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Abstract


In an increasingly information-rich era, managing personal knowledge is becoming paramount, particularly 
for individuals with Attention-Deficit/Hyperactivity Disorder (ADHD), who often struggle with productivity 
and organisation. This master's thesis explores the design and development of a voice-to-task automation 
system and a simplified to-do list, specifically tailored for people with ADHD. By employing user-centred 
design methods and leveraging contemporary technology, the project aims to aid individuals with ADHD in 
managing daily information overload and enhancing productivity. The study first delves into the nuances of 
ADHD and the challenges faced in personal knowledge management, followed by the ideation and creation 
of the prototypes. The designs were iteratively refined based on user feedback, ensuring they are responsive 
to the needs of individuals with ADHD. The findings highlight the potential of these solutions to empower 
neurodiverse individuals to navigate through the age of curation and assortment, thus transitioning from the 
information age. The research underscores the importance of designing for cognitive diversity, opening a 
path for future explorations in this field.
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1. I!TRODUCTIO!


1.1.  Field of Study

In an era of rapid technological advancement, society gets continually bombarded with information. This 
stream of constant information often leads to feelings of overwhelm and difficulties managing tasks and 
priorities. It is as if we stand at the end of a hose, the jet of data which is overwhelming, ceaseless, and 
sometimes unbearable. This phenomenon, aptly named 'information overload,' encapsulates the challenges 
we face as we grapple with a staggering abundance of information that we must absorb, process, and apply 
(Eppler & Mengis, 2004; Bawden & Robinson, 2009). Information overload is akin to a garden hose 
watering our knowledge gardens. Its relentlessness could drown our gardens, yet when carefully managed, it 
nourishes the seeds of personal knowledge, nurturing their growth into fruitful ideas. The rapid-fire pace of 
information delivery and their characteristic struggles with maintaining focus pose considerable challenges. 
A group particularly susceptible to the impacts of information overload are those individuals with Attention 
Deficit Hyperactivity Disorder (ADHD). As they navigate their unique neurodiversity, individuals with 
ADHD often find themselves particularly swamped by the relentless flow of information. They often feel 
overwhelmed, finding it challenging to process, organise, and utilise the information effectively.


In this context, the emergence of personal organisation and knowledge management as a topic of growing 
significance comes as no surprise. This field has begun to gain increasing traction in both academic and 
practical realms, driven by the pressing need to devise strategies for managing the constant influx of data. 
Through the lens of these disciplines, we can convert what can feel like a deluge into a manageable stream. 
Harnessing the right tools and techniques can transform the potentially destructive force of the hose into a 
nurturing rain that supports the growth of personal knowledge. The objective is to devise systems and tools 
that can effectively support individuals, particularly those with ADHD, in managing information and 
improving productive output. By employing thoughtful, user-focused design and leveraging technological 
advances, it is possible to create solutions that mitigate the impacts of information overload and transform 
this deluge into an advantage.


1.2.  Goals and Aims

In response to the challenges delineated in the field of study, this project seeks to address and potentially 
alleviate the burden of information overload for individuals with ADHD. The primary goal is to develop a 
robust theoretical framework underpinned by research and insights from various domains, including ADHD 
studies, personal organisation, and knowledge management. This framework intends to lend an in-depth 
understanding of the specific issues and obstacles faced by individuals with ADHD amidst the onslaught of 
information overload. By grounding the design process in the lived experiences and unique needs of 
individuals with ADHD, the project aspires to create genuinely user-centred and responsive tools. Moreover, 
the project aims to deliver practical design solutions in tune with this theoretical framework. These solutions 
aim to enable individuals with ADHD to cope more effectively with the excessive demands of the current 
information age. A secondary yet equally critical aim is to leverage cutting-edge technology to navigate the 
complex landscape of the information age. This ambition acknowledges the role of technology as a double-
edged sword. While technology has undeniably contributed to the rise of information overload, it also 
presents unprecedented opportunities for developing innovative solutions to manage this challenge. From 
artificial intelligence to cloud-based solutions, data analysis to machine learning, the technological tools at 
our disposal can be harnessed to turn the tide on information overload. In summary, this project strives to 
bridge the gap between theory and practice, understanding and application, and challenge and solution. It 
endeavours to empower individuals with ADHD with the tools and strategies they need to navigate the 
torrent of information that characterises the modern world. Doing so aims to transform the overwhelming 
'hose' of information into a source of growth and productivity.
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1.3.  Research Focus

