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My research is located at the intersection of design and education, focusing specifically on 

middle and high school literature. Using educational psychology research, particularly in the areas 

of motivation and engagement, I have explored various ways to deliver traditional literary texts. 

The hope is to engage students in literature they might normally find boring. Multiple points of 

entry into the text was a method used in conceptualizing the solutions because it allowed readers 

to visualize how the text can relate to them as individuals. 

 

The solutions provided represent a small portion of what can be done in the intersection of 

education and design; they are only limited to the number of stories students are required to read 

in school. 
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1. INTRODUCTION 

 

Disengagement is a simple, yet devastating problem students across the United States are dealing 

with on a regular basis. Education theorists consistently point to disengagement as a major 

contributor in decreasing performance levels in the classroom and increasing dropout rates. As 

someone who went through the educational system in the U.S., I experienced this issue of 

disengagement first-hand. Fortunately, I was able to get through high school with good grades, 

thanks to parents who had communicated to me the importance of education from a very young 

age. For those who are not so fortunate, however, disengagement is a serious obstacle that hinders 

them from learning, or worse, seeing the value in education. The research thrust of this master’s 

project investigates causes of disengagement and provides possible solutions to help students 

engage with literary texts. 

 

My research interest lies in finding ways to combat this issue of disengagement through design. My 

research into the field of educational psychology has provided a great deal of guidance for the 

direction of my design works. Engagement, emotions and motivations were the three specific 

topics I focused on in the field of educational psychology. Along with my research in educational 

psychology, I also worked with a nonprofit educational organization, The Future Project, which has 

helped shape the way I approach and think about my current work. The last facet of my work 

involved looking at middle and high school curricula throughout various U.S. states. What I noticed 

was a standardization of literary material for middle and high school students, which became a 

point of intervention in all of my design explorations. 

 

The two literary works I focused on are Edgar Allan Poe’s “The Tell-Tale Heart” and William 

Shakespeare’s Twelfth Night. These authors and works are taught across the country; they represent 

much of the curriculum, which leans heavily on texts written by Euro-American, white male 

authors. Poe and Shakespeare are perfect samples of the larger curriculum. Poe’s “The Tell-Tale 

Heart” was my first step in looking at a specific literary text students are required to tackle in 

middle school. It was helpful in structuring the way I approached a piece of literary text and how I 

designed the projects. Shakespeare’s works are notorious for causing confusion and frustration 

amongst high school students. Modern film adaptations of Shakespeare, however, are able to 
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connect to younger audiences. The movies allow viewers to connect to the themes and not focus so 

much on the fear of language Shakespeare’s name seems to inspire in students. Helping students 

find the relevance of the story to themselves has been a crucial area of exploration for my larger 

projects. Using Twelfth Night as an example of Shakespeare’s work, I have focused on pulling out 

the broad themes and motifs present within the story that high school students would be able to 

relate to: the development of identities, socioeconomic status and how information is disclosed. By 

making these themes visible through graphic animations and illustrations in print and digital 

books, students can begin to see how the themes within the text relate to them. Essentially, the 

way the material is delivered, in print books and digital applications, we can provide students new 

ways to engage in discussions about the text. 

 

My research culminated in providing multiple points of entry into the texts of Edgar Allan Poe and 

William Shakespeare in order to show the relevance of these works and make them more engaging 

for the average young adult reader. The method of working I have developed in these projects 

(using multiple points of entry into an issue) can be applied to future projects regarding a variety of 

subjects as it aims to give the audience greater opportunity to connect to a text or object. 
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2. RESEARCH: EDUCATIONAL PSYCHOLOGY 

 

The field of educational psychology is vast and continues to grow. As ways of teaching change and 

researchers find new relationships between the many variables involved in the learning process, 

the boundaries of the discipline shift and expand. While an introductory course in educational 

psychology will try and provide a sample of the multitudes of discussions currently being 

conducted, my particular research interest lies mainly in two specific areas: engagement and 

motivation. Two secondary interests lie in the areas of emotion and interest, as they affect the 

learner and the learning process. This research is fundamental to my design work because it allows 

a greater understanding of what happens during the learning process and what might be missing 

in the learning processes of disengaged students. Understanding the reason students might 

disengage with particular material is the point of departure for design solutions that aim to engage 

students. 

 

2A. Emotion and Engagement 

Engagement is currently a hot topic in the realm of education. As stated earlier, many educational 

psychologists are now citing disengagement as a primary factor of increased rates of failure and 

dropout. Engagement is also often tied to emotions and researchers posit that encouraging 

positive emotions in students lead to higher engagement, which then leads to higher rates of 

success; Reyes et al reinforce this idea with their latest study;1 they studied the classroom 

emotional climate (CEC) in various fifth and sixth grade classrooms and discovered that a positive 

CEC resulted in higher grades, linking emotions directly to achievement. The study not only 

demonstrates the importance of emotions in the learning process, but also lists engagement as the 

mediator between emotions and achievement. 

