

 

 Definitions 

 The purpose of this study is to research self-initiated product 

design. Self-initiated product design projects or SI(P)D, for the purpose of 

this study, refer exclusively to product design projects that have been 

initiated by the designer independently of a client request and, as far as can 

be reasonably determined, motivated by the designers own background 

knowledge, creative endeavour and determination to develop a design 'on 

their own terms'. Additionally, the study will only consider self-initiated 

product design (not graphics, fashion or other disciplines) conducted by 

experienced designers who primarily work as design consultants. The 

primary purpose of this parameter is set because we know that experienced 

consultants are capable and accomplished at addressing client originated 

design problems, yet designs that they self-initiated are sometimes 

successful and sometimes unsuccessful. Additionally, it is considered that to 

understand self-initiated design, comparisons must be made with client-

based processes. 
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 Research questions 

 The study is launched from the position that self-initiated design 

projects are being conducted by design consultants who adopt processes 

for managing client information and needs to formulate statements of 

design intent (reframing the problem space) to develop concepts and 

designs in readiness for manufacture. There are a set of requirements for 

new product development to be launched and proceeded through 

successfully and in consultancy work, some of those requirements are 

satisfied through information and activities brought by the client. Self-

initiated design projects are projects without a client and on the basis that 

we know that, for consultancies, they are sometimes successful and at other 

times unsuccessful there must be applications of design thinking and 

practice performed by the designer that deals with information and activity 

normally brought by the client. The following research questions to be 

addressed in this study are as follows. 

 

1. What core attributes of design thinking and practice do product 

designers draw upon to generate the requirements for successful 

new product development, normally offered by the client? 

2. What is the structure of self-initiated design process? 
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1.6 Summary 

Designers working successfully as consultants to industry are 

temporarily leaving client-based projects to self-initiate their own 

product designs. Self-initiated product designs by consultancies can be, 

at times successful, though we do not know of the processes and 

procedures that are followed by designers in these types of projects and 

therefore do not know how they are at times successful and other times 

unsuccessful. Self-initiated design projects are projects that start 

without a client - they are conceived in the mind of the designer. We 

also know that in client-based projects, the client provides very 

important and necessary support to the designer for new product 

development. Given these factors, the question of how designers 

approach, frame and structure self-initiated design projects for success 

may be addressed through an investigation into aspects of how 

designers think. Design thinking extends beyond the conventional 

boundaries of design practice to influence a broader range of 

disciplines and must be instrumental in the formulation of parameters 

for new product development that are typically provided by a client. The 

literature review to follow will investigate aspects of design thinking 

considered necessary to self-initiate designs and attempt through that 

investigation to identify a common structure for self-initiated design 

projects. 
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2.1 Introduction 

The notion of self-initiated design as a practice that is motivated by the 

designers ambition to independently create something new and proceed via a 

process that they control has been suggested in design research although it has 

not been investigated as a practice of product design in it's own right. It is 

important to clarify that the study of existing literature for this project takes the 

position that self-initiated design is an act of design. Design as a process of 

discovering a problem shared by society and endeavoring to solve it rather than 

a work of self-expression or art (Hara, 2008). There have been studies that have 

investigated product designs by independent designers such as those by Roy 

(1993) but these only touch on aspects of design research to focus on only 

some parts of the design process involved. This project intends to build upon 

existing research to provide a more comprehensive understanding of the 

structure of self-initiated design process from the very start of the process to (as 

far as we can describe) the end. There has been books devoted to the 

promotion of independent design initiatives such as Freestyle: New Australian 

Design for Living (2006) co-published by Sydney's Object Gallery. The book 

surveys the work of Australian designer-makers, many who run successful 

businesses. These accounts however, do not provide a description of self-

initiated design process with any theoretical underpinning. There are also books 

that suggest ways for designers to engage with business and manufacturing 

such as Lee McCormack's, Designers are Wankers (2007) though again, they do 

not explain how the fundamental attributes of design thinking serve the broad 

concerns associated with self-initiated design.  Books on product design 
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practice such as Process: 50 Product Designs from Concept to Manufacture 

(Hudson, 2008) and Thinking Objects: Contemporary Approaches to Product 

Design (Parsons, 2009) contain reviews of designers and practice that at times 

seem to be self-initiated design, but do not provide an explanation of the 

process in terms that draw upon academic research, offering only superficial 

information. We begin to get closer when investigating academic literature on 

the way designers think and their way of working. The book, Emotional Design 

(2004) by Donald Norman describes three levels of design: behavioral, visceral 

and reflective. Norman suggests that a 'successful' product can be generated 

through behavioral design but visceral and reflective design can be 'great' when 

driven by an individual with a clear vision. Additionally, Nigel Cross (2011) has 

conducted in-depth interviews with very successful designers reporting on the 

significance of their individual methods and processes to solve problems and 

influence teams. The following chapter will analyse research available that can 

serve to academically define self-initiated design practice. 

 

 The nature of design practice 

 Designers think and work in rather particular ways. Since the advent of 

academic research into design practice, design has been establishing as a third 

area of human knowledge with the other two being the sciences and the 

humanities (Cross, 2007).  The research project on 'Design in General Education' 

conducted by the Royal College of Art, conducted in 1979 concluded that : 

• Design is concerned with the 'conception and realisation of new things' 
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• Design values and understands 'material culture' 

• Design applies 'the arts of planning, inventing, making and doing' 

• Design is the language of 'modeling' 

• Design has its own way of 'knowing' 

These conclusions have been tested in research for many years yet remain core to 

the principles of design despite the many developments in technology and 

culture that have since taken place across the world. As design thinking reaches 

into - and reshapes - the associated professional disciplines in business and 

technology fields; one may interpret the conclusions from the RCA report 

accordingly : 

• Design is about developing novelty, where novelty represents intellectual 

capital from a business and technological perspective. 

• Design is about understanding people (culture) and connecting them 

with their material needs. That the commercialisation of products are a 

function of design. 

•  Design plans and directs a multitude of activities in order to 

commercialise novelty - it applies strategy.  

• Design has its 'own way of knowing' and its 'own language of modeling' 

to address problems presented distinguishable from conventional 

methodological prescription. 
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When we consider professional product design practice and its association to 

business and manufacturing it is interesting to consider how these principles 

apply. Designers working as consultants or as team members in R&D 

departments of manufacturing companies may have these principles tested 

from time to time. The role of the designer is a function of the balance between 

integration and division of tasks (Dorst, 2003) often shifting across projects 

within organisations and certainly across projects in consultancy firms. Design 

research often finds that while designers present a structured approach to their 

process they actually work through that process in a rather different way. 

Research has found that designers employed by technical and manufacturing 

industry use models of practice that focus on strategy and are clearly more 

flexible than a conventional linear process. (Liu, 2011; Smulders & Bakker, 2012) 

It can be expected that given self-initiated designs need not be structured for 

the benefit of communicating process and timeframes to a client that they 

could demonstrate a form of non-linear progression rarely expressed, though 

possibly preferred, in client-based work. Further, given that self-initiated design 

projects require designers to formulate constraints typically provided by a client, 

to successfully approach self-initiated design work may be to strategically 

address an expanded and systemic set of problems associated with the product 

design, meaning that the early phase of the project - free from constraint - may 

resemble aspects of open, complex and ill-defined (Dorst, 2011) design tasks. 

Underlying these established understandings of the nature of design practice is 

that self-initiated design may represent the way designers would prefer to work 

given the freedom to do so. The following section considers existing 
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information and research on elements of design practice to understand the 

practice and thinking processes associated with designing commercially viable 

products as self-initiated designs.  

 

2.2 Novelty 

 Intellectual Property 

 In many cases, a client seeking the service of a design consultant is in 

need of expert knowledge to help commercialise an idea, considered to be 

unique or novel from a market perspective. The client may need the designer to 

refine the tangible aspects of the idea and work with patent attorneys to verify its 

novelty. While the influence of the designer in the establishment of novelty 

changes from project to project, it is universally considered critical for there to be 

novelty associated with a new product so that the significant investment in 

developing and manufacturing the design stands the best chance of yielding a 

return. In legal terms novelty can be classified and protected so that the author 

can rightfully claim exclusive ownership of the idea, protecting the design (or key 

aspects of it) from being copied by competitors. This is known as intellectual 

property protection and in Australia there are a range of Intellectual Property (IP) 

Rights that can be applied for, though in product design the two types that are 

most relevant are Patents and Designs. Understandably, companies launching a 

new product into the market want to ensure some protection from direct 

competition in the early phases of the product lifecycle so that the product can 

establish itself in the market. And it's the same for self-initiated designs. A brief 
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explanation of the two main types of IP Protection are offered on the IP Australia 

website (2013) and the descriptions are below: 

 

Patents 

A patent is a right that is granted for any device, substance, method or 

process that is new, inventive, and useful. A patent is legally enforceable 

and gives you (the owner), exclusive rights to commercially exploit the 

invention for the life of the patent. 

 

Designs 

A design refers to the features of shape, configuration, pattern or 

ornamentation, which gives a product a unique appearance, and must 

be new and distinctive. Design registration is intended to protect designs, 

which have an industrial or commercial use. 

A registered design gives you the owner, exclusive rights to commercially 

use it license or sell it. 

 

There is another form of IP that relates to product design in Australia: 

 

Innovation Patents 

An innovation patent lasts up to 8 years and is designed to protect 

inventions that do not meet the inventive threshold required for 

standard patents. It is a relatively quick and inexpensive way to obtain 

protection for your new device, substance, method or process. The 
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innovation patent requires an innovative step rather than an inventive 

step, to protect an incremental advance on existing technology that 

may not qualify for standard patent protection rather than a 

groundbreaking invention. 

 

Self-initiated product design projects are design projects that must progress 

through phases ordinarily supported by clients. Without client support, the personal 

cost associated with proceeding through the project places greater emphasis on 

the need to ensure that novelty is established and further protected by legal means. 

Strategic planning is required to achieve design ownership (Cohen, 2006) making 

protection of intellectual property a commercial measure because there are costs 

associated with maintaining ownership throughout a design's lifecycle. To protect 

the novel aspects of the product offering as registered designs or patents can 

ensure that copies cannot enter the market protecting the chance of attaining 

return on investment. The self-initiated designer therefore, cannot afford to concern 

themselves exclusively with matters of product design but think more broadly 

strategically and entrepreneurially.   

  

 Entrepreneurial innovation 

  Self-initiated design as a practice encompassing both the design of a 

product in connection with the design of a business is entrepreneurial, meaning 

that it 'organises, manages and assumes risk of a business venture'1 and for 

profit. There are certain to be examples of self-initiated design projects that are 

1
 Definition taken from the Merriam-Webster Dictionary, http://www.merriam-

webster.com/dictionary/entrepreneur 
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not concerned primarily with profit and may be an exercise in creative 

expression and social innovation, but this project is not concerned with those 

examples. A paper by Robin Roy (1993) presents research on creativity in 

industrial design projects through the examination of innovative product 

designs by two experienced industrial designers. It is focused is on the product 

development process. The author uses background research on the designers, 

products and patents followed by interviews with the designers that is then 

used to conduct a follow-up search for published information on the topic. The 

two participating designers are James Dyson designer of the Ballbarrow (wheel 

barrow) and Cyclone (vacuum cleaner) and Mark Sanders designer of the Strida 

folding bicycle. The designs researched in this paper are self-initiated (as no 

client was present) and are also novel designs that require Intellectual Property 

(IP) protection for commercialisation. Therefore, a relevant connection between 

this research and my own exists. Robin Roy observes a number of factors that 

define these types of projects, including the existence of a 'primary generator' 

(Darke 1979), the importance of physical models and prototypes and the 

complex nature of engaging with manufacturing, leading to the set up of new 

business by the designer to commercialise the design. There are some 

limitations to note. There are only two designers and three projects covered in 

this paper. Also, the research does not compare client based project design with 

self-initiated design (Roy describes self-initiated designs in his paper as 

inventions) so it may be difficult to formulate connections to design thinking 

research, which is often based on client work or, in the case of protocol studies, 

an initial brief or instruction. An important consideration in the context of this 
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study is the nature of primary generators. Primary generators were conceived 

by Jane Darke (1979) as an element of subjective interpretation of the design 

problem that give rise to solution conjectures. The primary generators identified 

by Robin Roy in his study are each very specific, physical aspects of the 

invention. An example he uses is the unique ball-shaped wheel in James 

Dyson's Ballbarrow. However, Jane Darke's description of the Primary Generator 

is not so specific and represents a cognitive theory by which subjective 

parameters for embodiment might be generated rather than the embodiments 

themselves. My concern with Roy's study is that it seems to exclusively associate 

the primary generator with the 'creativity event' or the problem-solution match 

that determines the embodiment of a product innovation. Jane Darke's 

explanation of primary generators frames a 'directive' for structuring conjecture 

and analysis, which logically encompasses aspects of the business proposition 

geared to both rationalising and developing the design, and its eventual 

embodiment. Consideration of the way primary generators are described by 

Roy and Darke may lead to another way to distinguish between design and 

invention. Primary Generators will be discussed in separate detail later in this 

Chapter as they represent principles of design thinking that hold true and are 

pivotal explaining the early phases of self-initiated design. Where there is no 

client and a determination to proceed with a design project in an individual 

way, Primary Generators may serve to better understand the role of subjectivity 

in self-initiated design and perhaps - through that understanding - subjectivity 

in product design more generally. Entrepreneurial innovation has been 

described in more contemporary ways. In his book titled 'DesignDirect - How to 
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start your own micro brand' Roger Ball describes avenues for commercialising 

self-initiated designs through the establishment of 'micro-brands' that take 

advantage of the Internet, crowd-sourcing and the efficiency of manufacturing 

in China (2012). Ball argues that the DesignDirect concept touches all aspects of 

the diversified field of design. As business moves to understand, embrace and 

incorporate design, DesignDirect attempts to place design at the core of 

innovation - including the creation of new business. Where Ball's exploration of 

how the effects of a trend in commercial practice influences design response, 

this study will rely more on research that supports an understanding of the 

underlying thinking by designers in their approach to problem formulation. 

While modern systems of enterprise influence commercialisation methods, this 

research holds that the foundational integrity of expert design practice is in 

addressing problems. The examination of self-initiated design, by experts 

therefore, must focus on the principles of design thinking that research has 

established about problem formulation as a priority. 

 

2.3 Design and Business 

 Practice and innovation 

 Bruce Nussbaum has noted the limitations of design thinking in its 

applied form for business, promoting the notion of creative intelligence (2013) - 

beyond a pairing of design and business - creative intelligence is what we all 

inherently have within us regardless of our 'job'. The five competencies of 

creative intelligence as described by Nussbaum are geared for application in all 

human endeavor. It encompasses the need to team up with the right people - 
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because creativity is a social act - embracing aspirations, learning from others 

and connecting information in new and non-prescriptive ways. Interestingly, 

though not surprisingly, these attributes are resonant in early design research 

and predictably applicable to self-initiated design, as self-initiated design must 

creatively encompass all tasks related to the creation and commercialisation of 

an artifact. Design work operating in the service of senior management or 

clients requires management of constraint and priorities. And the same is likely 

to be true for self-initiated design projects. Pathways toward innovation in 

design practice have been difficult to define and research consistently suggests 

that a stage-gated, prescriptive process (of the type that may be used by a 

designer to describe their work to a client) does not accurately describe the 

actual process. Iteration and learning cycles of varying depth, breadth and 

frequency across an indeterminable set of areas of concern mean that there are 

better ways to describe the way designers innovate. The model of competing 

constraints presents one such way. Based on numerous accounts from 

designers - such as Eames, it proposes that if constraints are accepted and well 

managed then innovation will result. The model (Fig. 7) as presented by Tim 

Brown (2009) is considered a foundational attribute of design thinking. The 

example that Brown offers as testament to the embrace of the model (or more 

accurately, competing constraints) is the Nintendo Wii games console2. The Wii 

offers a new user experience through its controller design that marked a shift in 

2 The Nintendo Wii is a video game console for use at home that uses motion-sensitive 
controllers to engage in game play. The control input was, at the time of its release a 
considerable departure from the typical hand-held control interface. Nintendo's nearest 
competitors Sony and Microsoft invested in improved graphics display and computational 
advancement as a priority. 
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focus from its competitors who were committed to increasing the 

computational power of their machines with no significant change to the 

human interface. 

 

 

The Wii is certainly innovative in this regard and was a very successful product 

commercially. Brown on the one hand describes the Wii as striking the right 

balance of desirability, viability and feasibility while on the other does 

acknowledge that constraints are not 'created equal' and that the design task 

for a range of reasons may be faced with having to prioritise. The case of the 

Wii game system is referred to as well by Verganti (2009) as a form of design-

driven, radical innovation. Verganti describes radical innovation as a strategy for 

innovative product development that sets new and unexpected 'meanings' for 

consumers. Norman and Verganti (2013) suggest that the traditional market 

driven, user-centered innovation yields only incremental design improvements. 

To create radical innovation companies must take a broader approach in their 

research and investigate culture, society and technologies. Verganti continues 

Fig 7: Competing Constraints 
 The goal is to strike a balance of desirability, viability and feasibility. 
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to propose that outside 'interpreters' are key to the successful 

commercialisation of 'break-through meanings'. A kind of support network that 

must be in-sync with the designers understanding of the 'way' innovation must 

proceed and who has the desire and capability (often technological) to make it 

happen. We know that design is about developing 'new' solutions and can 

expect that the commercialisation of self-initiated product designs is reliant on 

novelty. In order to reach people with novel ideas by planning, inventing, 

making and doing requires a business framework. However, the nature of this 

integration between design and business is in its early days and unless it 

evolves in the right way the perception of risk associated with new product 

development will prevail. Some old research showed that 90% of product 

concepts developed, never make it to market (Dorst, 2003). Following the 

theme of 'striking a balance' in the pursuit of innovation, Roger Martin (2009) 

states that companies must engage both explorative and exploitative activities 

to remain competitive and that companies are normally birthed through an 

innovative 'act' but then must enter an administrative phase to build the 

business. These characteristics are shown in Table 1. Understanding the 

connection between business and design innovation is important for 

developing an understanding of self-initiated design. Self-initiated design for 

the purpose of commercialisation is the starting of a new business. It may also 

be perceived as an exploratory phase of an existing business as in the case of 

self-initiated designs that are developed by design consultants - a key interest 

in this project. Martin's account of the separation of exploration and 

exploitation seems to suggest that innovation belongs exclusively to the 
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'exploration' domain. A model that describes the role of innovation across all 

areas of business growth offers an alternative view of the role of design in 

business. The "Ways to Grow" matrix (Fig. 8) developed by Jacoby and 

Rodriguez (2007) acknowledges the integration of design more universally. Self-

initiated design is not only about the design of the product. It must be 

recognised as the design of a business. Projects of this type are normally 

funded by sources external to the project and in many cases that source is the 

consultancy that the designer owns or their own income. 

 

Characteristics of exploration and exploitation 

 Exploration Exploitation 

Organisational focus 
The invention of 
business 

The administration of 
business 

Overriding goal 

Dynamically moving 
from the current 
knowledge stage to the 
next 

Systematically honing and 
refining within the current 
knowledge stage 

Driving forces 
Intuition, feeling, 
hypothesis about the 
future, originality 

Analysis, reasoning, data 
from the past, mastery 

Future orientation Long-term Short-term 

Progress 

Uneven, scattered, 
characterised by false 
starts and significant 
leaps forward 

Accomplished by measured, 
careful incremental steps 

Risk and reward 
High risk, uncertain but 
potentially high reward 

Minimal risk, predicable but 
smaller rewards 

Challenge 
Failure to consolidate 
and exploit returns 

Exhaustion and obsolescence 

 

Table 1 :  Exploitation and Exploration 
 A balance needs be established. From Roger Martin (2009) 
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The task of developing a new product design cannot be separated from the 

establishment of a new business, particularly when considering the protection 

of intellectual property. The 'Ways to Grow' matrix serves as a way to 

understand possible integrations between the consultancy work and the self-

initiated design work that may be engaged concurrently by a designer. It seems 

logical to expect that one must feed off the other. And that relationship needs 

to be rationalised. 
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Extending brands 
Share of wallet 
Leveraging users 
 
Evolutionary 

Create 
Create markets 
Disrupting markets 
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Manage 
Raising price 
Raising usage 
Winning share 
 
Incremental 

Adapt 
Expanding footprint 
Winning share 
 
 
Evolutionary 

 Existing Users New Users 

 

Fig. 8:  Ways to grow matrix 
 Innovation opportunity across all aspects of the organisation 
 by Jacoby and Rodrigez (2007) 
  

 

The 'Ways to Grow' matrix shows that to provide new offerings to new users is 

to take a revolutionary step and create. Self-initiated product designs are 

predictably like this, because they require new businesses to be developed 
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around them and if they are not novel and cannot attract new users they 

become too risky to invest in. So we must consider creativity in design and how 

designers think, frame problems and develop solutions.  

 

2.4 Problem Framing 

 A recurring idea behind creativity is the notion of problem framing. 

Research on the thinking associated with problem framing is an important 

consideration when attempting to understand self-initated design practice. The 

nature of design, creativity and problems establishes aspects of design thinking 

that describe the cognitive act of design. As this study seeks to understand an 

activity by experienced designers, research on creativity and problems in design 

can provide a basis for self-initiated design. A foundational element of design 

activity is the model of creative design by Maher et al. (1996) that explains the 

co-evolution of problem and solution spaces. A model that has been verified 

and extended upon in extensive protocol studies that demonstrate that the 

'creative leap' to solutions is actually a point of connection between evolving 

problem and solution spaces - a problem-solution pair (Dorst and Cross, 2001). 

Schön (1983) refers to this event as problem framing in connection to reflective 

practice. Self-initiated design can expect to contain problem framing 

particularly given the absence of a client that in many circumstances sets 

parameters to define the problem and goals for the design task. A typical client-

design process such as the one shown in Figure 3 will include the defining of 

goals, objectives and problem definition in the planning phase, where the 

participation level of the designer is considerably low. The designer can 
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normally expect precisely specified assignment from a client to either be 

delivered or established in collaboration with them, before concept 

development begins. Cross (2006) presents research that discovered that when 

the problem is precisely specified, good designers generate more solution 

variants, whereas in the case of an imprecise problem, designers tend to 

generate few alternative solutions (Fricke, 1999). This suggests that the more 

active problem-framing required for imprecise assignments leads to more 

readily preferred solution concepts. The research by Fricke includes the 

administration of what he terms, precise and imprecise design problems, in 

order to understand the differences in design approach. The imprecise problem 

provided some vague and incomplete parameters whereas the precise problem 

was delivered with an extensive set of rules and guidelines. Precise problems 

are similar to those that one might expect to receive (or at least attain) when 

working for a client. Therefore, clientless self-initiated design is likely to be more 

representative of what Fricke termed in his research as an imprecise assignment. 

The research shows that in imprecise problem formulation, the impression of 

incompleteness and uncertainty, forced the active search for requirements 

beyond those given for the precise assignment. The active framing of the 

problem-space is also evident in research by Goldschmidt (1995) that examines 

the differences in approach between a designer acting individually and a design 

team working on the same (administered) project. If we consider that in the 

early phase of the design process some, client-designer relationships work as a 

team and in self-initiated projects designers work as an individual, 

Goldschmidt's study helps to gain some appreciation of what we may expect in 
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self-initiated design projects. Additionally, Goldschmidt finds that the individual 

designer will focus creative endeavor on evaluative acts to define and constrain 

the problem space of the design task offering further evidence to actively 

constraining to define the problem. Another way of understanding early phase 

problem definition in self-initiated design may be offered through 

consideration of iteration loops. Iteration loops present in the design process 

have been described in terms of learning cycles (Lawson and Dorst, 2009) that 

connect problem-space and solution-space through exploration and reflection. 

Further, it has been suggested that iterations are a natural feature in competent 

design (Bucciarelli, 1996). Berends and Reymen (2010) confirmed that iterations 

lead to rapid learning, adaptation, flexibility and short-term results which are 

predictably consistent with the expected needs of a self-initiated design project 

operating concurrently with client-based work in a consultancy firm. Specifically, 

mental iteration loops might be relied upon more by a designer operating 

independently of a client as we would expect there to be less need for a 

reporting process and an active generation of variants to facilitate creative 

exchange with another party. Research by Jin and Chusilp (2005) into the 

differences between more explicit task iteration and less explicit mental iteration 

finds that iteration of tasks, though more explicit can be unfavorable as it leads 

to longer design time and cost. Jin and Chusilp's research further supports the 

existence of problem redefinition loops in mental iteration, which has the 

potential to expand the problem space particularly without the constraints 

more likely to be offered by routine task iteration. This suggests that in self-

initiated design projects, mental iteration might be preferred, but must be 
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framed by self-imposed objectives to manage the expanding problem-space. 

