
STORIES IN FORM

Why do you need stories?
Everyone needs stories
Adults watch the telly
When children go to bed
And fathers read the papers
And everyone likes movies
And mothers buy the magazines
To see what people said

-The Land where Stories End, David Foster
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Stories in Form is an exhibition based on the 
research of, Rina Bernabei and Kelly Freeman 
(Bernabeifreeman) and Jacqueline Power. It 
presents products by Australian designers 
that reveal the way stories can create a bond 
between product and end–user. All the products 
are designed and made with a consideration of 
longevity and the potential to become a part of 
someone’s life and perhaps passed on to future 
generations.

Product design is generally associated with 
functionality, aesthetics and the commercial 
environment. The majority of products are 
manufactured on a mass scale and generally 
result in standardisation and a lack of 
personalisation. The consequence for the end- 
user is that there is less chance of developing 
an attachment to the product and the greater 
likelihood of disposing of it. The implications 
range from the environmental impact to the  
way we store memories and value what we own. 

In their research Bernabei, Freeman and Power, 
suggest that a product can be designed to 
encourage reminiscence and allow stories to 
be attached to them over time by the end user. 
Academic researchers Mihaly Csikszentmihalyi 
and Francessca Rocheberg- Halton stated that  
‘Past memories, present experiences and 
future dreams of each person are inextricably 
linked to the objects that comprise his or her 
environment.’ A number of contemporary 
designers and  commentators are recognising 
that stories play an important role in human 
behaviour and that a successful product 
designer may embed metaphor, simile and 
personification to trigger a story or memory.

The researchers have identified four storytelling 
categories: Narrative; Manufacture; History 
and Interaction in the work of contemporary 
designers. The works in the exhibition exemplify 
to a greater or lesser extent all four categories.

NARRATIVES are the stories or historical 
references the designer seeks to refer

MANUFACTURE techniques are the stories 
that can be told from the physical making of 
the product 

HISTORY is the personal stories that the 
product may conjure up in the mind of the 
end user

INTERACTION is the physical changes that 
may occur to the product over its lifetime in 
its contact with the end user.

Photo: Jamie Williams
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Principal Funding Exhibition Partner

The Stories in Form education kit discusses the underlying concepts of the exhibition, 
exploring the work in the show by the Australian designers Rina Bernabei and Kelly 
Freeman (bernabeifreeman), Cinnamon Lee, Ben McCarthy, Elliat Rich and Henry 
Wilson. It also examines examples of work from four international designers that 
exemplify and support the concepts. 

Education kit developed by Annette 
Mauer, Learning Coordinator,  
Object: Australian Centre for Design.
Design by Kai Leishman

The Stories in Form education kit supports the teaching of 
the Visual Design in secondary schools. 

NSW Visual Design Syllabus Stage 5
•	 Practice 5.7 applies their understanding of aspects of 

practice to critically and historically interpret visual 
design artworks.

•	 Conceptual framework 5.8 uses their understanding 
of the function of and relationships between artist – 
artwork –world – audience in critical and historical 
interpretations of visual design artworks

•	 Frames 5.9 uses the frames to make different 
interpretations of visual design artworks 

•	 Representation 5.10 constructs different critical and 
historical accounts of visual design artworks

NSW Visual Design Syllabus 6
•	 DM2: explores concepts of artist/designer, kinds of 

designed works, and interpretations of the world 
and audience/consumer response in their making of 
designed works

•	 DM3: investigates different points of view in the 
making of designed works

•	 DM5: develops different techniques suited to artistic 
and design intentions in the making of a range of 
works

•	 CH1: generates in their critical and historical practice 
ways to interpret and explain design

•	 CH2: investigates the roles and relationships 
among the concepts of artist/designer, work, world 
and audience/consumer in critical and historical 
investigations

•	 CH3: distinguishes between different points of view, 
using the frames in their critical and historical 
investigations

•	 CH4: explores ways in which histories, narratives and 
other accounts can be built to explain practices and 
interests in the fields of design.

The content in this education kit was taken from
•	 Stories in Form catalogue essay by Jacqueline Power
•	 The Value of Storytelling in Product Design in 

Handbook of Research on Trends in Product 
Design and Development: Technological and 
Organisational Perspectives by Rina Bernabei, 
Kelly Freeman, Jacqueline Power (University of 
New South Wales, Australia).

OTHER REFERENCES 
Csikszentmihalyi, M., & Rochberg-Halton, E. (1981) 
The meaning of things: Domestic symbols and the self. 
Cambridge, UK: Cambridge University Press. 

