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The Language of Design project contributes to the achievement of the RMIT University 2011-15
Strategic Plan by:
•

supporting student transition between HE and VE programs

•

providing students with a framework for the language of discourse for their
discipline/industry

•

developing resource to support staff in the use of new technologies.

The project addresses the following strategic objectives:
•

improving tertiary pathways or student progression.

The project is also forward facing in that it is directly aligned to the Shape RMIT strategic objective
16 - 2020 of preparing our students for life and work and will make a direct contribution of
supporting student learning during their studies, in workplace contexts and on graduation as they
commence their future careers.
The Language of Design project has been developed for use by both VE and HE program
offerings. The research has led to the design and content outcomes and on implementation
students will be using the same resources. The research has been undertaken with the following
participating programs (Diploma of Design (Digital Media), Bachelor of Design (Digital Media),
Bachelor of Design (Communication Design); Associate Degree in Graphic Design; Bachelor of
Design (Textile Design); Diploma of Textile Design and Development). This was done to ensure
the development of a common understanding, approach and platform that will support the learning
pathways and transition process for students.
In particular, the project is in line with the University’s Strategic Plan 2020, addressing in
particular Goal 1: A transformative student experience in the following ways:
Priority 1 Graduating ready for work and life
As well as supporting students in the transition into tertiary education and between VE and HE
programmes, this project is envisioned to support students longer term and connect them to
industry practices, thereby enabling their transition into industry upon graduation.
Priority 5 A digitally enabled experience
Foundational to this project is the creation of an online tool which will facilitate a transformative
student experience, addressing a diverse student population with diverse needs and levels of
experience. The project has engaged with the most current practices around use of digital tools in
pedagogy, and more broadly in professional contexts.
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1

Executive summary

For new students in any discipline the acquisition of vocabulary relevant to their field of study is a
necessary aspect of their learning and development. Discipline-specific vocabulary is crucial for
communicating processes and practices unique to that discipline. The Language of Design project
focuses specifically on design disciplines and the needs and challenges specific to them in regards
to vocabulary acquisition. The major outcome of this project is the design of a prototype of an
online tool that functions as a flexible, interactive, multi-media dictionary which will support
students throughout various stages of their learning and careers. For this reason the design lexicon
model is consistent and transferable across pathways and yet customisable to the variations within
the design disciplines and professions. It is a sustainable system that can be added to and
customised easily and quickly across different platforms.
Design is a field that covers a large and increasing set of practices and disciplines: fashion design,
interior design, industrial design, web design, graphic design, to name only a few. There are
overlaps and divergences between the practices and processes part of these different disciplines,
and similarly in regards to the language used to speak about those practices. Given that design
practitioners work with one another across different design fields (for example an interior designer
will often work with an architect), we deem it important that these distinctions and clarifications are
made explicit in the student’s training so that they enter the industry with well-developed
communication skills that can cross these disciplinary boundaries.
The intention of the Language of Design project is to provide VE and HE students with a vital
resource that will support them in undertaking and transitioning through their studies at RMIT in
both Melbourne and Vietnam. There are various ways by which students gain entry into the design
programmes. Consequently some students are better versed in the language of design, whilst
other students struggle more significantly. Furthermore, a student’s trajectory through tertiary
education can be variable, for example students from different pathways have different entry points
which means that they often miss foundation courses, but may have substantial industry
experience. For this reason a tool such as the Language of Design App is envisioned to help
students across these various levels of experience and knowledge. This tool is intended to
facilitate a connection to industry and professional practices as well as aiding students throughout
their tertiary study.
The dictionary includes vocabulary specific to the following disciplines: digital media, architecture,
fashion and communication design. As well as having access to their own specific design
discipline, students also have access to the lexicons specific to other design disciplines so that a
broader and more contextual knowledge of vocabulary use is enabled. This tool is flexible enough
so that it can be individualised and integrated into course curriculum. Our model can be taken up
by other disciplines outside of the design field.