The early stages of self-initiated design projects may be representative of the 

designer actively framing the problem based on perceived objectives and levels 

of capability. Without a client it is expected that in the search for design intent 

designers may be testing and applying primary generators (Darke, 1979), 

perhaps through shaping concepts based on experience in order to identify a 

problem-solution pair or optimum design solution. Active problem framing and 

the generation of fewer alternative solutions may be intentional in self-initiated 

design though it raises questions about design fixation. According to Jansson & 

Smith (1991) the existence of design fixation was found to be a 'measurable 

barrier' in the conceptual design process that could prevent the designer from 

considering all experience and knowledge that may benefit the outcome. The 

research suggests that designers may be more inclined to reuse attributes from 

existing known, previous designs rather than analyse the problem-space deeply 

to arrive at new innovations. As we are researching self-initiated design 

conducted by industrial design consultants, the issue of fixation may be 

relevant. It's conceivable that a self-initiated design process by a designer that 

predominately works as a consultant may inherit elements from previous 

design experience, practice and knowledge - including well-established 

understandings of previously designed products. Design fixation in self-initiated 

design may, however, not be necessarily characterised as negative or present 

unconsciously or indeed be directly associated with physical design features - 

but rather, a way of thinking. Studies of expert, highly creative designers 

confirm the presence of a type of fixation in the form of a 'guiding theme' to 
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establish a frame or principle that is actively pursued (Cross & Clayburn, 1998). 

Perceiving conscious design fixation resulting from the active framing of 

problem spaces may be better understood through the primary generator lens.  

 

2.5 Primary Generators 

 Creativity and subjectivity 

The issue of subjectivity is very important here, because in self-initiated design, 

there is no client request. The designer is driven by aspiration and acts on it. 

Previous research into the degree of subjectivity in design conceptualisation 

was published in 1979. In her paper titled, The Primary Generator and the 

Design Process, Jane Darke presents the Primary Generator model that follows 

generator - conjecture - analysis, for the first time, as an alternative and 

potentially "better fit" to the analysis - synthesis model, for design practice. The 

author interviewed architects who had worked on housing schemes to test 

assumptions about the undesirability of high-rise and high-density buildings. 

However, as noted in the paper, the greater discovery was one related to design 

methods. In the interviews designers were asked about their expectations 

regarding the future user to see whether it corresponded to the actual user or 

their concerns. The responses gained seemed to refute the analysis - synthesis 

model with the presence of what is referred to as a Primary Generator: "a 

particular objective or small group of objectives, usually strongly valued, self-

imposed and subjective". These generators give rise to solutions or conjectures. 

The concept is arrived at before all of the requirements are worked out in detail. 

This refutes the idea that the requirements are worked out in detail in advance 
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of any solution concepts (the analysis - synthesis model). Darke's research is 

particularly relevant to my study of self-initiated design. The motivation to work 

on such projects may be provided by self-imposed and subjective factors that 

could be defined as Primary Generators. As mentioned earlier, Robin Roy has 

linked Primary Generators with industrial design projects associating the 

presence of a Primary Generator with novel projects and inventions. It is likely 

for self-initiated designs to include elements of inventorship. Jane Darke states 

in her conclusion that her Primary Generator model should be subjected to 

further testing: 

 

"Of course this model should be subjected to further testing and further 

research will, it is hoped, be able to elaborate the model, perhaps to 

differentiate between the methods of different designers and to explore 

further mental constructs that give rise to the primary generators." 

 

Those mental constructs that Darke refers to may be definable in the context of 

self-initiated design projects. In the absence of a client - who would normally 

provide domain specific knowledge, strategy and experience - the designer 

(working alone) in the development of a new design must only have their own 

background knowledge to draw upon. 

 

2.6 Background Knowledge 

The experienced designer may maintain fixation in order to test design intent, 

help contain and structure learning and secure novelty around a principle 
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discovered. Consideration of the notion of applied prior knowledge, as Jansson 

& Smith (1991) identify in their research on design fixation, is an important 

aspect to my research as well. Simply, if the 'idea' for a design is not provided 

by a client or an employer then it must be born in the designers mind from 

their prior pattern of experience and their background knowledge. While I 

acknowledge that it will be difficult (or even impossible) to determine the 

origins of the idea precisely in self-initiated projects, there is enough research 

on design thinking to suggest that the 'novelty' attached to design ideas and 

the principle concept of original designs are formulated in the designers mind 

subjectively. The role of designers background knowledge is expected to be an 

important consideration in understanding self-initiated design, given that 

problem-solution conjecture, at least in the early phase of the process must be 

informed predominately by their previous pattern of experience rather than a 

brief delivered by an external party. Looking deeper into background 

knowledge as it relates to design work, a research project by Popovic (2004) 

provides an excellent basis. Her paper on expertise development in product 

design and knowledge connections provides models for design expertise for 

novice, intermediate and expert designers, by describing connections between 

Domain Specific and types of Strategic Knowledge. These models are the result 

of analysis of designer sketches produced during the design development of 

set projects. It focuses on the early concept development phase of Industrial 

Design projects. The study supports that the knowledge connections made, 

position the adoption of experiential knowledge, strategic knowledge and 

assumptions made by designers into relationships identifiable as either novice 
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or expert approaches. This may provide a supporting rationale for dividing 

background knowledge utilised in Self-initiated design. Additionally, Vesna 

Popovic states in her paper: 

 

"The knowledge connection model of expert designers, demonstrate 

their superiority within the domain of product (industrial) design. The 

evidence that experts are superior in their own domains mainly support 

this. The common outcome of this research was that non-domain 

experts solve problems in ways similar to those used by novices." 

 

Popvic's research suggests that self-initiated design projects conducted by 

designers without the necessary domain specific knowledge might adopt 

assumptions and draw upon limited experiential knowledge (as novices do), to 

drive the design forward.  The absence of a client's knowledge to set 

parameters and support the development of domain specific knowledge in the 

early information analysis and synthesis phase, may mean that self-initiated 

design projects encompass design problems that are being solved by non-

domain experts, representing a potential problem in projects of this type. 

 

2.7 Summary 

The literature review identifies aspects of design thinking theory and its 

extended application to elements of business that would be necessary for 

designers to generate parameters for new product development, normally 

provided by client engagement - but not immediately available at the start 
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of self-initiated design projects. The very nature of design practice is 

concerned with the creation of new things and there are systems in place to 

protect novelty in a range of different ways. To guide projects beyond ideas 

and commercialise them for manufacture, sale and distribution requires 

entrepreneurial measures and an understanding of broader business 

aspects. Considering the self-initiated design project as one that must take 

into consideration a wider set of concerns than might normally be the 

responsibility of a designer in client-projects, further highlights their likely 

imprecision and potential to be ill-defined. Designer's frame ill-defined 

problems actively, rely on background knowledge that may be limited (or 

non-domain specific to the design being worked on) and struggle with 

fixation. These potential problems can be overcome through learning cycles 

but exactly how these might be applied to self-initiated design cannot be 

determined in the literature available. Consequently, it is not possible to 

suitably address the research questions set for this study based on literature 

review alone. Although, the literature review does identify key elements 

expected to be evident in the structure for self-initiated design. They are: 

 

• Novelty 

• Domain Specific Knowledge 

• Experiential Knowledge 

• Strategic Knowledge 
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The following chapter outlines qualitative methodologies, informed by the 

literature review and new literature research, used to gather information 

from designers engaged in self-initiated design work to provide answers to 

the research questions posed. 
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3.1 Introduction 

This research adopted a qualitative interviewing method to gather data for 

analysis. The interviews were semi-structured and required the participants 

to prepare diagrams of design processes to support their response to some 

of the questions asked. A thematic analysis of the interview data followed 

through three stages of coding:  descriptive coding, interpretive coding and 

overarching themes (King and Horrocks 2010). Interviews were arranged 

and conducted with nine (9) practicing Industrial Designers. The designers 

selected were those that have experience in providing consultancy service 

to manufacturing industry and also engage in self-initiated product design. 

Participants were sent a list of questions and a consent form to sign before 

commencement of the interview in accordance with Ethics Approval 

provided by the University. The interviews were semi-structured and 

typically ran from between 30 and 45 minutes. In the interviews I ask 

questions both about the design process adopted in servicing clients and 

self-initiated design process (Appendix B). Interviewees are asked to 

describe their self-initiated design process in reference to projects of their 

choosing in order to support their account of the activities associated with 

the process. 

 

3.2 Review of methods 

In addressing the question of the nature and practice of self-initiated 

design conducted by industrial design professionals along side their normal 

Client projects, a series of methods were considered. The following is a 
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review of these methods and a supporting rationale as to why they were 

not adopted. 

 

 Action research 

 One of the methods that was considered in responding to the 

research questions posed, was a form of action research that connected 

suitably and built upon the action research conducted in the background 

project: Convergence. A report on the Convergence Project that I 

conducted at the University of Technology in 2008, is covered in the 

Background section of Chapter 1.  Kemmis and McTaggart (Denzin and 

Lincoln 2008) describe several specific approaches to action research. A 

review of these approaches indicates that in more specific terms, the 

Convergence project could be categorised as a form of Action Learning. 

Action Learning brings people together to learn from each others 

experiences as a vehicle to study ones own situation, seeks to clarifying 

what the organisation is trying to achieve and works to remove obstacles in 

that pursuit (Denzin and Lincoln 2008). The Convergence project sought to 

understand the effects on design process when two designers work 

together on two different projects concurrently. It measured the effect on 

each designers approach as the methods and means of execution 

converged despite the considerable differences between the two product 

types and a determination not to produce a third hybrid. In this way, we 

were engaged in Action Learning. The project forced us to adopt a new 

process by selecting and adjusting elements of our individual process that 
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were compatible with the other designers way of working, enabling a 

productive cross-pollination of ideas and requiring us to learn from each 

others experiences. In this way, the project achieves clarity in terms of how 

we will proceed to meet our objectives collectively, works to remove 

obstacles by utilizing the methods that can converge to optimum effect and 

allowing those methods to govern how we apply more individual 

approaches in the specific detailing of the two product types. The 

Convergence project as a form of Action Learning has resulted in 

discovering that a design process can and will omit certain phases (like the 

writing of a design brief at the beginning of a project) and re-form and 

enhance other phases (like prototyping) in a participatory design project 

where: 

 

1. The participants are free and able to do so. 

2. The designers are experienced enough to structure design progress 

around an agreeable way of working. In this case focusing on 

methods that favorably converge. 

3. The participants are mindful of the fact that although the cross-

pollination of ideas and methods will affect aspects of the design 

concept (such as aesthetics and structure), the key novelty behind 

the design can be maintained. 
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These findings are noteworthy but result from quite a unique set-up. To 

attempt to generalise from the findings and make a determination of their 

application in practice is difficult. There are three key aspects of the 

Convergence set-up that we need to highlight. Firstly, the participatory 

nature of the project is more accurately a form of collaborative research 

conducted in a team of two designer/researchers. The following description 

is from the book: Doing Work Based Research (Costley, Elliott et al. 2010): 

 

"Collaborative research is a common mode of enquiry at 

undergraduate and postgraduate level, when learners work in pairs 

or groups on a joint assignment or project. A thoughtful and 

reflexive approach to research requires you to fully recognize and 

report the reality, dynamism and implications of inter-researcher 

relationships." 

 

Secondly, considering the typology of collaborative research presented by 

Costley, Elloitt and Gibbs (2010), the Convergence project demonstrates a 

high level of intervention between my co-designer and I within the bounds 

of the design project (which represents a type of organization where the 

sequence of design phases and their traditional forms of execution are set 

as organisational parameters). However, it is also somewhat detached from 

industry practice despite the professional design experience of the two 

researchers. The findings from Convergence only point to what may be the 

case in Industrial Design practice, but cannot be stated as common to other 
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Industrial Design organizations. The research conducted in the 

Convergence project, as it is with most Action Research is ‘situation-

specific’ (Archer 1995). Following this, Bruce Archer in his paper, ‘The 

Nature of Research’ makes this point regarding the reservations of Action 

Research: 

 

"...because Action Research is pursued through action in and on the 

real world, in all its complexity, its findings only reliably apply to the 

place, time, persons and circumstances in which that action took 

place. It is thus difficult and dangerous to generalize from action 

research findings." 

 

Then goes on to state, regarding the advantages of Action Research: 

 

"Action Research findings are extremely valuable. They produce 

insights, which might otherwise never be obtained. For a century or 

more they have provided case account material that has been 

extremely fruitful in the advancement of, for example medical 

practice, agriculture, environmental studies and law. They have 

provided hypotheses for testing in more generalisable Applied 

Research or Strategic Research programmes." 

 

Thirdly and importantly, this project was self-initiated. There was no Client. 

We determined the products to be designed. And allowed the design 
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process to be shaped, in a reactionary way, to an aspired way of working; as 

we did not need to present to a Client nor provide a supporting rationale 

for the process adopted. It is this point, primarily that led to my research 

questions for this project. Convergence identified adaptations and 

omissions from our Client process (the professional process applied in 

Industrial Design practice). Self-initiated product designs are 

commercialised by design consultancies that adopt their own version of a  

client process, therefore setting up the hypothesis that their self-initiated 

design process is an adaptation of their Client process. The study of Self-

initiated design by practicing industrial designers, normally engaged in 

consultancy work is the avenue by which the results of the Convergence 

project can be more widely tested and expanded upon. In acknowledging 

that it is 'difficult and dangerous to generalize from Action Research 

findings' (Archer 1995), it was considered appropriate to treat the outcomes 

of the Convergence project as hypotheses for testing using a more 

generalisable applied research methodology. Joep Frens in his paper on 

research through design of a camera case study (Frens 2007), states that 

when researching product design, one can research 'aspects of the 

products themselves' or the 'process of how these products came into 

existence'. He goes on to state that 'when conducting research through 

design, both types of knowledge are intertwined'. That 'products are 

designed to explore the implications of theory in context' and (in his 

concluding remarks) that 'design integrates knowledge from different areas 

of research into relevant, highly experiential prototypes that can be seen as 
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physical hypotheses'. Convergence was very much about exploring theory 

in context. However, Convergence was set-up to explore theories around 

design negotiations and the cross-pollination (Kelley and Littman 2006) of 

ideas across distinctively different product types when working in teams. 

Kelley (2006, pg. 68) states in his book: 

 

" Cross-pollinators can create something new and better through 

the unexpected juxtaposition of seemingly unrelated ideas or 

concepts. They often innovate by discovering a clever solution in 

one context or industry, then translating it successfully to another." 

 

At the conclusion of the Convergence project and after reflecting on the 

results, the original hypotheses is tested in context but new and unexpected 

findings around the adjustments made to design process were identified. 

They included subjective emphasis placed on particular ways of working, 

the way one makes connections between their background and domain-

specific knowledge and the development of strategic knowledge each of 

which may be due to the self-initiated nature of the project. Hypotheses 

that cannot be generalised in theory or proven to be applicable in practice 

based on Convergence alone. A follow up study (from Convergence) and a 

methodological approach to this research project may have been to treat 

the project as an iterative loop in a continuum of the Action Research cycle 

represented in Figure 12. It includes the key features and self-reflective 

cycle of Participatory Action Research, as stated by Kemmis and McTaggart 
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the book, Strategies of Qualitative Enquiry (Denzin and Lincoln 2008) 

adapted to reflect an actionable connection that might have been taken 

with this project. 

 
 
 
 
 
 
 
 
 
 
 
 
 
Fig 9: Action Research Cycle 
 Participatory Action Research 
 

  

Input: Planning a change 

 Part of the Convergence Project 

 Description of task: Two designers working collaboratively and 

 concurrently on two different product design projects to explore 

 theories of negotiation, shared knowledge and applied methods 

 when working in teams. 

 

 Transformation: Acting and observing 

 Part of the Convergence Project 

 Description of task: Work on the designs follows an aspired way of  

Input :

Planning a
change

Transformation :

Acting &
Observing

Results :

Reflecting on
processes

Feedback :

Replanning
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 working using modeling methods primarily as a means of 

 communicating ideas. All work must be carried out collaboratively 

 and certain compatible ways of progressing are identified. 

 

 Results: Reflecting on processes 

 Part of the Convergence Project 

 Audio recordings of work sessions are kept as well as the models 

 produced at each step. The process becomes very refined as we 

 learn from each other’s approach and as ideas are abstracted and 

 applied across both projects. 

 

 Feedback: Re-planning 

 Self-initiated Design in practice 

 Apply the results from the Convergence project and use them to 

 establish a hypothesis for testing in a new context. Re-plan the next 

 phase to operate at an industry level by working on new designs 

 with other practitioners and compare the results. 

 

To ensure consistency in the re-planning phase we would need to work 

together on projects in pairs, as in the Convergence project. While Kemmis 

and McTaggart state that 'the process of participatory action research is 

only poorly described in terms of a mechanical sequence of steps'. It is 

generally described in literature as the following cycle: planning the change, 

acting and observing the process and consequences of the change, 
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reflecting on these processes and consequences, replanning, acting and 

observing again, reflecting again and so on. This approach is, however, 

problematic both in methodological terms and in practical terms 

considering the nature of the research question presented. I'll begin with 

the methodology and then discuss the practical limitation of such an 

approach. The re-planning feedback loop is typically not intended to so 

significantly re-set the specificity of the original research question. It is to 

learn from the actual practice of the project being undertaken and is, as 

Bruce Archer states, situation specific  (Archer 1995). It was not possible to 

address the question of how a self-initiated design project is structured in 

professional practice, within the Convergence Project because it is 

important to note that 'participatory action research involves the 

investigation of actual practices and not abstract practices' (Denzin and 

Lincoln 2008). To attempt to address the new questions raised by this study, 

based on the findings of the Convergence project would inevitably led to 

an abstraction (an approximation) of actual practice in industry. The only 

option would be to set up a new action research project in industry and for 

that approach, many practical limitations exist. Convergence is more 

precisely a combination of Action Learning (Denzin and Lincoln 2008) and a 

Collaborative Research typology with a high level of intervention (Costley, 

Elliott et al. 2010). The questions identified in the re-planning loop would 

need to combine Action Science (study of practice in an organisational 

setting) and low levels of collaborative intervention. Thereby moving from a 

model of research through practice to one more representative of research 
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about practice. The research questions of this study are about self-initiated 

design in industry practice. In practical terms to try and set-up projects 

within industry that follow and seek to refine the previous way of working 

requires significant amounts of time. It would be difficult to find high-level 

practitioners interested in being involved in the study for that reason alone, 

though more complex concerns over the ownership of outcomes (products 

or knowledge) and the measurable impact on resources make this direction 

less favorable for answering the research questions. 

 

 Historical case studies 

 Historical case studies were considered as a means to address my 

research question. It is important to position the findings about self-

initiated design practice within the wider context of industrial design 

activity. An account of the present condition of Industrial Design practice in 

Australia, in general terms can be gained through reports and practice 

notes provided by the Design Institute of Australia. Academic study of the 

state of the Industry also exist that may provide indicators for self-initiated 

design. Smith and Whitfield examined the professional status of designers 

in Australia (2005) finding in one section of their study that less than 50% of 

designers 'strongly agreed' that design and art are 'distinctly' different 

occupations. That a large percentage of designers consider design to be 

aligned to some degree with art - generally agreed to be a form of self-

expression - may explain the determination for some designers to take 

control of the design process and the object being designed, and work 
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independently of a client. David Harman (1990) published a paper on the 

changing nature of the design industry given the changes to economic and 

industrial circumstances faced by Australia at the time. He forecasts the 

future role for Industrial Design at a time when it was considered that, given 

the changes to the Australian manufacturing landscape at the time, design 

was under utilised. That design needed to be developed in order to address 

'niche' and service industries. That new technologies, social issues and 

environmental issues must drive education and research in design. This 

brings us to a more recent paper by Trathen (2007) on the contemporary 

practice of Industrial Design in engaging with China. The paper reports on 

the developments of both in-house design (design within manufacturing 

companies) and consultancies that now deal with manufacturing firms in 

China frequently. Trathen also makes the following critical point: 

 

"...despite the China-focus of the profession there seems to be little 

if any coordinated attempt being made to rethink the way products 

are designed and developed, and that the available technology and 

theory may not be appropriate for the phenomenon of Australian 

designers working with China." 

 

Trathen (2007) states that the links between industry practice and research 

initiatives that were considered important by Harmon in 1990, had still not 

been forged and that most in-house teams and consultancies still relied on 

new staff for new approaches and practices in design. This may be an 
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indication that industrial design industry, here in Australia had not quite 

evolved, but rather adapted to enable the practice of design to stay the 

same while manufacturing was handled more remotely. Trathen (2007) 

indicates that working with China may mean greater levels of design 

engagement, opening up opportunities for innovation and research, 

beyond what is, typically gained by viewing China as a 'vendor'. These 

papers are very useful for providing a historical development of Industrial 

Design in Australia. They provide a sense of the practice that is held dear 

and the reluctance to make significant changes to the way product design 

consultants service client needs. Designers who have the greatest capacity 

to creatively explore and innovate their way of working seem more 

comfortable exploiting their current strengths. While a study of the history 

of Industrial Design in Australia points to some of the reasons why 

consultancies engage in Self-initiated Design, there is no precise research 

that links features of the circumstances of the Industry and its development 

over time, with the practice of Self-initiated Design. Therefore any links that 

may be drawn are quite speculative. 

The key problem with attempting to address the research question using 

historical information is that there is very limited recorded information on 

self-initiated design by industrial design consultants.  Further more my 

question relates to the variances between traditional consultancy practice 

and the practice of self-initiated design work. The best way to test the 

relationship between self-initiated design process and other process at play 

is to ask designers themselves to reflect upon them in parallel. 
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 Protocol analysis 

 Research into design practice has often adopted empirical study of 

designers in action. Protocol studies applied to ‘artificial’ projects or set 

design tasks, has been a formal method used to understand the way 

experienced designers think and work (Cross 2006). The knowledge about 

design activity gained from these types studies forms an important part of both 

the history and ongoing development of Design Research. The Delft Design 

Protocol Workshop of 1994 organised by Nigel Cross, Henri Christiaans and 

Kees Dorst was a critical step in the use of this method for the purpose of 

Design Research. Protocol studies have the advantage of recording verbal 

(through thinking-aloud action) and visual data of design activity, but have the 

disadvantage of not being able to capture non-verbal design work and the 

broader context of a design project in practice (Cross 2001). Although 

interesting insights might have been gained by conducting protocol analysis on 

an administered task, this method presents a number of severe constraints, 

given the focus of my research enquiry. The most important limitation to note is 

that this study is focused on the nature of self-initiated design projects. I have 

defined a self-initiated project, in Industrial Design practice as one that has not 

been set-up in response to a client request. It does not consider self-initiated 

designs by designers within manufacturing firms or other cases where designers 

might be permanently or contractually employed for reasons explained in the 

Chapter 1: Introduction. Despite this, it is reasonable to expect that ideas for 

self-initiated designs be motivated by past or ongoing Client work in some way 
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or other. There is sufficient existing research to support the role of background 

knowledge and experience in innovative projects. Roy (1993) states: 

 

"Although specialist knowledge may not be a requirement to conceive 

the basic idea behind the innovation, domain-specific knowledge and 

technical and design expertise are almost always required to go beyond 

the idea to develop a workable product." (pg. 443) 

 

Based on this idea, one could conceivably create an artificial project sufficiently 

broad in thematic scope but considerate of the general types of product design 

work each consultancy specialises in. The designers response to this design task 

could be monitored in such a way as to provide information about the 

designers motivations and process given the necessity to set their own 

boundaries: their own 'brief'. The self-initiation could possibly be artificially 

triggered. Assuming the task design was sufficiently robust, the advantage 

would be the opportunity to closely examine through observational study, the 

designers process in firstly establishing a design direction and then secondly, 

how they proceed to develop concepts. The limitations would be serious 

however: 

 

1. Though some detailed information about the preliminary stages of idea 

development may be determinable, realistically time would not allow 

the study to continue beyond the early ideation phase. 



 

Date: 27/03/15 3 MSTL Version 140714_2 Pseudo.docx  69 

2. The very impost of such an intervention would render any data 

gathered as being affected by the circumstances of the intervention and 

draw into question the accuracy of the findings given the context of the 

research questions to be addressed in this study. 

3. Self-initated design projects are likely to be motivated by an 

opportunity to engage in private design work at a time and in a way 

that are preferred. An aspired way of working that is not permitted 

through Client work (which is framed by instruction). Therefore to 

separate the self-initiated design project from the day-to-day work 

carried out on behalf on paying Clients is problematic. As Lawson has 

discovered (Lawson, Bassanino et al. 2003) aspirations - what the 

designers would like to be doing, is related to intentions - what the 

designers are supposed to be doing, by practices - what the designers 

are actually doing in his IPA model. 

