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INTRODUCTION 
For this project, we chose to design an in-store inspiration tool for the “arts and crafts” 
community.  This community consists of people who use their creativity to make beautiful 
things as a hobby, hereafter known as “crafters,” and come to craft stores to gather 
materials.  A few examples of crafts include sewing, decoupage, knitting, and Papier 
Mâché.  Our resulting system, The Craft Collective, gives crafters of all technological 
abilities the opportunity to inspire others and be inspired.   
 
The Craft Collective is a tool that facilitates creation and curation in the community.  Users 
create by submitting craft projects, capturing tutorial videos, and responding to craft 
projects with reviews and photographs of their work.  Users curate by saving craft content 
for their own use and sharing it with friends. 
!

DESIGN PROCESS 

User Research Phase 
Observations and Interviews 
To kick off our user research, we visited an arts and crafts shop in Islington, to directly 
observe the users in a shop environment and anchor our thoughts. We wanted to 
understand at a broad level who we should interview and what to ask them. During this 
observation, we spoke to two store employees and two customers. The shop staff provided 
some excellent feedback about the sort of people who visit the shop and their behaviour. 
 
Next, we sought out crafters to interview by putting a request on Facebook (Appendix A) 
and talking to friends and family we know to be interested in arts and crafts. These 
interviews were conducted largely on the phone, but also in writing for the few abroad who 
were able not to talk on the phone. The interview process was easier to undertake than was 
initially expected, as most participants we spoke to were very keen to talk about their 
hobby. Even those who are not close contacts were very happy to talk about arts and crafts.  
 
We used a semi-structured interview format, starting with twelve planned questions 
(Appendix A) and elaborating from there. We wanted answers to the planned questions at 
the very least to compare responses. The questions were based on user behaviour within 
the arts and crafts domain. We asked them about how they decide what to make, where 
they buy materials, how often they do their crafts, and what they do with their projects 
when they are done (full list in Appendix A).  On top of this some information was collected 
about age, marital status, and job status (to understand the amount of time available each 
week).  
 
The respondents to the Facebook post were universally female and ages ranged from early 
thirties to late sixties.  Five interviews were conducted with the fifties/sixties group, and 
three with the younger thirties group. We collated the interview responses and 
observations into a table and an affinity diagram (Appendix B). 
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After analysing the responses, it was clear that the two groups had slightly different 
motivations. The younger group were a lot more socially motivated, and more likely to 
‘show-off’ about their crafts (upload pictures to social networks), whilst the older group is 
content to go about their hobby in a more private way. The older group is motivated by 
entertaining themselves and doing something interesting with their time. While the younger 
group is also doing arts and crafts for some sort of entertainment value, they were also 
more business-conscious and had one eye on the ability to sell their finished works. The 
younger group is more likely to spend more on the project as well, and would be less frugal 
and less thorough with the planning of a project.  There were consistencies between the 
two groups in that they seemed to work on more than one project at once. Many people 
have some sort of ‘back-burner’ project, larger in scale and worked on sporadically, while 
also working on short-term projects than can be achieved in a couple of days or a few 
hours.  
 
Both groups were very likely to go into a trusted local store to buy materials, in order that 
colour and texture could be more easily chosen.  All interviewees were open to gaining 
inspiration in the store.  They often an initial idea in their head when they go to the craft 
store, but often change the idea slightly after talking with the shop staff.  This was 
confirmed by our interviews with store employees, who said that they spend a lot of time 
answering questions on types of materials, where to find them in the shop, and suggesting 
alternatives. Every user was likely to spend a large amount of time in the shop sourcing 
materials and ideas (an hour was not uncommon). This research proved to us that there was 
scope for a platform in-store, which could help to inspire, provide information, and give 
crafters access to a community. 
 

Personas 
Using our user research data, we created two crafter personas: Amber and Alice (shown in 
Appendix C).  We chose our two personas to reflect the core attributes of all crafters (desire 
to share projects, need for inspiration) and the main variations among crafters (comfort with 
technology, who they share with, how much their finished products vary from their 
inspiration).  We chose Amber to represent younger, tech-savvy, share-with-the-world 
crafters.  We chose Alice to represent older, tech-resistant, share-with-my-friends crafters.  
 