                                                
1. Maria R. Reyes et al, “Classroom Emotional Climate, Student Engagement, and Academic Achievement,” Journal of 
Educational Psychology 104 (2012): 700–712. Looking at several fifth and sixth grade classrooms, Reyes and her colleagues 
were examining what they call the classroom climate and its effect on students. The classroom emotional climate (CEC) 
is defined as, “the quality of social and emotional interactions in the classroom—between and among students and 
teachers,” (700). A positive CEC is characterized by a teacher who is sensitive to the students’ needs, aims to create warm, 
nurturing and encouraging relationships with students and creates a dialogue in which students are able to voice their 
opinions without fear of harsh judgments or sarcasm. A negative CEC is then characterized by a teacher who is 
emotionally distant from the students, disregard their needs and have little or no dialogue in which students are able to 
voice their needs or opinions, (701). Three domains were assessed in this study: emotional support, classroom 
organization and instructional support. The study found that, “for every one unit increase in CEC, grades increased by 
3.83 points, which corresponded approximately to half a letter grade higher,” (706). 
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Seung Do and Diane Schallert also conducted a study that looks at emotion (particularly students’ 

affective states) and engagement.2 Do and Schallert found that, “when students’ general affective 

response to the current context was positive, they paid more attention to what was occurring in 

class at that moment, moving immediately to deep listening and to talking.”3 Conversely, negative 

emotions led to a decrease in engagement as students moved directly from attending to tuning out, 

bypassing the listening and talking stages. During the interviews, students reflected on their 

experiences in the classroom and reaffirmed that their emotions played a large role in their 

engagement, not just during each class session, but in the ones that followed as well. One student 

noted that she felt ignored or unacknowledged when she spoke and this led to a decrease in her 

talking during class sessions and eventually, she stopped participating altogether. On the other 

hand, another student had the complete opposite experience and reported receiving positive 

feedback after talking, which led to an increase in participation and engagement. 

 

These connections between emotion and engagement are important because they demonstrate 

the need for students to connect to the material they are learning. Encouraging positive emotions 

during the learning process can discourage students from becoming disengaged. The stronger the 

emotional link is between the student and the subject, the more engaged they are, both in the 

moment and in the future; this research eventually led into theories of motivation. It also impacted 

my design work as I added the possibility of connecting emotionally to a particular text as a major 

factor in all concepts. 

 

2B. Motivation 

Similar to engagement, motivation is also a much-studied subject in the field. It is slowly becoming 

a larger and larger domain as researchers find new and interesting ways of defining tasks, goals, 

                                                
2. Seung Do and Diane Schallert, “Emotions and Classroom Talk: Toward a Model of the Role of Affect in Students’ 
Experiences of Classroom Discussions,” Journal of Educational Psychology 96 (2004): 619–634. Do and Schallert describe 
affect and affective states as being “broader and more inclusive, encompassing emotions, moods and some aspects of 
motivational processes,” (619). They studied a cohort of 16 college seniors in a teacher-education program. Students were 
observed during every class session and interviewed several times during the semester so they were able to reflect on 
their performance in the class. Four stages were identified from the observations: attending (deciding where to focus and 
what to do next), listening, talking and tuning out (which is defined here as a process where students digest the 
information and strategize their response), (625–9). Underlying each of these stages was the affective state and the mood 
of each student. Delineating these four stages is a way to start to break down how students use their emotions in the 
learning process. 
3. Ibid., 631. 
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achievement, etc. Motivation research is particularly interesting when it is connected to emotion 

and engagement, and together these three form a strong basis for exploring solutions that can fight 

disengagement in the classroom. 

 

Diane Schallert, Joylynn Reed and Jeannine Turner examined students’ motivation over longer 

periods of time and found three things of importance: 1. Students often tend to separate academic 

work from enjoyment, which leads to waning engagement and motivation; 2. Students tend to 

tailor their learning strategies based on the time frame over which they will be learning; and 3. 

Students need to be encouraged to find enjoyment in academic tasks if they are to become more 

effective learners.4 What Schallert, Reed and Turner refer to as enjoyment can easily be equated 

with engagement. The authors also posit that, as gratifying as finishing a task is, students should be 

encouraged to be involved in the task more and, most importantly, taught the importance of 

involvement.5 Schallert et al not only argue that positive emotions can lead to engagement but that 

students should learn the importance of this engagement. 

 

This fits nicely with Richard Ryan and Edward Deci’s theory of motivation called self-

determination theory. Self-determination theory has three components: 1. Competence, or the 

need to be good at what you are doing and feeling as though you are making progress; 2. 