4. The self-initiated projects are likely to be informed by previous patterns 

of experience and the working circumstances of the consultancy where 

the designer works. Martin (2009) points to the nature of exploitation 

and exploration of innovation in companies and the need to balance 

both. Approaches to Client work are deliberately shaped to apply to a 

wide range of predicable design problems and therefore develop into 

an exploitable service product that may restrict innovation as they are 

bound by the expectation of the Client (to follow clear linear 

progression) and the need to be so generic. Self-initiated design may be 
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an avenue for exploration (of processes and practice) that is not easily 

offered by Client projects. 

 
3.3 Interviews: The selected method 

 Given the limitations of the methods considered above, the more 

traditional route of interviewing professional designers who have engaged 

in self-initiated design presented as the most appropriate methodology to 

apply. The interviews shall be face-to-face, individual, semi-structured 

interviews between the designer and myself. It is important that I interview 

individuals rather than groups as my position is that self-initiated designs 

originate from one designers initiative and I hope to gain an understanding 

of the application of background knowledge in self-initiated design. 

Additionally, face-to-face interviews are selected over phone or Internet 

interviews for the following reasons: 

 

1. Setting: The geographic location of prospective interviewees allows 

me to visit the designers at their offices and access materials. 

2. Sample size: A small group of participants offers the diversity 

needed. 

3. Ethics: Due to the potential confidentiality issues associated with 

new self-initiated designs, it is important to be present for the 

signing of consent forms and if required confidentiality agreements.  
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4. To build a rapport to encourage designers to confidently provide an 

honest insight into ways of working that are not publicised or 

advertised as part of their normal business practice. 

5. Intervention (Diagrams): Self-initiated design projects happen within 

the context of normal business (client work). Self-initiated designs 

are a product of the factors related to the designers everyday work 

and are therefore related to processes employed in the conduct of 

their normal design process. To understand this link, the interview 

asks designers to draw their design process for working with clients 

and then (later in the interview) draw their self-initiated design 

process. It is important to view these actions and use the diagrams 

to adjust my questions. 

 

3.4 Setting 

Arrangements will be made with prospective participants to be interviewed 

at their place of work. There is no particular requirement for the interview 

to take place in the designer's place of work, however there are a number 

of advantages to interviewing them at their place of work. I have listed 

those advantages below: 

 

• Convenience for them: I am to arrive on time and ensure that if the 

interview is going to extend beyond the 45 minute time frame 



 

Date: 27/03/15 3 MSTL Version 140714_2 Pseudo.docx  72 

indicated in the consent form to confirm that it is okay to continue 

and try complete the interview as efficiently as I can. 

• Access to project materials: In some interviews it may be possible 

for designers to show me prototypes and models to support their 

description of the design process. Many self-initiated designs are 

likely to be in development at the time of the interview and yet to 

be publicly disclosed. By having the correct ethics approval in place 

as part of the consent form, I am able to view those projects in the 

designers office. 

 

3.5 Sampling 

The sampling procedure used is a combination of convenience sampling and 

purposive sampling. Convenience sampling is a type of non-random sampling 

where individuals are selected on the basis of their availability and accessibility 

at the time of the study (Bui 2009). The participants were restricted to those 

available in the Sydney metropolitan area and who were willing to take part in 

the study. It was deemed important to interview the participants, face-to-face in 

order to set-up and record the interpretation of the differences between client 

projects and SIPD, around specific projects. The study required participants to 

discuss details about their design process, circumstantial information related to 

the formulation of business arrangements and design information about 

products that are (in some cases) still in development or proved to be 

commercially unsuccessful including information that is potentially sensitive and 

confidential. I was not confident of finding participants on that basis and indeed 
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not all of the designers approached were prepared to be part of the study. 

Considering this, the decision was to invite a wide range of different consultants 

and consultancy firms engaged in self-initiated design and regardless of their 

particular specialisations. The Sydney metropolitan area provides a most 

suitable opportunity to interview a good range of different consultants and on 

the basis that the information they shared with me, was of a confidential nature, 

I knew that they would most likely prefer to meet at their offices. Participants 

were also selected using purposive sampling, which is also a form of non-

random sampling procedure where the researcher selects individuals who 

are considered representative because they meet certain criteria for the 

study (Bui 2009). Convenience sampling provides broad guidelines for 

gaining access to participants for this study, however, they need to also 

meet with additional criteria in order to be suitable for the study, beyond 

availability alone. The selection criteria was as follows: 

 

1. They must be industrial design professionals (as individuals or within 

firms) providing product design and development support to other 

companies for which they receive remuneration. They must be 

Industrial Design consultants. 

2. They must have previous experience in, or be currently working on, 

product design projects not initiated by client request but through a 

personal motivation to create, invent or explore their own product 

ideas. They must be working on self-initiated designs. 
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3. They must not be recent graduates but industrial designers with 

more than 3 years of professional experience in consultancy work. 

 

All prospective participants were contacted by email sent from my 

University of Technology, Sydney email address. Attached to the email was 

an ethics approved consent form printed on UTS letterhead and the 

interview questions. The consent form outlines the intended duration of the 

interview and the list of questions that accompanied the consent form 

clearly includes two questions that ask the interviewee to draw their design 

process for client work and self-initiated designs. Samples of the email sent, 

interview questions (sent with the email) and consent form have been 

included in the Appendix (B). 

 

3.6 Data collection 

The data collected through interviews includes an intervention measure to 

prompt participants to clarify their response to questions regarding design 

process. The intervention is in the form of a request from the researcher 

that the interviewee prepare a drawing representative of their design 

process, in the first instance for client projects and in the second instance, 

for self-initiated design projects. This aspect of the interview is further 

explained in the next section. There is also an element of observation in 

cases where there is permission to see designs in progress or prototypes. 

Participants prepared to show me prototypes of their self-initiated designs 

were better able to explain the materials and fabrication methods used. 
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However these observations are not intended to be recorded as my enquiry 

is focused on the study of processes widely applicable and not of specific 

product outcomes that may be subject to confidentiality. My interest is not 

in the designers' capability to work with certain materials or manufacturing 

processes (beyond the application of domain specific knowledge), but in 

the circumstances that brought about a decision or opportunity to self-

initiate design projects that utilise those processes. The interviews were 

conducted in a location set by the interviewee and in most cases this was 

their office. The decision to allow the interviewee to set the location is 

primarily to ensure that it is for them as natural and non-manipulative as 

can be in order to encourage an honest response to my questions. I 

confirmed with the participant, permission to (audio) record the interview. 

The recorder used was an Olympus DS-3400. Data collection combines 

audio recording the interview, note taking during the interview and the 

drawing of diagrams by the interviewees at two points during the interview 

using materials supplied. These materials include blank, white A4 size paper 

and an assortment of pens and pencils. Audio recordings are saved as .DS2 

files (an Olympus proprietary format) backed-up and transcribed by Pacific 

Solutions, Sydney. Each interview is between 30 and 45 minutes. 
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Diagrams 

 At the beginning of the interview, the Designer is asked to draw 

their standard (Client) design process. Then after a series of questions 

about Self-initiated Design, they are asked to draw their Self-initiated 

Design process. The strategy behind administering this task is to first and 

foremost allow the designers being interviewed to more clearly describe the 

sequence and mode of events that connect to describe the project from it's 

earliest conception to it's most finished state. Process diagrams have been 

used by practicing designers and academia to describe ways of working 

and progressing through, what is widely acknowledged as a complex 

activity, not easily communicated in words or precisely represented in 

singular design outcomes. Experienced design professionals who have 

successfully completed many design projects for their clients are able to 

(and indeed need to) explain their process beyond a list of concrete tasks 

and group or associate those tasks in an orderly set of objectives that can 

contextualised by the desired outcome, sufficiently generic to work for 

different types of product design projects. Diagrams of the design process 

serve as a useful way to structure briefs, apply a timeline and remuneration 

schedules to and present a structured and communicable picture of the 

design process to clients. I do not instruct the designer on the style of 

process representation they should use. Some of the designers (and the 

firms they represent) selected for this study have published versions of their 

process on their company website.  
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The example below is the design 'process' by Blue Sky Design (Mark 

Armstrong), reproduced from their website: 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 
Fig 10: Blue Sky Design 'Process' as published on their website. Although it is titled as 
 their Process on their website, it is perhaps best described as a series of 
 process elements. Blue Sky uses these elements to customise the process to 
 the client need. 
 

 

The caption below Blue Sky's Process Diagram reads (2014): 

 

"A human focused design approach that integrates basic design 

methods with new design related expertise is needed to respond 

effectively to the worlds increasing complexity. A specific strategic 

multidisciplinary team is built to accommodate any project. The 
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coordination and implementation of this team and its process is a 

fundamental element of our design management service." 

 

Another important note about these diagrams is that they are each 

different and clearly used to encode a unique way of servicing the needs of 

the client: understandable in a competitive environment. This is one of the 

reasons I ask the designers being interviewed to draw their client design 

process. The publically available diagram shown on websites are likely to be 

effected by establishing a point of difference (including visually) from their 

competitors and possibly 'designed' to be understood by a wide audience, 

which may mean that a certain emphasis on some elements is eliminated. 

The other reason is that the designers should be able to describe their 

client process in terms of 'methods' not a set of concrete activities. This is 

important. Predicably, designers can do this for client projects because of 

their experience in working this way and also based on their willingness to 

define their process in methodological terms on websites and publicity 

material. They may not, however, be in a position to do the same for self-

initiated designs because they may not have as much experience in working 

on self-initiated designs and (importantly) because they are self-initiated 

they may not have been explained, documented or set-up with the same 

formality required of client projects (as in Convergence). By asking them to 

draw their self-initiated design process after their client process in the same 

session, enables them to reflect on the differences between the two and 

articulate those differences as they draw the second process. 
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Fundamentally, without knowing their experience, where they are up to and 

how they feel about their self-initiated design projects it is conceivable that 

to ask them to reflect upon the methods used to progress self-initiated 

design projects would be difficult. The first diagram they draw provides a 

helpful point of reference. The objective is to access their refection on 

action as an overview of the project (Lawson and Dorst 2009) that enables 

the designers to convey a distinctive methodological pattern of self-

initiated design in a format that is equal to the well-established client 

design process prepared moments earlier. The designers are encouraged to 

talk-aloud while they complete the diagrams as part of the interview and be 

asked follow-up or probing questions to add depth to the interview data 

(King and Horrocks 2010). These probes will be somewhat anticipatory but 

primarily based on gaining clarification on some aspect of the diagrams 

prepared, related to better understanding the design process described. 

 
 
3.7 Data analysis 

The data collected is in the form of narrative and diagrams prepared by the 

participants during the interview. In response to the research questions posed a 

meaningful set of themes shall be identified through a coding process of the 

qualitative data, transcribed and categorised by critical instances in the 

narrative. Quotations selected from the interviews to reinforce and support 

those themes and concepts will be analysed. Existing literature serves to 

formulate the approach taken in identifying those critical instances and their 

relevancy in addressing the research questions of this study. 
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 Transcription 

 A transcription service will transcribe all interview audio collected in full. 

Transcripts are to be sent to me via email in .doc format allowing me the 

opportunity to scan the transcript and correct any minor errors identified, 

predictably, concerning the use of technical terms. A full transcription is 

deemed necessary, because the semi-structured nature of the interview means 

that topics will at times circle back on each-another and it is important for me 

to capture the detail of those reflective loops in the narrative. In other words, 

the reflective analysis of their process as distinct from their basic recollection of 

the tasks conducted, is likely to be threaded through portions of the narrative in 

complex ways. The interview is structured to guide the designer to tell a story 

by using project examples as the topic. Reflection by the interviewees 

(noteworthy for the answering of my research questions) may never be 

encapsulated in response to a specific question, but in the spontaneous 

(unexpected) instances of reflective commentary triggered by different aspects 

of the process for different designers. The sample size is small enough to 

manage the transcription data produced. 

  

 Thematic analysis 

 Coding of critical instances 

 Patterns in the data shall be identified and organised into common 

themes based on identifiable instances of repetition across a number of cases 

and by distinguishing (King and Horrocks 2010) features of the participants 

narrative considered relevant to the research questions. In highlighting what 
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interviewees have in common an emphasis is on within-case analysis, looking 

deeply at the particular experiences of individual participants as a priority, 

coding their responses based on existing knowledge related to design thinking, 

design expertise and design practice, before cross-case analysis to be used to 

more clearly define those themes. The themes identified should apply directly in 

the formulation of structures, descriptions or typologies self-initiated design to 

be covered in the discussion section. The sample group interviewed is small in 

number but each interview is likely to be very comprehensive, covering a lot of 

detail, providing additional support for the within-case analysis emphasis and 

the need to carefully and accurately interpret the account of individual 

designers. Another consideration is that self-initiated designs are driven by 

personal background knowledge. The way this experience is recalled by each 

designer will vary significantly in the way events are emphasised based on a 

given context. It is therefore important to understand the context of each case 

individually, so that events (regardless of the emphasis placed on them by each 

designer) can be identified for their associative connection to each other and 

the research questions so they can be coded appropriately and then refined 

using cross-case analysis. The process of coding critical instances shall follow 

the guidelines offered by Braun and Clarke (2006) and supported by King and 

Horrocks (2010). 
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Phase Description of process 

Transcription and preliminary 
ideas 

Transcription of all audio data and the noting 
down of initial ideas. 

Generating initial codes 
Descriptive Coding 

Coding interesting features of the data in a 
systematic way across the entire data set. 

Search for themes 
Interpretive Coding 

Collate descriptive codes into potential themes. 

Reviewing themes Check if themes work in relation to the coded 
extracts in order to generate a thematic map of 
the analysis. 

Defining and naming themes 
Overarching Themes 

Continue analysis to refine specifics of each theme 
and provide clear definitions. 

Produce report Select compelling extracts: relate back to the 
research questions and the literature in a scholarly 
format. 

 

Table 2: Data analysis process adapted from steps outlined by Braun and Clarke (2006) 

3.8 Summary 

The method that will be used to gather direct and specific data on self-initiated 

design projects is interviews including an intervention requiring designers to 

draw their client-based project and self-initiated design process. The diagrams 

produced can offer opportunities to compare and contrast the two processes 

which may reveal how designers generate knowledge and perform tasks 

necessary for new product development, that are typically provided by the 

client. The Results Chapter to follow reports on the analysis of interview data 

and process diagrams collected. The designer's real names are replaced with 

pseudonyms. 
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4.1 Introduction 

The analysis of interview data from thirteen interviews shall be conducted 

according to a thematic analysis that arranges critical instances in the form of 

statements made by the designers into categories determined both by 

literature review and by consistently emerging themes confirmed in the data 

itself. The chapter includes quotes and diagrams from the designers to support 

the analysis made and concludes with collated results that strongly suggest that 

designers must develop and apply background knowledge in particular ways to 

frame self-initiated design projects for success. 

 

4.2 Thematic Analysis 

There a two forms of data available for analysis at the end of each interview: 

1. Audio transcripts of the interview 

2. Diagrams produced by the designers 

Thematic analysis involved data codification of both forms of data. Transcripts 

were analysed in connection with the diagrams. A form of 'thinking aloud' was 

often evident during the drawing of diagrams by the designers being 

interviewed. Therefore, it was appropriate for analysis of both forms of data to 

be conducted concurrently; rather than separately. Additionally, connections 

between common themes emanating from the data were very evident in the 

responses offered by the designers interviewed. So thematically, there are three 

types of instances to be accounted for in the analysis of data. The first group is 

the background knowledge applied in the development of the design idea, 

within which, different forms of background knowledge are drawn upon at 
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different times during the project. Second is the predominate factors - in this 

study they will be referred to as drivers - for proceeding through a self-initiated 

design project. And third are the relationships indicative between these drivers 

and background knowledge that combine to structure self-initiated product 

design projects as potentially successful, semi-successful or unsuccessful 

outcomes from a commercial viability standpoint. Commercial viability is 

determinable based on the current market status of the product outcomes from 

the projects discussed. It should be noted that some projects might be 

considered incomplete, so (for example) an unsuccessful combination of drivers 

and background knowledge may be temporary only and capable of shifting to 

a more successful strategy at some point in the future. Never-the-less, I must 

report on the findings as received and any future shifts in the designers 

approach may never eventuate, meaning that the projects and their associated 

outcomes are never commercialised and a tangible return on investment never 

realised. Therefore, in the context of this study a combination of drivers and 

background knowledge that produces products that are not (yet, intended to 

be or deemed capable of being) commercialised is recorded as an unsuccessful 

outcome. 

 

4.3 Diagrams 

The diagrams produced by each designer provide particular insights into the 

differences between their design process for clients and their self-initiated 

design process. Representations are formatted for clarity according to a 
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standard set of depictions to help identify common instances and procedure. 

The original sketches can be found in the Appendix (C). 

 

4.4 Overview of Themes / Drivers and Background Knowledge 

The data overview identifies instances of the use of background knowledge and 

drivers of self-initiated product design in the statements made by designers in 

response to my questions. The following matrix connects these predominate 

factors with projects discussed by the designers. The analysis of interview data 

confirms some of the findings in the literature review. The literature review 

indicates that for new product development we can expect that there be 

evident, in the development of the design a need for: 

 

• Novelty 

• Domain Specific Knowledge 

• Experiential Knowledge 

• Strategic Knowledge 

 

 Novelty 

 Analysis of the data must confirm the existence of the need for novelty 

as a driver in self-initiated design projects for if it is not there, then it might be 

argued that self-initiated design projects are driven by non-commercial 

ambitions. We know from the examples shown in the introduction of the Nu 

Lifestyle Cardholder and the Knog Bicycle Accessories that there are definitely 

examples of self-initiated design projects that are novel and commercially 
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viable. We also know from a number of literature sources that the 

establishment of novelty is key as a core function of design in 'the 

conceptualisation and realisation of new things' (RCA, 1979) and the means by 

which patentability is achieved which consequently establishes commercial 

viability as Roy (1993) reports on in his review of innovative product design 

projects and Verganti (2009) and Brown (2009) discuss in their review of the Wii 

gaming console. Novelty is an expected driver for these reasons. 

  

 Domain Specific Knowledge 

 The interviews have been conducted with experienced (we might say 

expert) designers. The literature review indicates that experts draw upon 

domain specific knowledge to solve design problems (Popovic, 2004). The 

analysis of interview data should seek to determine the role of domain specific 

knowledge and the associated knowledge domains. 

 

 Strategic Knowledge 

 Popovic's study (2004) of knowledge established connections between 

domain specific knowledge, strategic knowledge and experiential knowledge 

used by designers in the formulation of concepts and ultimately problem 

formulation. In her paper, Popovic (2004) specifically refers the use of domain 

specific knowledge and experiential knowledge as characteristics of expertise in 

product design. Strategic knowledge is referred to as a cluster of general 

strategies and goal-limited strategies that serve to direct and frame the 

application of domain specific knowledge. We know that self-initiated design 
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projects are client-less and therefore the designer is responsible for active 

reframing (Cross, 2006) of what is (initially) an ill-defined problem. It is this 

reframing of the problem that Popovic describes in terms of the application of 

strategic knowledge (goal-limiting strategies) to direct and bound the 

application of domain specific knowledge. The review of data should determine 

the existence and definition of strategic knowledge in the development of self-

initiated designs. Given that we know what the client normally brings to the 

project, it is expected that the necessary form of strategic knowledge in 

developing self-initiated designs, be associated with knowledge to do with the 

business attributes of new product development - that is aspects of NPD that 

govern the commercial pathway. 

 

 Experiential Knowledge 

 Popovic (2004) also confirms the existence of experiential knowledge in 

the development of designs by expert designers. Experiential knowledge is 

expected to be utilised in self-initiated design. The development of the Knog 

products were supported by the experiential knowledge of one of the design 

team members - a former bicycle racer (Salhani, 2009) and the Nu card holder 

was developed as a response to problems Kevin Whitley (the design leader) 

experienced as a result of carrying a conventional wallet in his back pocket. The 

study does not challenge the nature of the connections between areas of 

background knowledge or the utility of knowledge by expert product designers 

(Popovic, 2004) but rather explores the nature of connections between 

experiential knowledge and drivers of self-initiated product design. Therefore, in 
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the analysis of data it is important to note instances of experiential knowledge, 

as well, in the responses from the designers interviewed. 

 

 Additional Drivers 

 Based on the Convergence Project, two other drivers that cannot be 

determined by the literature review but are expected to be broadly evident are 

'control' and 'support network'. The Convergence Project operated in a way that 

was a conscious departure from the typical client-based design process defined 

by characteristics such as having a delayed briefing moment, no documentation 

and a preference for conceptualisation exclusively through model making. We 

sought to control the project and associated and shared that sense of control to 

different activities at different stages during the project. Referring to 

Convergence again, as well as noting that the absence of a client must be 

accounted for in some way, the addition of a support network as driver in 

progressing through a self-initiated product design project must also be 

present in some form. During Convergence there was the support offered by 

my co-designer and later by a business manager, production expert and patent 

attorney to guide the concept through the commercialisation phase. To 

reference and examine the Convergence project more formally, the analysis of 

the interview data seeks to identify instances of designer control and reliance 

on support networks. 
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4.5 Analysis of Interview Data : An Overview 

The Overview of Data Matrix (Fig. 1) identifies instances of the use of 

background knowledge area and drivers of self-initiated product design evident 

in the responses from interviewees about their self-initiated design projects. The 

matrix serves as a snap shot of the overview of data that is further reported on 

in the section that follows. A total of ten (10) design projects are analysed in this 

section from six (6) of the designers interviewed. Interview data from a further 

three (3) designers is also analysed though not specifically in association with 

projects for two important reasons: 

 

1. In these interviews the designers do not (or would not) talk in specific 

terms about the projects worked on or there is insufficient instances in 

the transcripts to link their view of self-initiated design process with one 

particular project. The reason for this may be because they were 

concerned about issues of confidentiality, the projects were not 

sufficiently developed to offer a complete account or that the designers 

were somehow cautious about speaking in precise terms about specific 

aspects of the design development of their products. The responses 

they provide, however, are useful and noteworthy. 

2. Another reason these interviewees have been separated out is that the 

projects they represent (consequently) are cases where their definition 

of self-initiated does not precisely fit the definition I have set for this 

study. These designers and the projects they discuss, in broad terms fall 

into three categories that may represent versions of self-initiated design 
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that, it could be argued, may make direct correlation of thematic 

instances problematic. The first category is where the designer works for 

a consultancy situated in a service company that also takes on projects 

suggested by their service clients - to support the service side of their 

business. Customers making requests do not function as clients, the 

projects are 'initiated' by the consultancy leader (they proceed at the 

consultancies discretion) and self-funded, however, on the basis that the 

service 'arm' of the business sets parameters akin to those that might be 

provided by a client and also that the request came from 'outside', I 

don't feel I must treat that account separately. The second category is 

where the designer (a furniture designer) gets broad directions from 

(high profile) European manufacturers interested in licensing designs for 

production. The designer is not bound by the company and must 

'initiate' the project, develop the design independently of company 

support (to protect IP), fund the project up to the point of production 

and they ultimately retain the freedom to take the design to other 

companies if they so choose. However, the designs that they work on 

do tend to be bound by the conditions of the manufacture as it is in the 

designers best interest to develop the design to compliment the 

requesting company's existing image. Due to these set parameters I 

must separate out this case also, though there is also important data to 

report on. The third category is where the designer is in the early stages 

of a new project and the designer was only able to speak about the 

project in very general terms due to concern over the intellectual 
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property. However, these general comments are noteworthy and 

provide an understanding of the factors associated with self-initiated 

product design.  

 

The instances taken from the transcripts and reported on in the section after the 

Overview of Data Matrix are from much larger sections of transcript. 

 

 Coding System 

 A system has been used to tabulate the thematic instances identified in 

the data, in this chapter. Analysis of the data finds that the primary instances of 

the knowledge areas and drivers of self-initiated design projects are not only 

evident, but also interrelate in various ways. The nature of interrelatedness 

between these instances, found in the transcriptions of interview data, has been 

represented in tables that adopt the coding system consistently. The letters N, 

S, C correspond to drivers Novelty (N), Support Network (S) and Control (C). The 

letters DSK, EK and SK correspond to Domain Specific Knowledge (DSK), 

Experiential Knowledge (EK) and Strategic Knowledge (SK). A '-' represents a 

relationship between elements evident in the statement from the interviewee. A 

'>' indicates a transitioning between relationships and a '- -' indicates a break 

between elements identified in the statement. As previously stated, the letters 

are used in all tables and matrices. The connection indicators are represented in 

the Data Connection Matrices (see Fig. 13, page 99) at the end of each case 

reported on in this Chapter. 
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 Interviewee Project DSK EK SK N S C 

4.5.1 Steven Workstation       

4.5.2 Steven Poster Hanger       

4.5.3 Anthony Polymer Wallet       

4.5.4 Anthony EE Maker       

4.5.5 Gerard SB Studio       

4.5.6 Gerard Room Divider       

4.5.7 Patrick Swim Goggles       

4.5.8 Henry Teapot       

4.5.9 Henry Lounge       

4.5.10 Studio S Cafe Stool       
 

4.5.11 Keith JH Trolley       

4.5.12 Oscar Outdoor Chair       

4.5.13 David Children's Toy       
   

  Fig. 11:  Overview of Data Matrix 
 Design projects and critical instances 
  Suggested / not strong 
  Clearly indicated in the interviewee's statements 

 

4.5.1 Workstation 

 Designer: Steven 

 Steven is owner and managing director of a very established design 

firm having provided more than 25 years of industrial design consultancy 

service in product areas such as medical, electrical, furniture, sport, lighting and 
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consumer items. The consultancy also specialises in branding, environmental 

design and industrial markets. 