This project is firmly rooted in four interconnected areas of research, each contributing to a comprehensive 
understanding of the challenges and solutions in creating a more inclusive and efficient knowledge 
management framework. Firstly, the project aims to delve into the effects of ADHD on productivity and 
organisation. Recognising that ADHD is not just a clinical condition but a lived experience that significantly 
impacts an individual's daily activities, the research seeks to map out these effects in detail. It explores how 
ADHD influences a person's ability to process, assimilate and organise information, as well as their capacity 
to stay focused, follow through with tasks, and manage their time efficiently.


Secondly, the project identifies and analyses the tools necessary for building a personal knowledge 
management (PKM) framework. In the face of information overload, a PKM framework can be crucial to 
filter, organise, and utilise information effectively. Therefore, it is crucial to scrutinise various knowledge 
management tools regarding their functionality, ease of use, adaptability, and how they cater to the needs of 
people with ADHD. Design for cognitive diversity is the third area of research focus. This project attempts to 
foster an understanding of how design can be adapted and modified to accommodate different cognitive 
types. Design solutions need to be sensitive and responsive to cognitive diversity, and this research aims to 
uncover the best practices for achieving this goal.


Lastly, the project explores the transition from the age of information to the age of curation and assortment. 
As the sheer volume of available information grows, it becomes increasingly important to focus on quality 
over quantity and the ability to sort, classify, and curate information. The research seeks to understand how 
this shift happens and what strategies and tools are required to navigate this transition successfully. By doing 
so, it aims to assist individuals in making sense of the overwhelming information flow and turn it into usable 
knowledge. In essence, the research focus of this project is to conceive a more user-centred and 
neurodiverse-friendly approach to managing information overload in the age of curation and assortment. By 
shedding light on these areas, the project contributes to the broader discourse on designing for cognitive 
diversity in personal knowledge management.


2. THEORETICAL BACKGROU!D


2.1.  Productivity and Organisation

Productivity and organisation are fundamental concepts for individuals striving to manage their time 
effectively, accomplish goals, and minimise stress in personal and professional settings. Understanding these 
concepts and their importance can lay the groundwork for adopting strategies and tools to enhance 
performance and overall well-being. Productivity pertains to the efficiency with which tasks are executed, 
and goals are reached (Allen, 2015). It involves optimising the output from available resources, such as time 
and energy, to complete tasks and deliver results (Spector, 2012). In contrast, organisation entails the 
systematic arrangement and management of tasks, information, and resources in a structured manner 
(Morgenstern, 2004). 


This approach allows individuals to prioritise and allocate time to activities that align with their objectives, 
ultimately boosting productivity. The significance of productivity and organisation is paramount, as they are 
vital in goal attainment, effective time management, and stress reduction (Covey, 2013). Efficient 
productivity and organisation can result in improved decision-making, increased focus, and better work-life 
balance (Newport, 2016). Nevertheless, several common challenges can impede productivity and 
organisation, including procrastination, distractions, multitasking, and difficulties in prioritisation (Newport, 
2016). Procrastination involves postponing tasks, often attributable to a lack of motivation or fear of failure. 
Distractions like social media and email notifications can disrupt concentration and consume precious time. 
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Although seemingly productive, multitasking frequently leads to decreased efficiency and increased errors. 
Finally, difficulties in prioritisation can cause an inability to identify and concentrate on essential tasks 
(Covey, 2013). Employing various strategies and tools helps to surmount these challenges. Goal setting, for 
instance, can offer direction and motivation by establishing clear, measurable, and attainable objectives 
(Allen, 2015). Time management techniques, like the Pomodoro Technique or the Eisenhower Matrix, can 
aid in allocating time and resources effectively, promoting a balance between work and leisure (Morgenstern, 
2004). Task management tools, encompassing digital applications such as Trello and Todoist, can assist in 
organising tasks, monitoring progress, and collaborating with others. Mindfulness practices, like meditation 
or journaling, can foster increased self-awareness, improved focus, and stress reduction, ultimately 
contributing to enhanced productivity and organisation (Newport, 2016). Understanding and implementing 
productivity and organisation strategies can substantially improve personal and professional performance. By 
addressing common challenges and employing effective techniques, individuals can more effectively manage 
their time, achieve their goals, and alleviate stress.