Existing User Journey 
We created the current user journey (Appendix D) based on one of the interviews 
conducted during the user research phase. This interviewee heavily influenced the creation 
of our secondary persona, so exhibiting her journey seemed most useful. At first, we 
sketched out the steps she took in the craft store using pen and paper. We annotated each 
frame with many details to describe the user’s thoughts and emotions as well as the actions 
she was taking. We aimed to clarify our user’s motivations, goals, and pain points with our 
storyboard (Mears, 2015).  This helped us understand our user’s behaviour and her 
expectations: how she is inspired, how she interacts with the craft store, her frustrations with 
colour matching, and what she does with her work at the end. 
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Our initial draft of the existing user journey included details about the craft material 
purchase process, but upon refining the sketches, we decided to concentrate less on the 
commercial aspect and more on the general journey within the store. From the paper draft, 
we created a storyboard using Adobe Illustrator. 
 

Design Goals and Requirements 
Informed by our user research and motivated by our existing user journey, we formed five 
design goals (Appendix E):  
 

● Provide project inspiration for crafters. 
● Provide opportunities for crafters to share their finished works with the world.  
● Provide opportunities to show off individual interpretations of the same craft. 
● Provide opportunities for crafters to share their finished works with their social 

network (friends and family). 
● Utilize craft stores to provide digital content in a physical space. 

 
These goals formed the foundation for 15 lower-level system requirements (Appendix F).  
 

Conceptual Design Phase 
Conceptual Designs 
Our initial designs for this crafting community tool consisted of four main concepts: Virtual 
Crafting, Virtual Reality, Live Streaming, and a Crafting Platform.  Sketches from all four of 
these ideas are contained in Appendix G.  Because of our design goal to provide digital 
content in a physical space, all three of them are based on in-store interactive displays, with 
some home application component.  The crafting platform concept was chosen as the 
winner for its simplicity and ability to integrate creativity-enhancing features like in-place 
visualization and the forum (both shown in early form in Appendix G). 
 

Future User Journeys 
For the future journeys (Appendix H), we started by listing each step of the two scenarios 
we would be covering. Based on our two personas, we created one creation and one 
curation scenario. Our primary persona, Amber, would be creating content (a craft project) 
and sharing it with the community. Our secondary persona, Alice, would be going into the 
store for inspiration and interacting with our platform to browse craft projects. We aimed to 
demonstrate the use of the in-store installations as well as the mobile application. As with 
the existing user journey, we produced the storyboards using Adobe Illustrator. 
 
The creation of future user journeys went hand in hand with the wireframing process. The 
wireframes informed the user journeys, and the user journeys provided a rough template for 
the wireframes to display. The storyboards addressed, at a broader level, the functionality 
that the wireframes would be offering. Furthermore, the storyboards turned out to be 
immensely helpful in communicating our design idea, as well as how it would contribute to 
our community in terms of creating and curating content.   
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Detailed Design Phase 
The design of the wireframes (Appendix I) was led by several guidelines to create an 
intuitive, holistic, and artistic experience. First, we turned to gallery pages of popular 
services such as Google Images and Netflix for layout considerations to leverage users’ 
existing expectations and previous interactions to facilitate a sense of familiarity with our 
system (Wong, 2016). While designing the project browsing screen, we aimed to make the 
initial experience as visual as possible, emphasizing project pictures and minimizing text. A 
hamburger menu was implemented to minimize disruptions in the visual browse screen.  
 
Once the user clicks on a project, that project expands into a rectangular section, displacing 
the row below.  This was done so that additional information about the project can be seen 
without having to navigate away into a new screen. Should the user want to pick another 
project, he or she can continue browsing on the same screen.  
 
In the design of the project page, users can access all project information (including project 
materials list, instructions, and reviews) on one page. We maintained this single screen 
technique to create a seamless experience and allow the user to stay within context. We 
complemented the creative experience by using a notebook resembling an artist’s 
sketchbook for the materials and instructions.  The book background also alludes to a 
cookbook, in which recipes are fittingly written as lists of ingredients and steps. 
 

Evaluation Phase 
We conducted a small-scale evaluation per the plan in Appendix J.  Five participants were 
chosen in accordance with Nielsen’s (2000) recommendation that three to five users are all 
that is needed to capture the vast majority of usability issues.  Using a paper prototype, we 
asked participants to find a project and use the in-place visualization feature.  Pictures of 
the testing and a summary of the most significant findings are in Appendices K and L.  
 