2

Outcomes

2.1

Overview of the project's outcomes and impacts

The major outcome for this project has been the development of a prototype for an online
dictionary tool set to be trialed in a first year Communication Design course, 2016.
Further to this, research into the following areas has been conducted:
•

use of technology in tertiary learning and teaching environments, specifically the use of
mobile technologies such as smart phones

•

a technology review on extant dictionary apps and their features

•

review of design dictionaries and the current philosophical and conceptual approaches to
how language and vocabulary is used by design practitioners, students, and teachers.
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This research is serving to underpin two article publications currently in progress.

2.2

Courses benefiting from the project

2.2.1 Short term
Diploma of Design (Digital Media), Bachelor of Design (Digital Media), Bachelor of Design
(Communication Design); Associate Degree in Graphic Design; Bachelor of Design (Textile
Design); Diploma of Textile Design and Development.
Programme leaders in the above courses have not only participated in developing this tool in line
with their needs, they have expressed a keen interest in implementing this tool into their curriculum
in the future.

2.2.2 Long term
The prototype is a model deliberately flexible so as to serve in other disciplines. Programme
managers from the disciplines of Psychology, Business and Media have expressed their interest in
trialling the tool in the disciplines.

2.3

Student and staff feedback on project deliverables

Throughout the development of this tool we have conducted a number of student and staff focus
groups and feedback sessions. Ethics approval for this part of the project was sought and
awarded: Ethics approval number 0000019367. Below are select comments from students and
staff reflecting the overall positive feedback on the need for a tool such as the prototype we have
developed, and the potential for its implementation into curriculum:
Although the words belong to certain categories or disciplines, it is an excellent feature that all
definitions from all disciplines are generated in a search so that students can see that the term
belongs to a range of disciplines and that the definitions and usages can vary across those
disciplines. This supports a cross-disciplinary approach which is particularly useful for professional
contexts.
This tool seems important for a range of students and levels of study: undergraduate students,
international students, exchange students, Masters and PhD students without a design-specific
undergraduate degree.
Mobility of the tool is positive not only in being able to access the information any time anywhere,
but also the flexibility to upload content any time anywhere.
Google is often the first port of call for students when they search for definitions for new words.
This often comes up with definitions not specific to the design field. The specificity of this tool is
most valuable.
New terms in the disciplines arise frequently, definitions for which are often not available simply by
Googling.
Acquiring new vocab doesn’t happen like: I don’t understand this, I look it up, now I know. It is
about encountering the word many times in many different contexts, and then knowing how to use
it yourself, this is the hardest part. It’s a whole process that happens over time. To have this
process take place in the one location is useful.
Self-discovery of definitions and usage of new terms is very important, as opposed to being given a
glossary. This tool supports this way of learning.
The images and videos are particularly unique for a dictionary and particularly important for the
design disciplines.
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2.4

Scholarly outputs

Two publications are currently being undertaken by the project team.
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3

Project outcomes and impacts

3.1

Introduction

As well as drawing on the literature pertaining to vocabulary acquisition and the need for this
learning to be explicit, authentic and personalised, we also situate this project in relation to
literature on the relationship between language and design, current best-practice pedagogy around
using technology in classrooms, extant print design dictionaries and mobile dictionary applications.
We do this to demonstrate why an online and mobile app tool are the most appropriate answer to
the problems identified across the fields of language acquisition and learning and teaching across
the design disciplines.
The proposed outcomes for this project were developed in line with the needs identified through
anecdotal staff and student experiences and underpinned by the survey of technology and
literature and informed by. For this particular pilot study we aimed to achieve two things:
•

to begin the development of a resource of the lexicon of design knowledge that crosses
three specific disciplines within design which can be built upon in the future as need
dictates

•

to provide a model that can be used by other disciplines to create such a lexicon for
themselves.

In order to deliver these general outcomes the project was designed in terms of 3 phases:
Research and Development; Prototyping and Testing; Evaluation and Dissemination.
The project progressed through each of the three distinct stages in order to achieve its proposed
outcomes. As the project evolved with a number of aspects of each phase were reconsidered, in
response to staff, student feedback, testing and the issues faced. The trajectory of the project was
less linear and distinct in terms of phases as the project plan, however, this did not greatly impede
the development of the project in terms of responding to the needs expressed by staff and
students: our stakeholders.