Conran, T. & Fraser, M. (2004). Designers on design. 
London: Conran Octopus. 

Jongerius, H. & Schouwenberg, L. (2003). Hella 
Jongerius. London: Phaidon. 

Martin, C. (2009). Philippe Starck interview with 
Catherine Martin. Vogue Living Australia. 

Ramakers, R. & Bakker, G. (Eds.). (1998). Droog 
design: Spirit of the nineties. Rotterdam, The 
Netherlands: 010 Publishers.



STORIES IN FORM 3

BERNABEIFREEMAN Stitch Light

Bernabeifreeman have explored the frame of narrative in their Stitch Light. The pendant 
light has been inspired by feminine craft practices and requires the end-user to actually 
finish the fabrication of the light by making use of hand embroidery techniques. The 
Stitch Light is comprised of a series of mass-manufactured components that the end-
user can assemble in a number of ways. In this way, the Stitch Light reveals the frame of 
Interaction, in allowing end-users to design their own lighting form from the components 
provided. Unlike Ben Mc Carthy’s Reuel and Elliat Rich’s Decennia Chair (see page 8 and 
10) which require an ongoing interaction, this interaction is more momentary in the life 
of the product. Through interaction the manufacture of the final light is completed with 
hand embroidery by the end-user. This technique allows the light to be personalised and 
for the end-user to be part of the making process. This also reveals a merging of mass-
manufacture and craft practices. – Quoted from the Jacqueline Power Catalogue Essay.

Rina Bernabei and Kelly Freeman

CASE STUDY

Photo: Jamie Williams
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HENRY WILSON Anglepoise Project

Subjective, Cultural, Post Modern Frames

NARRATIVE

Henry Wilson
LED Glass Anglepoise (2010)
Photo: Geoff Boccalatte

Henry Wilson is a designer who is firmly committed to responsible design practice. He not only creates new 
work but also revisits design classics, to which he provides renewed life with additions and alterations. 

The Anglepoise project started with the idea of subtly updating the original Anglepoise task light with 
the new standard of technological lighting available today. The Anglepoise triptych is the third and final 
installment of this design story. Henry removed the original shades and replaced them with ‘LED Glass’ 
(2010) and ‘Ceramic’ (2011) versions of the lights. He has now used one of the original tin shades on a new 
timber armature and base in the latest ‘Timber’ (2011/2012) version.

ABOUT THE ANGLEPOISE LAMP

•	 The Anglepoise lamp is a balanced-arm lamp 
designed in 1932 by British designer George 
Carwardine.

•	 British spring manufacturer Herbert Terry & Sons 
bought a license for Carwardine’s work light design in 
1934

•	 The original four-spring design was intended for 
industrial use, but Carwardine and Terry developed 
a three-spring version. Model 1227 became a great 
commercial success and used in offices.

•	 In 1936 a Norwegian textile machinery importer called 
Jacobsen obtained a license for the Anglepoise light. 
He modified the design and created the Luxo light. 
Luxo is now an international group. 

Luxo Jr. is the first film produced in 1986 by Pixar 
Animation Studios, following its establishment as an 
independent film studio. It is a computer-animated 
short film demonstrating the kind of things the newly-
established company was capable of producing. It was 
the first Pixar short to release within a Pixar film.
The only characters are two Anglepoise desk lamps, 
one large and one small, inspired by a Luxo brand 
task-light on John Lasseter’s desk (hence the title). 

http://www.youtube.com/watch?v=qGxoui3IFS0

http://www.youtube.com/watch?v=70qqukHZTAg&fea
ture=related

Henry Wilson
Ceramic Anglepoise (2011)
Photo: Geoff Boccalatte

http://www.youtube.com/watch?v=qGxoui3IFS0
http://www.youtube.com/watch?v=70qqukHZTAg&feature=related
http://www.youtube.com/watch?v=70qqukHZTAg&feature=related
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LOOKING FURTHER...

PHILIPPE STARCK Ghost Chair

Superstar French designer Philippe Starck is interested in the emotion of the 
product and the voyage it takes the user on. His Louis Ghost Chair is a product 
that involves the user in a playful modern interpretation of the 18th century 
Louis XV armchair that populated the Palace of Versailles. Starck’s version 
is mass produced and made from plastic and therefore unlike the original is 
aimed at reaching many more people.  The original spoke of wealth, royalty, 
elegance and good taste and the modern version that is moulded plastic is 
both delicate and indestructible. Stories in Form researchers speak about the 
amusing irony in the juxtaposition of the chair’s history and importance and 
the manufacture technique...” Starck’s ghostly see through plastic chair is 
symbolic of a courtly world and that was eventually to give way to the rising 
middle class.