The most constructive feedback of the evaluation centered around the project page.  Every 
user struggled with the Send (send the project via email) and Share (share on social media) 
buttons.  When asked what they each do, participants had a difficult time understanding 
either the function of the Send button or the difference between the buttons.  In our next 
design revision, we would likely unify those functions in one button, as several common 
social media platforms do.  However, we would need to conduct a further evaluation with 
older users (our secondary persona), as the participants in our evaluation were all younger 
users (our primary persona).  Older users may not be as familiar with the concept of sharing, 
and so might need the trigger word “send” to know that emailing the project is possible. 
 
Other users sought out an easier way to view reviews and previously captured In My House 
images.  Next revision, we could use tabs in the notebook to allow users to view this 
content. Overall, the evaluation was very encouraging.  All participants spoke well of the 
system, praising the simplicity of its navigation and the helpfulness of its features.   
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THE CRAFT COLLECTIVE: ECOSYSTEM
The Craft Collective is a crafting inspiration tool consisting of large in-store 

displays, a mobile application, and an in-store 360-degree camera setup. 

Below the hood, each component talks to one database of craft projects and 

tutorials. The combination of all three of these hardware interfaces allows users 

of all different technology backgrounds to both be inspired and inspire others 

in The Craft Collective.

MOBILE APP IN-STORE DISPLAY 360° CAMERA

SYSTEM CONTENT



In a participating local craft store, large touchscreen displays (30” diagonal) are placed in each section of the 
store.  Each section’s display contains projects and tutorials for that particular type of craft.  While not in use to 
browse content, the displays loop that craft’s most popular project and tutorial videos. 

With videos playing just loud enough to be heard—though not loud enough to be obtrusive—a passing crafter 
is intrigued. She touches the display to start browsing the projects and tutorials submitted by the crafting 
community. Videos, photos, and reviews all assist in the decision of whether to give this craft a try. To keep the 
in-store displays as approachable as possible, no login is needed to browse and share content.

Some features in The Craft Collective are most easily done at home or while out and about. The mobile 
application contains the same browsing projects and videos functionality that dominates the in-store displays, 
in addition to other tasks better suited to mobile.  Tech-savvy crafters like Amber, our primary persona, can use 
the app to participate more even more fully in the community. On the app, users can:

 Browse craft projects and tutorials
 Create craft projects and tutorials
 Ask and answer craft questions on the forum, “Dear Collective”
 Upload photos and capture 3D renderings of their creations
 Visualize craft projects on their walls and shelves  with “In My House”

In the local craft store, a chamber with cameras at several angles is set up to capture three-dimensional images 
of people’s completed craft projects.  This way, users of The Craft Collective  who do not have mobile devices 
(Alice, our secondary persona) can still contribute their creations to the community.  

To use the 360° camera, users simply bring their completed projects to the store, log in and select the project 
they made, and take a picture in the chamber. No app or smart device needed!

The system stitches together pictures taken at several angles to form a three-dimensional rendering, which 
others can use to view the project in its full glory.

IN-STORE DISPLAY

MOBILE APP

360° CAMERA



The main job of The Craft 

Collective is to provide inspira-

tion for crafters.  This formed 

the basis for the following 

desicions.  (1) Browsing through 

projects is the home screen for 

all interfaces of the system. (2) 

User-taken pictures are featured 

right on the project page, 

instead of hidden away in a 

separate section. (3) Users can 

follow specific crafters to find 

out exactly when new projects 

come out. (4) Reviews on each 

project allow for discussion of 

useful ideas from the communi-

ty (i.e. alternative materials, tips 

for difficult steps, where to find 

certain materials).

Skilled crafters can create 

tutorials of specific techniques, 

consisting of videos, text 

instructions, or both.  Video 

tutorials teach skills well by 

including movement and multi-

ple angles.  Unlike in traditional 

social media platforms, these 

tutorials can be easily linked to 

the craft projects that require 

their skills.  Popular video 

tutorials can be seen in the 

looping video played on the 

in-store displays, and all tutori-

als are browsed and saved just 

like projects. 

3D renderings enable users to 

view all angles of a craft project. 

Since crafts are primarily 

chosen on visual appeal, a 

richer view is extremely useful. 

