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hello.
I’m a Designer & Researcher with a background in human geography, cognitive psychology, 
urban design, and interactive public art. My experience spans all phases of the creative process, 
from research to strategy to implementation.

My career began with researching people’s behaviors and patterns around neighborhood 
stressors, creating systems for community organizational empowerment and investigating the 
human experience of public space. This work led to stints as a researcher and urban designer, 
data-driven interactive installation artist, and most recently Co-Founder and Design Director of 
Framework, a design and research firm focused on the creation of user-centered environments 
using iterative co-design and research practices.

I’m currently based in New York City, was born & raised in the rural midwest, and am happy to 
have called Chicago, Seattle, and Copenhagen “home”. 

selected Case Studies. 
01 / Community Experience Design & Research - Prototype Park

02 / Product Design Concept Research Study - “Traveling Street Lounge” Steetscape Element

03 / Physical Space Research Inventory & Design Guidelines - Humanizing an Alley Space

04 / Data, Community & Conversations through Creative Tech - “Tweethouse”

05 / Samples of Related Research Projects

06 / Experiments - Digital, Physical & Collective Experiences



Prototype Park 
01 / CASE STUDY 

• User observation & spatial behavior 
mapping 

• Space inventory & analysis 
• Stakeholder interviews
• Community workshops 
• Intercept interviews on the street
• Online surveys 
• Inventory of city policies
• Inventory of physical space typologies
• Guidelines for multi-year evaluation 

process.

• Design Director overseeing team of  
in-house and contract researchers and 
designers. 

• Lead on all client, stakeholder 
and community collaboration and 
communication. 

• Developed project scope and research 
plans through each phase of the 
project, provided creative direction and 
visual designs.

a human-centered Public Space Created through
iterative research, Co-Design and prototyping Practices

The project Methodology my role 
First Hill, a growing neighborhood adjacent 
to downtown Seattle lacked quality public 
open space for people to utilize and enjoy. To 
address this issue, the City of Seattle hired 
our team to provide a strategy for people 
centered spaces, including reviewing various 
space types and user needs. 

The process included extensive research, 
initial design visions co-created with the 
community, short and long term prototypes, 
and evaluation research plans. 



Research /Strategy 
• Developed and executed a multi-

methods research plan including 
co-design workshop and walking 
site visits. 

• Developed project strategy based on 
research results including research 
tools & community development 
initiatives

• Worked with stakeholders to develop 
funding strategies for implementation

Rank your favorite public spaces in First Hill, with 1 being the most favorite 
and 6 being the least favorite.

What other types of events would you enjoy having outside along 
University Street?



Design & prototyping  
• Collaborative analysis & design workshop 

to digest insights and collectively design 
solutions with the local community. 

• Created two physical prototypes to aid in 
research, participant play, building community 
and future design development:  
 
1. Street Scrabble - a one-day lo-fi prototype 
to observe space use, gather data through 
participant play and generate excitement for 
project development  
2. Prototype Park - a two-year hi-fidelity 
prototype to observe space use over time 
and in different contexts, gather data from 
participants and generate community 
ownership   

• 
quote from participant

“I’ve lived in the neighborhood 
20 years, its a dangerous spot, 
so this idea is great”

photos by Joe Iano



Impact & Ongoing 
Evaluation 
• Assisted community leaders in finding 

financial support for continuous 
community driven events, follow-up 
research and future designs updates. 
 

• Production of multi-method research 
plans for short 1-day evaluations as well 
as a long-term 2-year study. 

• A/B testing of two different spatial 
configurations of the prototype parks 
with follow-up events to evaluate use. 

• Conducted time lapse photo analysis 
to evaluate use at different times of day 
and seasons.

“This work has helped our 
community come together to 
creatively solve some of the 
most pressing neighborhood 
issues in a fun, engaging, and 
accessible way.”
Alex Hudson, Director First Hill  Association 



Traveling Street Lounge study 
02 / CASE STUDY 

Lead Researcher: created 
methodology, trained and 
managed a team of researchers, 
facilitated collaborative analysis 
workshops, conducted data 
evaluation and documentation 
(video, press and print) on learned 
insights 

TWO-MONTH COLLABORATIVE Research study EVALUATING A 
streetscape Element design concept 

The Project Methodology my role 
The “Traveling Street Lounge” a temporary, mobile 
set of street furnishings - chairs, table, umbrella, rug, 
and plants - was created to evaluate how streetscape 
amenities for pedestrians are used and/or might 
affect behavior on a busy transit street in Seattle. The 
street lounge allowed us to test how people used the 
space, influence future design iterations, determine 
locations for implementation and uncover perceptions 
before and after installation. The study was conducted 
over 2 months and utilized a team of sociologists 
and Downtown Seattle Association ambassadors as 
collaborative researchers.

Project Video / 
http://weareframework.com/
portfolio/traveling-street-lounge/

• Observations on use of streetscape 
• Stakeholder interviews
• Intercept interviews on the street
• Online surveys 
• Inventory of City policies
• A/B testing of location impacts
• Voicemail and Twitter story collection



Research Plan & Design Concept 
• Developed a two-month research study to aid in design 

iterations and evaluate behavior patterns. The research 
plan included a team schedule, field evaluation guides and 
researcher training sessions.  

• Created design concept for the “Third Avenue Street Lounge” 
to serve the need of humanizing the street. This concept 
was provided to the client to assist in visualizing the project 
concept and potential components. 

Street Lounge Design Concept 



PROTOTYPE & Evaluation
• Tested design concept, pedestrian 

behavior patterns and passive vs. 
active programming to inform long-
term implementation  

• Methods included observations and 
intercept interviews with social media, 
voice mails and an on-line survey as 
secondary data.  