Starck sees his role as a designer as that of a film director and is quoted in an 
interview with art director and costume designer Catherine Martin “....I’m into 
the effect the product is going to create. I am only interested in the scenario 
which people are going to live out.” 

Ghost Chair - 2000
Image by Conference Basics

Louis XV reigned over the ‘Golden 
Age’ of French decorative style. 
Louis XV style furniture (also 
known as Rococo) was delicate 
with graceful, feminine lines. 

Each part of the chair seems to 
flow or melt into one another 
without any feeling of separation. 
The moulded chair frames are 
often enhanced with rich floral, 
foliage and shell carvings. The 
most typical Louis XV chair is the 
bergère, a wide, low, and deep 
armchair.

•	 Artists and designers often refer to or are inspired by art or 
design of the past. Find examples of design that draws on 
stories from the past.

•	 Design your own product that is inspired by a narrative from 
your childhood.

•	 Ask your friends and family to nominate something that 
contains stories and memories. Create a presentation or 
artwork that relates to these objects.

•	 Create a stop frame animation using an object from home. 
Give it a personality and make sure it has some moveable 
parts!

•	 Debate whether Philippe Starcks Ghost Chair is merely a 
poor imitation of the original or an imaginative and witty 
interpretation.

QUESTIONS AND ACTIVITIES

http://www.flickr.com/photos/arandalasch/3191885074/
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CINNAMON LEE Chameleon Series

Structural, Cultural Frames

MANUFACTURE

The Chameleon Series by metal smith Cinnamon Lee presents a range of interactive 
pendant lamps with the unique ability to change colour like a chameleon. The colour 
change responds to the proximity of a person rather than physical contact. You can hold 
your hands under the lights and they will continue to change colour. The wire forms are 
painstakingly laser cut and the final lights are assembled and finished by hand. Lee claims 
that ‘The manufacturing process should be a reciprocal relationship between idea, process 
and material. The truly successful production of any object relies on each being reflected 
by the other. This provides story a in itself.’ Lee embraces classic forms evoking old school 
craftsmanship combined with the latest in lighting technology and she tells a story about 
many of the ideals that designers from the 20th century tried to attain.

Photo: Jamie Williams
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LOOKING FURTHER...

HELLA JONGERIUS Urn Vase

Hella Jongerius has become known for the special way she fuses industry and craft, high and low tech, 
tradition and the contemporary.

She conveys narratives to end-users through the utilization of manufacturing techniques and believes 
that products are “saturated with references” (Jongerius and Schouwenberg, 2003).  Constructed from 
polyurethane, the Urn Vase shows scratches, bubbles and moulding joints that celebrate their manufacture 
with join lines and imperfections retained on the finished product. “The vase hides nothing, the traces of its 
making are still there. The vase is a mass of scratches and bubbles, the edge is frayed, even the moulding 
joins are visible” (Ramakers & Bakker, 1998). Whereas most artificial materials look forever young, neutral 
and hygienic, Urn Vase has the feel of handicraft due to the addition of traces of the casting process. 

•	 Design a product that shows traces of your process or reveals the way it was constructed.

•	 Research some of the history of design and consider the differing approaches to craft, design, 
manufacture and art. You could look at The Arts and Crafts Movement or The Bauhuas School  of 
Design.

•	 Discuss the inconsistencies that arise between manufacturing a product and crafting a product. 
What are the differences in approach and how can they inform one another?

•	 Droog creates products, projects and events around the world in collaboration with designers, 
clients and partners.  Visit the Droog website and explore some of the designers that collaborate 
with this company - http://www.droog.com/

QUESTIONS AND ACTIVITIES

Photo: Robaard Theukens

http://www.droog.com/
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ELLIAT RICH Decennia Chair

Structural, Cultural, Subjective Frames

HISTORY

Elliat Rich is a designer, inventor and part-time explorer based in Alice Springs. Her design 
philosophy is encapsulated by the phrase `Ex Animo`, which translates as `from the heart.’ 
The Decennia Chair has a past life as a pre-loved dining chair but is now a new product with the 
potential for fresh memories to be created.The Decennia Chair speaks of both the craft of the 
original creators of the timber chair, and the slow application of layers of lime paint to adapt it 
for a new life. As the chair is continually sat on areas of paint are gradually worn away revealing 
new colour combinations. The glossy off white chair exposes magenta, yellow, pink blue and grey 
patternation that has been applied layer upon layer to the chair.

The Decennia Chair celebrates not only the interaction with the user but the ageing process, storing 
the history of past users, which are revealed by subtle indicators such as scratches and other tell 
tale marks.