3.2

Phase 1: Research and development

This phase has two outcomes; finalising the fundamental terms of the design lexicon, and the
selection of suitable tools for production.
Proposed outcomes
•

Stakeholder/reference group consultation to identify the design terms and concepts that
underpin design education and practice across the various discipline/professional domain

•

Survey 2nd year students to determine the key concepts/terms in relation to design
discourse that they would like to see in a design dictionary

•

Review and choose terms for the design lexicon

•

Conduct a literature review to find out how students develop their knowledge of the lexicon
of their discipline

•

Review and evaluate available apps/tools for the development of online resources that best
suit the variety to online content that can be developed

•

Produce a user “Quick Guide” for student/staff on apps/tools to explain the features and
limitation of the different apps and tools.

Actual outcomes
•

A workshop was conducted with the reference group in order to identify design terms and
concepts that underpin design education and practice across the various
discipline/professional domains
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•

Anonymous online surveys were conducted with 2nd year students to identify key terms

•

Consolidation of terms and working list compiled (see Appendix A)

•

Literature review was conducted to determine a) how students acquire discipline specific
vocabulary, b) best-practice pedagogy for use of technology in tertiary curriculum, c)
language use in design disciplines

•

Technology review was conducted to identify key features in dictionary apps. On this basis
we compiled a list of features the tool ‘must have’, ‘desirable’ to have, ‘future’ features, and
features ‘to consider’ (see Appendix B)

•

Following discussion and the literature and technology reviews designer was employed to
design web-based prototype usable across a range of devices

•

The quick-guide was deemed unnecessary as extant similar tools were identified (see
Pedagogy Wheel, Allan Carrington at
http://www.unity.net.au/padwheel/padwheelposter.pdf). The technology review of dictionary
apps and their features was conducted and it informed the features included in the
Language of Design tool.

No issues in regards to achieving our proposed outcomes were encountered in this phase. A reevaluation of the outcomes arouse as a natural consequence of conducting research. This did not
affect the following 2 phases, but rather relegated the final outcome unnecessary.

3.3

Phase 2: Prototyping and testing

Proposed outcomes
•

Using app/tool we will create resources that illustrate/demonstrate terms/concepts relevant
to the disciple of design

•

Develop and validate through testing the resources for the common lexicon - “Language of
Design”

•

embed resources in course blackboard shell, link to assessment tasks and offer as
resources for teaching staff.

Actual outcomes
•

The reference group was consulted and employed to create content for the app based on
the list generated from the phase 1 surveys and workshops (see Appendix C for the survey)

•

A focus group with the reference group and a focus group with 2nd year design students
were conducted in order to test the app (see Appendix D for a summary of the outcomes of
the focus groups)

•

Strong feedback from the student focus groups was to keep this tool independent of
blackboard. This move was too premature in any case as we were still integrating feedback
from the focus groups into the design of the tool. In line with the literature it was also
deemed premature to embed the tool in assessment and coursework at this stage of
development. The literature stresses the importance of careful curriculum design when
embedding technology formally into the curriculum, hence, the team decided to give
particular attention to this stage of the process in a future phase of the development of this
project.

The reevaluation of the outcomes arouse as a natural consequence of this stage of development
and its outcomes. This impacted on the third phase of the project (as discussed below). Productive
questions arose as a consequence of the focus groups conducted, which impacted on the design
of the app. In light of the feedback we worked to further implement and amend the design of the
tool in order to satisfy particular needs expressed by staff and students. For this reason the design
phase has been protracted which will ultimately ensure more focused and appropriate outcomes.
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3.4

Phase 3: Evaluation and dissemination

Proposed outcomes
•

Evaluate the resources using the number of clicks in Blackboard in order to identify amount
of use, and survey teaching staff and students for feedback on the value and effectiveness
of the resource for learning and teaching

•

Develop a model that allows others to undertake such a project for the discipline’s lexicon

•

Provide a range of resources that help teaching staff from other disciplines to undertake
such a project.

Actual outcomes
•

As it was decided not to implement the tool into Blackboard in Phase 2, this outcome is no
longer applicable. We have, however, kept in mind the value of this kind of analysis and
designed the app in such a way so it has the potential for the capture of this data in the
future

•

The design of the tool is such that it is easily transferable as a model for other disciplines.