Autonomy, or the feeling of having a certain amount of power in the learning process or having a 

say over what it is that you are learning; and 3. Relatedness, or understanding how the information 

relates to you.6 Though these components seem rather simple, they effectively highlight emotion, 

engagement and motivation in the learning process and, most importantly, positions the learner in 

the center of that process. Learners are then able to see the significance of the process and the 

material as it relates to them. Understanding the relevance of the material is also a direct way to 

tackle disengagement as many students report not understanding why they have to learn things 

like calculus and Shakespeare. Showing how the material can connect to them can help them see 
                                                
4. Diane Schallert, Joylynn Reed and Jeannine Turner, “The Interplay of Aspirations, Enjoyment, and Work Habits in 
Academic Endeavors: Why Is It So Hard to Keep Long-Term Commitments?” Teachers College Record 106 (2004): 1715. 
5. Ibid., 1722. Schallert, Reed and Turner define “involvement” as “a state during which a person is wholly absorbed by the 
task and experiences no extraneous thoughts or feelings, … [and that] involvement may itself act as a reward for 
[learning] strategies and therefore as incentive in the future for the use of work habits that result in involvement.” This is 
their version of what Mihaly Csikszentmihalyi calls “flow.” 
6. Paul Pintrich, “A Motivational Science Perspective on the Role of Student Motivation in Learning and Teaching 
Contexts,” Journal of Educational Psychology 4 (2003): 670. 
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its importance in their life and encourage them to engage in tasks they might otherwise find 

irrelevant. Having a say over what they learn can also have a similar effect, as students feel 

empowered in the process of learning. Last, but certainly not least, a feeling of competence can 

provide much needed positive reinforcement for students, encouraging continued learning. 

 

The concepts of emotions, engagement and relevance are foundational for my design projects. In 

each project, I aimed to highlight one or more of these facets in order to come up with solutions 

that are engaging for middle and high school students. 
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3. RESEARCH: THE FUTURE PROJECT 

 

During the summer of 2012, I had the opportunity to work with an educational organization called 

The Future Project (TFP). TFP is a nonprofit organization that works with students in historically 

underfunded schools in New York City, Washington D.C., and New Haven, CT. Through the course 

of a school year, students are tasked to find their passion and create a project based on that 

passion. They are paired with volunteers from their communities who act as coaches and guides as 

students create projects that directly involve and impact their peers, schools and communities. 

These projects vary in scope, ranging from starting the school’s first cooking club, to a fashion 

show whose proceeds were donated to help leukemia research, to a campaign that aimed to make 

young adults realize that they are beautiful and perfectly made. These projects get students to find 

content they already feel is relevant to them and then turn that into something that others can be a 

part of. Students learn to be critical thinkers and start to take charge of their lives, both in and out 

of school. Even though TFP is not directly involved in changing the classroom dynamics, they 

report that students involved in TFP have become more engaged inside the class; and the students 

are likely to participate more in the classroom as a result of this.7 TFP has made an impact in the 

schools they reach, despite the fact that they have been operational for only three short years; 

however, their work is decidedly happening outside the classroom and while this is important and 

provides wonderful opportunities for students to become leaders, what if students still cannot see 

the value of learning algebra, chemistry or 16th century literature? 

 

This is where I situate the research I conducted and the works I have created over the past two 

years—where the individual and the curriculum meet. Tackling more than one subject was outside 

the scope of a master’s research project so I decided to focus on literature and even more 

specifically, the works of Edgar Allan Poe and William Shakespeare. 

                                                
7. Maria R. Reyes et al, “Classroom Emotional Climate, Student Engagement, and Academic Achievement,” 700. Reyes et 
al state that, “engaged students are attentive and participate in class discussions, exert effort in class activities, and 
exhibit interest and motivation to learn.” 
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4. METHODS 

 

Through the process of designing various projects based on the foundation of educational 

psychology, I developed a method of working that allows students ways to encounter a text in 

relation to subjects they might be interested in. As the designer, I allowed the user to view, 

understand and experience the text from various different angles based on any number of factors. 

This involved juxtaposing the text with a subject or theme the reader might connect with, such as 

social class, transitioning gender identities, history or pop culture. Providing multiple points of 

entry using graphic design was extremely important in allowing for relevance for students with 

various interests. Multiple entry points give readers various ways to experience a piece of text that 

directly relates to what they are interest in. Each of the following seven projects has been 

developed with this method in mind. Together, these projects provide readers a way to see how a 

text can relate to them and what they are interested in and allows them to approach something 

unfamiliar from a point that they know and understand already, and most importantly, find 

interesting. Multiple entry points thus allow readers to create connections between themselves 

and the material, increasing its relevance. 

 

Each project has some aspect of basic graphic design methods that comes from my background as 

a traditionally trained graphic designer. Formal considerations of the text, including kerning and 

tracking (spacing between characters), leading (spacing between lines), column length in various 

texts and page layout, were used as tools for exploring ways to create engaging compositions that 

disrupt the experience of just reading words on a page. Graphic design explorations in the various 

projects all consisted of a combination of these formal considerations. For example, Project Two 

(see Figure 4), part of which dealt with “The Tell-Tale Heart” and dramatic structure, used page 

layout to guide the reader in an unusual journey. The reader was required to move up and down as 

the structure of the story rose and fell and the layout was instrumental in creating this journey. 