  
Photo: Geoff Sumner
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•	 Kintsugi (Japanese: golden joinery) is the Japanese art of fixing broken pottery with a lacquer 
resin sprinkled with powdered gold. Find some images of traditional Kintsugi and some 
contemporary examples.

•	 Find a product at home that has been passed down from generation to generation. What is the 
history of the product and how has it changed over time? What marks and other signs of wear 
and tear are there?

•	 Explore the Japanese concept of wabi-sabi

•	 Find a preloved chair and change it in a way that still reveal aspects of its past.

•	 Take found objects and combine them to create a new product. Write about the origin of your 
new product. It might be factual or fictitious.

•	 Break a cardboard cup and reconstruct it using different methods such as coloured glue, rubber 
bands and staples. Consider the patterns and effects that you can achieve.

•	 Look at designer Jason Miller’s website and see his Beautifully Broken series of Vases 
http://jasonmiller.us/products/beautifully-broken-vase

•	 Explore the work of Portuguese designer Fernando Brizio        
http://www.designboom.com/weblog/keyword/fernando-brizio.html

LOOKING FURTHER...

RON ARAD Rover Chair

Produced in 1981 the Rover Chair unites two ready-made 
products salvaged from a junkyard; a seat from a Rover 200 car 
mounted on a scaffold frame (Conran & Fraser, 2004). Through 
the re-interpretation and modification of these two seemingly 
disjoined objects the designer has created a new context and 
new product from the ready-made and pre-used products. On 
closer inspection the end-user sees the signs of age and decay 
of the highly sought after and now almost vanished Rover car. It 
is the context and narrative of the ready-made parts that provide  
an established history to this new product, yet over time as the 
object further decays it will bring with it an additional history, a 
history of use in its new context; a narrative as an armchair. http://www.flickr.com/photos/kittymghee/4416604380/

QUESTIONS AND ACTIVITIES

http://jasonmiller.us/products/beautifully-broken-vase
http://www.designboom.com/weblog/keyword/fernando-brizio.html
http://www.flickr.com/photos/kittymghee/4416604380/


STORIES IN FORM 10

BEN McCARTHY Reuel Bowl

Structural, Subjective Frames

INTERACTION

In his Reuel bowl Ben Mc Carthy has 
considered how the product will wear over 
time by careful consideration of finishes 
and an understanding of its functionality. 

The concentric ridges of the bowl’s interior 
have been created so the edges will 
wear with use and reveal the gold finish 
underneath a white top coat. Everyday 
activities such as throwing keys or coins 
into the bowl will cause chipping away at 
the white top coat. The bowl highlights 
how appearances can be deceptive and 
how through everyday use products can 
change. Ben found particular inspiration 
from the poem by J.R.R. Tolkien (John 
Randal Reuel Tolkein) titled ‘All that is 
Gold Does Not Glitter.’

Photo: Jamie Williams
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LOOKING FURTHER...

TOKUJIN YOSHIOKA Honey Pop Chair

Tokujin Yoshioka is an award winning Japanese 
designer whose work is in many permanent museum 
collections. He has worked with fashion designer 
Issey Miyake on retail design and installation.  

The Honey Pop chair interacts with the end-user 
to individualize the seating experience. The chair 
is created from a two dimensional build up of 
one hundred and twenty pieces of glassine paper 
which are glued together and precisely cut. The 
structure is then opened forming a strong three-
dimensional honeycomb structure. The chair folds 
out from its spine much like a book, with the web 
of paper connections giving the chair stability and 
its ethereal quality. When the end-user sits on the 
chair, numerous layers of thin paper ‘register’ this 
interaction forming an impression of their form. Over 
time this impression is made more obvious as the 
chair literally moulds to the end-user’s form.  
The many folds and distortion of the paper edges are 
descriptive metaphors of the weight and time spent 
in the chair by the end-user. 

QUESTIONS AND ACTIVITIES

•	 Create a design that expresses the saying ‘All that glitters is not gold’ or make one based on 
Tolkien’s saying ‘All that is gold does not glitter’. 

•	 Design a product that ‘registers’ everyday use.  Think about how your shoes or clothing changes 
shape with use.

•	 Consider what will happen when Ben’s bowl gets to the gold base. How will it wear then?

•	 Would the concept of the wearing away of the top coat be the same if it was a different shape or 
form such as mug or plate?

•	 What are the difference and similarities between the Decennia Chairs and the Reuel bowl and the 
Honey Pop Chair?

•	 Watch Ben’s film on the Object website.

Used with permission by Tokujin Yoshioka