•

The literature review and documentation of our methodology will serve to inform others
undertaking similar projects in regard to use of technology in HE learning and teaching, and
developing digital tools in order to support this. These resources will be shared and
distributed by the University SALTs

•

Resources have been shared with the Head of Department, English for University, RMIT
Vietnam, where a focus group will be conducted with the English language staff for further
feedback. This will further inform the design and implementation strategies of the tool in
diverse contexts.

3.5

Impact

3.5.1 Phase 1
The reference group recruited for the project consisted of programme managers from the following
disciplines: Diploma of Design (Digital Media), Bachelor of Design (Digital Media), Bachelor of
Design (Communication Design); Associate Degree in Graphic Design; Bachelor of Design (Textile
Design); Diploma of Textile Design and Development.
The initial workshop conducted in this phase of the project involved all of the above programme
managers where the team consulted them on their particular needs in regards to the issues
addressed by this research. This phase established an on-going relationship with the group and
their keen interest in the project.
The student surveys engaged 2nd year design students from across the above disciplines. There
were 69 anonymous responders.
The literature review generated in this phase will be of value to other people undertaking similar
projects that aim to develop digital tools for learning and teaching.

3.5.2 Phase 2
Two focus groups were conducted for this phase of the project in order to test the prototype. The
staff reference group was involved in this workshop. Six 2nd year design students from a range of
disciplines were voluntarily recruited to take part in a separate focus group. There was a univocal
agreement on the potential of the prototype to address the initial concerns and issues as identified
by the team, and its benefit to students of design across disciplines.
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3.5.3 Phase 3
This phase served to consolidate an approach that will further impact on the stakeholders thus far
identified. In addition to this we started to focus on generalising the potential for this tool, hence,
we have worked with colleagues across the Business, Psychology, and Media programmes who
have all expressed keen interest in trialling the app, specific to their own disciplines.

3.5.4 Beyond the project
The next phases for the development of this project would include:
•

Implementation into classrooms (this is already underway)

•

Collaborating with RMIT Learning and Teaching in order to create a strategy for embedding
the tool formally into course curriculum and as part of core assessment.

3.6 Disciplinary and interdisciplinary linkages that have emerged as a
result of the project.
In addition to the relationships that were established at the commencement of the project, as
already outlined, we have developed relationships with Business, Psychology and Media, and
confirmed them as future partners/collaborators/stakeholders.
We have also identified another interdisciplinary project ‘Writing for Design’ (GLBD) and
established a link between the interests of the two projects. Intentions for collaboration and
exchange have been set in regards to how the resources generated by the two projects can be
exchanged and mutually beneficial. We envisage this partnership to build significantly on each of
the projects and their potential impact and uptake for students of design across programmes and
schools.

4

Dissemination strategies and outputs

4.1

Materials and outcomes

•

The Language of Design prototype is available for trial applications in classrooms in order
to inform the next design stage, working toward a fully functional tool that is implemented
into curriculum

•

Literature review that outlines best practice in regards to using digital tools in learning and
teaching, and how this specifically aids language acquisition.

Working toward successful dissemination of the outcomes of the project, we used the D-Cubed
Dissemination Framework (2011) to build dissemination into the project design.
[http://www.olt.gov.au/system/files/The%20D-Cubed%20guide%20%20web%20and%20email%20version.pdf]
The three stages of the framework are: Assess climate for readiness for change, Engage
throughout the project, Enable Transfer of Project Outcomes.

4.2

Assess climate for readiness for change

This project was developed in response to anecdotal information that acquisition of vocabulary for
the design discipline students was one of the key pedagogical issues facing our students and
teaching staff. Programme managers in the design disciplines at RMIT were identified as key
adopters and enablers of a tool that would address these issues. For this reason the programme
managers were solicited to form the reference group. This formation of the reference group also
satisfied the need to ground the project in existing knowledge and continually reassess the
feasibility of the project and its impact.
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4.3