  

 Key statements 

 The following analysis of interview data transcripts provides evidence of 

both background knowledge types and drivers of self-initiated product design 

in connection with key moments in the process. 

 

N-SK > DSK: Steven 

"We're in the middle of doing something right now, which is an offshoot of 

something we've done for a client. We've just designed some mobile furniture 

for the (confidential). But when we were working on it we realised that there 

were ideas in it, which were applicable maybe in offices. That's what we're 

exploring at the moment, is taking some of those things and applying them 

elsewhere." 

 

 Working within (your) Knowledge Domain 

 The self-initiated design is an off-shoot of a product they have designed 

for a client previously, so almost immediately, the application of domain specific 

knowledge is present. Both knowledge gained through the client project from 

which the self-initiated design idea comes from and knowledge developed in 

office furniture projects from previous years. Here the rationalisation of the 

novelty attached to the design idea is dependent on Domain Specific 

Knowledge, which has been attained previously. This frames the problem space 

quite specifically and creates a kind-of welcome fixation. 
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S-SK & C-SK: Steven 

"... we've done a few things with furniture companies, American furniture 

companies, to do with add on things to their furniture which have been – 

sometimes it's come from the furniture company when they require something and 

sometimes we've suggested ideas to them or additional things to them ... So with 

this sort of desk idea, new kind of desk, we – there are people in the industry I know 

I can go to.  If they're interested they'll just take one and put it in their showroom 

and see what happens.  So there's a possibility there ...  I will use a couple of people 

in the furniture industry to help with that; people I know well, I can ring them up and 

say, look, I've got some ideas and can I spend 10 minutes with you and just drop in 

and show them a few things and see the reaction." 

 

The data suggests that there are elements of strategic knowledge and then 

domain specific knowledge influencing the nature of novelty. The 'new' idea is 

assigned to and shaped by areas of product design that the designer has 

previously gained knowledge and understanding, both in terms of the product 

'domain' and the industry. An industry he has a support network to call upon 

who can verify the value of the design in commercial terms. There is also an 

imparting of control over the design over to the opinions of industry support 

people. 

  

 Diagrams of design process 

 Based on Steven's account of self-initiated design work, it seems 

appropriate to suggest that he attempts to frame the self-initiated design 

project in terms that mimic that of a client project. The strategic knowledge that 

limits the extent and purpose of a design project is 'brought- 
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  Fig. 12:  Steven's Design Process 

 Client vs Self-initiated product design process 

 

on-board' early. So it becomes important to review the diagrams produced by 

Steven during the interview. As stated in the methods chapter, I asked for the 

designers to draw their client process first and then after a series of questions 

about their self-initiated design projects, I asked them to reflect upon and draw 

their self-initiated design process. The result shown below is the reformatted 

version of the original diagrams that can be found in the Appendix (C).  There 

are a number of important features of the self-initiated design process that are 

noteworthy. 
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They are: 

 

1. The concepts and solution conjectures happen before the briefing 

moment. 

2. Engineering detailing is positioned centrally and open for iteration as 

opposed to its position in client projects, where it is deemed to be 

outside of design iteration. 

3. Prototyping and engineering detailing is verified by outside assessment 

by people from the 'industry'. 

 

Using the diagram in connection with the statements from Steven we can 

suggest that the Support Network (S) informs the design from a strategic and 

technical stand-point as they are evaluating prototypes from a commercial 

perspective (they are industry experts). These assessments evolve Steven's 

Strategic Knowledge (SK) and Domain Specific Knowledge (DSK) in terms of the 

design intent for the particular project being worked on. There is, however 

Control (C) over the project by Steven certainly in the early stages guided by a 

partially informed strategic view (note that he will establish the best viable 

option before proceeding). And indeed the Brief is determined right before the 

engineering phase and before the industry (Support Network) is called upon for 

advice. 
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 Data Connection Matrix (DCM) 

 The data provides evidence of connections between background 

knowledge and drivers of self-initiated design that are critical in 

determining process structures. The matrix (Fig. 13) highlights these 

connections. Popovic (2004) establishes the connections that exist between 

domain specific knowledge, experiential knowledge and strategic 

knowledge for expert product designers. As such they are represented in 

the Figure 13 matrix (only) by way of example and need not be shown again 

in follow up versions of the matrix produced for the other cases analysed. 

The primary concern of this study is to try and determine, what aspects of 

background knowledge are drawn upon to frame drivers of self-initiated 

design projects. Additionally, when analysing the data there appears to be 

evidence of reframing drivers where a designer part way through the 

project seems to draw upon different knowledge (perhaps through learning 

events). These are recorded in a consistent way in the matrices produced 

for each case to test if an emergent pattern of connections and reframing 

events exists and can be further built upon. The first frame (by connection) 

is represented by a grey dot and the final frame (the final status of the 

project at the time of interview) is represented by a black dot. In the Figure 

13 matrix an arrow is shown to indicate a 'shift' in thinking (a new way of 

framing the driver) by the designer. By design of the matrix, the transitions 

only happen vertically - not horizontally or diagonally - as the exclusive 

focus for these matrices is the effect of background knowledge on each 

driver individually. 
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 DSK EK SK N S C 

DSK Established by V. 
Popovic  (2004) for 
product design. 

   

EK    

SK    

 

  Fig. 13:  DCM : Steven's Workstation 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection 
  Second connection (Transitions to) / Final connection 

  

 The matrix above (Fig. 13) has been created to represent notable shifts 

in the way the designer defines an approach to addressing a driver of the self-

initiated design project according to the knowledge area drawn upon. These 

shifts cannot be represented effectively in the Overview of Data Matrix (Fig. 11) 

because the nature of these shifts varies from project to project, not from 

designer to designer. The statement on page 94 represents a shift in the 

emphasis of knowledge applied to define an approach to novelty. At the start of 

the statement, Steven indicates that the novelty was somewhat defined in terms 

of the specific mobile furniture task (for a specific environment) by using the 

words 'an offshoot of something we've done for a client'.  Then there is a 

realisation that 'there were ideas' in the novelty that are applicable to the 

alternate area of office design - an area for which the designer has a great deal 

of Domain Specific Knowledge (DSK) as we learn in follow-up statements. The 

realisation of how ideas within the novelty may be applicable to another area 

for which the designer has demonstrated Domain Specific Knowledge indicates 

a shift in the way he defines the novelty in order to self-initiate an original 

product design offering. The data suggests that the nature of novelty, before 
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this shift, given that it was a client project, could have been defined more 

predominately by Strategic Knowledge (SK). The way that the novelty was 

shaped to address the client need was clearly not the only way it could be 

defined and that there was a shift in the use of knowledge to re-define aspects 

of the novelty to be more compatible with the designers domain specific 

knowledge of office furniture design. This further suggests that Strategic 

Knowledge was predominantly used to develop the novelty specifically for the 

client in its original iteration. The coding is translated as such: 

 

N-SK  Represents the original apparent emphasis on Strategic  

  Knowledge to define Novelty in the form it took to address the 

  client need. 

 

N-SK > DSK Represents the 'realisation' that the Novelty (N) can be re- 

 defined in terms compatible with the designers area of Domain 

  Specific Knowledge (DSK) which in Stevens case is in the  

  alternate area of office furniture design. The '>' represents the  

  shift in emphasis from the use of Strategic Knowledge (SK) to  

  Domain Specific Knowledge (DSK) to redefine the Novelty (N) as 

  part of  self-initiating a new product design. 

 

In the Data Connection Matrix (Fig. 13), this shift is represented by a 'grey' dot 

transitioning to a 'dark' dot via a small vertical arrow. In future Data Connection 

Matrices (DCM's) an arrow will not be illustrated. 
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4.5.2 Poster Hanger 

 Designer : Steven 

 A second project discussed in the interview with Steven is a design for a 

poster hanger. He describes this design as one that "didn't go anywhere" and 

the statement made is below: 

 

N-EK & S-C-N: Steven 

"We came up with an idea, completely – nothing to do with anything we were 

working on with a client.  It was to do with the frustration of putting posters on walls 

and posters don't sit flat, you know.  We developed something that was really, really 

cheap that kept them close to flat and we prototyped it.  But we couldn't get 

anyone in distribution or marketing interested.  It didn't go anywhere because we 

knew we didn't have the facility to distribute it." 

 

The right type of Support Network 

 Here the novelty and control of the idea and the project is tied to a 

'notion' of a necessary support network that defines the design, but at the same 

time "couldn't" distribute it.  And because the designer does not have the 

facility to distribute the product, it remains in development limbo. The drivers of 

a Support Network, Control and Novelty must be connected to the designers 

evolving knowledge. The next statement strongly suggests that in Steven's case, 

the type of support network necessary to drive the project forward in one that 

can commercialise the idea and commercialisation parameters are formulated 

most predominately by strategic knowledge. 
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S- -SK1: Steven 

"That pretty well controls any self-initiated or any design work we do for the 

business only.  It's pretty much controlled by what we can see as a way of 

distributing it.  If we can see a distribution possibility there then we'll do the 

product." 

 

This suggests that a support network that provides for the designer an 

opportunity for them to develop their strategic knowledge is important. That 

support network must also acknowledge the designers degree of control over 

the design task and understand the novelty of the product offering. In this case, 

Steven recalls a simple barrier that prevented the support network from 

becoming engaged. 

 

S- -SK: Steven 

"You know, (hardware stores and department stores) are not interested in stocking 

one item from one company.  They want 10 items from one company otherwise it's 

a whole account just for one thing.  They're not interested." 

It may be that with the advent of rapid manufacturing (3D printing technology) 

and crowd-funding platforms such as Kickstarter, this idea may have had an 

outlet - an avenue that worked for the Nu Lifestyle Card Holder developed 

some years later than Steven's poster hanger. But then the need for strategic 

knowledge and support networks are just as necessary, except they are defined 

differently. A provisional patent was filed for the poster hanger design but I was 

not able to see the product. 

1 S- -SK : the double - - indicates a disconnect 
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 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Poster Hanger project are shown in the matrix 

below in Figure 14. Based on Steven's account a connection with a support 

network, necessary to commercialise the project was not established, 

though it could be said that the notion (or expectation) of what that 

support network should be did inform the design. 

 N S C 

DSK    

EK    

SK    

 

  Fig. 14:  DCM : Steven's Poster Hanger 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection 
  Second connection (Transitions to) / Final connection 

 
 

4.5.3 Polymer Wallet 

 Designer: Anthony 

 Anthony is a founding principle and director of one of Australia's 

leading multi-disciplinary design firms, established in the mid-eighties. 

Anthony's studio has developed an international client base across East Asia, 

USA and the UK. They have designed commercially successful products in areas 

such as consumer electronics, white goods and medical equipment. The studio 

works with leading international companies and has won numerous design 
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awards including Australian Design Awards, Reddot design award, International 

Design Excellence Award (idea award) and the iF Product Design Award. 

 Key statements 

 The self-initiated product design developed by Anthony is marketed 

under separate brand, distinguishing it from the consultancy side of the 

business. At the time of the interview, the product had been operating 

successfully in the market for a number of years. 

 

SK: Anthony 

"Yes, always.  We've got two strategies the first thing is: with self-initiated work 

we started another company called (confidential).  So we want to separate the 

two.  Have one that was a consulting based company that works for fees and 

another one that works for alternate revenue streams." 

  

 Knowledge and the evolution of novelty 

 Anthony's account of the beginning of the idea for the wallet is 

interweaves background knowledge and drivers of self-initiated product design. 

  

N-SK>EK: Anthony 

So, why a wallet is easy because firstly it meets the criteria set.  Firstly everybody has 

one.  It can be sold over the internet day and night.  It's not regional, they can sell in 

Portugal, Paris or Marooba.  It doesn't require service departments.  It hasn't had 

any design intention for five, six, decades, maybe ten decades, 100 years. My 

grandfather's grandfather probably had a cowhide wallet stitched round the edge. 
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So if you just delve down into each one of those subjects - you know if you think 

about it hasn't had any design attention." 

  

 

N-DSK: Anthony (re: wallet material) 

"In the meantime we're working for (confidential - medical device company), 

doing (confidential) in thermo plastic polyurethane and here we were going 

looking at this material and going, that is awesome.  You can actually suspend your 

whole body weight on that (confidential - small section) and it won't snap." 

 

It is difficult to determine from the data precisely the order of evolution of the 

novelty. We can say, however, that novelty was informed by Strategic 

Knowledge (SK), Experiential Knowledge (EK) and Domain Specific Knowledge 

(DSK) at various stages. When asked specifically, what came first - the wallet 

design or the company, Anthony confirms the following, 

 

SK-C: Anthony 

"Oh the company came first - Before there was a product, because the strategy was 

there to firstly, do self initiated projects.  Straightaway we set up the company and 

said, okay, this is the consulting, this is the self initiated, so now we've got a 

company structure, now we've got all of the necessary things that go with that.  

Now within that company we can have two core businesses, one is revenue from 

the wallet stream, the other is revenue from manufactured goods." 
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The above statement also suggests a connection between the designer's sense 

of control over the project and strategic knowledge. That is, that the means of 

controlling the project is according to strategic knowledge. 

There are also instances in the data that draw connection between strategic 

knowledge (SK) and the support network called upon to successfully drive the 

project forward. The nature of that support network changes over time, but 

they all support the development of strategic knowledge in that they are called 

upon to negotiate parameters for commercialisation of the design as the 

statements below suggest. 

 

SK-S: Anthony (business start-up and partnership) 

"Then I met an architect [and] I said, how's things going, and the architect said 

fantastic, it's great. I said, oh, we're going all right, but we've got some pain in the 

neck clients, you know.  You put this beautiful thing in front of the managing 

director and he wants to cut the bottom off it or make that bit, you know, we argue 

and it's just driving me mad.  The architect said to me, oh I don't have any of those 

problems.  I got rid of all my clients.  He said they were a pain in the arse, so I got rid 

of them. I said; how did you do that?  He said, well we set a plan to get rid of our 

clients and we bought an apartment in (confidential) from the practice, while we 

were consulting.  We used our profits and we bought an apartment and we did a 

redesign of exactly how we wanted it and got it built and sold it.  Then we bought 

two more in Pyrmont, and then we bought five, and now we've got 50 on the go 

and we control the whole thing. I said, that sounds fantastic and then finally the 

penny dropped, what to do with industrial design.  You need to control it and do it 

yourself." 
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"Matthew the other director is such a clever guy and operator.  He's there to back 

stop me and vice versa ... I needed Matthew to be at his level of seniority to be able 

to back up my calls, or say, no, that's not right, we should do this first." 

 

 

SK-S > S-N-DSK: Anthony 

"So we really didn't know where we were going at the start.  So we designed the 

wallet, we did some research.  We visited some retailers, we had some discussions 

with end users, we bounced ideas around within our team and did a condensed 

version of this level of research and then we did a design and we got it 

manufactured and it had flaws." 

 

S-C: Anthony 

"So (confidential) said, well we like it we want to do a partnership with you.  So 

then (confidential) joined [us] and began a viral blogging campaign.  They did the 

branding study and naming and all of the coms for the website and ramped us up." 

 

Matthew, the other director of the side company set up to commercialise the 

wallet, provides support, not in the development of domain specific knowledge 

or experiential knowledge when considering the specific context of the self-

initiated design process for the wallet product in question. His engagement sets 

strategic parameters for issues of business and commercial strategy. Following 

this, more support is needed to verify the concept and then market the product 

once developed. The support network understands, appreciates and works with 

the precise nature of novelty in the design. Hence the connection between the 

Support Network (S), Novelty (N) and Domain Specific Knowledge (DSK). The 
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Support Network (S) balances the designer's sense of Control (C) over the 

project (indicative of a connection between Support Network and Control). And 

Control (C) is predominately, framed by (new and contextualised) Strategic 

Knowledge (SK) learnt by the designer from the Support Network (S). 

  

 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Wallet project are shown in the matrix below in 

Figure 15. Based on Anthony's account of the Wallet design Novelty (N) is 

informed by Strategic Knowledge (SK), Experiential Knowledge (EK) and 

Domain Specific Knowledge (DSK) in that order. Project Control (C) seems 

to have been informed by Strategic Knowledge from the outset and the 

Support Network (S) is engaged to help with a broad strategic vision (the 

set-up of the company to develop self-initiated designs) and then - in the 

context of the wallet design project - shifts its focus to commercialising that 

product and defining it's novelty. 

 

 N S C 

DSK    

EK    

SK    

 

  Fig. 15:  DCM : Anthony's Wallet Design 
 Connections between BGK and Drivers of Self-initiated Design 
  First then second connection 
   Final connection / (Transitions to) 
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4.5.4 Easter Egg Maker 

 Designer: Anthony 

 Anthony discussed a second approach to self-initiated design. The first, 

as in the case of the wallet discussed above, is what he describes as 

manufacturing. The second is described as IP-revenue or licensing a developed 

self-initiated design product design to a manufacturer. He reports having 

limited success with that approach. The Easter Egg Maker design was sold to a 

company (an existing client of the studio) for a 'royalty fee'. Despite this, the 

licensing model according to Anthony is inferior compared to the 

manufacturing model under which the wallet has been commercialised. The 

statement below captures his feeling about the licensing model. 

 

"We've had these projects going and not one of them have returned a single dollar. 

Not for us, even though I know everything about the organisation, I know its 

manufacturing limitations.  I know its marketing.  It's perfect [yet] we haven't had 

any success for all sorts of reasons, not that the design wasn't right, - sometimes the 

design has been right.  It's been brought through to production and ownership has 

changed. [S]ome of the reasons for our failures have been some misadventure, 

some not invented here syndrome, or there's a big list of reasons why all of our self 

initiated royalty stream projects haven't worked." 

 

 Diagrams of design process 

 The diagram of the design process for this model, as produced by 

Anthony and refined according to statements made reveals interesting features. 

It is represented in Fig. 16. 
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  Fig. 16:  Anthony: IP-Revenue 

 A form of self-initiated a design for a prospective licensee 

 

A key feature of this process description is the accelerated pace to IP integrity. 

Anthony makes the following statement. 

 

N-SK and C-N-SK: Anthony 

"The idea is to come to a solution that has IP integrity quick, this is the commercial 

structure for this.  Because if you go on for two years working on this thing and you 

finally do the analysis and the analysis doesn't stack up, so it's no good, so we have 

to do these cross checks relatively quickly.  This is a risk to accelerated development 

so we have a concept that is patentable." 

 

 Novelty can't be controlled - but can be supported 

 There are a number of indicators that provide some reasoning as why 

this project was only semi-successful. Successful in that the license was sold, but 

after that, performed below expectation after launched. The rush through 

design process to the establishment of IP is a big factor. Indeed, simply because 

something has not been invented before, doesn't mean people will want it. 
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Perhaps the most damaging element of this accelerated development is that 

iteration was primarily (if not entirely) in-house. Anthony states that market 

knowledge from the studio's client base is used to identify the need. This, it 

seems, is a measure of control. 

 

N-SK: Anthony 

"With IP the strategy we use generally is to use our market knowledge from our 

client base and use that as a stepping-stone into new areas of business." 

 

 C-N: Anthony 

 "That process really starts with identifying the need.  It's generally not research 

 based it comes from - (it's) not so analytical." 

 

The Support Network (SN) is essentially the in-house design team who build 

prototypes of the product for testing to verify if the invention works. This 

rationalises the design according to some freshly developed experiential 

knowledge, but at no point is there an action or the introduction of an external 

support network to strategically approach the connection between IP and user 

need - a need that can be best addressed through Domain Specific Knowledge. 

A general comment made by Anthony as part of his description of self-initiated 

design emphasises the importance of control. In the statement, Anthony refers 

to control over the process which is expressly different to maintaining control 

over the novelty, which in the case of the wallet design was rationalised by a 

support network that shared a level of control informed by strategic knowledge 

over and above the two other knowledge types. 
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C: Anthony 

"Well the best thing about it is control, you know?  I don't want to sound like a 

control freak but the thing about it is that is so much fun  - you are not dependant 

on good judgement from others to bring it to fruition.  Whereas in all other 

processes you're dependant on individuals outside of your control that you can't 

influence. With a self-initiated one, you own the process and you make the 

decisions.  So this in a nutshell is having the ability to direct it really.  It's very 

satisfying to say, okay we're going to do this and if it fails, it's fine and you even feel 

good about that, because you learn something, you know?" 

 

 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Easter Egg Maker project are shown in the matrix 

below in Figure 17.  

 

 N S C 

DSK    

EK    

SK    

 

  Fig. 17:  DCM : Anthony's Easter Egg Maker 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection or weak connection 
  Second connection (Transitions to) / Final connection 
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4.5.5 Portable Photo Studio 

 Designer: Gerard  

 Gerard has over 16 years of professional industrial design experience 

working for a number of design firms both in Europe and Australia. He works as 

a solo consultant designer at his studio and has developed successful designs in 

a range of areas such as sporting goods, domestic interior fixtures, packaging, 

public furniture and equipment. He has been the recipient of a number of local 

and international design awards. 

 

 Key Statements 

 The following analysis of interview data transcripts provides evidence of 

both background knowledge types and drivers of self-initiated product design 

in connection with key moments in the process. 

 

 S- -C: Gerard 

"So, as a designer, my skills are most profitable, I suppose, on the design side 

of things. I'm not getting in - well getting into production is something where I 

don't – you look for the services of somebody who's good at it or would like to 

take it on. But at this point, I haven't found that sort of person or a partnership 

where that can be pushed." 

 

 A support network to help strategic control 

 The Portable Photo Studio is a design that has been produced in very 

small quantities and had not (at the time of this study) been developed suitably 

for any reasonable form of volume production. As in the last case, a disconnect 
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between the Support Network (SN) and Control (C) seems problematic. 

Additionally, we can see from the statement below that Experiential Knowledge 

(EK) is providing the rationale for assuming control over not only the process 

but also the novelty.  

 

N-C-EK: Gerard 

"So sometimes you want to step back from it and say, 'well, a bit of me time'. I'd like 

to – you know, with all the knowledge that I have and the skills that I have gathered 

and the information that I've collected – I'd like to now exercise something that 

would make my life easier or would make my life more enjoyable or would make 

my life – and if it makes my life more enjoyable, I'm sure it would impact on other 

people as well. So it's a bit of that – I suppose you could call it designer ego. But it's 

also, in my mind, a way of self-expression and a way of exercising your own skills in 

a less restricted environment." 

  

Considering these comments in connection with more specific comments made 

about the project, we see further evidence of this rationale. 

 

EK-N: Gerard 

"One of the things with bottle designs is photographing the bottles. [including foam 

models] What I found is I always used to use a bit of black cardboard or something. 

There wasn't ever a little studio in which I could set these things up. So I came up 

with a thing called the (confidential) photo studio." 

 

The description of the design process for this project reveals an important 

connection between Novelty (N) and Domain Specific Knowledge (DSK) for a 
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moment in the process though it evolves back to Experiential Knowledge (EK) 

as the parameters for the novelty and the embodiment for the design is 

rationalized according to Gerard (industrial design) experience of 

photographing small products and not according to the domain of 

photography in a more technical sense. 

 

EK-N: Gerard 

"It's a sheet metal enclosure, I've been doing a lot of work with sheet metal, so 

I've tried to innovate with the sheet metal and utilize it's properties - structure 

and magnetism." 

 

"(Parts) were machined, this tubing was off the shelf – just cut to length, all 

these fittings, these plastic fittings (apart from the acetal one at the front), are 

standard – off the shelf – items. So I've used pipe fittings, and caps, anything 

that's already available so I don't need to mould anything. All the plastic 

fittings, here for example (points to a part of the design), are die-cut. So they're 

die-cut pieces that are clamping the pipe and preventing it from being 

scratched. The magnets are rare-earth magnets – they're bloody strong – then 

I've got sheet material to make your 'cyc' or backdrop." 