Project Six (see Figure 15), which dealt with Twelfth Night and making social status visible, used all 

of these tools as metaphors for social space. The space on the page represented the space available 

to various social groups and characters were given visual space depending on their social status—

the higher the status, the more space was available to the particular character. 
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Animation was also a method of production for Project One (see Figure 1), which aimed to 

visualize the atmosphere created by Poe’s vivid words. Subtle animations were used to enhance the 

mood of the story and engage the reader through digital technology. Hand binding books was a 

method of production used for Project Five (see Figure 11), which tied the story’s content to the 

physical form and layout of the story. Social status, for example, was made visible by separating the 

dialogue of characters based on their socioeconomic status and creating a physical space that 

indicated social space. 
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5. MINOR PROJECTS: POE 

 

Two short projects around Edgar Allan Poe’s “The Tell-Tale Heart” marked the beginning of my 

explorations around education and design. This short story is generally taught in middle school as 

an introduction to classic American literature and paired with Poe’s other famous pieces, such as 

“The Raven” and “The Black Cat.” “The Tell-Tale Heart” is a great example of what is on a literature 

curriculum that students might find irrelevant or disengaging. Consequently, it became a starting 

point for design explorations. For these minor projects, I created two different digital books; the 

first aimed to enhance the mood of the story through visual animations and the second aimed to 

teach students about literary devices, dramatic structure and the theme of madness and rationality 

of the narrator. 
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5A. Project One: “The Tell-Tale Heart” Animated Book 

 
Figure 1: Project One: “The Tell-Tale Heart” Animated Book (animation of the eye) 

 
Figure 2: Jonathan Harris’ Balloons of Bhutan 

 
Figure 3: Push Pop Press’ Our Choice 
 

The story of “The Tell Tale Heart” revolves around a narrator who murders an old man and almost 

gets away with it, only to be driven to madness and confession by his guilt, which manifests in the 

sound of a beating heart only the narrator can hear. Poe uses vivid language to create a particular 

atmosphere and this first project aimed to subtly enhance the text. Jonathan Harris’ project, 

Balloons of Bhutan (see Figure 2), was influential in how I approached the animations. Harris made 

happiness visible by stringing various numbers of balloons together, in a variety of colors, to 

visualize the happiness level of people living in Bhutan. Harris took something intangible, a mood, 

and made it visible, something I was also looking to do with “The Tell-Tale Heart.” Push Pop Press’ 

digital book Our Choice (see Figure 3) was also a design precedent for this project. Our Choice 
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demonstrates the possibility of adding technology in new and innovative ways to traditional text. 

Push Pop Press uses innovative ways to make the content engaging for the reader. These two 

pieces were inspiring in the way they made content visible and used technology as a mediator for 

engagement. 

 

I chose two particular points within the story to animate. The first was the old man’s eye blinking 

(which is what seems to drive the narrator to commit murder in the first place) and the second was 

the beating of the heart (which drives the narrator to confess to the murder). The moments the 

narrator talks about the old man’s eye, the text fades in and out to mimic the blinking of an eyelid. 

The narrator also hears the old man’s heart beating, even after the old man is dead; in these scenes, 

a part of the page pulsates to mimic the beating of a heart, increasing pace as the beats get louder. 

These subtle changes enhance the vivid language of the story and reinforce the spooky atmosphere 

Poe creates with his words. The subtlety of the animations also stops the piece from becoming 

overly technological, so the focus stays on the text and story. This attempt engages the reader 

visually but admittedly does little to increase the relevance of the story to the reader. 
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5B. Project Two: “The Tell-Tale Heart” Digital Book Concept 

 
Figure 4: Project Two: “The Tell-Tale Heart” Digital Book Concept (layouts showing literary devices, dramatic structure and 
madness) 

Figure 5: John Rumrich, Olin Bjork and Shea Suski’s “Paradise Lost” 
 

When beginning this second project, I revisited my initial questions. Where Project One aimed to 

enhance the text and engage the reader visually, this project was geared toward helping students 

navigate the text in a classroom setting. The concept for this project is essentially a teaching tool 

through which students can learn about literary devices, dramatic structure and a specific theme. 

John Rumrich, Olin Bjork and Shea Suski’s digital version of Paradise Lost (see Figure 5) was an 

influential precedent for this project. Rumrich, Bjork and Suski present Milton’s epic poem in 

digital form so the reader is easily able to switch between multiple modes. The digital book allows 

readers to switch between Latin and modern English, read commentary and annotations, compare 

several versions against each other and annotate their own versions. This provides the reader with 

a great deal of content they can choose to view depending on their preferences. 