To accommodate both conveni-

ence and technical ability, the 

visualizations can be made 

using the mobile app or the 

in-store 360° camera chamber. 

They can be viewed on a 

project's page by selecting 

pictures labeled with a rotation 

arrow.  Once selected, the 3D 

images are rotated by touch.

Using the "Dear Collective" 

forum, users can ask and 

answer craft-related questions 

of all kinds, such as where to 

find supplies, how to do a 

certain skill, and material substi-

tutions. One specific question 

type is featured: "how can I 

make this?" Users can snap 

photos of crafty items at gift 

shops and craft fairs, and ask 

the crafting community to 

weigh in on what they are made 

of and how they might be 

made.  Forum questions both 

inform the asker and offer 

inspiration to the respondants.

Using the "In My House" 

feature, people can see what a 

craft project would look like in 

their home or workplace. They 

simply upload or take a picture 

of their environment and drag a 

to-scale image of the project 

around the room.  This allows 

them to check the color match 

and spatial fit of the project.  

When they are happy with it, 

the image can be downloaded 

for later reference or shared 

with family for group 

decision-making.

PROJECT
INSPIRATION TUTORIALS

3D
VISUALISATION

IN-PLACE
VISUALISATION

SHARING 
OF EXPERTISE

THE CRAFT COLLECTIVE: FEATURES
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APPENDIX A: INTERVIEW REQUEST & QUESTIONS

1. What kind of crafts do you do?

2. When do you do them?

3. Who do you make them for? (yourself or others)

4. How do you get inspiration for your crafts?  

5. Do you have a community where you go to get inspiration?

6. How do you find supplies when you get to the store? 

7. Do you look up ideas before going to the store?

8. How do you find the supplies for that idea?

9. If you came to the store WITHOUT a solid idea, 

how would you approach finding something to make?

10. How much time do you spend on a typical craft?

11. How much money are you willing to spend on a typical craft?

12. How closely does your final craft your initial vision?

13. Who do you share the finished product with?

Facebook Request

Interview Questions



APPENDIX B: AFFINITY DIAGRAM & INTERVIEW DATA

We grouped all the interview answers into four general categories to find trends: shopping habits, 

crafting style, inspiration sources, and finished craft sharing habits.  This affinity diagram formed the 

basis for the personas (Appendix C) and design goals (Appendix E).



Interview Data Table (sample, first four participants only) 
 

Name Mandy Willis Susan Pinder Patricia Boon Mehlika Sayici 

Age 57 62 64 59 

Marital-Status Partner Married Married Married 

Occupation Part-time 
work 

Retired Bank work, 
about to retire 

Retired Architect 

Lives Bristol Bookham, Surrey Angmering, 
Sussex 

Istanbul, Turkey 

What kind of 
crafts? 

Textiles, 
Ceramics, 
needle felting, 
quilting, 
woodwork, 
painting 

Patchworks, quilting, 
sewing 

Furniture, painting, 
recovering chairs, 
tapestry 

Ceramics/Pottery, 
knitting, jewellery 

When do you 
do them? 

Most days. If 
working (which 
not at moment) 
then maybe one 
day at 
weekends, and a 
couple of 
evenings. 

Whenever can 
squeeze it in. A few 
evenings a week. 

On days off. 
Weekends.  

Evenings 
 

Who do you 
make them 
for? 

Friends, and 
myself. 

Family/friends, and 
for Linus charity 

Myself Myself, gifts for 
friends.  

How do you 
get 
inspiration? 

Art galleries, 
exhibitions, craft 
shops.  

From patchwork 
group. Books at 
home.  

TV programmes. 
Ideal Homes Show. 

Magazines, social 
media, from 
workshops on pottery 

How do you 
find supplies 
in store? 

I look around in 
store.  

Has 3 shops fairly 
locally. Rarely buys 
from the internet 

I usually know what 
I need, but I will 
take a long time to 
decide in the store.  

I ask the staff in the 
store 

Do you look 
up ideas 
before going 
into the store? 

Yes, I look on 
the internet 
before.  

Sometimes I already 
know. Sometimes 
attracted by a bit of 
fabric in store.  

Yes. Pinterest or on 
the internet. 

Yes 



How do you 
find supplies 
for that idea? 

I might go to a 
shop. I might 
have stuff 
already.  