 

DSK-N-C: Gerard 

"I don't machine those, I outsource those. I've got a colleague who I've used for 

three or four years now, who works on the foam models that I do." 
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A general comment is offered that describes and acknowledges the limitations 

of the process for Gerard and is also evident in the case of the Photo Studio 

project. 

 

S- -DSK 

"Then the 'block' between - okay now marketing - getting it out into the 

manufacturing world and pushing it. So you need a team of people either with 

expertise in those areas - so I've always felt that that's where my block has been." 

 

 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Portable Photo Studio project are shown in the 

matrix below in Figure 18.  

 N S C 

DSK    

EK    

SK    

 

  Fig. 18:  DCM: Gerard's Portable Photo Studio 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection or weak connection 
  Second connection (Transitions to) / Final connection 
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4.5.6 Room Divider 

 Designer: Gerard 

 Gerard also discussed a second project with enough detail to report on. 

A room divider designed in the first place as a means of dividing a room in his 

house. As an opening comment, Gerard offers the following as an indicator of 

one of the functions of self-initiated design for him. 

 

C: Gerard 

"A lot of the stuff that I do for customers is very technical and so it's a - just 

exercising my own creativity and feel. Like I still have some say in my own design 

thoughts and process." 

 

Following this statement, he begins to describe the Room Divider project. 

Clearly control over the novelty (my own design) and process is an important 

factor, certainly in the beginning. There is also a desire to 'escape' the 

constraints imposed by clients. 

 

 Fixation and experiential knowledge 

 The idea (the novelty) for the Room Divider design is not based on 

Domain Specific Knowledge (no investigation into the function, interior 

configurations, manufacturing systems, ergonomics, materials, etc) had been 

conducted. Nor is it based on Strategic Knowledge (no investigation into the 

companies, manufacturers, commercial factors, etc was entered into). It was 

based on experiential knowledge. As the following statement demonstrates. 
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N-EK: Gerard 

"That screen over there is an example of something that I've done. It was an exercise 

to try and divide our living room into separate areas and I tried to make it so that it 

was a flexible idea. It can be expanded and contracted as required, add more 

elements. It was based on an archery principle. I used to do a bit of archery. So you 

flex the panel and you just add fabric which is, in this case, sail-cloth. You put it 

under tension in the pockets and you can keep adding panels to it and it becomes a 

very organic and long form. That project went from concept idea through to 

prototype, as you can see here. Preliminary review and design registration, to the 

point where the IP was protected. That's where [laughs] it fell on its head. Because, 

again, my own work took over - but the idea is it was a very flexible sort of structure. 

It uses a composite panel that I was using on signage at the time." 

 

The last section of that statement, indicates a momentary connection to 

Domain Specific Knowledge. When I enquired further, Gerard revealed that the 

material was Symonite - a product used in signage that is fire retardant. 

However, this avenue is not perused in favor of framing the novelty around 

experience and excluding a support network that may support 

commercialisation. 

 

C-N-EK: Gerard 

It was my own need for something that I hadn't come across. Sometimes the 

thought of, I could actually make that, instead of I could actually buy that. In making 

it, I would like to be different, in the sense that if I could just buy it, I may as well just 

go and buy a room divider. But that's not actually exercising my skills and design 

knowledge and ability." 
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The interview with Gerard has offered evidence that self-initiated design may be 

an action motivated not by financial gain, but as a means of creative freedom. A 

welcome form of fixation to test what your experience can bring forth. 

 

Disconnect between BGK and S: Gerard 

"I've done a few pieces of my own but I have never pushed them to the point where 

they're manufacturable items. The reason being is that it's the design process that 

I'm interested in - and the outcome [is] the tangible result of a thought that's not 

tangible into something that is." 

 

 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Room Divider project are shown in the matrix below 

in Figure 19.  

 N S C 

DSK    

EK    

SK    

 

  Fig. 19:  DCM: Gerard's Room Divider 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection 

 Second connection (Transitions to) / Final connection 
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4.5.7 Swim Goggles 

 Designer: Patrick 

 Patrick is head of design in a leading Sydney based design consultancy 

that has been in operation for over 15 years designing a range of products for 

Australian and overseas companies across a range of categories. Under Patrick's 

leadership, the consultancy has been the recipient of numerous awards 

including the Red Dot Award, Industrial Design Excellence Award and the 

Australia International Design Award. 

 

 Key statements 

 The following analysis of interview data transcripts provides evidence of 

both background knowledge types and drivers of self-initiated product design 

in connection with key moments in the process. 

 

EK>DSK-S & SK-C: Patrick 

"… a pair of swim goggles that we designed...It was a product that we 

conceived just had seen the gap in the marketplace to do a niche product 

within the swim goggle, swim equipment market.  Felt we had sufficient 

knowledge to have insight into the category.  Certainly had the technical ability 

to develop a concept and felt it was something that we could potentially sell a 

license to a company to have produced. And in a nutshell, that's what 

happened. We conceived of the thing, talked to people, found a company in 

the US that were interested in it, developed it further in partnership with that 

company and then tooled up and the product is in production and won an 

Australian Design Award." 
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 The relevancy of Experiential Knowledge 

 Patrick's account of the beginning of the idea for the swim goggles 

strongly indicates the use of experiential knowledge, particularly in the 

statements below. 

 

EK: Patrick 

"[N]early everyone in the team is active and involved in water sports, et cetera.  

That specific activity would be mine but it was familiar enough to the guys, so 

everyone's been in the water and everyone's done surfing, et cetera." 

 

EK-N: Patrick 

"I, at the time was essentially the target customer, so I was doing the type of 

swimming that we subsequently targeted, which is open water swimming and 

swimming for triathlons events."  

 

What is also indicated in the statements is a transition in reliance on 

different types of knowledge to progress the design project. While Patrick is 

basing the concept on his own experience of swimming, the identification 

of a 'gap' in the market and a determination to establish a licensing 

agreement are indicators of strategic knowledge - a framing or limiting of 

the design parameters - a pairing between shaping of desirability with 

(commercial) viability concurrently. Additionally, there is also a further level 

of problem framing through the application of domain specific knowledge, 

first based on their own 'technical capability' and then in 'partnership with 

(the) company' they entered into a licensing agreement with. 
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 Substituting what a client brings 

 Certainly, there is a support network in the form of a manufacturing 

company that supported the development of the design and eventually 

agreed to produce under license. This type of support imposes strategic 

parameters on the project in much the same way as a client might. The 

control over the project that the designer first imposes on the project is 

based on experiential knowledge. 

 

C-EK: Patrick 

"[Self-initiated Design] in our case is partly or substantially commercially driven 

so if we're looking to do a self-initiated project first and foremost we're looking 

to having more choice in terms of what we are working on, so whether that's 

being more selective about the nature of the work - that's something we get 

from self-initiated....Certainly, there are some intangibles. I think positive 

intangibles for the studio and it comes back a little to the choice we spoke of 

before in terms of being more able to select and work on things you would 

work on if you had the choice....you've got a little bit more flexibility on a 

project like (in that) you can sit quietly for a while, it could be sped up when 

you need to." 

 

That control evolves into a to a type of control necessary to pair favourably 

with the new found (and embraced) strategic intentions of the support 

network - the manufacturing licensor. 
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C-SK: Patrick 

"We achieved most of what we'd hoped for but we would like to have seen 

more with the project as well.  I guess a couple of aspects there.  We found that 

the transition sort of went - from design to production there were a number of 

compromises made which seems to be a bit of a grey area in these licensing 

type structures. So in that case, the (licensor) in our opinion wanted some 

compromises to the design which we were not particularly happy with.  But 

(they were) funding the tooling and so they got the same outcome." 

 

Additionally, regarding novelty, 

 

N: Patrick 

"In this case ... we resigned the intellectual property to them but we receive a 

royalty in any case." 

 

EK>DSK-N: Patrick (DSK) 

"Conventional goggles were designed for relatively short pool swims. They 

failed to account for the structure of the face, making them uncomfortable and 

leak-prone. (With our design) the pressure from the lens is applied to the bone 

structure of the face." 

 

Here there is evidence that intellectual property exists and has been 

formally registered and that the nature of that novelty is formatted 

according to domain specific knowledge - knowledge specific to the 

operational and ergonomic parameters of goggle design. 
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 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Swim Goggles project are shown in the matrix below 

in Figure 20. 

 

  N S C 

DSK    

EK    

SK    

 

  Fig. 20:  DCM: Patrick's Swim Goggles 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection 
  Second connection (Transitions to) / Final connection 
 

 

4.5.8 Teapot 

 Designer: Henry 

 Henry has operated as a professional design consultant and founder of 

his own studio practice since graduation from University in 1998. Working 

primarily in furniture, home wares and accessories he has been the recipient of 

a number of design awards. Henry has worked as a successful design in Sydney 

and Japan self-initiating designs and working for clients concurrently. 

 

EK-C: Henry 

"You have this niggling feeling that it's probably not going to be viable but you 

want to go ahead with it anyway for some personal reason." 
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"… self-initiated product and projects can mean that I design something, make 

it in-house and have it made - sort of contracted out - but [I] fairly tightly 

control these things." 

  

 The need to impart control 

 The teapot design, it's shape and it's novelty is determined based on 

Henry's desire to create a unique shape, a general (accessible) understanding of 

slip casting ceramics and his own personal experience with using existing 

teapots. These are all predominately attributable to the experiential knowledge 

area. And Henry's statement that he seeks to control the process from design, 

to in-house prototyping through to manufacture is indicative of a control link 

with experiential knowledge. 

 

EK-N: Henry 

"It can be - it's really that the project becomes a vehicle for experience, so it's 

really part of a thing that I like doing, an experience I go through. The teapot 

comes into play just as an example, where there was the idea of a form or a 

shape that represents what I understood as a flow of fluid or something like 

that." 

 

The way Henry defines the novelty of the design is predominately through 

what he learns (understands) through experience and it is tightly controlled. 
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DSK- -N-S: Henry 

"So that's what I mean when I say the beginning's always confusing, because I 

am not sure why did I actually think that?  I didn't sit down and go I'm going to 

design a teapot; this is what I'm going to do. Most of the projects that I've 

done that are self-initiated in one way or another, they are always about a 

process, a manufacturing process that I've never had anything to do with 

before." 

 

The teapot design after the design (the shape) was established has been 

discussed with support network (retailers, manufacturers and technical 

specialists) but has not excelled beyond prototyping and short production runs. 

The reason may be that Henry has not felt satisfied to share control of the 

project and the nature of the design with the support network available. This 

may be prudent. However, the novelty cannot be informed by a reliance on 

Experiential Knowledge (EK) and must be informed by Domain Specific 

Knowledge (DSK). Henry has stated that he is developing a design that requires 

"a manufacturing process that (he has not had) anything to do with before" 

which may mean that he should develop an appropriate support network to 

share technical knowledge. Consequently, the shape of the teapot - the 

'novelty' - may need to change. Henry needs to impart some control over the 

project to a support network that he trusts to potentially reframe, what he 

identifies as, the novelty - the core IP. As a result of this, the status of the project 

remains semi-successful in that the design is somewhat verified, but does not 

have a strong commercial pathway through to large volume production. 
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 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Teapot design project are shown in the matrix 

below in Figure 21. 

 

  N S C 

DSK    

EK    

SK    

 

  Fig. 21:  DCM : Henry's Teapot 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection 
  Second connection (Transitions to) / Final connection 
 

 

4.5.9 Lounge 

 Designer: Henry 

 A second project discussed by Henry is a lounge design. The innovation 

is in the integrated seat and backrest to form a unique free-form structure. The 

lounge consequently, is quite complicated to produce. 

 

DSK- -N: Henry 

"The (confidential) Lounge is a classic example of unresolved detail and 

complications with manufacture.  Yeah, I should have spent a little bit more time 

figuring things out.  I mean, it's very difficult to say why they sold in such small 

numbers but they're also very big things and they're very difficult to kind of produce 

into stock and then have room for sale." 
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 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Lounge design project are shown in the matrix 

below in Figure 22. 

 

  N S C 

DSK    

EK    

SK    

 

  Fig. 22:  DCM : Henry's Lounge 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection or weak connection 
  Second connection (Transitions to) / Final connection 
 

 

4.5.10 Cafe Stool 

 Studio S 

 Studio S, established in 2006, promotes themselves as designer 

makers of Australian products. The studio has a number of functions 

including commercialising the works of other designers and designer for 

commercial clients. In a relatively short space of time, the studio has 

become a very successful business. 

  

C: Studio S 

"We like to, with a project try and progress in that kind of linear manner. But they 

(clients) like to explore - it's funny because you'd think that the client would want to 

cut to the chase more than a designer." 
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 Developing areas of knowledge to shape drivers 

 The Cafe Stool project is commercially successful. The Studio S team 

use their Experiential Knowledge (EK) of product distribution and 

sustainably (a core business focus fine tuned over numerous products 

managed in-house during the companies formative years) to inform the 

project parameters, but very quickly understand the importance of 

developing their Domain Specific Knowledge (DSK) in matters of material 

manipulation to format the nature of the design and it's novelty. 

 

DSK-N-SK: Studio S 

"The (confidential) stool is probably the main focus for a self-initiating product at 

the moment. It's 100 per cent recycled material and the idea behind it is it's 

sustainable. It's flat so it can be machined out of a flat piece and I think the idea 

behind that is we want to maybe look at expanding our distribution as well, so we 

want something that would be quite easy to send overseas. We just wanted it to be 

simple in its appearance and I think the idea is that it's more of a green product. I 

think we're sick of seeing stools that are recyclable and not made from recycled 

material in the first place." 

 

They understand that to do this requires the support of an expert that 

understand the material and has the ability (in this case, another industrial 

designer) to understand the design intent, contribute to the development of 

novelty and responsibly take on some degree of control over strategic 

parameters associated with its production and commercialisation. 
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DSK-S: Studio S 

"We think about (manufacture) along the way because you've got to think about it 

when you're designing the product, how you're going to sell it. We're fortunate 

enough to have a guy working in Melbourne who's an industrial designer working 

in a factory." 

 

DSK-N / SK-C: Studio S 

"I think the real satisfying point was we had this idea that this material could be 

hinged with the right hinge." 

 

By imparting this control and accepting the advice of the Strategic Network 

(SN), certain unexpected and undesirable consequences must also be accepted 

and managed in a different way. The team is able to accept these consequences 

because the Support Network (S) has 'bought into' the concept and a share in 

the development of (in this case new) Domain Specific Knowledge (DSK). In 

simple terms the Support Network (S) can be trusted. 

 

SK-C / DSK-S: Studio S 

"It's a risk though. I don't think there's anything we could've done really to change 

the material bowing. That was just a standard problem that you expect with 

manufacturing."  

 

 Diagrams of design process 

 Figure 23 is a representation of the Studio S self-initiated design 

process. 
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  Fig. 23:  Studio S's Self-initiated Design Process 
 Level of Satisfaction vs Cost 

 

Studio S chose a very different way to depict their design process for self-

initiated product design. Their other representations of client projects can be 

found in the appendix. The diagram depicts the designer's level of satisfaction 

with the progress of the project vs cost over time. Although different from the 

diagrams generated by the other designers interviewed, it indicates that 

challenges that must be overcome against a recognised cost to prototype a 

design to be commercialised. While entry into self-initiated design projects may 

at first be an escape from the stricture of client driven process, new product 

development simply requires certain gateways to be passed and the designer 

cannot avoid these gateways. Perhaps more interestingly the diagram indicates 

that there is no cost to the designer until we start ramping up to prototyping. 

Clearly, this is not actually the case. Time is spent on developing concepts and 

addressing technical constraints, and therefore a cost must be incurred. What 

the diagram may really indicate is that the designer is prepared to absorb those 

costs until a proof of concept demonstrates that a return on an invested cash 

outlay for prototyping can be somewhat assured. And the joy of early 

conceptualisation can disguise the real cost of self-initiated design. 
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 Data Connection Matrix 

 Connections between background knowledge and drivers of self-

initiated design for the Cafe Stool design project are shown in the matrix 

below in Figure 24. 

 

  N S C 

DSK    

EK    

SK    

 

  Fig. 24:  DCM : Studio S's Cafe Stool 
 Connections between BGK and Drivers of Self-initiated Design 
  First then second connection 
   Final connection / (Transitions to) 
 

 

4.5.11 JH Trolley 

 Keith 

 The consultancy that Keith manages is embedded in an industrial 

service business. It provides design services to clients who are customers of 

the service business as well as those from other companies. The 

consultancy is known for their thirteen years of experience and expertise in 

more mechanical product design and engineering design work. The JH (Jack 

Hammer) Trolley product design is a design developed in response to 

concerns expressed by customers of the service arm of the business. 

 

 

  



 

Date: 27/03/15   133 

 Diagrams of design process 

 Diagrams of client based and self-initiated design process as produced 

by Keith and refined according to statements reveals some noteworthy 

differences. 

 

 
   
 
 
   

 
 
 

 
 
 
 
   
 
  Fig. 25:  Keith: Design Processes 

 Client vs Self-initiated product design process 

 

The diagram above shows some of the differences and similarities between 

client based and self-initiated design process. The word research in the self-

initiated design process drawing was written deliberately small by Keith as 

way to indicate that the normal breadth of research that might otherwise 

be undertaken is narrowed significantly. An indicator of early, active 

problem framing. This seems consistent with other cases. The upfront 

planning seems to be identified as a factor that needs to be refined. The 

interview data indicates this. 
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Keith 

"But I think with a more dedicated plan it's better. I'm still not – there are still projects 

we're doing now for which we've got the basic plan but there's not a more fixed plan on 

the wall and that would make everyone more comfortable. Planning, planning, planning." 

 

As stated in section 4.5 of this chapter, this case does not provide enough 

specific data about the process related to this design project so there are 

only few instances that can be recorded using the coding system adopted. 

The project has had some level of success considering the specialised 

market it sells in. 

 

Keith 

"We produced about three hundred units and have probably six production runs of 

which the last three production runs are very similar.  The three before that were 

very different. We have just two to America for the first time, and looking export and 

all that kind of stuff.  So it’s just the market places for the product." 

 

Given the circumstances of their combined business, there is a ready made 

support network - the customers of the service business - who are not 

clients of the consultancy arm. They do not fund, direct or help set 

specifications for the project, but they are companies with expertise that 

can verify designs and prototypes. 

 

DSK-S-N: Keith 

"... we've been told there's a market and we have a customer that would be willing 

to buy some, if we got the price right.  So for us, most of the stuff we've done, the 



 

Date: 27/03/15   135 

market's come to us generally – we've had a crack and we try and break even as 

quickly as we can obviously, and whether we do the project or not depends on how 

much that initial sort of 'semi- confirmed order is at your doorstep." 

 

"... contacts in the market place, say 'we need one of these and if we had one we'd 

buy two hundred', as an example." 

 

These contacts are customers of the service business - other construction 

and engineering firms that have the technical expertise to inform the 

operational requirements of the design and consequently, the novelty. The 

interview suggests that the design firm values this input suggesting a 

shared degree of control with the needs and expectations of the Support 

Network (S). There is also a suggestion that the service arm of the business 

provides an important degree of control from a strategic perspective that 

strongly indicates a connection between Control (C) and Strategic 

Knowledge (SK). But these are indicative only, based on the data at hand. 

 

 

4.5.12 Outdoor Chair 

 Oscar 

 Oscar is a freelance designer that operates as a consultant and 

designer-maker. He has successfully developed designs for leading Australian 

and European Furniture manufacturers that have for decades been identified as 

global leaders in style and innovation. Oscar has won a number of a number of 

awards for his work. The chair project discussed in the interview with Oscar is 
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one that Oscar describes as a self-initiated design that a company became 

interested in taking further. But it becomes slightly unclear whether the design 

was developed with a prospective client in-mind and the degree to which the 

design parameters shift to accommodate the company's vision. The influence of 

a client factors seem to set in early in relationships between designers and 

international design-focused furniture companies. Regardless, Oscar account 

provides data, consistent with the self-initiated design cases covered thus far. 

 

S: Oscar 

"[I am the] principal designer but I have had support with technical drawings and 

that kind of thing." 

 

DSK-S-C: Oscar 

"There has been (support) since the original drawings were presented - and there 

has been a lot of liaising and still resolving further in regards to feedback from them 

(furniture company) with cost restrictions, material constraints and all that kind of 

thing." 

 

There is evidence of a Support Network (S) operating in connection with the 

Oscar's developing Domain Specific Knowledge (DSK). The interview data does 

not clearly suggest a connection between Domain Specific Knowledge (DSK) 

and Novelty (N), as Oscar would not discuss the product design with enough 

detail due to confidentiality restrictions on the design. Although, one would 

expect that there is novelty in the design for the company to firstly take interest 
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and secondly identify it as a product to which they can lend their manufacturing 

expertise. 

 

S-C: Oscar 

"Almost from the beginning things kept moving forward to the point where it kept 

resolving and resolving it and resolving it, until I was really happy with it as a 

product with a lot of aesthetic attention.  But then with further consultation with the 

potential client, then more of the constraints came back, in which things had to be 

changed and so forth before they could move forward. So such things as stacking 

limitations, changed forms and so forth and section of walls that change things, 

different materials change things.  Via that whole process, it probably started off 

more as renderings and then it just got more specific with CAD drawings more than 

ever renderings and models as well.  The company is in Belgium and I would send 

models to Belgium for them to review." 

 

The above statement highlights the way that Control (C) must be revised to 

allow a well-considered Support Network (S) to direct aspects of the project. To 

control the direction of the project, you must have the right knowledge and you 

can't gain that knowledge unless you work with a support network. There are 

many instances in the interview where Oscar talks about the people he works 

with - a Support Network of people that have the technical knowledge to carry 

the novelty forward through the constraints associated with commercialising 

the product. 

 

 



 

Date: 27/03/15   138 

4.5.13 Children's Toy 

 David 

 At the time of the interviews, David was director of his own consultancy 

and was heavily engaged in design work for power tool manufacturers in China. 

An experienced industrial designer, had worked previously for a leading 

consultancy firm and has since moved on to be a senior product designer at a 

major appliance manufacturer. David was in the early stages of the Toy (self-

initiated) design project when I conducted the interview and therefore was not 

able to talk in enough detail about the novelty attached to the project, though 

he did talk in general terms about his experience in self-initiated design 

projects. 

 

 A description of Self-initiated Design 

David 

"(A self-initiated design is) one that you've started, I suppose, that you've come up 

with either out of necessity or observation or love of whatever you do.  Like I said 

before with the car stuff, maybe if you - I think you've always got to have a bit of 

interest in it as well, so it's something that you're interested in, because then you 

want to put your heart and your soul into it.  But if its just client based, you don't as 

much.  If it's something that you're interested in and you benefit emotionally and 

financially out of it. 
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Diagrams of design process 

 As an experienced industrial designer working for industries that 

demand a very ridged process, the diagrams that David prepared show some 

important features for analysis. 

 

 

  Fig. 26:  David's Design Process 
 Client vs Self-initiated product design process 

 

There is quite a direct correlation between David's process diagrams (above) 

and Steven's process diagrams shown on page 95. As previously stated after 

analysis of Steven's diagrams, the important features that differentiate the client 

process from the self-initiated design process are as follows. 
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1. The concepts and solution conjectures happen before the briefing 

moment. 

 

David's diagram shows that the idea for the product design comes first 

and is verified through brainstorming. The formulation of solution 

conjectures that are early embodiments - or concepts. David's 

statements indicate that the idea that begins the self-initiated design 

process is a tangible embodiment of a product idea. 

 

S: David 

"But on this one, yeah, he came up with one idea of this patentable thing but he 

had an idea to do this one toy and then I said okay, well I'll use that as a stepping 

stone and then initiate all the other ideas that were behind it." 

 

2. Engineering detailing is positioned centrally and open for iteration as 

opposed to its position in client projects, where it is deemed to be 

outside of design iteration. David's client diagram has the Design Brief 

and the Engineering Detailing at opposing ends of the process. In his 

Self-initiated Design process the Engineering Detailing is brought 

forward and is actually a means to formulate the Design Brief through 

iterative cycles of enquiry. This is similar to Steven's process for Self-

initiated Design and reflects comments by Anthony regarding the 

importance of establishing patentability early. David describes the 
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development of the Brief as part of the design process in self-initiated 

designs and offers the following explanation. 

 

David 

"Because up here (circling the Assessment of Patentability section in the process 

diagram) you go how do I make money?  What can we do?  How can we expand 

and reinvent ourselves?  That's part of the design, coming up with the brief, because 

you don't know what you're doing." 

 

3. Prototyping and engineering detailing is verified by outside assessment 

by people from the 'industry'. 