 

The digital book concept follows a similar line of thinking. There are three main parts to the digital 

book: 1. Learning about various literary devices; 2. Understanding dramatic structure; and 3. 

Looking at the madness and rationality of the narrator. Each of these parts is a different layout that 



14 

the reader is able to choose. Choosing “literary devices” takes the reader through the story and 

highlights instances that demonstrate a particular term. An example of a metaphor is highlighted 

within the text and then explained, along with the definition of metaphor. This integrates the 

learning of literary devices directly into the story. Choosing “dramatic structure” takes the reader 

through the story in accordance with the movement of the story. For example, as the action is 

rising, the pages flow upward and the reader is required to turn pages in a vertical motion going up. 

The falling action requires the reader to turn pages in a vertical motion going down. Again, this ties 

the story with the specific thing the student is meant to be learning. Lastly, choosing “madness and 

rationality” takes the reader through a layout that visibly separates the text based on moments of 

rational thought versus moments of madness. This last part of the project, similar to Project One, 

relies very much on visually engaging the reader. As a whole, these three layouts become a teaching 

tool that helps students make clear connections between the material they are learning and the 

text, reinforcing literary knowledge through the visual cues in the text layout. The layouts also help 

students take some control over how they experience the story, as they have more than one option 

to choose from, and this attempts to provide them with autonomy, as Ryan and Deci’s self-

determination theory’s components suggest. 
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6. MAJOR PROJECTS: SHAKESPEARE 

 

Shakespeare is one of the most widely read writers in middle and high school English classes across 

the United States. Given the difficulty of the language, it might be fair to say that the works of 

Shakespeare are also some of the most difficult for students to understand. Perhaps it is the stories 

or the language that students find difficult. It might even be the reputation Shakespeare’s works 

have developed for being difficult that scares students even before they begin reading. Most likely, 

it is a combination of these things that lead students to find so much difficulty with Shakespeare. 

This is particularly why I moved from Poe to Shakespeare as my subject, and I used Twelfth Night as 

an example of Shakespeare’s many works. 

 

The basic assumption behind much of my work with Twelfth Night is that students do not 

understand how this text (or any of Shakespeare’s texts, possibly) relates to them. After all, 

Shakespeare lived, wrote and died many years ago. Why should students in classrooms today care 

about his writing? On the other hand, contemporary film adaptations of Shakespeare’s works are 

widely seen and well liked. Both 10 Things I Hate About You (based on The Taming of the Shrew) and 

She’s the Man (based on Twelfth Night) are widely liked. Baz Luhrmann’s Romeo + Juliet maintained 

the language of Shakespeare but still won the hearts of many a teenager and continues to do so. 

What these movies are able to do that the books do not is that they make it obviously visible how 

these stories from centuries ago relates to the average high school teenager. My experiments with 

the text of Twelfth Night attempts to make a connection between the text and student and show 

the relevance of Shakespeare and Twelfth Night. 
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6A. Project Three: Twelfth Night Digital App Concept 

 
Figure 6: Project Three: Twelfth Night Digital App Concept (layout showing “Drama” mode) 

 
Figure 7: Luminary Digital Media LLC’s The Tempest 

 
Figure 8: Touch Press’ “The Waste Land” iPad App 
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This concept app aimed to highlight the relevance of Twelfth Night to readers in their teenage years. 

Twelfth Night is the story of a Viola who shipwrecks on the shores of Illyria and decides to cross 

dress in order to find employment. She ends up falling in love with her employer, Duke Orsino, who 

only knows her as her male alter ego Cesario. To make matters worse, Orsino sends Cesario to 

Lady Olivia with love letters because he wants to marry Olivia, who ends up falling in love with 

Cesario, not realizing he is actually Viola in disguise. Twelfth Night is a veritable soap opera that 

many people should be able to relate to. This app aims to help people do just that. Luminary Digital 

Media LLC’s The Tempest (see Figure 7) and Touch Press’ “The Waste Land” iPad App (see Figure 8) 

were both helpful in thinking about organizing information for this project. Both projects supply 

the reader with additional information and the reader is able to choose how to experience the text. 

In doing this, the texts become more engaging, giving readers multiple choices and various ways to 

experience a singular text. 