From a local store I have a good local 
shop.  

From a store. Look 
round the shop a bit.  

If you came into 
store without a 
solid idea, how 
would you 
approach finding 
something to 
make? 

Would look in 
the books in the 
shop. They have 
instruction books 
on crafts.  

I would probably 
know already.  

I don’t really do 
that.  

I only go to store if I 
have an idea.  

How much 
time do you 
spend on a 
typical craft? 

Recent project 
took 6 weeks to 
make a puppet. 
Sometimes just a 
couple of hours 
though.  

Many hours, whole 
weekend. Probably 
20-30 hours a week.  

Several hours, or a 
whole weekend.  

- 

How much 
money are 
you willing to 
spend? 

£25 would be 
upper limit. 
Jewellery would 
be more though.  

£10 per project, but 
back-burner bed 
quilt project = £100 

£15-£20. Can be 
less if just painting 
something. 
Prepared to spend 
more if there’s a 
use for the craft.  

Budget is quite 
important.  

How closely 
does finished 
craft match 
initial vision? 

I usually know 
what i’m doing. 
If it’s something 
new it might 
deviate more.  

More creative 
projects not so 
much, but otherwise 
fairly good. 
Frustrated with 
things not being 
technically correct.  

Hopefully it will. 
Tapestry comes as 
a set with a guide, 
so with this yes.  

Not all the time. 
When learning it’s 
definitely harder to 
match the initial 
vision.  

Who do you 
share the 
product with? 

I might put 
photos on my 
own website. 
Maybe a photo 
on twitter.  

Patchwork group. 
Haven’t got a 
Pinterest log in yet.  

Sometimes on 
facebook if really 
good. Haven’t 
registered on 
Pinterest yet.  

If I like it, I might put 
on social media. 
Instagram. Show to 
friends and family via 
whatsapp.  

!
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APPENDIX D: CURRENT USER JOURNEY

CRAFT
STORE

Brushes

Dyes

STAFF

Hi! 

I’m looking 

for dyes that 

are suitable 

for tableware.

Sure, madam!

Follow me, 

please.

This is Mehlika, she is 59 years old. 

She loves to do crafts on her free 

time, especially ceramics.

While browsing through a book 

on ceramics, Mehlika comes up 

with an idea regarding her new 

craft!

She decides to go to the crafts 

store and takes the book with 

her. She takes a look around, but 

she isn’t sure about which 

materials to buy.

She seeks assistance from the 

staff.

Thanks to the helpful personnel 

at the store, she finds a suitable 

type of dye for her crafts 

project, and buys it.

Upon returning home, Mehlika 

starts working on her project. 

She constantly checks the book 

for the model she wants to 

create.

She can’t quite get the colors 

right. She wishes she knew 

how!

Although the color did not turn 

out to be the way she imagined, 

she is still very happy with the 

final product!

In fact, she is so happy that she 

wants to share it with her social 

circle. She takes a picture with 

her phone...

...and uploads it on Facebook! 

Her friends like the picture and 

leave all sorts of lovely 

comments, which Mehlika finds 

to be highly motivating!

1 2 3 4

5 6 7 8 9



beginner
crafters

experienced
crafters

APPENDIX E: DESIGN GOALS



Crafters gather inspiration for future projects from the creations of others.  Some 

browse online before coming to the store for supplies.  All interviewees but one men-

tioned Pinterest, Instagram (using hashtags to search), or Google Images to find ideas.  

These websites mainly contain images of finished projects by other people.  Other 

crafters browse the store, looking at finished projects, available materials, and books 

(which contain both instructions and glossy pictures of finished crafts).  Several crafters 

mentioned finding ideas online, then modifying those ideas once they stepped in the 

store and saw the materials.  Generally, crafters enjoy the experience of browsing the 

store even if they came in with a set ideas.

Therefore, we aim to provide project inspiration for crafters.

Crafters fall into two general categories: Experienced and Beginning.  These categories 

affect how much they like to deviate from an example project and also how widely they 

like to share their work.  Both categories of crafters do tend to start with example

 projects and both tend to share their work in some form.

1

2

Each of the characteristics of our community gathered from our user 
research (in orange) led us to a high-level design goal (in bold).

