


BRIEF

“52% industry creatives display mild to severe
levels of anxiety, 56% display mild to severe
levels of depression” - Mentally Healthy

The problem:

® Creatives are struggling with mental health and wellbeing due to
stresses and uncertainties in their careers such as deadlines,
inconsistent income and long hours.

The solution:

* To provide an analogue tool that encourages and motivates a creative
person to combat struggles with mental health. The tool will rekindle their
passion for creating, and specifically steer away from the digital screen and
software.

® The tool will be flexible for the user, allowing them to choose their favourite
activities to improve their wellbeing. The tool ultimately deducts all pressures
that working in the creative industry brings, allowing creatives to truly excel in
doing what they want to do with no confined deadlines, restrictions or
pressure.

RESEARCH - THE SENSES
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packaging and interior design

3 * All the projects pictured revolve
around the idea of the five senses;
6 sight, scent, sound, touch, and
taste

¢ These projects are based around
home comforts, but what if there

o . o o was a toolkit to encourage the user
John Lewis x % to go outdoors?

NEST by John Lewis

RESEARCH - TEXTUR

subscription box for a creative
individual working in the creative
industry

* The concept is for the box to
contain blank toolkits such as tear
off paper strips or popsicle sticks,
that users can write down activities
that will enhance their mood. The
concept is similar to a game where
each activity is selected at random
and carried out by the user

¢ As the toolkit is customisable for
each and every customer, it
appeals to a larger audience in the
creative industry regardless of age,
gender etc

ES ¢ My final idea will be a
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® Using texture in my outcome
such as embossing, layering,
shapes, manipulative textures ie.
sponge will enhance the user
experience and mood as they
associate textures with memories
s Being outside is known to
alleviate mental health symptoms
i.e. eco therapy, being at one with
nature. Look to organic references
for inspiration

ANALYSIS

Strength:

* My concept provides no distractions and engages my customer to create
freely with no restrictions, resulting in an enjoyable activity

* No background knowledge/expertise required

* Simple and effective concept

* Customisable approach to suit every creative individual

Weakness:

* Targeting solely creatives could cut off a wider market

* Advertising to a non digital world, old school advertising methods such as
printed posters and newspapers? Maybe an ironic online advertisement could
distract people to purchase a subscription box and switch off from the online
world?

Opportunity:
» Growth and expansion in the therapy world, developing packaging /
collaborations with multiple wellbeing brands

Threat:

® The virtual world and the services it has to offer such as mindfulness apps
* Other competitors in the publishing industry such as de-stress journalling
and colouring books



Sensory processing

| am aiming to provide an analogue tool that encourages and motivates a crea-
tive person to combat struggles with mental health. The tool will be flexible for the
user, allowing them to choose their favourite activities to improve their wellbeing.
From researching digital projects in week 5/6 that focused around the senses, | want-
ed to step away from digital and create an analogue toolkit. | began breaking down
the following five senses to see how | could relate back to them for my concept:

VISION HEARING SMELL TASTE TOUCH
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Sustainable kits

This year craft kits have been popular due to Covid-19.
With families spending more time at home and not being
able to visit stores, mail box craft kits are convenient, sim-
ple and contain all the necessary equipment needed.
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| want to use
eco-friendly materials
for my final outcome
such as the above
compostable wood-
ensticks.

Using recyclable
packaging is also a
bonus for the envi-
onment, using card-
board which is print-

ed on or moulded
and foldable.




Output

Game 'inStructi-o‘ns: 3
4
Greate 30 stlcks that have a
different written activity on
each one. Use anythlng yau like
to decorate them. When com
plete, put them all into the.em,u‘_
lin bag provided and shake |
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The concept is that the activity sticks are plantable
after the activities are carried out. My customer
would be able to experience sensory processing
to help improve their mental health and wellbeing
by planting and eating homegrown herbs included
in the pack.

Essentially | want the customer to experience a va-
riety of enjoyable, mood enhancing activities that
result in better wellbeing of the body and mind.