 

This end product of this project was a concept for an app that has multiple modes, which provide 

the reader with supplementary information that is categorized by theme. In this way, students are 

able to pick and choose their interests, whether it lies in art, theater, history, pop culture or 

contemporary adaptations of Shakespeare. Providing multiple points from which students can 

experience the story allows students to gauge the relevance of the text and begin to engage the text 

on various levels. If the reader chooses the “Drama” mode, for example, along with the original text, 

the reader is able to access outside information such as director Darko Tresnjak speaking about 

putting on a stage production of Twelfth Night; or perhaps it shows images of various costumes 

from different productions of the play for a particular character. If the reader chooses the 

“Contemporary” mode instead, all of the supplementary information is replaced with videos from 

the latest film adaptation of Twelfth Night, She’s the Man. The supplementary information is pulled 

from data that already exists out in the world and the app simply compiles them by category. The 

text, juxtaposed with this type of supplementary information, becomes more approachable for two 

reasons: 1. Students can see all the various ways the text can relate to them; and 2. They have some 

control over their individual experience of the story.  
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This first stab at tackling Shakespeare resulted in the development of a framework that can 

potentially show readers not only how Twelfth Night and Viola’s tale might be relevant to them, but 

also how to enter other texts from an area they are interested in already. 
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6B. Project Four: Twelfth Night Digital App Concept—Incorporating Performance 

 
Figure 9: Project Four: Twelfth Night Digital App Concept—Incorporating Performance (showing a comparison of different 
students’ staging choices for Act Five, Scene One) 

 
Figure 10: Game Oven Studios’ Fingle 
 

During the spring of 2012, I was allowed to observe a class of junior English majors at the 

University of Texas at Austin who were taking a class on Shakespeare’s Julius Caesar. They spent 

the first half of the semester reading and discussing the text and the second half of the semester 

staging the play and performing it in multiple locations. Observing the connections students were 

making about the mindset of the characters as they staged the play prompted this project, in which 
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I incorporated an element of performance into the previous framework. Game Oven Studios’ 

innovative game Fingle (see Figure 10) was a great influence for this project. Fingle is a game that 

requires multiple people to play it. It has a various number of squares and some stay stationary 

while others move; the round is complete once all the functions can be performed simultaneously 

(one person holds down all the squares that are stationary and the other person moves the rest of 

the squares in a predetermined pattern). You literally cannot get past the first stage without at 

least one other person and as the game progresses, more people are required to join to finish 

rounds, creating connections between people through the act of performance. I admired this 

element of bringing physical performance into a digital realm and wanted to incorporate this 

somehow into this next project. 

 

Built off of the same framework as Project Three, this project proposed the creation of a virtual 

stage that would accompany the text on which students could block their own scenes. This would 

then be a precursor to discussions where students would be able to view each other’s scenes and 

speak to their decisions about the movement of characters on stage. As with the previous project, 

additional material would be provided here in the form of staging from multiple productions of 

Twelfth Night so students can see how directors have developed scenes and compare them with 

their own. This becomes a way to use technology to mediate a performance between students 

without actually having to perform a play, something most curricula do not afford the time for. It 

also allows students to engage the play itself by not just reading the text but also thinking through 

all of the components of a play, navigating the mindsets of characters and directing them on the 

stage. 
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6C. Project Five: Twelfth Night Hand Bound Books 

 
Figure 11: Project Five: Twelfth Night Hand Bound Books (book one on top and books two–five on bottom) 

 
Figure 12: Matilda Saxow’s Jekyll and Hyde (top left) 

 
Figure 13: Sam Winston’s Romeo & Juliet (top right) 

 
Figure 14: Helen Friel’s Imp of the Perverse (bottom) 
 

This project looked at Twelfth Night in physical form. A total of five solutions were fully finished and 

bound into books. Each book tied a particular theme or motif from the play into the constructed 

form. The idea of tying form to content came largely from Matilda Saxow’s Jekyll and Hyde book 
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(see Figure 12), which creates a separation between two halves of the book to represent, quite 

simply, Dr. Jekyll and Mr. Hyde. The simple disruption on the page communicates a broad theme of 

the duality of human nature as it exists within Jekyll and Hyde. This visible connection between 

content and form is a way that engages readers in a thematic reading of the text. 

 

The first book dealt with the idea of transitioning from one gender to another as Viola sheds her 

disguise as Cesario and reveals her true female self. The book contained an extra set of covers that 

the reader had to unwrap, as though shedding the male persona, to get to the book nestled inside. 

The covers are also wrapped in two different fabrics, to further show the disjunction between 

Cesario and Viola. 

 

The second book dealt with socioeconomic status and made class visible by creating a visual 

disjunction between the upper and lower class on the page. Servants were relegated to the bottom 

of the page while noblemen were at the top of the page. I went further and cut the page in half so 

characters from different classes were even further cut off from each other. Though this reinforced 

the idea of making status visible, it was ultimately difficult to read, hindering the reader from 

staying engaged with the text. 

 

The third book dealt with images of femininity in Twelfth Night. Sam Winston’s Romeo & Juliet (see 

Figure 13) was a source of inspiration for this third book. Winston creates compositions based on 

evoking emotional states and though the end product is not readable in the way a traditional book 

is, the viewer is still presented with a feeling and a way to experience the text. I used this approach 

to create covers for a traditionally laid out book. The covers were inspired by various costumes 

worn by women within the play in a number of theatrical and film portrayals and adaptations of 

Twelfth Night. Though the book itself was rather traditional, providing dialogue and line numbers, 

the covers aimed to elicit emotions from the readers and connect them to the text emotionally. 

