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A Guide to Grown-ups is an infotainment book and online 
community that helps children make sense of grown-ups, 
while empowering them to navigate and question frequent 
contradictory messages from adults and a polarised media, 
on how to live a happy, healthy and sustainable life. 

With individual health and well-being considered a central 
pillar for the sustainable advancement of humanity, the 
desired outcome of this design output is to provide comic 
relief on the confusing world of adults, and make it easier to 
talk about issues such as climate change. 

The book is also intended as a source of emotional support 
for children who live with adults unable, for whatever reason, 
to provide a supportive and sustainable home life. 

Besides reaching out to children directly, the ultimate goal 
for this MA project is for a proposed new SDG target, 
focusing on early years’ mental health and well-being, 
to be accepted and implemented by the United Nations.



Design Output 
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● Book proposal

● Online community

● App

● Brand identity

● SDG target proposal
● Encourage, support and entertain children

● Improve children’s mental health and well-being

● Create sustainable living awareness and enjoyment  

● Facilitate long-term planet-friendly behavior change

● Influence relevant policy developments and amendments 

Desired Design Outcome



Design Output Diagram 

5

Online community

Book proposal

App
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Aimed at target audience

http://www.guidetogrownups.com
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Aimed at target audience

“This is not a book about how to be sustainable in the practical sense; it’s a 

book that’s designed to put you in a state of mind that leads you to naturally 

seek out sustainable ways of living. There are already many great books, 

magazines, TV shows, YouTube channels and social media accounts that 

will give you up-to-date information on how best to contribute to a more 

sustainable world if you are already motivated, but very few, it seems, for 

Sustainability should be a given prerequisite in any 

project, relationship, education, childhood, job and 

life. Earth Day should be every day, but without 

having to call it that. The subject of sustainability 

in all its forms needs to be actively taught in 

school and in workplaces, until such a state of 

mind becomes the norm. 

Children don’t like to feel educated or spoken 

down to, but they love the feeling of discovering 

things for themselves. Let’s speak to them via 

channels that are fun and exhibiting to them at 

their particular point of development, and help 

them help their parents become better role 

models”

Birgitte Lydum, September 2021

those not already interested. The human mind 

adapts quickly to predictable external influence 

and manipulation, so the ways in which we 

attempt to create positive behavioural change 

must be flexible, fluid and adaptive too.

The idea is that sustainability should be 

included in all aspects of life, without the need 

to mention it directly, in the same way that we 

don’t go around reminding ourselves and each 

other to breathe. It should go without saying;  
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Structure
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Homepage

Website and tablet - click for live view

Phone - click for live view

http://www.guidetogrownups.com
http://www.guidetogrownups.com
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Homepage > Read 

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/read#read-more
https://www.guidetogrownups.com/read#read-more
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Homepage > Read > Links

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/readlinkssupport#ReadLinksSupport
https://www.guidetogrownups.com/readlinkssupport#ReadLinksSupport
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Homepage > Read > Read A Guide to Grown-ups

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/read#read-or-listen
https://www.guidetogrownups.com/read#read-or-listen
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Homepage > Watch

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/watch#Watch-This
https://www.guidetogrownups.com/watch#Watch-This
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Homepage > Watch > A Guide to Grown-ups on YouTube

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/watch-this-gtg-youtube#GTG-YouTube
https://www.guidetogrownups.com/watch-this-gtg-youtube#GTG-YouTube
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Homepage > Watch > A Guide to Grown-ups on YouTube > Story time

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/story-time#Story-Time
https://www.guidetogrownups.com/story-time#Story-Time
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Homepage > Watch > A Guide to Grown-ups on YouTube > YouTube

Website and tablet - click for live view

Phone - click for live view

https://youtube.com/channel/UCFFgObG7B24Zc30OSmGiOZg
https://youtube.com/channel/UCFFgObG7B24Zc30OSmGiOZg
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Homepage > Action

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/action#Take-action
https://www.guidetogrownups.com/action#Take-action
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Homepage > Action > Events

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/action-sub-events#Events-Sub
https://www.guidetogrownups.com/action-sub-events#Events-Sub
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Homepage > Action > Downloads

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/action-downloads#Downloads-and-ideas
https://www.guidetogrownups.com/action-downloads#Downloads-and-ideas
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Homepage > Action > Downloads > Love languages

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/lovelanguages#love-language-quiz
https://www.guidetogrownups.com/lovelanguages#love-language-quiz
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Homepage > Action > Downloads > Colouring in sheets

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/colouring-in#Colouring-In
https://www.guidetogrownups.com/colouring-in#Colouring-In
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Homepage > Target 3E > Proposal for new global goal target

Website and tablet - click for live view

Phone - click for live view

https://www.guidetogrownups.com/target3E#SDG_Target_3E_Proposal
https://www.guidetogrownups.com/target3E#SDG_Target_3E_Proposal
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Praudio

Praudio (print + audio) is a prototype for an 
immersive reading app which connects the 
reading experience with that of listening. 

Despite not being developed to the same 
degree as other GTG project objectives, the 
idea, represented here showing the basic 
functionality, has been included in the design 
output as an indication of a useful tool for 
further inclusiveness. 

