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Life Without Limits is:
“A community movement that strives to break down the issue of limitation in our lives. Often we entrap
ourselves by thinking that we just have to accept our circumstances, that there is nothing we can do
about it. You may for instance be confined to a wheelchair or have financial hardship. Life Without Limits
is all about empowering you to change your circumstances whatever they may be. We are passionate
about building a community that creates change by developing limitation breaking solutions. We are also
passionate about inspiring others through unique and engaging means of storytelling. So journey with us
as we break down the issue of limitation in our lives.” (Hill M. , Life Without Limits | Our Mission, 2015)
The development of this all started three
years ago with a project I was working on
called ‘Megan’s Chariot’ (Hill J. , 2012).
Along with the input of Megan’s family,
Teachers and industry professionals I
designed and developed a bicycle trailer
for Megan to go cycling together with her
father. It is incredibly inspiring to help
someone overcome their limitations and
to allow them to live their dreams. I learnt
a lot from that experience and have had a
lot of time to think about it over the years.
Recently I had a chat with Aaron and
Sarah Pickering an amazing couple that
has this same dream for their son Kayne.
Talking to them has inspired me greatly.
They really believe in living life to the fullest and want to give Kayne the opportunities that most parents
in the same situation are too afraid to even consider (Hill M. , Martin Hill - The Dream, 2015).

The Brief	
  
So this is where Life Without Limits comes in: I
realized that often projects like these get
pushed to the side if they don’t produce a
monetary return. The value that they do
produce is far greater than any amount of
money. So now I am setting out to develop a
system that will effectively create limitation
breaking solutions and also to build a platform
that will tell the world of these incredible awe
inspiring journeys.

Objectives
•
•
•
•

Challenge the assumptions that we should let our circumstances limit us.
Tell engaging stories that pull on the heart-strings of the audience
Inspire people to engage in creating change
Creating freedom in the lives of those that find themselves limited for whatever reason.

Engagement
For this endeavor to build traction it needs to gain support from its audience. The audience must actively
engage themselves firstly with the incredible stories of these journeys, to the point at which they are
compelled to contribute further.
The word “engagement” originated in the early 17th century (Oxford University Press) from the French
root “gage”, which means to challenge or pledge (Dictionary.com). Both these words have a sense of
active commitment. You want your story to be so compelling that your audience keeps coming back for
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more. These words also lend themselves to being premeditated acts. The audience determines for
themselves to what level they engage with these journeys based on the impressions that you first give
them.

The Process of Achieving this
To understand why someone might engage we can begin with basic human needs. American
psychologist, (Maslow, 1943) has established a hierarchy that is based upon what he believes to be how
significant each type of need is to us as humans (see Diagram below).

We are very fortunate that in New Zealand our most essential needs, towards the base of the triangle are
generally met. This allows us to pursue the fulfillment of those innate needs of belonging, being
respected, and developing oneself. This is where “Life Without Limits” comes in. It not only creates a
platform for the storytelling of “limitation breaking” journeys but it gives the audience the chance to get
involved with that journey. Whether their involvement is big or small, everyone will get something out of
it. Fulfillment of those needs, in part, is what causes the audience to actively engage.
The way the story is told also has a big impact to the level of engagement from the audience. Being on
the Internet, opens it up to be accessed by a very large audience. The storytelling is authentic and
complete transparency ensures that the involvement from the audience is making a difference. There is
security in knowing where your contribution is going, whether that is monetary or otherwise. The story
itself is compelling because it takes the audience on a journey that inspires and empowers.
The use of animation instead of written text to tell the story, interests the audience more. We are
hardwired to think visually. 50% of our brain is involved in visual processing and 70% of our sensory
receptors are located in the eye (Marieb & Hoehn, 2006). Also, in one study, colour visuals have
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increased readership by 80% (Green, 1989). (Lester, 2006) claims that we recall about 80% of what we
see and do, compared to merely 20% of what we read. Using scroll position within the web browser gives
the audience full control to determine the playback of the story. This puts our mind at rest, knowing that
we can experience it on our own terms, the way we want.