  

 S-N-DSK: David 

As represented in Steven's diagrams, a connection between the 

technical aspects of the design (depicted as engineering detailing) and a 

support network that has bought into and understands the novelty - 

the aspect of the design that makes it unique in the market - is 

identified as important. The support network is made up of people that 

are qualified to adjust the design. 

 

Another important statement made by David is one related to learning. The 

need to build-up knowledge to compliment background knowledge already 

gained before the start of the project. 
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DSK-SK Learning: David 

"... changing your skill set, that's what I've had to do.  Change the skill set to adapt to 

what's happening.  You can't just keep continuing designing the same old thing ... I 

mean sure, in product design - especially in the (self) initiated stuff like this, your 

roles have to change as well." 

 
 
 

4.6 Summary 

The analysis of interview data is across two concerns. 

1. Evidence of background knowledge and drivers of self-initiated design. 

Background knowledge types should include Domain Specific 

Knowledge, Experiential Knowledge and Strategic Knowledge as this 

has been established; for expert product designers, by Vesna Popovic 

(2004) and it has been established that the designer that is self-initiating 

a product design must learn (develop and apply knowledge) they would 

normally receive from a client. Drivers (novelty, support network and 

control) are factors deemed necessary for self-initiated design projects 

to proceed in any form. These have been established through the 

analysis of the Convergence project, client based design process and 

the support of literature. 

2. Evidence of connections between elements of Background Knowledge 

and Drivers of self-initiated design. The process diagrams of self-

initiated design produced by the designers interviewed have too many 

differences to be able to describe self-initiated design as a standardised 
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process diagram the way that client based process might be. There, 

however, consistent and important similarities that reinforce the 

connections between background knowledge and drivers expressed by 

the designers in their statements. Connections are recorded and 

explored using the DCM Diagrams for the first nine project cases. 

 

 Evidence of the prime elements of self-initiated design 

 The interview data reveals evidence of three types of background 

knowledge and drivers of self-initiated design, compiled in the Overview of 

Data Matrix (Figure 11) on Page 92. The interviews for the first ten projects 

listed in the matrix, provide enough data to be able to classify the projects 

discussed into the three categories of success, described in section 4.2 Thematic 

Analysis. These categories are successful, semi-successful or unsuccessful self-

initiated designs. Successful projects are those that are either commercialised 

and operating well in the market or are (in the case of Steven's workstation 

design) seem likely to progress to that phase. There are four of the ten projects 

that fall into this category (their section number has been used as a reference). 

 

4.5.1  Workstation Prototyping, endorsed by industry 

4.5.3  Polymer Wallet Commercially available and selling 

4.5.7  Swim Goggles Commercially available and selling 

4.5.10  Cafe Stool Commercially available and selling 
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The next category is those deemed semi-successful as they are projects that 

have entered a prototyping phase, but have not demonstrated the ability to 

extend into manufacture or commercialisation as they have not found support 

by an industry (support network) that endeavor. In these cases, the design has 

been produced as a prototype and perhaps made in very limited runs, but they 

have not or will not achieve commercial success given the current 

circumstances, the status of the project at the time of the interview and, 

importantly, the designers view of project as one that is blocked from going 

further. These projects are projects that show potential and may become 

commercially successful if the structure of the design project can change. There 

are three of the ten projects that fall into this category. 

 

4.5.4  Easter Egg Maker Prototyped, poor market response 

4.5.5  Photo Studio Five made, some sold, no industry connection 

4.5.8  Teapot Prototyped, manufacturer and retailer  

  disconnect 

 

The final category is those projects deemed unsuccessful. These are projects 

that the designers have decided to stop working on. Some have stopped mid-

design; others after prototypes have been built. These are projects that the 

designers are sure cannot go further because the time and resources required 

for them to be developed and supplied are considered too great. Too many 

new connections with industries need to be made and too much new 

knowledge must be acquired. Where semi-successful projects might be 
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described as being trapped in limbo, these projects have not reached limbo yet. 

There are three of the ten projects that fit this category. The designers have 

discontinued all of these projects. 

 

4.5.2  Poster Hanger Prototyped, no industry connection 

4.5.6 Room Divider Prototyped, no industry connection 

4.5.9 Lounge Prototyped, no industry connection 

 

Review of the collated information in the Overview of Data Matrix (Figure 11) 

clearly suggests the following outcomes, regarding self-initiated design 

projects. 

 

1. Successful self-initiated design projects show clear evidence of use of a 

full range of background knowledge types - and in every case Domain 

Specific Knowledge (DSK) and Strategic Knowledge (SK). 

2. Successful self-initiated design projects show clear evidence of the use 

and active integration of all drivers - Novelty (N), Support Network (S) 

and Control (C). 

3. Only those projects that use both Domain Specific Knowledge (DSK) 

and Strategic Knowledge (SK) are successful. 

4. Only those projects that demonstrate clear and strong engagement 

with a Support Network (S) are successful. Additionally Support 
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Network (S) and Control (C) seem to be simultaneously necessary for 

success. 

5. Experiential Knowledge (EK) seems relevant and important in self-

initiated product design as it is drawn upon in most cases, though not 

relied upon in some successful projects. 

6. Control (C) seems relevant and important in self-initiated product 

design as it is consistently evident as a driver in all cases. This suggests 

that the notion of needed to 'escape' the pattern of client projects may 

be true. Control (C) and Strategic Knowledge (SK) seem to be 

simultaneously necessary for success. 

7. Novelty (N) seems relevant and important in self-initiated product 

design as it is consistently evident as a driver in all cases. Novelty (N) 

and Domain Specific Knowledge (DSK) seem to be simultaneously 

necessary for success. 

 

 Evidence of connections 

 Analysis of the data, supported by diagrams produced clearly 

demonstrates that the drivers of Novelty (N), Support network (S) and Control 

(C) are framed by different types of Background Knowledge as the project 

progresses. Connections across progress are important and must exist, but the 

range of different self-initiated design diagrams produced suggests that a 

typical pattern or procedure cannot be established. The structure for self-

initiated product design can, however be described in terms of connections 
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between background knowledge and drivers of self-initiated design as the data 

reveals clear patterns according to categories of success. 

Successful cases 

 Below are the Data Connection Matrices (DCM) for the four projects 

that are categorised as being successful. As it can be seen a clear and consistent 

pattern of connections exist for each of these cases. 

 

 N S C   N S C 

DSK     DSK    

EK     EK    

SK     SK    

         

 N S C   N S C 

DSK     DSK    

EK     EK    

SK     SK    

 
 
 
Fig. 27:  DCM: Successful Project Cases 
 Workstation, Wallet, Swim Goggles and Cafe Stool 
 
 

The data indicates that during the course of each of the projects, the access and 

application of various types of knowledge inform the drivers of self-initiated 

design in a range of sequences. A mapping case for one of these projects is 

described in Chapter 5: Discussion. While the sequence of connections between 

knowledge types and drivers vary, the final and predominate configuration that 

is determinable from the interview data, adopts a standard pattern across all 

successful projects. The pattern is highlighted in Fig. 28.  
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  N S C 

DSK    

EK    

SK    

 
 
Fig. 28:  DCM: Successful Project Cases 
 Collated Data Pattern of connections between Background Knowledge and 
 Drivers of Self-initiated Design for Successful Projects. 
 
 
Consistent with the Overview of Data Matrix, Domain Specific Knowledge (DSK) 

and Strategic Knowledge (SK) are the two types of knowledge that seem 

necessary to develop, draw upon and apply to three drivers of self-initiated 

design, Novelty (N), Support Network (S) and Control (C) in order to achieve a 

measure of success. Most importantly is the structure or the pattern of those 

connections, evident in the correlation across successful cases. The data 

strongly suggests that for successful self-initiated design, 

 

1. The Novelty (N) and Support Network (S) must be informed by 

Domain Specific Knowledge (DSK). More specifically, this means that 

the Novelty (N) or the patentable / registerable features of the product 

design must be established by a developed level of Domain Specific 

Knowledge (DSK) - knowledge exclusive to the principles of design 

(including technologies, production principles and user experiences) of 

the product. The Support Network (SK) must include people with the 

expertise to impart Domain Specific Knowledge (DSK) and recognise the 

viability of the Novelty (N) proposed. 
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2. The designers Control (C) over the project must be informed by 

Strategic Knowledge (SK). The data suggests that while Control (C) 

over the project is important for the designer (self-initiate designs 

represent a chance to design without being controlled by a client), the 

emphasis of control should be on overarching matters of strategic 

importance - or Strategic Knowledge. 

  

 Semi-successful cases 

 Below are the Data Connection Matrices (DCM) for the three projects 

that are categorised as being semi-successful. 

 

 N S C   N S C 

DSK     DSK    

EK     EK    

SK     SK    

         

 N S C      

DSK         

EK         

SK         

 

Fig. 29:  DCM : Semi-successful Project Cases 
 Easter Egg Maker, Portable Photo Studio, Teapot 

 

While the sequence of connections between knowledge types and drivers vary, 

the final and predominate set of connections that are determinable from the 

interview data is highlighted in Figure 30 below. 
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  N S C 

DSK    

EK    

SK    

 
 
Fig. 30:  DCM : Semi-successful Project Cases 
 Collated Data Pattern 
 

Notably, while all of the drivers are there and at various times, all types of 

background knowledge are used to frame the drivers of self-initiated designs, 

the pattern generated by the collated data for these projects demonstrates 

significant differences in the approach taken by the designer. Two key features 

of this analysis are : 

 

1. There are no strong connections evident between Domain Specific 

Knowledge (DSK) and Novelty (N). The novel aspects of the product 

design - seem to be predominately determined by aspects of 

knowledge that can only be categorised as Experiential Knowledge (EK). 

2. Experiential Knowledge (EK) holds sway over both the way Novelty (N) 

is determined and Control (C) is defined. The data suggests that the 

designers in these cases are not able to, or prepared to open their 

design up to external analysis that might require a reassessment of 

novelty or the commercialisation strategy. As an example, the Design 

development of the Easter Egg Maker was accelerated through to IP 

seemingly without any external engagement with the prospective 
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licensee (seemingly) as a control measure to ensure design ownership. 

Figure 16 also demonstrates this process. 

  

 Unsuccessful cases 

 Below are the Data Connection Matrices (DCM) for the three projects 

that are categorised as being unsuccessful. 

 

 N S C   N S C 

DSK     DSK    

EK     EK    

SK     SK    

         

 N S C      

DSK         

EK         

SK         

 

Fig. 31:  DCM: Unsuccessful Project Cases 
 Poster Hanger, Room Divider, Lounge 

 

The pattern of connections for these cases is very clear. 

 

  N S C 

DSK    

EK    

SK    

 
 
Fig. 32:  DCM: Unsuccessful Project Cases 
 Collated Data Pattern 
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These self-initiated design projects have been developed in almost total 

isolation. Evidence shows that there has been no meaningful collaboration with 

a Support Network (S) during design development and that Control (C) over the 

project is predominately based on the designers Experiential Knowledge (EK). It 

should be noted that there is a high probability that the examples in this 

category are projects that are incomplete. Though the designers have let them 

'sit' at the time of the interview, they may become commercially viable in the 

future if circumstances change and the right type of Support Network can be 

engaged. It's important to reinforce that the categories of 'success' used in this 

study are not a measure of the quality of the design but it's current status in 

terms of commercialisation. The results of the data anaysed in this chapter 

shows very strong evidence of connections between the designers background 

knowledge and drivers of self-initiated designs that adopt certain structures 

that may describe and perhaps determine the commercial success of the 

product. The following chapter will examine this structure more deeply and 

propose a model for self-initiated product design that emanates from the data 

analysis. 
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5.1 Introduction 

The analysis if the interview data supported by the diagrams generated by the 

designers during the interview indicates connections or relationships exist 

between drivers of self-initiated design and background knowledge. The 

interview data indicates that these thematic connections configure differently at 

various points during the development of the self-initiated design. However, at 

the conclusion of Chapter 4: Results, the connections organised in the Data 

Connection Matrices (DCM's) are static representations of 'states' that the 

projects find themselves in at various points. The Data Connection Matrices 

cannot satisfactorily describe the dynamic interrelationships between drivers 

and background knowledge that is evident in the interview data and cannot 

appropriately address the second research question posed by this study: 

 

What is the structure of self-initiated design process?   

 

The focus of this Chapter is to develop a representation of self-initiated design 

practice that can be used to not only describe the nature of connections 

between background knowledge and drivers of self-initiated design but also 

the way those connections change (shift) during the course of a project. To 

determine the structure of self-initiated design process, the dynamism of 

interrelatedness between themes will be explored in this chapter in response 

(primarily) to the second research question of this study (Section 1.5, Page 25). 

The chapter concludes with the model of Typologies of Self-initiated 

(Product) Design. 
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5.2 A structure but no process 

The analysis of data not only supports the presence of the drivers of Novelty 

(N), Support Network (S), Control (C) and the Background Knowledge areas 

(DSK, EK, SK) but also suggests how those themes interrelate for each project. 

The conclusion of the Results Chapter describes the relationship between 

drivers and types of knowledge for each project in the Data Connection 

Matrices (DCM). Each of the matrices indicate that the nature of those 

connections change at various points in the project. The nature of the interviews 

conducted does not determine the length of 'stages' but can note some of the 

transition points. Certainly, the 'start' of the project and the 'completion point', 

more accurately described as the last known status of the project (Section 4.2, 

Page 85) due to the ambiguity of 'completion' in these projects. There are 

various points between 'start' and 'completion' for each project reviewed that 

can also be described in terms of the relationship between drivers and types of 

knowledge. Using examples from the interview data, these transitions can be 

mapped to provide an indication of 'states' of progress (or development) for 

each project, though based on the limitations identified in the data, a process1 

which requires a clear goal and a system for achieving it  - cannot be 

established. These are outlined below. 

 

1. The completion point for each project is unclear as is the goal. 

 

  

1 Described as 'a series of actions that produce something or that lead to a particular result' 
by the Merriam-Webster online Dictionary. 
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 Gerard / Completion point 

"No. I'd say (laughs) - I'd probably say another half a year to a year involvement in 

that one. Then I'd be able to get it to the next phase. It's still one of those ones 

that's on the backburner and I think all my projects are a bit like that." 

 

David / Completion point 

"When that business venture or that design venture is now earning itself money, 

getting royalties back out of it.  So to me ... - do you mean just when the design is 

finished or the whole project? ... I mean it could just be the design but what I find is 

if you're self-initiating your design you're usually trying to do the sales and 

everything and run your own business ... I mean, (one) can finish the design but then 

it's still an ongoing process to actually make money out of it." 

 

Henry / Completion point 

"Well, (at) completion everybody has to be happy.  I have to be happy that the 

design is still the way that I wanted it to look.  The workshop has to be happy ... So 

yeah, the point of completion is when everybody is satisfied that now I'm going to 

get money based on the royalties from the production ... that point when everybody 

comes part of it, it's not mine.  It's my design, but it's not my project any more." 

 

2. The length of projects and the time between 'states' of progress vary 

(can be very long) and in all cases are very difficult for the designers to 

accurately recall. 
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Gerard / Length of project for Portable Photo Studio 

"So about 2007, came up with the idea and the concept - (date of interview 2010) 

- I'd probably say another half a year to a year involvement in that one." 

 

Patrick / Referring to decisions for the Swim Goggles 

"I don't know how you draw it.  Whether you draw it shorter or more 'lean' (Ref: 

Appendix C) but that would probably be the one difference we've identified (that) 

where you are the client, you can tend to make decisions more efficiently."   

 

3. The self-initiated design process diagrams have no common system of 

events and seem to be shaped according to the circumstances of each 

design problem. Considering two successful design projects and the 

ways by which Novelty (S) was defined can provide an example of the 

variation in method to achieve an equally satisfactory result. 

 

a. N-EK>SK Anthony (Ref: Section 4.5.3) 

b. EK>DSK-N  Patrick (Ref: Section 4.5.7) 

 

 It can been seen that the Anthony (a) defined Novelty (N) early in the 

project by Strategic Knowledge (SK) and Patrick based the novelty in his 

project on Experiential Knowledge (EK). We cannot determine from the 

data what tasks were being performed at that time, only that the 

connections between the driver of Novelty (N) is being defined by a 

different area of Background Knowledge at approximately similar points 

in both projects. 
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5.3 Common features of Self-initiated Design 

Despite the inability to describe self-initiated design as a process, analysis of the 

diagrams generated by the designers with the support of their corresponding 

statements reveals some common features. These are listed below and shall be 

expanded upon in Chapter 6: Conclusion. 

 

1. The brief is not at the start of a self-initiated product design project 

2. Engineering detailing is enveloped by design iteration 

3. Design iteration is more frequent 

 

 A structure in terms of connections 

 Review of the data in connection with the literature review enables a 

structure to emerge not in terms of a stage-gated process, but by describing 

the changing relationship between background knowledge and drivers of 

self-initiated design - the themes and their patterns connectivity. By using an 

example from the Results Chapter an attempt to advance the graphic 

representations of dynamic interrelatedness between themes can be trialed. 

Data Connection Matrix (DCM) for Patrick's Swim Goggles project (Ref: Section 

4.5.7, page 122) shall be used. To help guide the reader a copy of that diagram 

is shown in Figure 33. 
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  N S C 

DSK    

EK    

SK    

 

  Fig. 33:  DCM : Patrick's Swim Goggles 
 Connections between BGK and Drivers of Self-initiated Design 
  First connection 
  Second connection (Transitions to) / Final connection 
  

 The start 

 The DCM above shows that there are three 'first' connections that shift 

to 'second' and final connections. To propose the first of the 'first' connections 

is possible by revisiting the interview data. Patrick states: 

 

EK-N (Ref: Section 4.5.7) 

"So in this particular instance, it's a piece of swimming equipment related to 

swimming. I, at the time, was the target customer. I was doing the type of swimming 

that we subsequently targeted; which is open water swimming and swimming for 

triathlon events". 

 

Therefore, it's plausible that the very start of the project was conceived through 

a connection between Experiential Knowledge (EK) and Novelty (N). The 

experience of swimming gives rise to an idea to solve a problem through 

product intervention. It should be noted that this is slightly speculative, 

however, at no point during the interview did Patrick suggest that the design 

would be ever anything other than a product and he goes on to describe the 

problem he has experienced. 
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EK>DSK-N: Patrick 

"Conventional goggles were designed for relatively short pool swims. They failed to 

account for the structure of the face, making them uncomfortable and leak-prone. 

 

Given these instances in Patrick's account of the Swim Goggle project the 

representation between background knowledge and the driver of Novelty (N) 

might be depicted as shown in Figure 34 below. 

 

 

 

 

 

 

 
 
 
   

Fig. 34:  EK-N Patrick's Swim Goggles 
 Start of the project / diagrammatic connection between themes 
 
  

 The part way through 

 After determining the start point, the mid-point of progress can be 

derived from the Data Connection Matrices (DCM) directly. As can be seen in 

Figure 33 there are a series of 'first' connections between background 

knowledge and drivers of self-initiated design identified through thematic 

analysis of the data. The stage in the process where these drivers first present as 

defined by the designers own background knowledge cannot be determined in 

DSK EK

SK

N
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terms of time. Where this configuration of themes present along the time frame 

of the project cannot be determined or even speculated based on the data 

received. It can only be said that it is somewhere between the start and the 

completion point. Represented by the grey dots, the first connections in the 

DCM show the following configuration of thematic connections: EK-N / EK-C / 

SK-S. The format of the establishing diagram (Figure 35) arranges the thematic 

connection noted above in the following way. 

 

 

 

 

 

  

 
 

 

Fig. 35:  EK-N / EK-C / SK-S Patrick's Swim Goggles 
 Part way through the project / diagrammatic connection between themes 
 
 

The connections between the drivers Novelty (N), Control (C) and Support (S) 

can be supported by the data. In this project, there is a point where Patrick 

consults with his design team on the direction of the project. Patrick reveals that 

the members of the team have experience in water sports and Patrick states, 

"the team felt they had sufficient knowledge to have insight into that category." 

and "it was a product that (they) conceived to fill a gap in the market." These 

conditions strongly suggest that the Support Network (S) is determining the 
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strategic pathway and controlling the development of Novelty (N) accordingly. 

The development of the diagram is plotting themes together in accordance 

with the first instances of drivers. The next step indicates a shift between drivers 

and background knowledge. 

 

 The completion 

 Using the DCM (Figure 33) the representation of thematic connections 

is as shown below in Figure 36. 

 

 

 

 

 

 

 

 
 
 
Fig. 36:  DSK-N-S-C-SK Patrick's Swim Goggles 
 Completion point / diagrammatic connection between themes 
 

 

The supporting analysis of these connections is covered in Section 4.5.7 in the 

Results Chapter. The noteworthy finding is that the drivers move or shift 

position to become defined now by Domain Specific and Strategic Knowledge. 

Engagement with the manufacturer forced the designers to adjust the design 

and their process, in this project. The designer's knowledge is being developed 

C

N
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through engagement with an expanded Support Network (S) that includes the 

expertise of the manufacturing firm - a business concerned with production, 

marketing, distribution and sales issues. 

 

5.4 Development of the model 

A structure of self-initiated design can be described in terms of the evolving 

connections between background knowledge and drivers of self-initiated 

design. The representation shown in Figures 34-36 does not suitably represent 

the findings of this study and can be developed further based on the following 

considerations. 

 

1. Graphically, the diagram may suggest that themes grow and can 

potentially impact or influence other themes disproportionally. Based 

on the data analysis, it is not possible to determine this effect or even if 

it exists. A model representative of the outcomes of the study can only 

indicates that the themes exist and that the connections exist in 

particular arrangements. The data does not provide enough detail to 

describe any degree of influence themes may have on each other or the 

nature by which they converge. Regarding the separation relationship 

between background knowledge and drivers, the results of this study 

indicate that a driver alternates between knowledge areas until settling 

in connection to a single knowledge area that becomes the 

predominate definer of the driver. Supporting this, Popvic (2004) finds 

that different types of knowledge can be used in the development of 
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various aspects of the design. For example domain specific knowledge 

addresses problems associated with technical parameters of product 

embodiment and (as discussed in Section 4.4) strategic knowledge 

refers to goal limiting and general strategies of processes relevant to 

accomplishing tasks. Following this, background knowledge in product 

design may also be described in terms of competing constraints (Brown, 

2009), identified in this study as a feature of practice and innovation 

(Ref: Section 2.3). Competing constraints (Figure 7) have been found to 

constraint and prioritise approaches in self-initiated design projects 

(Walden & Dorst, 2013). Domain Specific Knowledge (DSK) most 

directly affects manufacturing constraints and is therefore associated 

with feasibility. Strategic Knowledge (SK) most directly affects sales and 

commercialisation and is therefore associated with viability. And 

Experiential Knowledge (EK) in self-initiated design most directly affects 

product embodiment (what it is) and therefore predominately affects 

desirability.2 These principles in addition to the findings of the study 

suggest that the representation of connections between themes not 

best represented as converging (as indicated in Figures 34-36, but more 

accurately impacting on each other with clear operational purpose. 

2. The pattern of connections shown in the Data Connection Matrices of 

collated instances (Fig. 28, 30 and 32) describe connections between 

types of background knowledge and drivers of self-initiated design in 

2 The relationship to competing constraints in relation to this project is explored separately in paper 
titled 'The integration of design parameters and the establishment of constraint and priority for 
innovation' (Walden and Dorst, 2013) and can be found in the Appendix (F). 
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definitive arrangements. The research finds that the nature of a driver 

changes due to a shift in reliance on a particular type of background 

knowledge. A shift such as this can be found in the workstation design 

example (Ref: Section 4.5.1). The type of product is determined at one 

point on the strategic opportunities offered by having contacts and 

previous clients in the industry to promote a new design (a commercial 

office product) and at another time by domain specific knowledge 

developed up in previous projects (a workstation design, with new 

features abstracted from previous projects). This switch is coded as N-

SK>DSK. A connection between Novelty (N) and Strategic Knowledge 

(SK) switching to Domain Specific Knowledge (DSK). The nature of this 

change can only be described in the data collected as a shift rather than 

a transition. The collated Data Connection Matrices identify patterns of 

connection for successful, semi-successful and unsuccessful design 

projects in Section 4.6 of the Results Chapter. Based on the analysis, a 

knowledge type only ever defines a maximum of two drivers at a time. 

To accurately represent this finding, a revised model should set this 

constraint. The representations in Figures 34-36 may suggest a freer 

connectivity and convergence between background knowledge and 

drivers of self-initiated design - something the results do not actually 

show. 
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5.5 Typologies of Self-initiated (Product) Design 

Given these conditions better design for the model based on the analysis of 

data gathered through secondary and primary research during this project is 

introduced in Figure 37 below. 