APPENDIX E: DESIGN GOALS



Experienced crafters tend to tweak any example projects to their own vision and 

have a need to share their creations with society at large, via Facebook, Instagram, 

or Twitter.  One interviewee always makes sure to use the #CrossStitch in order that 

other cross-stitch enthusiasts can easily find her work.  She also mentioned her will-

ingness to share patterns with her followers if asked. 

6JGTGHQTG��YG�CKO�VQ�RTQXKFG�QRRQTVWPKVKGU�HQT�ETCHVGTU�VQ�UJCTG�VJGKT�ƂPKUJGF�
works with the world.  Also, we aim to provide opportunities for crafters to 
show off individual interpretations of the same craft.

Beginning crafters tend to follow an example exactly and have a need to share 
their creations, but only with specific friends.  Interviewees mentioned doing this 

through texting or emailing pictures to specific friends, physically showing their crea-

tions to visitors of their houses, and sharing with fellow students in a class. 

6JGTGHQTG��YG�CKO�VQ�RTQXKFG�QRRQTVWPKVKGU�HQT�ETCHVGTU�VQ�UJCTG�VJGKT�ƂPKUJGF�
works with their social network (friends and family).

2.a

2.b
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Crafters XCT[�UKIPKƂECPVN[�KP�CIG�CPF�EQOHQTV�YKVJ�VGEJPQNQI[�  As described above, 

many crafters use the internet to gather inspiration and share their work.  However, 

many other crafters use the internet in a much more limited way (e.g. browsing 

Pinterest but not bothering to make an account).  These crafters still sought inspiration 

and ways to share their work, but in more physical ways (magazines, books, knitting 

clubs, showing off their work in person, etc).  It’s possible that they could benefit from 

digital inspiration and sharing if it was presented more accessibly.

Therefore, we aim to provide digital content in a physical space.

Crafters tend to RTGHGT�RJ[UKECN�UVQTGU�VQ�QPNKPG�UJQRRKPI�  This is because craft 

supplies are many and varied, and it’s often tricky to find the right items. The 

experience of shopping for the materials is often a visceral and tactile one.

“When I shop online, I often make mistakes and end up buying the wrong material.”

“I must handpick my supplies.”

“I can be attracted by a certain piece of fabric when in the store.”

Therefore, we aim to utilize craft stores as places to access digital content.

3

4
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APPENDIX F: REQUIREMENTS!
!

Requirement: #1  
Description:  The system shall allow a user to create a craft project within the system 
Rationale: So that content is generated within the system for other users to browse 
Source: The Craft Collective team 

 

Requirement: #2 
Description:  A craft project may consist of instructions, supplies, pictures, difficulty rating, 
and links to other content 
Rationale: So that users are shown exactly how a craft project can be constructed, and can 
make a judgment about how hard it will be to complete 
Source: The Craft Collective team 

 

Requirement: #3 
Description:  The system shall allow a user to review of a project (including pictures) 
Rationale: So that other users can see feedback about how easy/difficult a project is 
Source: Persona, Amber Clarke 

 

Requirement: #4 
Description:  The system shall allow a user to post a request for information or advice 
Rationale: So that users can benefit from the craft community, and get feedback/help on how 
their project could be made. Also, to foster a sense of community. 
Source: Persona, Amber Clarke 

 
 

Requirement: #5 
Description:  The system shall allow a user to upload a picture of a finished product for 
analysis by other users in the forum 
Rationale: So that users such as ‘Amber’ can get a reaction to what they have been working 
on, and users reviewing this work can get inspiration 
Source: Persona, Amber Clarke 

 

Requirement: #6 
Description:  The system shall allow a user to view the content without log in 
Rationale: So that secondary users such as ‘Alice’ can read the content without having to go 
through the barrier of creating a registration 
Source: Persona, Alice Campbell 

 
 



Requirement: #7 
Description:  The system shall require a user to log in, comment on, and upload content 
Rationale: So that primary users such as ‘Amber’ who want to engage in a deeper way in the 
community can do so 
Source: Persona, Amber Clarke 

 

Requirement: #8 
Description:  The content shall be organised by categories and (semi) user-generated tags 
Rationale: So that users can apply tags to crafts that they upload (though these are from a list 
of system tags) and other users can use these to navigate and browse projects 
Source: The Craft Collective team 

 
 