Engage throughout the project

The reference group was engaged throughout the project by formal means in the initial workshop,
and consequent prototype-testing focus group. Both of these sessions focused on the specific
needs identified by the programme managers, and their experiences in classrooms. For this
reason the design of the tool has been continually revised in order to support these needs. W have
also lead conversations with the reference group to encourage them to think about how they might
implement the tool in their curriculum. Apart from the formal workshops, we have also engaged the
programme managers individually in order to generate content for the tool. Members of the
research team have been enlisting the research group to create definitions specific to their
discipline. This is ensuring the relevance of the tool, cultivating their readiness for change, building
credibility and familiarity, and empowerment and ownership for adopters.
The other key stakeholders for this project are students of design. We engaged this group through
formal means twice throughout the process: via an anonymous online survey and a prototypetesting focus group. The team has responded to this group of stakeholders by changing and
adapting the tool as per the needs they have identified in the survey and focus group. Through this
process we are building credibility and familiarity of the tool, cultivating their readiness to adopt
such a tool, and building empowerment and ownership of the tool for these adopters.

4.4

Enable transfer of project outcomes

The outcomes of this project have been made adaptable to disciplines other than design. We have
secured interest for trialling the tool from the disciplines of Business, Psychology and Media.
We have also generated interest and commitment from colleagues at RMIT Vietnam for the tool
and will continue to nurture this relationship in order to develop the tool in line with student’s needs
who are specifically using it as ESL users.
We intend to nurture an ongoing commitment, ownership and capacity to adopt through the project
participants and their links to other schools. The project team is also in consultation with the RMIT
DSC Senior Coordinator, LEAP who is advising on the guidelines pertaining to open source
material and ways of making the tool widely available.
The project team will guide the implementation and evaluation of the tool into curriculum in
conference with the programme managers, the School of Media and Communication SALT and the
Manager, SLC Curriculum Services.
In future developments of this project we intend to respond to the outcomes of these trials by
implementing suggestions into the design of the tool with the view to having it widely available for
use broadly across the university. We intend to make the tool available via a project link published
on the RMIT website and distributed by RMIT internal communications support.
In order to support the uptake of the tool by a diverse community across the university we intend to
hold workshops and training sessions for staff to support them in regards to building content and
implementing the tool into curriculum.
Two publication outcomes are currently in progress. These will a) detail the gap present in the
learning support space in regards to acquisition of discipline specific language in tertiary education,
and b) outline our methodology and project in response to this gap.

5

Evaluation of project outcomes

5.1

Achievement of the project goals

The project achieved its main goal of developing a prototype tool that would function as a lexicon in
order to support students in their acquisition of discipline-specific vocabulary. The project focused
specifically on the language of design, with the intention of designing a model that was flexible
enough to be applied to other disciplines. These aims have been achieved. Throughout the
development of the project, and in consultation with our stakeholders, some secondary intentions
were deemed irrelevant and hence not pursued. The project focused on an iterative process where
it was responsive to the needs identified by the stakeholders throughout the design of the tool. The
prototype is at the stage of being ready to be trialed in-class.
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5.2

Needs of stakeholders

It was of utmost importance that the project team remained responsive to the feedback and needs
as identified by the stakeholders: programme managers and design students. Workshops and
focus groups were held to ensure opportunities for feedback in terms of the design of the tool and
its overall conceptual framework. The features included in the tool are based on this feedback.

5.3

Best practice

To ensure the project was in line with best practice, and setting standards in regards to how a
technological tool is developed and implemented into curriculum, a literature review and
technology review were undertaken in the first phase of this project. The areas of research
included: language acquisition, language use in the design disciplines, design dictionaries (print
and web-based tools) and mLearning. The design of the research and the tool were based on this
literature and its dynamic relationship to the data collected in the workshops and focus groups with
the stakeholders.

5.4

Relevance

The relevance of this project can be evidenced in the responses to the prototype generated by the
workshops and focus groups with staff and students. Its relevance continues to be evident in the
uptake we are witnessing from divers disciplines, outside of the design fields.

5.5

Effectiveness

The effectiveness of the project can be evidenced in the interest that has been generated for this
tool. The effectiveness of the tool itself will be trialled in future phases of the project.