 

 

 

 

 

 

 

 
 
Fig 37:  A model for Self-initiated Product Design 

Representation of Drivers of Self-initiated Design in connection to Background 
Knowledge which contains Domain Specific Knowledge (DSK), Experiential 
Knowledge (EK) and Strategic Knowledge (SK) 

 
 
 
 
Typologies of self-initiated product design are based on six (6) themes that 

must all be present for the design project to move from an idea that is casually 

discussed within the design office to an actual project where resources are 

formally allocated. They are: 

 

• Domain Specific Knowledge 

• Experiential Knowledge 

• Strategic Knowledge 

• Novelty 

N
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S

C
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• Support Network 

• Control 

 

Based on the model typology diagrams provide a way of representing self-

initiated design and visualizing the nature of thematic connections consistent 

with the results of the study. Using the model it is possible to produce 

representations for categories of success in self-initiated design. 

  

 Typology 1 

 The project type shown in Figure 38 below represents the most 

successful approach to self-initiated design, noted in this research. 

 

 

  
 
 
 
 
 
 
 
 
 
 

 
 
 
Fig 38: A Successful Self-initiated Design Typology 
 Commercialisation is probable 
 

Projects that exemplify this typology are Anthoney's polymer wallet and 

Steven's office desking system. Novelty is tied to Domain Specific Knowledge 

(DSK). In Anthoney's case it was the unique application of TPE. Steven's case is 

N
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very similar. The Support Network (S) is addressed at a production level. In 

Anthony's case securing the Novelty (N) around the material with an outside 

(Chinese) manufacturer with the capability to rationalise the design in 

connection with expenditure (addressing the critical set-up costs). In Steven's 

case, a Support Network (S) in the furniture fabrication industry provides a 

similar advantage for him. Control (C) is governed around the business of 

commercialising the design, by drawing upon Strategic Knowledge (SK) to 

provide an indication of viability. Anthony's contacts in manufacturing and in 

business provide a structure to start-up a new company for the product. 

Steven's strong relationship with key people in the furniture industry provides a 

trusted and assured way of getting the prototypes made, tested, verified and 

eventually introduced onto the market. Both cases demonstrate a rationalising 

of Control (C) to be predominately focused on the over-aching strategy of the 

project rather than the technical details tied to Novelty, where a Support 

Network (S) with the expertise to link Novelty (N) and Domain Specific 

Knowledge (DSK) more productively can step in. 

 

Typology 2 

 A semi-successful approach to self-initiated design noted in this 

research is identifiable by connection between drivers and background 

knowledge in the arrangement shown in Figure 39. 
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Fig 39:  Semi-successful Self-initiated Design 
 Short-run manufacture/Semi-successful. Long and at times inefficient design 
 process.  May be considered successful for less complex (small number of 
 components), low volume products. 
 
 

Projects that exemplify this typology are Gerard's Photo Studio and Henry's 

Teapot. Novelty is attached a personal experience or personal design agenda. 

Henry's Teapot is not a technical invention or based on the exploitation of a 

'gap' in the market. Its Novelty (N) is established by a personal design objective 

in giving form to an object as an expression of its utility - most predominately 

based on Experiential Knowledge (EK). To unify shapes in a particular way and 

to harmonise interface by reducing complexity. It's wrapped up in Henry's 

experience as a designer and as a tea drinker. In Gerard's case, the Photo Studio 

was developed out of personal experience also. He identified a need to be able 

to take photos of bottles (part of his Client work), in his small studio space for 

research reasons. The Photo Studio allows him to set-up a mini studio 

environment anywhere and then pack it away again in a compact box. But 

beyond the need for the product, Gerard also expressed a desire to develop the 

design, in his own way stating that as one of the motivators for developing the 

Photo Studio. But this type of self-initiated design is characterised by self-

DSK EK

SK

S

C

N



 

Date: 27/03/15   170 

expression and design enjoyment. Control (C) is therefore, tied to the 

connection between Novelty (N) and Experiential Knowledge (EK). The objective 

is not to control the design (predominately) by strategic or technical means, 

although it should be noted that both designers are known to be highly 

technically astute. Perhaps because their previous pattern of experience has 

built up a high level of competency in one type of design they choose in these 

cases to develop the design around other priorities leading to interesting 

questions about aspired ways of working, which will be addressed later. The 

Support Network (S) in these cases is made up of people in fabrication or short-

run production. The goal for the designer is to make something. To see it and 

experience it physically, so experts capable of building prototypes are sought. A 

decision on manufacturing requirements may or may not be made after that 

point. Normally this leads to low-run production of semi-successful products. 

The design process is at times truncated because of the freedom of time (very 

isolated: no outside pressure) and the priority around doing things in their own 

way. 

 

Typology 3 

 The project type shown below represents an unsuccessful approach to 

self-initiated design, noted in this research. It is identifiable by connection 

between drivers and background knowledge in the arrangement shown in 

Figure 40. 
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Fig 40: Unsuccessful Self-initiated Design 
 These projects are normally abandoned by the designer when no clear avenue for 
 success is present. 
 
 

Projects that exemplify this typology are the Poster Hanger, Room Divider and 

Lounge.  A Support Network was not established support the development of 

Domain Specific or Strategic Knowledge.  The design was not allowed to 

develop, for whatever reason beyond the Novelty (N) and Control (C) of the 

design intent. Results indicate that a shift can be made to develop support 

around domain specific or strategic advice as can be seen in Patrick's Data 

Connection Matrix (Figure 33), which may improve the prospects for the project. 

Though this is not always easy, because the Novelty or design may be too 

greatly compromised for the designer in making this switch. In Steven's Poster 

Hanger case, the design was governed by a very specific functional purpose, 

developed and prototyped in-house. Strategic Knowledge was very limited and 

Technical Support around the manufacture of the item was only in relation to 

prototyping not mass production. Support only exists (if at all) in connection to 

the Novelty (N) and Control (C) aspects of the product design (Subjective), 

where it actually requires outside support build Domain Specific Knowledge 

and Strategic Knowledge (Objective) and to drive it into the real world, 
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commercially. It's important to note that these typologies represent a snap shot 

of the project situation at the time of the interviews. The Designers interviewed, 

would often say that for those projects in development 'limbo', there is an 

intention to pick up the project again. However, the finding above indicates that 

should a 'frozen' or 'currently unsuccessful' project be worked on again, the 

designer cannot proceed with the same typology. They must actually change 

the typology of the project according to either typology 1 or 2 for some chance 

of success. 

   

5.6 The Development of a Mapping Method 

The Typologies established in the Results section are based on thematic 

instances in the data, across all interviewees and projects discussed. They 

identify common connection types between drivers and areas of background 

knowledge. They are, however, static in their representation and do not suitably 

illustrate the development of background knowledge and expertise through 

learning events and also, only represent the project state at the time of the 

interview. We know that the design process goes through many learning cycles 

as problem and solution evolves toward an optimal outcome (Dorst, 2003). 

Through deeper analysis of the data, by focusing on the projects as described 

by the interviewees, I am able to use the Typology model to chart progression 

through the process and propose where significant learning events take place 

in the building of background knowledge to direct the project forward 

productively. Ten projects have been selected from the interview data. These 

projects had been discussed in enough detail to generate key instances of 
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progression, with the aid (in some cases) of the Self-initiated Process Diagrams 

produced by interviewees. A mapping method using the Typology model 

demonstrates the connection between drivers against background knowledge, 

as a project progresses toward a typology arrangement that signifies successful, 

semi-successful or unsuccessful outcomes. Ten mapping sequences have been 

produced based on the interview data and can be found in the Appendix. An 

example is described below. 

 

5.6.1 Typology of Self-initiated Product Design / Mapping Sequence 

 Swim Goggles  

 Patrick: Reference - Section 4.5.7 Chapter 4 

 

 

 
 
 
 
 

 
 
Fig 41: EK-N 
 

EK-N 

Patrick has personal experience as a long distance swimmer: "So in 

this particular instance, it's a piece of swimming equipment related 

to swimming. I, at the time, was the target customer. I was doing 

the type of swimming that we subsequently targeted; which is 

open water swimming and swimming for triathlon events". 

 

"Conventional goggles were designed for relatively short pool 

swims. They failed to account for the structure of the face, making 

them uncomfortable and leak-prone. With the (Barracuda 

Predator) goggles, the pressure from the lens is applied to the 

bone structure of the face"3 

 

3 Quote taken from newspaper article (May 2006) but due to confidentiality cannot be cited. 
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Fig 42: 
EK-N-C 

 

EK-N-C 

"The specific activity (open water swimming) would be mine but it 

was familiar enough to the guys. Everyones been in the water and 

everyone has done surfing, et cetera.”Control over the project 

and its connection to novelty is being developed according to the 

personal experiences of the design team. 

 

 

Fig 43: 
EK-N-C-S-SK 

 

EK-N-C-S-SK 

The development of the design conducted in-house, due to the 

experience with swimming and the swim equipment market. 

"Nearly everyone in the team is active and involved in water sports 

... that's where the category knowledge came from but in terms of 

design and knowledge, that's more generic. It was a product that 

we conceived, (filled) a gap in the market place. A niche product 

within the swim goggle, swim equipment market. We felt we had 

sufficient knowledge to have insight into that category". The team 

has background knowledge of the industry and can apply strategic 

knowledge to the design. The team functions, as it's own Support 

Network. 

 

 

Fig 44: 
DSK-N & SK-C-S 

DSK-N & SK-C-S 

Once established as a project, learning takes place as the 

development transitions to a licensing structure. On the 

motivation for making the problem identified into a project that 

requires funding and resources:  "I think ... having enough 

knowledge to feel that there was an opportunity for a product, 

feeling confident that we could take that product forward and 

DSK EK

SK

C

N

DSK EK

SK

C

N

S

DSK EK

SK

C

N

S



 

Date: 27/03/15   175 

 enough confidence that we felt that we could sell that (product). 

That we actually had something saleable ... how you might 

commercialise it is the third step ... there were a number of 

compromises made which seems to be a bit of grey area in these 

licensing types ... so in that case, the client (the Prospective 

Licensee) wanted some compromises to the design which we were 

not particularly happy with.” 

This is an important shift as the design project moves beyond the 

studio and is informed by the industry partner: a swim equipment 

manufacturer in the US. The consequence is this: The studio and 

the industry partner now share Control (C) of the project. This 

opens up the Support Network (S) strengthened by the industry 

partner's strategic knowledge and also serves to 'balance out' the 

nature of Novelty (N) according to the technical relationships 

offered by the industry partner. Now the designer can utilize 

Domain Specific Knowledge (DSK) as technical embodiment of the 

design is established within the production constraints of the 

industry partner and the operational features of the product. 

 

 

Fig 45: 
DSK-N-S-C-SK 

 

 

DSK-N-S-C-SK 

Once the designers Domain Specific Knowledge (DSK) is being fed 

by the industry partners Support Network (S) and that support 

network is appropriately serviced by people that can offer Control 

(C) according to workable strategic vision for the 

commercialization of a patentable (novel), marketable and 

manufacturable design, the Self-initiated Design Typology is set 

for success. In this case, Patrick says that the design was 
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 compromised by the industry partners input, which indicates a 

(learnt) connection between the Support Network (S), the 

designers Domain Specific Knowledge (DSK) and the embodiment 

of the Novelty of the design. The Support Network either changes 

through a learnt understanding of the designer's position or the 

design (the novelty) changes due to new people coming onboard 

- a case of 'live and let live'. 

 

 

5.6.2  Typology of Self-initiated Product Design / Mapping Sequence 

 Convergence  

 Roderick Walden: Reference - Section 1.4 Chapter 1 

  

 At the start of this dissertation, I introduce the Convergence project as a 

self-initiated product design project conducted by myself and another 

academic colleague before the commencement of this study. The project did 

not involve a client and progressed according to a desired way of working as a 

priority over conventional product design process, time constraints or 

embodiment requirements. Consequently, we used sketch modeling and 

prototyping extensively as a design development tool. In the early phases, 

dialogue between my colleague and I was very important and given our shared 

understanding of each others work practices, we effectively stripped from the 

process any activity that we considered would not directly contribute to the 

development of the design. This included actions of conventional practice that 

may be necessary undertakings for the purpose of conversation between 
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designer and client in consultancy situations. As the project progressed, the 

innovations that developed were presented to attorneys and business people 

that then shaped the nature of our knowledge in the context of 

commercialising these new designs which in turn forged connections between 

our own domain specific and strategic knowledge, and the operational drivers 

for project control and network support. The designs were commercialised and 

the following is a map of the design progression for the brake lever multi-tool 

according from my personal perspective. The importance of critically reflecting 

upon Convergence according to the Typologies of Self-initiated Design is 

evidenced in verification of the model it provides. 

 

 

Fig 46: 
EK-N-C- -S 

 

At the start of Convergence, the model has all of the elements 

ready to draw upon. This is offered by the fact that my colleague 

- an industrial designer - working with me on this and a parallel 

project is present from the start. Novelty is based only on my 

own experience as a mountain bike rider and my sense of 

control over the project is also primarily governed by my desired 

way of working, which is through model building. I have a 

support network of one - my design colleague - who, in the 

beginning does not evolve my sense of novelty or control as it 

was an explicit requirement of Convergence that we find 

compatible ways of working. 
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Fig 47: 
DSK-N-C- -S 

 

Novelty and Control remain connected as I am still controlling 

the development of the innovation through my experience in 

model building embodiment conjectures as a way to 'clarify my 

thoughts' and get the design 'right in my own head'. Though 

research conducted better informs the nature of the novelty 

according to newly developed domain specific knowledge - 

rationalising my personal experience of the design need. My 

colleagues support is present but is yet to fundamentally build 

my knowledge. 

 

 

Fig 48: 
DSK-N-C-S-EK 

 

After I have developed a more pragmatic and verified notion of 

what the novelty in the design shall be, my colleagues support 

starts to positively evolve my experiential knowledge in ways 

that move the project forward. As the novelty is informed by 

domain specific knowledge, I am able to communicate the 

terms of the innovation more precisely and therefore my 

colleagues feedback is for more productive and as I develop 

new iterations of the design, my mode of practice changes 

according to the feedback provided by my colleague. 

 

 

Fig 49: 
DSK-N & C-S-SK 

 

Something dramatic happens when we begin talks with 

Uniquest - an organisation that supports the commercialisation 

of intellectual property developed at the University. The design 

is established as patentable according to work done by patent 

attorneys and work starts on the promotion of the design to set-

up a licensing agreement with existing bicycle parts 

manufacturers. The (core) support network now comprises of 

my design colleague, a business manager and a patent attorney. 
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My strategic knowledge for the continued development of the 

design grows according to the information provided by my new 

support network, that concurrently redistributes the nature and 

proportion of control over the design. In this period, the design 

must address the 'limits of production' and strategic parameters 

while the terms of the patent are negotiated and drawn up. 

 

 

Fig 50: 
DSK-N-S-C-SK 

 

After the provisional patent is in place, the business manager is 

comfortable for the design to be shown externally to 'see what 

people think'. This includes formal communication to 

prospective manufacturers as well as less formal when asking 

bike riders to 'play' with the design. Two things happen to affect 

a learning shift and the development of my knowledge at this 

stage. Firstly, the provisional patent establishes a connection 

between my own domain specific knowledge, the design 

novelty and importantly, that the terms of that connection are 

understood and deemed actionable by my support network. 

Secondly, that the support network is expanded upon to include 

a machining company that now has the information to produce 

prototypes that were used to test and promote the design to 

prospective licensees. The arrangement of typology at this stage 

adopts a successful configuration. That is the elements are in 

place and my own knowledge has developed an appropriate 

level of understanding about the novelty, the function of the 

support network and the circumstances of control, for this 

specific project, for the product to be commercialised. 
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Analysis of the Convergence project highlights a number of important points 

regarding the Typologies of Self-initiated design, beyond those previously 

discussed. These are: 

 

1. That by starting the project with another designer you are predisposed 

to framing the project parameters according to your own background 

knowledge, from the start. In Convergence, this was because my 

colleague and I were forced to discuss the purpose of the project so 

issues of novelty, support and control were determined in rough terms 

according to what we knew at the time. 

2. That there is some correlation between the mapping sequence of 

typology development for Convergence and the Studio S project. A 

project initiated by a design team (See Appendix A). 

3. That it becomes possible to propose what a typological configuration 

may be representative of in terms of conventional product design phase 

states. The connection between typological configuration states of self-

initiated design and conventional design process can be verified 

through correlation instances in the data set. The results of this task will 

aid in the communication and understanding of the typologies of self-

initiated design model to non-academic, industrial design practitioners. 
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5.9 Summary 

The Typology of Self-initiated (Product) Design model emerges from the data 

analysed in the Results Chapter. Connections between drivers of self-initiated 

design and types of background knowledge form and shift during the course of 

the project. These shifts between connections might be explained by learning 

events that take place as part of problem formulation. The Typology model 

represents the state of a project and not necessarily start, middle or end points. 

The connections can shift in a positive way or a negative way though it is also 

evident that the status of unsuccessful projects represent a configuration of 

themes found in the part-way stages of successful projects. Thereby suggesting 

that unsuccessful self-initiated designs can become successful later and 

reinforcing the idea that unsuccessful projects are simply incomplete. Trialing 

the model to map a project case from the data indicates its potential usefulness 

in practice as a way for designers to reflect upon the status of their self-initiated 

design projects. Use of the model to map the Convergence project highlights 

the value of teams as an early phase Support Network in self-initiated design. 

The model graphically represents the results in a way that addresses Research 

Question 2 (Section 1.5) of this study. 

 

What is the structure of self-initiated design process? 

 

Analysis of the data indicates that self-initiated (product) design is very different 

from client-design project and that each self-initiated design process is formed 

according to the specific conditions of the design task in connection to the 
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designer's personal background knowledge. Additionally, the goals and 

completion points for self-initiated design projects vary. The study therefore 

does not establish a 'process' for self-initiated product design but can establish 

'structure' in terms of connections between background knowledge and drivers 

of self-initiated design that dynamically shift to define commercially successful, 

semi-successful and unsuccessful typologies. 
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6.1 Introduction 

The project concludes with a series of findings that shall be reported on here in 

responses to the research questions posed and speculative notions that cannot 

be confirmed by the data but could be explored in future research. Based on 

the results of the study outlined in Chapter 4: Results, Section 4.6 and surmising 

key points from Chapter 5: Discussion, the research questions are addressed 

below. 

 

6.2  Question 1 / Response 

What core attributes of design thinking and practice do product 

designers draw upon to generate the requirements for successful new 

product development, normally offered by the client? 

 Self-initiated design is different from client design projects 

 The results strongly suggest that a self-initiated product design and 

client-based product design project by the same designer adopt different 

processes. Based on the analysis of diagrams represented in Results Chapter 4 

(Figures 12, 16 and 26) and supported by original diagrams by the designers 

interviewed (Appendix C) the designers consistently draw the two processes 

differently. Some designers indicate that there are significant differences 

between their client-based and self-initiated design process, while others show 

a more subtle variation, such as Keith's representations Figure 25. Regardless of 

the differences identifiable between client-based and self-initiated design 

processes, in each of the cases analyzed in this study, an amount of abstraction 
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from the client-based process to the self-initiated can be seen. Often, terms 

such as 'research', 'concepts' and 'engineering detailing' are used in the 

descriptions of both processes described by the designer to mean the same or 

similar action, event or task for a given stage. However, review of the diagrams 

show that he placement of those stages vary between self-initiated and client-

based projects. The key variations are listed below. 

 

1. The brief is not at the start of a self-initiated design project as it is with 

a client-based design project. Convergence (Figure 4) indicates the 

position of the briefing moment well after tasks, consistent with a 

conventional concept development phase have been worked on. This 

feature can be seen again in Figures 12, 16 and 26 that represent the 

self-initiated design process of other designers in Chapter 4. A variation 

of this feature is also evident in Gerard's diagram (Appendix C) of his 

self-initiated design process where he describes the design brief as 

follows. 

 

"All the design brief and so forth came as a result of a collection of ideas. So 

I'd probably say the design brief is a whole bunch of little things that are 

interrelated and joined and connected ... That then goes into - usually for me 

- some hand sketching and idea development. That's all visual ... Usually it 

will jump back to perhaps some of those earlier ideas I had. Again, check 

back with the sketching and the idea development - the visualisation." 
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The formulation of the 'brief' is happening after sketching and 

'visualisation' work. And tasks normally associated with an engineering 

phase are influencing the brief as the project develops. 

2. Engineering detailing (or equivalent tasks) moves towards the center of 

the self-initiated design process, close to the briefing moment, instead 

of residing toward the end as it does, typically, in client-based projects. 

This is most notable in Steven's (Figure 12) and David's (Figure 26) 

diagrams shown in Chapter 4. Additionally, in self-initiated design, 

engineering detailing - a task that is set-up to finalise a product for 

prototyping, is open for iteration affecting both the nature of the brief 

or the design intent as well as the final solution. 

3. Iteration envelops tasks or design phases conventionally deemed too 

rigid to adjust in conventional client-based projects. Again, Figures 12, 

16 and 26 shown in the Results Chapter exemplify this. Referring to the 

diagrams produced in this study it seems that more iteration generally 

is more prevalent in self-initiated design. An alternative representation 

of the intensity of design iteration is shown in Patrick's self-initiated 

design diagram that can be found in the Appendix (C). 

 

 No typical Self-initiated Design Process exists 

 The results show that there is no typical self-initiated product design 

process. Review of the diagrams prepared by interviewees, show no consistently 

common connections that would provide enough correlation to generate a 
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conventionally linear, stage-gated processes with any level of methodological 

prescription. The self-initiated design processes created by most of interviewees 

during the interview were often based on their reflection of a recent, previous 

self-initiated design project. This suggests that the self-initiated design process 

is 'custom built' according to the parameters and constraints of the design 

problem being addressed. Further, it suggests that each new self-initiated 

design project throws up new challenges at unexpected times. The Introduction 

Chapter opens this project by acknowledging the contributions of clients and 

those elements of knowledge, experience and support that are necessary for 

new product development and not normally within the domain of design 

expertise. In self-initiated design projects these are resources that the designer 

must acquire on their own, somehow. Core amongst these valuable client 

contributions are business frameworks (providing strategic planning), domain 

specific knowledge and support networks. Literature research (Chapter 2) 

indicates that designers use principles of design thinking to generate these 

early unknowns. Designers are solution-focused (Lawson, 1997) so are 

comfortable proposing solution conjectures founded on subjective intent 

(Primary generators Darke, 1997) and developing the problem later. This 

established knowledge about how designers think supports a finding of this 

study that certain resources, necessary for NPD are addressed later by designers 

in self-initiated design projects. Additional literature research indicates problem 

framing and learning (Schön, Maher et al., Cross and Dorst) covered in Section 

2.4 is the means by which designers deal with these inevitable issues later than 

they would normally in client-designer projects. Research by V. Popovic (2004) 
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finds that background knowledge in experienced designers can be defined in 

categories and dynamically related to rationalise design concepts for viability, 

feasibility and desirability (Brown, 2009). The literature provides an explanation 

of how designers can manage self-initiated design and the analysis of results 

provide the stronger evidence for the drivers of self-initiated design and the 

way background knowledge is used in this context. While it is not possible to 

confidently describe self-initiated design as a process, there are themes that 

emerge from the data, supported by the findings in literature that enable a 

structure for self-initiated design to be proposed. 

 

6.3  Question 2 / Response 

  What is the structure of self-initiated design process? 

 Themes exist: N S C DSK SK EK 

 As there is no typical self-initiated product design process evident in the 

data analysed. The 'processes' represented in the interview data both through 

statements made and diagrams prepared, must be collectively structured in a 

different way. Themes have been identified in the interview data, supported by 

literature review. These themes are divided into drivers and background 

knowledge (Section 4.4). They are: 

 

 Drivers  Novelty (N) 

   Support Network (S) 

   Control (C) 
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Background Knowledge  Domain Specific Knowledge (SK) 

   Experiential Knowledge (EK) 

   Strategic Knowledge (SK)  

 

An overview of these themes identified in the interview data can be found in 

Figure 11 (Results). The terms used to describe the themes are supported by 

descriptions used in previous academic research. 

 

 Themes relate dynamically 

 Analysis of the interview data using the diagrams produced by the 

designers interviewed as support, strongly suggested that there are 

relationships that are formed between the thematic categories of drivers and 

background knowledge (in a variation of ways) during the course of the 

project. Statements made by the designers in their explanation of self-initiated 

design projects group the themes connectively. Captured in the statements that 

contain the thematic instances are relationships between those themes 

inseparable and in a way that cannot be ignored. As an example, Novelty (N) 

can be described in terms of how it's informed by Experiential Knowledge (EK), 

such as by Patrick when describing the early phase of the swim goggles project 

(Section 5.5.1). Or it can be described in terms of how it's informed by Strategic 

Knowledge (SK) such as when Anthony describes the formation of a separate 

business to commercialise the self-initiated design (Section 4.5.3). The 

connections are different for each project in the study at different times during 

the projects. The Data Connection Matrices (DCM) described on page 98 
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provide an account of the way these connections represent in each self-initiated 

design project analysed in the study. 