What is Already Out There?
Upon looking further into what is already being done to bring awareness to these issues I discovered the
‘Without Limits Magazine’. The magazine seems to be targeted at those that have disability and not so
much as to creating a greater awareness to those not affected by this issue (Without Limits, 2012). ‘Be.
Accessible’ is an organization that is doing a wonderful job at creating awareness around the issue of
accessibility within the business sector. They work with companies to create a truly accessible
experience for their customers no matter what limitations they may face (Be. Accessible, 2014). Another
organization that is making a huge difference is ‘Make A Wish New Zealand’. They specialize in making
dreams become a reality for those that wouldn’t be able to achieve them otherwise. I find it interesting
how they utilize the media and sponsors to be successful. This will definitely be something that I will
look further into. (Make A Wish New Zealand, 2010)

My Prototype
Over the semester I have been developing a prototype based upon research and experiences that I have
had with this over the last few years. I believe that it may be a good start to taking on this enormous task
of breaking down the issue of limitation in our lives one project at a time.
The diagram below outlines a process that each of these projects could follow. This framework is
inspired by my own journey of developing Megan’s Chariot (Hill M. , Megan's Chariot, 2012). The idea is
that it becomes something that is self-sustaining through the support of the audience. I believe that it is
crucial to have Industry Partners, Creative Makers and most importantly the people with a need or
limitation that they wish to overcome, to be involved throughout this entire process.

Industry
Partners

Limitation
Breaking
Solutions

People with
a Need

Telling the
Story of these
Journeys

Platforms

Audience

Creative
Makers

What I find particularly interesting as a designer and feel will play a critical part to the success of
developing these ‘Limitation Breaking Solutions’ is what happens in this creative design process.
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Design Method Analysis
I have dedicated myself to develop some skills and acquire some tools for me to utilize within the
creative design process of developing these ‘Limitation Breaking Solutions’. I have done some testing and
below I have analyzed some design methods that could be handy to use.

Double Diamond Model
A great place to start is with Design Councils Double Diamond model that simply illustrates the common
creative design process (Hunter, 2014)

The first stage encourages divergent thinking and allows the designer to explore all avenues surrounding
a problem. The second stage then encourages convergent thinking that allows the designer to really
focus on an area that is important. Then we diverge again in the third stage while looking at ways that we
can solve the issue at hand. Fourthly we converge to deliver a solution.
While this process is useful I feel that there is an important fifth stage that should be added. We should
always analyze what we have done and reflect on our discoveries. This is where we really begin to learn
what does and doesn’t work. We can then start again this cycle of diverging and converging thinking.
Design Council have developed a guide that categorizes 25 different design methods into these four
stages (Design Council, 2014). These design methods could be handy in my toolkit; I will need to try
them and see wich work for me.

Design Play Cards
Developed by Eco Innovators ‘Design Play Cards’ gamify the design process. They are particularly
designed for educators and students to explore design thinking and sustainable design. (Eco Innovation,
2013). They game can be played in many different ways but the main premise is to think and design
around limitations that are provided by the framework of the game. Having set parameters allow you to
focus on a particular area of the design.
I reflected on this when I broke my shoulder. “I [had] been placed in a physically limiting position where
I [could] no longer do things many things the way I used to. To start with I felt like I couldn't do a lot of
things for myself but with a little bit of patience and determination I found that there are other ways to
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get it done. In saying that I have yet to find a way of tying my shoelaces on my own.
Also, it got me thinking about the role that limitations could play in a creative design process. Limitations
make you rethink things and you are forced to come up with unique ways of dealing with them. They
give direction and purpose. I wonder how placing people in limiting circumstances affect the process of
designing for those with limitations. And for those that are limited by their circumstances, what can we
do to allow them to imagine themselves free from those limitations in order to identify what they truly
desire” (Hill M. , Martin Hill - A Blessing In Disguise, 2015).

Shiritori
Another game that helps with the process of design is Shiritori. where	
  you take turns saying words that
start with the last letter of the previous word. The idea is to say the first word that comes to mind. In his
TED talk, Shimpei Takahashi outlines how he has used this to design many creative toys (Takahashi,
2013).
I love how simple games like this can be utilized to generate a basis from which to form ideas. After
coming up with a list of words you try and form connections between some of them as a starting point
for a design. Designing in this way allows creative freedom and wild ideas to be let loose.

How To Make Toast
Tom Wujec loves asking people how to make toast because the process provides insight as to how we
can solve our most complex problems. We use a series of links and nodes to explain this process of
making toast. In his TED talk he explains how systems can be formed from these and by working
collaboratively we get different viewpoints to create a much richer picture (Wujec, 2013).
Perhaps I could go through this process with a group of people to develop a full systems model for the
‘Life Without Limits’ community movement/social enterprise.