Reading while listening to the same text can 
promote word learning and vocabulary in 
general (Valentini, 2018). 
Children have not had easy access to 
immersive reading since the use of the 
Ladybird book series, with cassette tapes 
included in the purchase, was discontinued in 
the 1980s. The use of CDs in books took over, 
but was less popular - probably because less 
children had access to a personal CD player.

A discman was considerably more expensive 
than a walkman, which is the likely reason for 
the concept’s decline and retirement. 

Investing in both the hardcopy and the audio 
version of a book makes for an expensive 
product today, and many parents are unable 
to pay £30+ for their child to have that 
experience. Praudio could change this and 
allow readers to switch when necessary; for 
example, listening while in the car to avoid 
travel sickness, and reading in school to 
overcome noisy environments. The app also 
remembers whether they were reading or 
listening or both, so that readers don’t have 
to worry about bookmarking the text. 

The structure and functionality of the app will 
be developed in collaboration with an app 
developer specialist.  Valentini, A., et al. (2018). Listening while reading 

promotes word learning from stories. Journal of 
Experimental Child Psychology, 167, 10–31. Available 
at: https://doi.org/10.1016/j.jecp.2017.09.022.

http://www.guidetogrownups.com
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Beyond the screen

A safety regulated well-being hub for 
children to visit after school, where they 
have the opportunity to speak with 
trained mental health professionals or 
just relax and read before going home.
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25

Beyond the screen

A safety regulated well-being hub, 
such as suggested by Stephen Fry 
(Guardian, 2021), for children to visit 
after school, where they have the 
opportunity to speak with trained 
mental health professionals or take 
part in organised activities such as 
film club, reading sessions and 
creative workshops.

A previous project; Experimall,  which 
was focused around utilising 
increasingly empty and financially 
struggling malls for sustainable 
community purposes, has been used 
as an example of where such a hub 
could be situated.

https://www.theguardian.com/society/2021/aug/31/stephen-fry-i
n-plea-for-walk-in-mental-health-hubs-for-youths-hit-by-pandemic?
CMP=Share_iOSApp_Other

https://www.theguardian.com/society/2021/aug/31/stephen-fry-in-plea-for-walk-in-mental-health-hubs-for-youths-hit-by-pandemic?CMP=Share_iOSApp_Other
https://www.theguardian.com/society/2021/aug/31/stephen-fry-in-plea-for-walk-in-mental-health-hubs-for-youths-hit-by-pandemic?CMP=Share_iOSApp_Other
https://www.theguardian.com/society/2021/aug/31/stephen-fry-in-plea-for-walk-in-mental-health-hubs-for-youths-hit-by-pandemic?CMP=Share_iOSApp_Other
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Beyond the screen

Other previous projects have been used as examples of how 
everything we do as designers for sustainability is connected if 
there is a common thread running through our thinking. Here, a 
local VolunPeers volunteer teaches GTG ambassadors how to 
play baseball, while Kingston School of Sustainability invites a 
group in to take part in their sustainable living pledge initiative.
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Beyond the screen
Ongoing research as an tool to connect with the target 
audience, and not just a means to an end, for ongoing progress.
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Aimed at potential stakeholders

Click for high resolution version Click for full high resolution proposal

http://www.guidetogrownups.com/target3E
http://www.guidetogrownups.com/bookproposal
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Target 3-E proposal

The theoretical framework for and thesis 
of this design output is that only people 
who feel well in themselves can care 
about sustainability enough for it to 
matter, and are only then able to take 
the steps needed to contribute to a 
better world. 

If a focus on improving mental health and 
well-being for children is implemented at a 
higher level, such as in the UN’s SDGs, 
it may be possible to start fostering 
fundamental behavior change throughout 
the world.

The proposed new Target 3-E could even 
be considered vital to the general 
advancement of humanity’s sustainable 
development, because poor mental health 
is a precursor to several of the other 
issues targeted by the Global Goals.  

 

For instance, if good mental health has 
been established in early childhood then 
other problems, such as abuse, violence, 
depression and addiction would be less 
likely to occur in the first place. In other 
words, a United Nations approved target 
3-E could be considered a potential 
integral artery to the workings of the 
human heart, and mind.

The intention is to carry on collecting 
signatures for the Change.org petition 
that was set up on 15th September 2021, 
which at the time of writing has been 
signed by 70 people. Regardless of the 
number of people having signed it, the 
proposal will be sent to Abdullah Shahid; 
the head of the United Nations General 
Assembly and Achim Steiner; the United 
Nations Development Program 
Administrator in early 2022.
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Book proposal
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Book proposal
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Who, how, what?

A potential publishing house would want and need to make 
money from any involvement with the project. If they did get 
involved, which would be preferred to self-publishing, I imagine 
they would redesign and relaunch everything according to their 
tried and tested industry practices, and have their inhouse 
design department or agency be responsible for the regular 
editing and maintenance of the online community. 

They may not be interested in offering the book for free in the 
shape of chapters being published regularly on the website, but 
I would certainly encourage it, and think it may lead to further 
sales of the physical and digital book, not less.  

A publishing house could benefit greatly from becoming more 
involved and visible in their readers’ lives. Their sponsoring of 
GTG events could be a win-win for everyone involved, including 
potential partners such as Cartoon Network, The Museum of 
Childhood and NSPCC. There are no limits to the possibilities.

As for now, in the reality of circumstances, I plan to carry on 
writing the book and building the online community in my spare 
time, and hope to see GTG become a real brand. 