5.6

Sustainability

The sustainability of the tool relies on effective implementation into course curriculum. This is the
focus of the next phase of this project which will be headed by the School of Media and
Communication SALT and the manager of SLC Curriculum Services.
Another measure that will aid the continued use and relevance of this tool is the uptake by other
projects such as Writing for Design. This collaboration makes links with staff and students from the
disciplines of Interior Design, Landscape Design and Architecture that share similar needs in
regards to language acquisition and use. Our prototype has the potential to support the Writing for
Design resources and can be shared via the Learning and Teaching website.
One of the challenges for the sustainability of projects such as this is ongoing technical support to
maintain the application. This aspect needs to be considered in the RMIT digital strategy.

5.7

Potential usability for others

Potential usability for others can be evidenced in the interest we have had from staff in disciplines
outside of the design fields, namely: Business, Psychology and Media. We have also established
interest from colleagues working on a different but similar project focusing on writing for design
students. A collaboration with the Writing for Design project is intended.

5.8

Dissemination among stakeholders

The tool has been disseminated amongst the stakeholders via a web-link. Their ongoing feedback
and engagement in the project has been encouraged and positively received. The project team is
dedicated to developing the tool further and directly engaging a wider pool of users once an
effective curriculum implementation strategy has been devised.
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Appendix A
Consolidated list of terms for initial inclusion in the prototype
Abstract/Abstraction

Ecology

Point of threshold

Aesthetic

Editorial design

Porché

Anthropocene

Experiential

Precedent

Arbitrary

Generative

Prototype

Artefact

Gestalt Theory

Rational

Balance

Graphic design

Reappropriation

Baseline

Hierarchy

Resolution

Branding

Inspire

Return Brief

Classical

Interdisciplinary

RGB

CMYK

Interiority

Scaling

Collage

Iteration/Itarative

Semiotics

Communication

Juxtapose

Social Design

Communication Strategy

Kerning

Story

Composition

Leading

Sustainability

Concept

Letter anatomy

Symbols

Conceptual

Materiality

Temporal

Conceptualization

Maximalism

Terminology

Connotation

Message

Texture

Context

Minimalism

Toile

Continuity

Mockup

Tracking

Criteria

Modern

Transition

Croquis

Montage

Typeface

Curatorial arrangement

Moodboard

Typography (all typo terminology)

Curatorial Statement

More digital terminology

Typologies

Denotation

Movement

Unity

Design Thinking

Multimedia

Visual communication

Diecut/ dieline

Opaque

Visual Diary

Discourse

Ornament/Ornamentation

Visual hierarchy

DPI- dots per inch

Overprint

Draw (verb)

Pantone matching system

Dynamic

Phenomenology
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APPENDIX B
Tool features identified through the research and consultation process
Must have
•

Guide for use.

•

A 'how to' guide for creating content.

•

Categories (some suggestions): movements, journals, organisations, techincal information.

•

Index/Glossary: by subject/discipline, alphabetical.

•

Favourites list.

•

History of previously searched word.

•

Usage sentences.

•

‘fuzzy filter’.

•

Definition Formats: video, audio, text, graphics.

Desirable
•

Bibliography for further reading.

•

Refer readers to other related entries.

•

Symbol denoting which field this term is specific to.

•

Spelling alternatives.

•

Download as PDF.

•

Customisable definitions ie add personal notes to existing definition.

•

Bookmarks for selected words.

•

Capability to chose other image.

•

Phonetic Pronunciation guide.

•

Etymology.

•

Submission of additional terms for inclusion.

•

Operates like a thesaurus in terms of relating words.

•

Connects toonline web dictionaries for extra references.

For the future
•

Short entry as well as longer entry.

•

Translates text-to-speech.

•

Translator.

•

Words can be extracted from the email app, notes app etc.

•

Shake to start looking for new word.

•

Shake your iPhone to learn about a new word or topic.

•

Popular & local trending searches.

•

Synonyms, antonyms, hypernyms, hyponyms, and related words.

•

Examples of commercial work.

•

Offline Capability.
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Other features to consider
•

Contextualise words, concepts, etc through playing music of the time, or always linking to
other ideas.

•

Student can connect ideas themselves and share with others.

•

Needs to do more than just dictionary. Conceptual, exploratory.