Weighted Pros and Cons
In Seymour Schulich’s book Get Smarter: Life and Business Lessons he describes a twist to the classic
pros and cons list. You start, as you’d expect by listing all the positive and negative things about an issue
but then you give each item a score from zero to ten according to its importance to you, ten being highly
important. Then you add up the scores and follow this rule “If the positive score is at least double the
negative score, you should do it—whatever “it” is. But if the positives don’t outweigh the negatives by
that two-to-one ratio, don’t do it, or at least think twice about it. (Schulich, 2008)”
The self-made billionaire uses this tool, which he learnt over 50 years ago, to make important decisions
even to this day. I feel that this is an essential tool that I can use to effectively analyze and think through
important decisions.

Blending Images	
  	
  
This is a design method that I actually picked up within the first
few weeks here at Colab. You begin with four images, one at each
corner of a grid. The grid can be any size that you want. Then by
drawing on sheets of paper the aim is to blend the images
together progressively across the grid. So the closer you are to
the corner image the more your drawing should look like it.
This is a brilliant way to generate ambiguous designs based on
shape and form. This can then serve as aesthetic design
inspiration as to the form of whatever you are designing.
This method has served me well and I will continue to keep and
utilize it from my toolkit of design methods
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Method Testing
I have gone out and done some testing using few of these as well as some of my own design methods.
After visiting Kedgley Intermediate and trying some of these methods with them, I produced this video to
reflect on the things that I had learnt (Hill M. , Youtube, 2015).
Besides the things I mention in the video, I learnt that you need to allow for flexibility when it comes to
running a design session. Planning is important but there is only so much you anticipate especially when
you are pushing for creative means and processes to occur. That is why it is important to think on your
feet and allow the process to determine the direction of itself.
Also by working only with students in this instance I haven’t gained a complete understanding of how we
all go through a creative design process. People of different ages come with different preconceived
notions around a topic or issue and I need to discover how that all works in terms of this process. It will
be important to continue testing, reflecting and analyzing different design methods to determine which
will most suited to use in which situations.

Platforms
Life Without Limits will bring together a variety of different people and will use many different ways to
reach them. I have identified three target areas through which content can be delivered; online, in real
life and through the media:
ê
Online
Social Media
Facebook
Vimeo/Youtube
LinkedIn
Website
Mailing List
Give A Little

ê

Content

ê

In Real Life
Events
Fundraising
Talks/Presentations
Networking
Cold Calling
Word of Mouth
Partnerships

ê
Media
Television
Newspaper
Magazine
Radio

Out of all these platforms the focus is on the website. It acts a hub that everything flows in and out of. It
will be a place to showcase stories in the form of interactive animations and video. There is a strong
focus on visual story telling rather than text based. Also upon interacting with these stories the audience
will have the chance to support. For those that wish to financially contribute we will use an existing
crowd funding platform called ‘Givealittle’. They have been well established in New Zealand as a platform
that allows Kiwis to contribute to causes the feel passionate about. (Givealittle, 2007)

Platforms
With this project the target audience is large and diverse. I have identified the three main groups of
people that will be involved. Many platforms must be used to reach these different groups of people
effectively. Further analysis and testing will be important to determine what platforms are best suited to
each of the target audience. Below are three Fictitious profiles of what these groups of people may be
like and also how their user journey may look
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There is a lot more to be done
Life Without Limits aims to create a big impact over a big period of time. As it is only in the beginning
stages a lot of planning and investigation will need to be done in order to be successful. The biggest task
I face is building up the community and support around this initiative. Below is a time line of what I am
planning up ahead.
Already Complete
•

•

•

June 2015

Website
• Interactive Animation
• Signup / Support
Building the Community
• Talking with other NonProfit Organizations
• Discussing with people in
my network that may be
interested in supporting
Testing
• Design Methods
• Initial feedback of
website

•

•

•
•

December 2015
First Digital Champaign
•
• Online Video
•
• Complete Interactive
website
•
Building the Community
• Partner with Companies
who would like to
support
• Social Media
• School Talks
Completion of Chariot project
Registering as a Company

2016 & Beyond

Planning (where to from
here)
Looking towards next
Projects
Building a Team

In today’s world, majority of people are accessing online content from a mobile device. A mobile version
of the website will create a better and more tailored experience for these people. Plans to add anchored
story navigation will give even greater control to the audience, allowing them jump between different
parts of it as they please.
This is only the beginning and although initial field-testing has yielded positive results, more research is
needed. One area in particular will be what platforms are used to connect with the audience. The
audience is very diverse so, thinking around how they all can engage is critical.
“Life Without Limits” is all about community involvement and aspires to facilitate discussions around
how this can be done better. I am not only asking for engagement from people involved in this creative
design process but from anyone that is interested in any part of this journey.
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