 

The fourth and fifth books both dealt with disclosure. Using Helen Friel’s The Imp of the Perverse 

(see Figure 14) as a point of departure, I designed a book that requires the tearing open of pages to 

reveal information. Friel’s design requires the reader to tear and fold at predetermined marks in 

order to reveal the story. I used this idea of tearing to reveal something and hid information that 
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the user would be required to find through the act of tearing. This not only creates a sense of a 

journey to find information, it physically engages the reader with the text. The fifth and last book 

also deals with disclosure and hides certain information while highlighting others. Using cutouts, 

various dialogues are highlighted while the rest of the page is hidden. This set of books all tie the 

form of the end product to the content and make themes and motif visible to the reader in new 

ways so as to engage them in a thematic reading of the text. 

 

All five solutions give students new ways to approach the text. They make various themes visible in 

the form of the book itself, allowing students to see how the content within can relate to their 

interests or be engaging. 
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6D. Project Six: Twelfth Night and Social Status—Graphic Design Explorations 

 
Figure 15: Project Six: Twelfth Night and Social Status: Graphic Design Explorations (a spread showing Viola’s movement in 
status) 

 
Figure 16: Paul Felton and Jonathan Barnbrook’s The Ten Commandments of Typography/Type Heresy: Breaking the Ten 
Commandments of Typography 
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Expanding on the second book in Project Five (which dealt with making social status visible), this 

was a semester long project that looked at formal characteristics of type and layout to demonstrate 

social status. The typeface studies conducted for this project looked at pairing highly regarded 

typefaces (such as Univers or Helvetica) with disreputable typefaces (such as Comic Sans or 

Papyrus). This approach paralleled high design with higher class characters and low design with 

lower class characters, a method inspired by Paul Felton and Jonathan Barnbrook’s The Ten 

Commandments of Typography/Type Heresy: Breaking the Ten Commandments of Typography (see 

Figure 16). Felton and Barnbrook set ten basic guidelines for dealing with typography and then go 

on to break those rules to create visually dynamic pieces of graphic design. The contrast between 

what is considered great and what is not was an interesting parallel to social status. The multiple 

typefaces, however, became too difficult to read through. 

 

The second set of explorations used the space on the page as a metaphor for social space. 

Characters lower in the social hierarchy were allotted thinner columns on the page as opposed to 

those higher in status, who were able to occupy the whole page. This solution not only clearly 

communicated social status, but also provided a way to show movement up or down in the 

hierarchy. In the incident a character was able to transition from one social class to another, a 

hashed line was used to show their movement (either pulling the character further left on the page 

or pushing them further right and constricting their space). Demonstrating socioeconomic status 

and power gives students a way to tackle the text from a point they are familiar with as social 

hierarchy exists in all levels of society. Making status visible allows students to engage in the text 

from a particular point and shows the relevance of the text to contemporary society. 

 

Sample copies of this project were given to a class of sophomore English majors at the University of 

Texas at Austin. Students were asked to compare the alternative design of Twelfth Night to the 

traditional version they were reading in class. All those who stated they liked Shakespeare to begin 

with chose the traditional version but those who did not like or were only slightly interested in 

Shakespeare said they enjoyed the alternative design. Though the sample size was small, it clearly 

divided those who loved Shakespeare from those who did not and demonstrated that the delivery 

of the text was helpful in making the text more engaging for those who were only slightly interested 
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in Shakespeare to begin with. The students all found that the alternative layout was helpful in 

demonstrating social status and providing students a different way to experience the story. 
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6E. Project Seven: Twelfth Night and Androgyny—Exercises in Typeface Modification 

 
Figure 17: Project Seven: Twelfth Night and Androgyny—Exercises in Typeface Modification (a comparison of the original 
form, in black, with the modifications, in purple) 

 
Figure 18: Armin Hofmann’s Type Studies 

 
Figure 19: Filippo Marinetti’s Futurist Works 
 

The last project dealing with Twelfth Night was derived from the third book in Project Five, which 

dealt with images of femininity in Twelfth Night. The representation of women in Shakespeare’s 
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works, even in just one play, was too broad a topic to consider as a whole and required a tightening 

of focus. Androgyny seemed to be particularly fitting in this context, as Twelfth Night exhibits many 

characters that are often mistaken for the opposite sex, not to mention the lead character that 

dresses as a man for the majority of the play. Gender fluidity also seemed an appropriate topic, as 

my target audience was young teenagers in the midst of figuring out who they are. As Project Six 

had dealt with the page as a whole, this project went to the opposite end of the spectrum and 

looked at individual characters in a specific typeface. Armin Hofmann’s Type Studies (see Figure 18) 

and Filippo Marinetti’s Futurist Works (see Figure 19) were both sources of inspiration for these 

typographic explorations. Both Hofmann and Marinetti create dynamic compositions that place a 

great deal of emphasis on letterforms and their relationship to each other, something I was looking 

to explore within this project. 