 

 Thematic patterns suggest 'types' of self-initiated design 

 The descriptions of self-initiated designs included an account by the 

designers of whether they considered the project complete or not. While 

completion points were not easy defined in all cases, the status of the project 

could be established through a response to this question. Projects broadly fell 

into three categories. They are either successful, semi-successful or unsuccessful 

according to commercial viability as described is section 4.2 and in relation to 

the projects in section 4.6 of the Results Chapter. The Data Connection Matrices 

(DCM) at the end of each project are grouped according to categories of 

success to reveal consistent patterns in the arrangement of connections 

between the drivers and background knowledge for each category. These are 

represented in Figures 28, 30 and 32 of Collated Data Patterns in Data 

Connection Matrices. At the conclusion of the Results Chapter, these 

connections can describe the 'final' status of each self-initiated design project in 

the study, and configurations that describe successful, semi-successful and 

unsuccessful projects, in terms of relationships between background knowledge 

and drivers of self-initiated design. The Result, however, is compromised by the 

ambiguity of the 'completion point'. Those projects considered unsuccessful 

may, in fact, not be complete. The study may have caught the project at a time 

when development has stalled. Additionally, the Results do not suitably provide 

a structure for self-initiated design as a practice. With enough detail in the 
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interview data, it becomes possible to propose a mapping method around a 

model of self-initiated design that can describe the nature of connections 

between background knowledge and drivers across the course of a project for 

each project category. At the end of Results the data might be described as 

static. The Discussion Chapter proposes a means of rationalising the dynamism 

of self-initiated design practice (Section 5.-) in terms that are derived from the 

data and literature. The model (configured here for successful projects) is shown 

in Figure 37 Section 5.2 of the Discussion Chapter and below in Figure 51. 

 

 

 

 

 

 

 

 

 
Fig 51:  A model for Self-initiated Product Design 
 Representation of Drivers of Self-initiated Design in connection to Background 
 Knowledge 
 

 

6.3.1 Using the Typologies of SIPD model 

The purpose of developing the typologies of self-initiated design model is to 

propose a means of representing the dynamic relationship between 

background knowledge and project drivers in the context of self-initiated 

N
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design practice. The model adopts a 'geometry' that provides some boundaries 

for connections to be made based on the thematic patterns described in the 

Results Chapter Section 4.6. The model may be useful for designers to reflect 

upon the status of their self-initiated design project during its progress and an 

indication of how to proceed if the project is in trouble. Practicing designers 

engaged in self-initiated design work may be unable to interpret the status of 

the project in terms of design practice familiar to them and therefore have 

difficulty proceeding. The results indicate that there are self-initiated design 

projects that remain in limbo because the designer has not been able to define 

and arrange the drivers (novelty, control and support network) harmoniously 

with their own knowledge and further have not triggered the development of 

their own knowledge to more appropriately define and arrange those drivers 

for commercialisation. Analysing the final typological configuration of a semi-

successful self-initiated design - Gerard's Photo Studio - there are features to 

the configuration not found in successful examples. 

 

 

 

 

 

 

 

 

 

Fig 52: SIPD Configuration A for Gerard's Photo Studio 
 The final status able to be determined - this project was semi-successful 
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The most telling aspect is that the Support Network (S) and Control (C) 

parameters are not connected. A feature of successful self-initiated product 

design development that seems necessary for success. If we were able to 

support Gerard through the process, it might be possible to turn this project 

around. It would be necessary to redefine and shift the drivers of the project to 

adopt a configuration representative of a successful project outcome and that 

matches a phase state in conventional product design terms. 

 

 

 

 

 

 

 

 

 

 

The first and most crucial step is to align the Support Network with Gerard's 

own Strategic Knowledge. Research shows that Gerard developed the Photo 

Studio without the support of those with knowledge and experienced in an 

industry suitable to market the design. It should also be said that the design 

and it's inherent novelty does not automatically fit any existing industry and 

therefore determining where to find the necessary support may be difficult. 

Given that some exploration is necessary to determine the best industry 

Fig 53: SIPD Re-configuration B for Gerard's Photo Studio 
 Shift Support Network to align with Strategic Knowledge 
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through which to market the design, my advice would be to acquire a 

provisional patent through an attorney. The process of attaining patent 

protection will involve a patent search across industries most relative to the 

market that the design would compete within. Additionally, the need to 

develop a support network requires open up dialogue with prospective 

partners on matters of novelty and before that can happen, the inventorship of 

the design ought to be protected. 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
Fig 54: SIPD Re-configuration C for Gerard's Photo Studio 
 Shift Novelty to Domain Specific Knowledge and 
 Control to Strategic Knowledge 
 
 
 

With the novelty protected and IP ownership legally assigned to the designer, 

discussions with appropriate support networks in the domain area of the 

product design proposal can begin. The transitions in the typology model from 

this point are similar to those recorded in Patrick's Swim Goggles successful 

project. In the case of the Portable Photo Studio project Gerard is in need of 

support from industries that can commercialise the design. He should seek to 
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establish networks in the photography field - particularly with photographers is 

the specialised field of product photography. A development of Domain 

Specific Knowledge in that area will develop through research in that field and a 

reformatting of the design novelty can begin with control over the project 

shifting from being exclusively framed by the designers own experience to 

become a kind of shared control where the designer lets go of details of 

embodiment and takes a more strategic approach. The prototypes shown were 

fabricated from materials that may be unsuitable for the market. If this were a 

conventional client based project, the work being done at this stage would be 

equivalent to work that a designer can expect to be doing at concept 

development. This comparison highlights the extended time necessary to 

complete self-initiated design projects. And that the principle requirements for 

new product development hold true for large organisations as well as small 

entrepreneurial endeavors. Aspects such as the business framework normally 

provided by the client may be postponed, but cannot be ignored. 

 

 

 

 

 

 
 
 
 
Fig 55: SIPD Re-configuration D for Gerard's Photo Studio 
 Connect Novelty and Support Network 
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The final phase would be to make a connection between the Support Network 

(S) and Novelty (N). At this point there is a decision to actively operate in some 

form of partnership. The support network should be in a position to 

manufacture, sell and promote the product with authority. The capabilities of 

the support network entitles them to a degree of control (particularly if they are 

buying into the business) and they also have the expertise to inform the format 

for novelty. The designer should be aware of this connection when having 

patents prepared (and this is why patents are better than design registration in 

many cases), because a patent can protect the principle of the invention 

independently of the mechanical or material means by which it may be 

prototyped. The designer, with the support of a patent attorney, ensure wide 

scoping protection of the design so that a relationship with a future support 

network can allow changes to the format of the novelty, but not the novelty 

itself. 

 

6.4 Speculation 

The study also identifies a number of interesting topics. Although they're 

noteworthy additions, they can only be included here as speculation as they 

extend beyond the result findings of this research. The points discussed below 

may be explored in future research projects. 
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 Experiential knowledge in product design 

 For self-initiated (industrial) design projects to be successful, the 

designer must be prepared to actively shift the project drivers - Novelty (N), 

Support Network (S) and Control (C) - away from how they might be described 

in terms of the designers own experiential knowledge toward a developed 

sense of domain specific and strategic knowledge, through learning events. The 

early stages of self-initiated design projects indicate that experiential 

knowledge is relevant, but at some stage during the project the reliance on 

domain specific knowledge becomes more important. The mapping method 

developed and generated into mapping sequences in Appendix A indicate that 

for eight (8) of the ten (10) projects the designer is using their experiential 

knowledge to 'start' the project. It can be seen that Five (5) of those eight (8) 

show that experiential knowledge is informing novelty at that stage. At the end 

of the successful projects - those that have been commercialised - the 

sequence of connections changes such that novelty is informed by domain 

specific knowledge. A transition from a reliance on experiential knowledge to 

domain specific knowledge to inform novelty is somewhat consistent with 

findings from Vesna Popovic's study (2004) that identified that strong domain 

specific knowledge and experiential knowledge of expert designers was key to 

strategically clustering design constraints into more integrated solutions. 

Popovic's study also identified that 'satisfactory' outcomes were generated only 

after the application of domain specific knowledge suggesting, in the context of 

self-initiated design projects, that if the reliance on experiential knowledge does 

not give way to more objective domain specific knowledge, solutions may 
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remain "superficial". Referring again to the mapping sequences in Appendix A, 

it can be seen that the six (6) outcomes that are not successful all rely on 

experiential knowledge to define drivers of the project. Further research into 

self-initiated design projects should seek to more deeply understand the role of 

experiential knowledge in design. 

   

 Client-designer relationships should be further studied 

 The study uses typical design process models and diagrams of client-

based design projects generated by the designers interviewed as a 'tool' to 

establish a basis for self-initiated design. However, the client-designer process is 

in need of further study. The interview data suggests that the emergence of 

self-initiated design in design consultancies results from a degree of 

dissatisfaction with client work. As Anthony stated in his interview. 

 

"We're going all right, but we've got some pain in the neck clients, you know. You 

put this beautiful thing in front of the managing director and he wants to cut the 

bottom off it or make that bit - you know - we argue and it's just driving me mad." 

 

The results of this study indicated that designers can successfully generate the 

resources necessary for new product development without client assistance 

using principles of design thinking, creativity and problem framing. These are 

broad terms that need to be operationalised contextually for client-designer 

projects, but could in some form be more explicit in the formulation of the 

partnership. Currently, the design process as expressed to clients is constrained 
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by terms and limits understandable to business, reinforcing the notion that 

designers work in the service of industry. The truth ought to be widely accepted 

that designers work in the service of society, has its own unique way of best 

providing that service and can partner with business for equal advantage 

without compromise. 

 

 The Primary Generator should be acknowledged 

 There is a strong indication of primary generators in self-initiated 

product design projects and that these subjective positions motivate the 

progress of the project. Further that a novel idea (for a product) in connection 

with the designers own experiential knowledge may define the nature of the 

primary generator in these types of projects. The study of self-initiated design 

has identified the relevancy of experiential knowledge and potential forms of 

primary generator that do not impede but serve to formulate directions 

forward. Shifts between the connections that relate background knowledge and 

drivers of self-initiated design demonstrate that successful design outcomes 

can result from extending upon experiential knowledge and (by extension) the 

primary generator. Evidence of these shifts have emerged through mapping the 

course of the self-initiated project as described by the designers (Appendix A) 

and may represent a more explicit role for primary generators as a valid part of 

product design projects generally. Managing the shift from the primary 

generator 'motivator' toward a more objective (and therefore productive) 

commercial view of the project seems to be possible without disrupting design 

aspirations. The Typologies of Self-initiated Design model may help recognise 
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what knowledge areas need to be developed in order to redefine and combine 

drivers of self-initiated design for potential success. 

 

 The IPA model and client-designer projects 

 Client-designer relationships are assisted by setting clear goals as 

intentions and clear methods of practice confidently considered to be effective 

given the successful outcomes of previous client projects. These intentions and 

practices are often contained in a design brief developed at the start of the 

project. Due to this practice, the circumstances of client-designer relationships 

bare some similarities to the way design is conducted in large organisations. 

Some may consider that to try and setup client-designer relationships through 

contractually binding design briefs, that have many terms, is a deliberate 

attempt to forge a 'partnership' that approximates the conditions under which 

the designer might work if employed by the client as a staff member. Designers 

may engage in self-initiated design projects to escape the stricture of client-

based work and to design in an aspired way through reflecting on previous 

patterns of experience and experimentation - a self-directed learning task. A 

study to understand learning in design (Lawson, Bassanino, et al, 2003) reveals 

connections between intentions, practice (what actually happened) and 

aspirations (what was hoped for). Learning takes place around the relationship 

between these views (Lawson and Dorst, 2009). Considering the various 

relationships between these views serves to demonstrate "where a design 

practice is in terms of the way it makes use of knowledge in the creation of its 

collective expertise" (Lawson and Dorst, 2009). The IPA model is developed 



 

Date: 27/03/15   201 

based on the way large organisations operate, though the model could 

application for design consultancies as well. Lawson says that asynchronous 

aspirations are very common in large organisations where very prescribed ways 

of working are geared to providing very specified outcomes, leaving the 

aspirations of staff 'out of sync' with the process. In other-words, feeling a level 

of dissatisfaction with the outcome. Even though consultancies are small firms, 

they build business relationships with their clients - often large companies - and 

(to a degree) buy into their culture. When design decisions are made by a boss 

or a client it can be very frustrating for the designer when they see a different 

way of progressing (Ball 2012). Therefore, SIPD may be a way to address 

aspirations - to structure a process around aspirations and allow the process to 

be governed by an aspired way of working. If we propose that self-initiated 

design projects are a way for the designer to meet their aspirations the IPA 

model might be represented as shown in Figure 56 and 57. Its plausible that 

during self-initiated design projects, the relationship changes because the focus 

shifts from the intention of "developing a design idea" to a "way of working" 

based on aspirations. Lawson states that it is helpful to consider the IPA 

relationship as a switch. 



 

Date: 27/03/15   202 

 

 

  

  
 
 
 
 

 

 

  

 

 

 

 

 

Using the IPA model, self-initiated design may be thought of as quite a 

distinctively different type of design project from client projects. Additionally, 

the IPA model also allows us to consider SIPD as part of a larger learning 

process beyond the self-initiated design project itself. The problem may be that 

what designers learn through client work is not entirely applicable to self-

initiated design, which is essentially the starting of new business. It's important 

to acknowledge that our pattern of experience and the expertise we develop 

through designing certain products may not necessarily carry over to the design 

of other products (Popovic, 2004). We can therefore expect that the knowledge 

and experience of designing for clients has limitations and that new skills and 

knowledge may need to be acquired to be successful at SIPD. Lawson states 

Fig: 57: Asynchronous Intentions 
 S.I. Stage 2 
 Where the designer 
 practices as they aspire. The 
 intention becomes defined 
 by the aspired way of 
 working. 

Fig 56: Asynchronous Practice 
 S.I. Stage 1 
 Where the designer has a set 
 of intentions that match what 
 they aspire to. This leaves the 
 practice un-structured making 
 the project confusing for 
 external parties and internal 
 design teams. This seems 
 typical for the beginning of a 
 self-initiated design project: 
 No Briefing moment 
 until concept is in place. 
 Interestingly this may be 
 deliberate. 
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that previous designs form one of the most important sources of knowledge for 

designers who depend heavily on the re-use of ideas (2003). And the results 

indicate a type of abstraction of client design process in the way designers 

structure their self-initiated design process. 

 

 Using the Typologies of Self-initiated Design Model in education 

 Product Design courses in Universities around the world normally 

contain capstone projects that require students to research an area and identify 

opportunities for design intervention. These are most common at the end of 

the course. Increasingly, however, product design students throughout their 

degree are being challenged with ill-defined project objectives, where they 

must frame the problem and set the design task. The typologies of self-initiated 

design model may be beneficial in supporting students through these kinds of 

design challenges. Standard, conventional process and methodological 

prescription that may be useful in straightforward product styling for 

manufacture are not very useful for complex, ill-defined problems. Research 

into ways of adapting the model for educational purpose has been explored in 

a paper I co-authored with Dr. Vasilije Kokotovich (2012) which is included in 

the Appendix (E).  Using the final year project of the University of Technology, 

Sydney's Industrial Design course as a basis, it finds that the model could be 

adapted to suit the objectives set by that subject. Given this analysis, we are 

considering a more formal testing of the model through further research 

enquiry. 

 



 

Date: 27/03/15   204 

University of Technology, Sydney 

Faculty of Design Architecture and Building 

702-730 Harris Street 

Ultimo NSW 2007 

Ph: +61 2 9514 8978 

www.dab.uts.edu.au 

 

 

 

 

 

 

 

Master of Design (by Research) Thesis 

Blank page 

 



University of Technology, Sydney 

Faculty of Design Architecture and Building 

702-730 Harris Street 

Ultimo NSW 2007 

Ph: +61 2 9514 8978 

www.dab.uts.edu.au 

 

 

 

 

 

 

 

Master of Design (by Research) Thesis 

Appendices 



206 

 

Appendices 

 

A Typology of Self-initiated Product Design / Mapping Sequences 
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Regarding: An interview request as part of a Research (Masters Degree) project by 

Roderick Walden (UTS:DAB Industrial Design Lecturer) for the University of 

Technology, Sydney. 

Dear Mr/Mrs (participants name), 

I am currently engaged in a research project that examines the nature of self-initiated 

design work within the professional practice of Industrial Design. 

I am writing to ask if you would agree to be interviewed by me, in person, as part of 

this research work. The interview is structured to run between 30–45 minutes. Please 

find the Consent Form and Interview Questions attached, which reveal more. 

My research project and this interview phase has been formally endorsed by my 

Research Supervisor: Professor Kees Dorst and approved by the UTS Human Research 

Ethics Committee (HREC No. 2009-214). 

The project has been structured to focus on leading, Sydney Industrial Design 

consultancies in this first phase, which will establish the ‘platform’ for more 

informed research that's wider in scope. As (Design Firm) is a successful and long 

established firm, your participation would be tremendously valuable. Your 

contribution will be acknowledged and will lead to the publication of findings that will 

benefit the professional practice of Industrial Design. 

I am very open to discussing my research topic further, so please don't hesitate to ask 

me any questions you might have. 

I look forward to hearing from you. 

 

 

Sincerely, 

Roderick Walden 

Mobile: 0421 285 298 
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Interview Questions 

Semester: Autumn 2009 

Candidate: Roderick Walden 

Student Number: 94088097 

Faculty of Design Architecture and Building 

C03012 Master of Design - (by Research) 

Topic: Self-initiated Design Projects: Avenues for Implementation and Practice 

Principal Supervisor: Professor Kees Dorst 

 

1. Please draw your design process? (typical design process/normal conditions) 

2. Can you briefly describe some self-initiated design work that you've been 

engaged in recently? 

3. Is the project complete? 

4. What was (or will be) the completion point? 

5. As part of this work, were you (or are you) the principal designer? 

6. Was (or is) there a team of people involved and can you briefly outline what 

they bring (or brought) to the development of the design? 

7. What was the motivation to initiate development of this design? 

8. Is (or was) there a statement of intent or an outline of design objectives 

documented and referred to during design development? 

9. How was the project funded? or How is the project being funded? 

10. Did you achieve what you had hoped for? or Is the project progressing in the 

way you had hoped? 

11. What factors either outside or inside, influenced (or are influencing) your 

level of happiness with the progress of the design work? 

12. Please describe why some of these factors have had such an impact. 

13. Is there anything you would do differently? 

14. Please draw your self-initiated design process for the project discussed. 

15. In general terms, how would you describe a self-initiated design project? 
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B University of Technology, Sydney 

Consent Form 

I ________________________________________ (participants name) agree to participate in the 

research project Self-initiated Design Projects: Avenues for Implementation and Practice 

(HREC No: 2009-214) being condusted by Roderick Walden (UTS:DAB 702-730 Harris St. 

Ultimo, NSW 2007, Ph: +61 2 9514 8682) of the University of Technology, Sydney for his 

degree: Master of Design - by Research: C03012 under the supervision of Professor Kees 

Dorst (Dean of Research: DAB). 

I understand that the purpose of this study is to gather information about the practice of self-

initiated design work, conducted within the industrial design profession (particularly within 

design consultancies). That it seeks to discover the means by which they're initiated, the way 

they're managed and how successful they are (based on also determining the measures by 

which success is gauged across a number of different types of design projects). 

I understand that my participation in this research will involve granting an interview with the 

researcher and that the interview may run for between 30-45mins. I have received a list of 

interview questions for review prior to the interview. I acknowledge that the interview will be 

audio recorded. 

I am aware that I can contact Roderick Walden or his supervisor Professor Kees Dorst if I have 

any concerns about the research. I also understand that I am free to withdraw my 

participation from this research project at any time I wish, without consequences and without 

giving a reason. 

I understand that my contribution will be acknowledged in publications that report on the 

research conducted. I also understand that I will be asked to approve any written work 

intended for publication that does identify me, before it is published. 

I agree that Roderick Walden has answered all my questions fully and clearly. 

_________________________________________________ _____/_____/_____ 
Signature (participant)  

______________________________________________ _____/_____/_____ 
Signature (research or delegate) 

Note: This study has been approved by the University of Technology, Sydney Human Research Ethics 
Committee. If you have any complaints or reservations about any aspect of your participation in this 
research which you cannot resolve with the researcher, you may contact the Ethics Committee through 
the Research Ethics Officer (ph: +61 2 9514 9772 or research.ethics@uts.edu.au) and quote the UTS 
HREC reference number. Any complaint you make will be treated in confidence and investigated fully 
and you will be informed of the outcome. 
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Transcript starts where the designers draws their Self-initiated Design Process 

Facilitator: Just finally, I was wondering if you wouldnt mind doing another drawing that 
represents your initiated design process? 

Interviewee: Oh, thats a trick.  A drawing of the process? 

Facilitator: Yeah. 

Interviewee: Well Ill do two okay.  So first one is IP revenue.  That process really starts with 
identifying the need.  Its generally not research based it comes from not so analytical.  
Then I guess once weve identified the need there is a level of research, you know, 
what is the demand?  What is the level of innovation, because this is all to do with 
innovation? 

Facilitator: Yeah, right. 

Interviewee: It needs to be patentable.  It must have a certain level of novelty otherwise you've got 
nothing to sell.  You can go with a lovely new shaped cup, no, well thats good, put it 
with the others, so that's part of the initial thing.  Then there will be sometimes we will, 
depending on what it is, but a technology search, if we need new materials or 
processes to achieve what we've got to do. 

 Establish a team.  Establish a target customer.  It's not a client, okay?  So its no good 
coming up with some new widget if it is a new category and you want to sell the IP, 
well its no good because theres nobody there to buy it.  So youve got to make sure if 
its a power tool then weve got some, if its furniture then its somebody elses if its 
lighting, so identify the customer. 

 Then we generally want to make sure we can verity - we generally verify the design 
with - I should just say minimising our - Ill put time, but the idea is to come to a 
solution that has IP integrity quick, this is the commercial structure for this.  Because if 
you go on for two years working on this thing and you finally do the analysis and the 
analysis doesnt stack up, so its no good, so we have to do these cross checks 
relatively quickly.  This is a risk to accelerated development so we have a concept that 
is patentable. 

 Then we protect the IP, otherwise youve got nothing to talk, IP and then discussion, 
contract.  Then well either carry on and the client will say, we really love it but we need 
you to continue with the development, so were going to now, or we agree to the 
terms of your contract but well also now pay you to continue and bring it to 
manufacture.  So theres that, so it can go on, or it can be hand over.  

 Theres the IP, this is how it works, let me know when youve tooled it and send me a 
cheque every quarter. 

Facilitator: A licensing arrangement? 

Interviewee: Yeah, but like I say, thats the revenue stream so far, its all very good isnt it, but it 
doesnt work. 

Facilitator: Right. 

Interviewee: Well not for me yet.  Ive got a couple still going, you know.  Theyre always going.  So 
the other one is different, right.  This is the - yeah, thats the IP and the other one is 
sort of manufacturing. 

Facilitator: Business [unclear]. 

Interviewee: Manufacturing, yeah.  So this is - both those two things - it is to do with needs base 
as well but we research this and that was technology, socio - and then we had criteria 
that we set and you know what they are. 

 Then here we had concept, market research to verify that there was a demand for 
what we had.  Then we had development, prototype, I think we even went back to the 
market again, another research. 
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 Because once you show somebody - yeah - then we had tooling, launch, launch coms 
and then that goes into a whole other category which starts another process again. 

Facilitator: Yeah, thats really interesting.  Well the only other thing I wanted to ask you real quick 
is in general terms, how would you describe the self initiated design project? 

Interviewee: How would I describe it? 

 Well the best thing about it is control, you know?  I dont want to sound like a control 
freak but the thing about it is that is so much fun is that you are not dependant on 
good judgement from others to bring it to fruition.  Whereas in all other processes 
youre dependant on individuals outside of your control that you cant influence. 

 With a self-initiated one, you own the process and you make the decisions.  So this in 
a nutshell is having the ability to direct it really.  Its very satisfying to say, okay were 
going to do this and if it fails, its fine and you even feel good about that, because you 
learn something, you know? 

 Whereas when I fail for somebody else I feel dreadful.  I feel dreadful.  But when we 
fail at (confidential) you go, you know, dust ourselves off, you know, Geez, we wont 
do that again.  Thats a nice thing, because our whole consulting life is full of 
ramifications.  

 Everything about industrial design consulting has implications.  Legal and financial, 
the design bit is over here but there is all of this other baggage that you have to carry. 

 

End of Sample 
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