2.2.  Information Overload and Digitalisation

Information overload is a phenomenon experienced when an individual encounters excessive information, 
making it challenging to process, prioritise, and manage effectively (Bawden & Robinson, 2009). This 
concept bears significant consequences for productivity and organisation, as it can lead to cognitive overload, 
decision fatigue, diminished attention spans, and stress (Eppler & Mengis, 2004). Digitalisation plays a 
considerable role in information overload, as it has fueled the exponential growth of information and its 
accessibility through digital technologies (Levitin, 2014). The internet, social media, and mobile devices 
have transformed how people access and consume information, resulting in an unprecedented volume of data 
encountered daily. For example, a study from 2009 estimated that the human brain processes about 34 
gigabytes of information daily (Bohn & James Short, 2012). 


The influence of information overload on productivity and organisation is multifaceted. Cognitive overload 
transpires when the brain's working memory becomes overwhelmed by an excess of information, leading to 
reduced comprehension and decision-making abilities (Sweller, 1994). Decision fatigue emerges when 
individuals face many choices, resulting in suboptimal decisions and exhaustion. Furthermore, information 
overload can induce shorter attention spans, as individuals are more prone to task-switching and 
multitasking, further impeding productivity (Rosen, Carrier, & Cheever, 2013). Finally, the stress from 
managing copious amounts of information can adversely impact mental well-being and overall performance 
(Bawden & Robinson, 2009).


Challenges in managing information overload encompass filtering relevant information, maintaining focus, 
and balancing multiple information sources. In today's digital landscape, individuals are persistently 
bombarded with news, social media updates, and notifications, complicating the process of identifying and 
prioritising vital information (Levitin, 2014). Several potential solutions and strategies exist to help manage 
information overload. Selective attention involves concentrating on relevant information while filtering out 
distractions (Sweller, 1994). Digital decluttering, such as unsubscribing from unneeded newsletters and 
limiting social media usage, can decrease the influx of non-essential information (Levitin, 2014). As 
discussed in this thesis, a second brain productivity system can offer a structured approach to organising and 
managing knowledge, empowering individuals to cope with information overload more effectively. Finally, 
using productivity tools like note-taking apps, task managers, and calendar applications can assist in 
organising information and maintaining focus on crucial tasks (Bawden & Robinson, 2009).


In conclusion, comprehending the concept of information overload and its implications is essential for 
addressing the challenges related to productivity and organisation in the digital era. Individuals can better 
manage information overload and enhance their overall performance by utilising effective strategies and 
tools.
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2.3.  Second Brain Productivity System

The second brain productivity system is an approach, designed to manage information effectively and boost 
productivity by externalising knowledge and organising it for easy retrieval and application (Forte, 2019). 
This system aims to diminish cognitive load, enhance decision-making, and stimulate creativity by 
developing a structured and organised external information repository that complements the brain's innate 
processing capabilities (Forte, 2022). The principles underpinning the second brain productivity system 
revolve around four main steps: capturing, organising, distilling, and expressing information (Forte, 2019). 
Capturing entails collecting and recording ideas, insights, and information from various sources. Organising 
refers to categorising and structuring the captured information for effortless access and retrieval. Distilling 
concentrates on extracting valuable insights and synthesising knowledge from the amassed information. 
Ultimately, expressing involves applying the distilled knowledge to generate new content, make decisions, 
and resolve problems (Forte, 2019).


Key components of the second brain productivity system include note-taking, project management, and 
knowledge management tools and techniques (Ahrens, 2017). Note-taking methods, such as the Zettelkasten 
system, aid individuals in connecting and relating ideas and information (Ahrens, 2017). Project 
management tools help organise tasks, deadlines, and resources, while knowledge management techniques 
support categorising and retrieving information (Sonmez, 2015). Adopting a second brain productivity 
system yields numerous benefits, including enhanced information management, decreased cognitive load, 
heightened creativity, and improved decision-making (Forte, 2022). Individuals can liberate mental resources 
by externalising and organising information, enabling more efficient and focused thinking (Newport, 2018). 
Furthermore, the second brain system allows users to connect ideas and insights, nurturing creativity and 
innovation (Ahrens, 2017).