 

After various type studies, I settled on Hoefler & Frere-Jones’ type family Archer. Archer 

simultaneously exhibits two opposing and gender-related characteristics—its slab serifs are strong, 

while its ball terminals are delicate. I focused on enhancing these two characteristics to create a 

modified typeface that subtly enhanced the androgynous quality inherent in Archer. This was then 

used to highlight characters who exhibit both masculine and feminine energies and defy gender 

stereotypes. This project is another attempt at taking traditional text and finding their relevance to 

contemporary teenage students in order to make it visible and help students engage in the text 

from a place of emotion. 
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7. CONCLUSION 

 

In recent years, designers have realized the power of design in relation to other disciplines. It is 

becoming more and more common to see designers working at intersections of multiple 

disciplines, taking design out of the traditional realm. The work presented here is an example of 

this—it is a short foray into the intersection of design, education and educational psychology. The 

solutions provided in my M.F.A. work can be expanded upon only so far as there are topics to 

discuss. If this type of design intervention is applied to every major piece of literature read by 

middle and high school students, it could change their classroom experience completely. When 

Project Six, dealing with social status in Twelfth Night, was presented to young English majors, it 

received much positive feedback. Students who were not Shakespeare fans found the alternative 

designs to be helpful and engaging, demonstrating how the delivery of a text can impact the level of 

engagement between reader and text. 

 

My research has given me an understanding of the various components involved in the learning 

process and how they affect the learner. It has helped shape the kinds of projects I have created 

and the trajectory my master’s work has taken. I plan to continue this research and put these 

alternative ideas and designs into the hands of students and, in doing so, contribute to the growing 

movement that places design at the intersection of multiple disciplines in order to create new and 

interesting solutions. 



30 

Bibliography 

 

Bloomfield, Jem. “Names in Twelfth Night.” Shakespearean Theatre, September 3, 2007. 
http://suite101.com/article/names-in-twelfth-night-a30389 (January 9, 2013). 

 
The Chicago Shakespeare Theater Education Department. “Twelfth Night: 1601 and All That.” 

http://www.chicagoshakes.com/main.taf?p=2,55,13,1,12 (January 9, 2013). 
 
Do, Seung and Diane Schallert. “Emotions and Classroom Talk: Toward a Model of the Role of 

Affect in Students’ Experiences of Classroom Discussion.” Journal of Educational Psychology 
96 (2004): 619-634. 

 
Ford, Donna. “Women in Shakespeare.” 

http://www.angelfire.com/zine/donnamford/shakespeare.html (January 9, 2013). 
 
Poe, Edgar Allan. “The Tell-Tale Heart.” Ten Modern Masters: An Anthology of the Short Story, ed. 

Levine, S. and Levine S. F. Urbana: University of Illinois, 1990. 259–261. 
 
Pintrich, Paul. “A Motivational Science Perspective on the Role of Student Motivation in Learning 

and Teaching Contexts.” Journal of Educational Psychology 95 (2003): 667-686. 
 
Reyes, Maria, Marc Brackett, Susan Rivers, Mark White and Peter Salovey. “Classroom Emotional 

Climate, Student Engagement and Academic Achievement.” Journal of Educational 
Psychology 104 (2012): 700–712. 

 
Ryan, Richard, and Edward Deci. “Intrinsic and Extrinsic Motivations: Classic Definitions and New 

Directions.” Contemporary Educational Psychology 25 (2000): 54-67. 
 
Schallert, Diane and Debra Martin. “A Psychological Analysis of What Teachers and Students Do in 

the Language Arts Classroom.” Handbook of Research on Teaching the English Language 
Arts. New York: Macmillan, 2003. 

Schallert, Diane, Joylynn Reed and Jeannine Turner. “The Interplay of Aspirations, Enjoyment, and 
Work Habits in Academic Endeavors: Why is it so hard to keep long-term commitments?” 
Teachers’ College Record 106 (2004): 1715-1728. 

 
Sefa Dei, George. “Schooling and the Dilemma of Youth Disengagement.” McGill Journal of 

Education 38 (2003): 241–256. 
 
Shakespeare, William. Twelfth Night; or What You Will. Boston: Gin & Co., 1993. 



31 

Vita 
 

Saki Rizwana was born in Dhaka, Bangladesh and moved to the U.S. at around the age of nine. As 

her family moved around several times, she attended various public schools in New York and 

graduated from Connetquot High School in Long Island. She attended the State University of New 

York at New Paltz, where she earned a B.F.A. in graphic design and a B.A. in Africana Studies with a 

minor in art history. In 2011, she was accepted to the University of Texas at Austin. 

 

 

 

Contact: Saki.Rizwana@gmail.com 

The author typed this report. 