• A/B testing to determine 
recommended locations ie. 
do the furnishings function 
better in front of a business, 
by a bus stop of at the 
block corners?



Telling the story 
• Created short video to share  

process and outcomes  

• Produced document for businesses, 
community members and city 
employees to use when presenting 
the project insights

Project Video / 
http://weareframework.com/portfolio/
traveling-street-lounge/



human-centered Alley space 
03 / CASE STUDY 

• Lead Researcher; created research 
plan and methods, lead fieldwork, 
facilitated collaborative analysis 
workshops, synthesized findings and 
produced documentation. 

• Lead two prototyping events and 
follow-up evaluation: one-day art 
installation and multi-day “World Cup in 
the Alley” viewing event.

Design thinking for underutilized space - research study, 
design guidelines & community building for city alleyways 

the project my role methodology 
Research and design study for a people 
focused approach to alley use in the urban 
city fabric. We began with a physical 
inventory of 200 alleys, collecting 60 data 
points, photos, observations, and contextual 
interviews for each alley. This inventory then 
enabled stakeholders interviews with city 
staff in 5 US cities, business owners and 
the general public. We ultimately delivered 
design concepts for alleys as infrastructural 
and pedestrian spaces as well as alley pilot 
projects resulting in new city policies for alley 
use.

• Produced first City of Seattle alley map 
• Field Observations on use of alleys 
• Stakeholder interviews 
• Community workshops in the alley
• Inventory of current city alley policies
• Review of alley human-centered best 

practices from around the globe 
• Creation of “Day in the Life of an Alley” 

journey map to showcase potential new 
uses 



research & physical inventory
• Gathered 60 data points on alleys including physical 

characteristics such as access and entry point.
• Reviewed best practices for re-imaging alley space, 

interviewed staff from multiple cities about alley 
policies and new approaches

• Conducted participatory community workshops 
• Developed spatial typologies for varying alley types
• Worked with stakeholders to develop guidelines  

 
Recommended guidelines handbook distributed 
free to city employees, community groups and the 
general public. 



Evaluation & Alley Activation projects 
• Designed concepts for near term prototypes to promote 

social interactions and new perception of alley spaces
• Worked with community group to facilitate two participant 

events with large participant turnout. 
• Storyboarded / produced project video for ongoing support  

“The number of people watching all or part 
of the game was reliably around 150 to 
180  a day. This project is building a diverse 
community around this space.” 

Todd Vogel, the executive director of the Alley 
Network Project article at www.mlssoccer.com

photos by Joe Iano



“TWEETHOUSE” 
04 / CASE STUDY 

• Co-researcher and artist; developed 
proposal for successful funding.  

• Conducted pre-design research 
and developed concept iterations/
interactions. 

• Fabricated prototypes and final 
installation. Assisted in Arduino setup, 
coding and data collection. 

Creating conversation, community and data though creative 
technology 

The project Methodology my role
This installation used an artistic expression of 
a commonplace outdoor feature–a birdhouse–
to playfully explore digital interaction with the 
public. Seven twitter-enabled birdhouses were 
placed in an underutilized public space to entice 
people into conversation.

People were able to tweet to the birdhouse, 
and a team was available to make immediate 
responses back, creating a conversation 
through the birdhouse face. Real time data was 
gathered from those interactions. This data was 
consolidated and visualized, providing insight 
into when and how people were using these 
public spaces over the course of the day.

• Site visits to conduct behavioral 
observations and intercept interviews. 

• Stakeholder interviews with local 
business owners.

• Interaction diagrams and concept 
development. 



Research, fabricate 
& Evaluate
• Conducted research on the spatial 

behavior patterns and varying human to 
human interactions. 

• Gathered data on interactions, such as 
time of day, conversation topics and 
duration. 

• Developed design concept as a test 
to evaluate use of space and types of 
interactions through creative tech. 

@mockingbird

oh cool a 
birdhouse...



Related
research 

05 / SAMPLES 

01 / Spatial PATTERNS of bike behavior 
Research study conducted with Gehl Architects 
to understand patterns of behavior for cycling 
through intersections. Influenced new guidelines 
for intersection design throughout Odense, DK. 

02/ Plaza use evaluation 
Lead research study conducted with team 
of sociologists to determine user flows and 
activities through a plaza space. 

03/ Human-Centered Research Plan for
Architecture firm 
Tasked with developing the first human-centered 
research plan for an architecture firm lacking a 
research based design process. Presented to 
principal group and integrated into the firm’s design 
process planning. 

04/ “FULL PLATE” APP RESEARCH & Prototype 

01 /

02 /

04 /

03 /

Research study produced for 
UX Design Research course 
at University of Washington 
Human Centered Design and 
Engineering Department.  



experiments
06 / PHYSICAL, DIGITAL & COMMUNITY BUILDING

01 / Superfund Superfun
Community driven remote control boat 
installation to steer conversation about the river.
Project video at https://vimeo.com/155140337

02 / University street events / Branding
Series of events to create a place-based brand  
and new public perception of University Street.
Project video at https://vimeo.com/151218788

03 / “flash Forward” Interactive installation 
Concept for human-movement triggered installation 
using sensors and speed data along a bike path. 
Developed for City of Redmond, WA.

Where I experiment with art, technology, creating collective experiences, 
writing and making through commissioned and self-funded works  



jenny kempson
thank you for reviewing my work. 

206.512.6056
jmkempson@gmail.com
www.jmkempson.com

 