There are various tools to construct a second brain, such as Notion, Obsidian, Reflect, Evernote, and other 
productivity and knowledge management tools (Forte, 2019). These tools offer a range of features for 
capturing, organising, and distilling information, enabling users to tailor their second brain system to their 
preferences and needs. In conclusion, the second brain productivity system offers a practical approach to 
managing information and augmenting productivity by establishing a structured and organised external 
information repository. By embracing this system, individuals can bolster their information management, 
alleviate cognitive load, and foster creativity.


2.4.  Tools to Build a Personal Knowledge Management System

An array of tools exists for constructing a personal knowledge management system, each fashioned to create 
an efficient productivity system by capturing, organising, distilling, and expressing information in distinctive 
ways (Forte, 2019). These tools cater to various user preferences and requirements, offering an assortment of 
features, functionalities, and integrations.
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Notion is an all-in-one workspace for notes, tasks, and other media. It presents a highly customisable 
interface and an extensive range of features, including templates, databases, and Kanban boards


Obsidian is a knowledge management tool offering bidirectional linking and markdown support. It enables 
users to create interconnected notes and visualise relationships between ideas.
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Figure 1. Notion database view (Unito, 2023)

Figure 2. Obsidian Graph View (cylab.be, 2023)



Reflect is a digital journaling app designed to support reflection and personal growth by helping users to 
capture thoughts, insights, and experiences in a structured and organised fashion.


Evernote is a note-taking and organisation app featuring web-clipping and cross-platform support. Evernote 
lets users capture, organise, and access information across devices and platforms.
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Figure 3. Web View of Reflect App (Ness Labs, 2023)

Figure 4. Feature Overview Evernote (Evernote, 2023)



Roam Research positions itself as a note-taking tool centred around the concept of networked thoughts. It 
facilitates the creation of interconnected notes and ideas through bidirectional linking and block references.


Mymind is a personal knowledge management tool employing AI to automatically categorise and organise 
content by empowering users to capture and store information from various sources effortlessly.


11

Figure 5. Roam Research Notes (ClickUp, 2023)

Figure 6. No Folder Structure in MyMind (Captain Time, 2023)



Craft is mainly a document editor and note-taking app. It focuses on design and delivers a clean user 
interface, collaboration features, and support for diverse content types, such as text, images, and videos.


Each tool offers unique features and strengths, encompassing aspects like user interface, functionality, ease 
of use, and integrations (Forte, 2022). For instance, Notion is renowned for its extensive customisation 
options and templates, while Obsidian is acclaimed for its potent linking capabilities and markdown support 
(D'Alessio, 2018; Butler, 2022). Users can adapt these tools to accommodate their individual needs and 
create a personalised productivity system that aligns with their distinct organisational requirements (Ahrens, 
2017). By customising tools and incorporating features that bolster their specific workflow, users can build a 
second brain that effectively captures, organises, distils, and expresses information according to their 
preferences. In summary, a vast selection of tools is available for constructing a second brain, each with 
unique features and strengths that cater to different user preferences and needs. By understanding and 
comparing the various tools, users can choose and customise the most suitable tool to create an effective 
knowledge management system that supports their information management needs.


2.5.  ADHD

Attention Deficit Hyperactivity Disorder (ADHD) is a neurodevelopmental condition impacting children and 
adults. ADHD roughly affects 5-7% of children and 2-5% of adults globally, with about 50-70% of cases 
continuing to exhibit symptoms into adulthood (Biederman, 2005). The most apparent symptoms that also 
give it its name are inattention, hyperactivity, and impulsivity (American Psychiatric Association, 2013). 
ADHD is classified into three subtypes: predominantly inattentive, predominantly hyperactive-impulsive, 
and combined type (American Psychiatric Association, 2013). The predominantly inattentive subtype has 
difficulty maintaining focus, forgets things easily, and is disorganised. The main features of the 
predominantly hyperactive-impulsive subtype include excessive physical activity, impulsivity, and the 
inability to stay still. The combined type exhibits traits of both inattention and hyperactivity-impulsivity. The 
symptoms of ADHD can significantly influence daily life, interpersonal relationships, and work or academic 
achievement. Inattention-related symptoms might encompass difficulties concentrating, frequent careless 
errors, and challenges organising tasks and activities (Barkley, 2006). Hyperactivity-related symptoms may 
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Figure 7. New Ways of Note-Taking (Craft, 2023)