Requirement: #9 
Description:  The system shall allow a user to upload a video and/or text of a specific skill 
Rationale: So that other users can gain inspiration for a project and see a step-through of how 
a craft can be made 
Source: The Craft Collective team 

 

Requirement: #10 
Description:  The system shall allow a user to save content for future reference 
Rationale: So that they can go back to a project at a later date, if they have other projects on-
the-go at the moment 
Source:  Persona, Alice Campbell  

 

Requirement: #11 
Description: The in-store displays shall allow browsing filtered initially by craft type 
Rationale: So that users can easily find projects of a specific craft type 
Source: Craft store observation 

 

Requirement: #12 
Description: While not being used, the in-store display will loop popular videos 
Rationale: So that the display still can engage with people walking past 
Source: Craft store observation 

 

Requirement: #13 
Description: The in-store display will be logged into the in-store account 
Rationale: So that users can engage with the system without having to log-in 
Source: Persona, Alice Campbell 

 
 



 

Requirement: #14 
Description: The system shall allow the upload of the 360 degree photos via in-store cameras 
OR an in-app tutorial 
Rationale: So that users can generate a 360 degree photo of their work 
Source: Persona, Alice Campbell/Amber Clarke 

 

Requirement: #15 
Description: The system shall allow the user to visualise their craft in location (a picture of their 
living room) 
Rationale: So that they can gain a clearer picture of how their craft would look in their home, 
and so that they could send to a partner to get better feedback on their craft idea 
Source: Persona, Amber Clarke 

!
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APPENDIX G: CONCEPTUAL DESIGN SKETCHES
Virtual Crafting Concept
The crafter virtually modifies store-creat-

ed projects, dragging and dropping 

various options of how the craft can be 

made.  The crafter uses the resulting 

image to inspire others and make the 

project at home.

Virtual Reality Tutorial Concept

Crafters do their tutorials at the craft 

store in a special Virtual Reality camera 

room.  Other crafters can view these 

tutorials with a Virtual Reality headset, 

as rooms in a large house.  This idea 

was intriguing for the unique interac-

tion style, but was eventually discarded 

for the difficulty of creating navigation 

in this unusual environment.  Also, our 

community would likely find this tech-

nology less accessible because it’s so 

new.
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APPENDIX G: CONCEPTUAL DESIGN SKETCHES

Live Stream Concept
Workshops are conducted in craft shops 

and live streamed to displays all over the 

world, both in stores and to people’s indi-

vidual devices.

Crafting Platform Concept
Crafters create projects and tutorials, which can be used as 

inspiration for others. Crafters browsing the store can view the 

content on large touchscreens.  They can interact with it by 

leaving pictures and reviews and other features like the ones 

below.

“How can I make this?” (left sketch) – Crafters can post pictures of 

a store-bought or handmade item and get help from the commu-

nity to figure out how to make it themselves.

“How would this look in my house?” (right sketch) – Crafters can 

upload pictures of their houses, overlay a picture of the craft 

project they are contemplating, and decide if the finished product 

would look good on their mantle or over their doorway.

2

1

1

2



At home, Amber finds an analysis 

request on the forum with a picture 

of an object.

She identifies it as a painted-on-por-

celain bowl and decides to make it.

She records herself with a camera 

while painting on the bowl.

She creates aproject using the 

app, specifying all the metadata 

(description, supplies, time to 

make, instruction, etc.).

She responds to the analysis request 

and attaches a link to her new 

project.

2 weeks later, Amber receives a 

notification that a user named 

Alice has responded to her project 

with a 360° picture of her craft. 

She is happy that her project has 

influenced another person!

1 2 3

4 5 6

REC
00:15:36

Response 
Posted!

1 new notification:

This is Amber. She is 34 years old. She 

dedicates a lot of her time to crafts; she 

is especially skilled in porcelain painting.

Alice has responded 

to your project with 

a 360°  picture!

APPENDIX H: FUTURE USER JOURNEYS
Primary Persona



CRAFT
STORE

Brushes

Dyes

Alice comes to the craft store. She 
wants to do a porcelain painting 
project and is looking for inspira-
tion. She goes to the porcelain/ce-
ramics aisle.

She sees the tablet and is drawn in 
by the playing video.

She browses through the projects 
until she finds something she likes.

Alice sends the project to herself 
via email.