•

A commentary on art works for eg.

•

Simple definitions that lead to longer ones with wi-fi.

•

Keyword search to locate instances of a key word within compound words.

•

Wild Card search using symbols like a question mark.

•

External linking, internal hyperlinking, zoomable graphics, automatic search history.

•

Words all stay on the same page while looking them up, avoiding flipping back and forth.
Search history for the last 100 entries.

•

Rating system: was this useful? Did this help?

•

TAGGING for terms to syphon into.

•

Timeline: movements.
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Appendix C
Project survey screen shots
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Appendix D
Summary of staff and student focus group outcomes
Positive feedback
Although the words belong to certain categories or disciplines, it is an excellent feature that all
definitions from all disciplines are generated in a search so that students can see that the term
belongs to a range of disciplines and that the definitions and usages can vary across those
disciplines. This supports a cross-disciplinary approach which is particularly useful for professional
contexts.
This tool seems important for a range of students and levels of study: undergraduate students,
international students, exchange students, Masters and PhD students without a design-specific
undergraduate degree.
Mobility of the tool is positive not only in being able to access the information any-time anywhere,
but also the flexibility to upload content any-time anywhere.
Maintaining quality control through crowd-based ranking system (some version of a ‘thumbs up
and down’ for every definition).
Google is often the first port of call for students when they search for definitions for new words.
This often comes up with definitions not specific to the design field. The specificity of this tool is
most valuable.
New terms in the disciplines arise frequently, definitions for which are often not available simply by
Googling.
The simplicity and ‘cleanliness’ of design is appropriate.
Acquiring new vocab doesn’t happen like: I don’t understand this, I look it up, now I know. It is
about encountering the word many times in many different contexts, and then knowing how to use
it yourself, this is the hardest part. It’s a whole process that happens over time. To have this
process take place in the one location is useful. Vocabularies build slowly through various means
and contexts. It is iterative. This tool supports this kind of language acquisition as students can
keep returning to it, returning for various definitions and also returning to a growing and dynamic
lexicon. For this reason having multiple usage examples is really important: so that a holistic
knowledge around terms is acquired.
Self-discovery of definitions and usage of new terms is very important, as opposed to being given a
glossary. This tool supports this way of learning.
The images and videos are particularly unique for a dictionary and particularly important for the
design disciplines.

Extant features to improve upon
•

Thumbs up and down is confusing, too much like Facebook, not clear what it signifies. Find
another icon.

•

Visually connect the different terms better, rather than a list you have to scroll through.

•

Front page: a prominent “search” field.

•

Good design but more colour.

•

People should be able to submit multiple usage sentences to demonstrate usage. Vote
these sentences up and down.
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Features to add to extant prototype
•

Trending terms (perhaps on the home page). This will let you know what people are using it
for, it frames the tool.

•

Translator functionality.

•

Links to other words from definitions.

•

Author listed for each entry.

•

A much more personalised tool.

•

Private notes system only visible to each individual user.

•

Star system that creates own list of words or ‘favourites’.

•

Definitions for your own discipline come up first (it knows your field at login), then others.

•

Suggestion function, submit a word for which you would like a definition.

•

Linking the word out onto articles using it (like twitter. Real twitter integration?).

•

Points system to encourage students to upload.

Questions to address
Copyright issues and referencing in regards to grabbing images or definitions from the internet.
Possibly compulsory ‘image source’ field when submitting definition.
What server will it sit on?
Editing entries after submission: the author? Or anyone else?
Who should be able to add definitions? Limit access to Rmit email addresses? Contribution at the
moment just Rmit staff, then open to students? A gatekeeper that verifies uploads? Maybe anyone
in the community can accept or reject the definition?
How do you build momentum to get people to contribute? And to get people to use the tool?
Positioning the tool is really important. How do you get students using it?
Keep it off blackboard!
Students want longer, complex definitions.
Would words whose definitions don’t differ from standard dictionary definitions be included?

Page 20 of 26

The language of design

Appendix E
Link to the current prototype: http://128.199.123.79/
Note: the prototype is still in development
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Appendix F
The following are screen grabs from the current prototype and documentation of the consultation
and co-design process.
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