After going home, Alice finds the 
information on the craft project in 
her inbox and makes the craft at 
home.

Alice comes to the store with her 
craft, and takes a picture of it by 
using the 360° chamber.

After finding the project on the 
tablet and uploading the picture as 
a response, Alice is happy.

1 2 3

4 5 6 7

alice.campbell@gmail.com

This is Alice, she is 60 years old. She 
loves filling her free time with craft 
projects, such as quilting and ceramics.

Camera

360°
Chamber

APPENDIX H: FUTURE USER JOURNEYS
Secondary Persona
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APPENDIX J: EVALUATION PLAN
TASK
You are in the ceramics aisle of the craft store, look-

ing for your next project.  You really want to do 

something that would look good in your house 

(picture provided) and you only have about four 

hours to do it.  Using our browsing system, find a 

craft that you would like to do and save it to your 

account.

NEEDED
Wireframes (project browse, project page, IKEA)

Printed photos of living rooms

Printed photos of craft projects

PARTICIPANTS
5 users with crafting experience, above the age of 18

METHOD
1. Ask the participants to complete the task while thinking aloud.  

2. Obtain consent for video recording and evaluation participation.  

3. Record the participant’s hands (not face) on video during the 

session.  

4. During the task, ask follow-up questions about what they have 

clicked on and why.

5. During the In-Place Visualization part of the task, allow the partici-

pant to choose one of four mock interiors to use as their substitute 

home. 

6. Once the task is completed, ask them to guess what each button 

on the project page will do if clicked.

7. Wrap up with asking them about the easiest / most fun parts of 

using the system and the most difficult parts of using the system.

8. Thank the participant for their time.

9. After all participants are done, discuss and analyse the data.

10. Brainstorm next steps for the design based on the feedback.



APPENDIX K: EVALUATION PHOTOS



APPENDIX L:  EVALUATION RESULTS 
!

SCREEN POSITIVE FEEDBACK NEGATIVE FEEDBACK 

Browsing projects 
page 
 
 
 
 

Good affordance for expansion.  
 
“[I liked that] when I clicked that 
thing here it expanded so I can see 
more, like a description of the 
project and how to make it” (P3) 
 

Hamburger menu’s functionality in 
this context is unclear.  
 
“I’m not sure what I will find in the 
hamburger menu – maybe other 
craft categories?” (P3) 

Browsing projects 
(expanded) page 

Additional visuals that are 
accessible without further 
navigation.  
 
“I think it’s nice that you can 
automatically see how something 
looks like so I don’t need to go 
back and forth.” (P4) 

Not clear how to navigate between 
video and other images. 
 
“I’m not sure if I’m watching the 
same video from the gallery, or is 
there another one?” (P2) 

Project page Richness and appropriateness of 
information. 
 
“It’s nice to have all the important 
stuff, like how difficult the project 
is, and knowing how much it would 
cost” (P5) 

Utility navigation and choice of 
icons. 
 
“Not sure about the difference 
between send and share. I know 
what share means but it overlaps 
with sending. Send might be for 
email or WhatsApp maybe?” (P4) 
 
“I’m not sure what this button [add 
a picture] means. Maybe it’s to 
create a new project?” (P2) 

In-Place 
Visualization page 

The feature itself, and being able 
to scale the image. 
 
“I think it could be helpful, to see 
how big the thing is and how it will 
fit my room, the colors and 
harmony” (P4) 

Unable to save and share the 
visualization. 
 
“I would like to send a picture of it 
to someone, get his opinion as 
well” (P5) 

!
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APPENDIX M: CONTRIBUTIONS
Most design activities were undertaken by the whole team, with one 
member finalizing and producing each professional-quality delivera-
ble.  The whole group met up for face-to-face meetings throughout 
the whole process and worked well as an integrated team.

Observation: Amit, Cansu, Julie, Nick

Interviews: Cansu, Nick

Personas: Nick

Existing User Journey: Cansu

Design Goals: Julie

Conceptual Designs: Amit, Cansu, 

Julie, Nick

Requirements: Nick

Future User Journeys: Cansu

Wireframes: Amit

Evaluation: Amit, Cansu, Julie, Nick

Report: Contributions by ALL, Edit-

ing by Julie, Visual Design by Cansu

Poster: Nick



THANK YOU, AND CRAFT ON!