be evident through constant fidgeting, an inability to remain seated, and excessive talking. Impulsivity-
related symptoms can include interrupting others, impatience, and struggling to wait for one's turn 
(Subcommittee on Attention-Deficit/Hyperactivity Disorder, Steering Committee on Quality Improvement 
and Management, 2011). ADHD is a multifaceted and intricate condition that necessitates a thorough 
comprehension of its manifestations and subtypes to guarantee precise diagnosis and efficient treatment. By 
acknowledging the various ways, ADHD may present itself, individuals, families, and professionals can 
provide better support for those affected by the condition and aid them in managing their symptoms in 
everyday life.


2.5.1.  How ADHD Affects Productivity and Organisation

People with ADHD often encounter unique challenges related to productivity and organisation, so it is 
essential to develop customised strategies that cater to their specific needs (Barkley, 2010). Symptoms of 
ADHD, such as inattention, hyperactivity, and impulsivity, can hinder various aspects of productivity and 
organisation, including time management, prioritising tasks, and staying focused on tasks or goals (American 
Psychiatric Association, 2013). Time management can be particularly challenging for individuals with 
ADHD. They may have trouble estimating the time needed for tasks, leading to procrastination or missed 
deadlines (Tuckman, 2009). Furthermore, organising tasks and activities might also be difficult, resulting in 
inefficiencies and a decreased ability to finish tasks on time (Barkley, 2006).


Prioritising tasks can also be problematic for those with ADHD. Eventually, this may lead to a lack of focus 
on essential tasks and an increased tendency to engage in less important activities (Kessler et al., 2006). 
Impulsivity can further complicate matters, causing individuals with ADHD to frequently switch between 
tasks without finishing them, thereby reducing overall productivity (Biederman, 2005). Focusing on tasks or 
goals can be especially hard for individuals with ADHD due to inattention and hyperactivity symptoms 
(Subcommittee on Attention-Deficit/Hyperactivity Disorder, Steering Committee on Quality Improvement 
and Management, 2011). These symptoms can make concentrating on a task for extended periods quite 
challenging, which may result in decreased productivity and difficulties in achieving personal or professional 
goals (Gomez & Corr, 2014). In conclusion, ADHD can significantly impact productivity and organisation 
by creating challenges in time management, organisation, task prioritisation, and maintaining focus on tasks 
or goals. Individuals with ADHD must develop tailored strategies that address these challenges to improve 
their productivity and overall functioning in daily life.


2.5.2.  Interaction Design and ADHD

Interaction design is of paramount importance for individuals with ADHD, as well-designed tools and 
interfaces can help address the specific challenges they face and promote productivity and organisation 
(Dalton, 2013). It is essential to understand the unique needs of individuals with ADHD to create effective 
digital solutions that cater to their cognitive diversity. Successful existing solutions and best practices have 
shown the potential to support individuals with ADHD. For example, Kientz et al. (2014) investigated 
various interactive technologies designed for autism, some of which can apply to ADHD as well. By 
examining these technologies and strategies, designers can pinpoint effective methods for addressing the 
challenges faced by users with ADHD.


Gamification and engaging design elements can also be crucial in enhancing focus and task completion for 
users with ADHD (Sonne et al., 2016). By incorporating these motivating elements, designers can create 
digital tools that are not only functional but also enjoyable and appealing to users, ultimately improving their 
experience and effectiveness. Future opportunities in interaction design for ADHD involve identifying 
potential areas for innovation and research to develop effective digital solutions. By recognising these 
opportunities, designers can contribute to creating more accessible and inclusive technologies that cater to 
the unique needs of individuals with ADHD (Lazar & Stein, 2017). 
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In summary, interaction design is critical for individuals with ADHD, as it helps address their specific 
challenges and fosters productivity and organisation. By understanding their unique needs and leveraging 
successful existing solutions, engaging design elements, and future opportunities, designers can create 
practical digital tools that cater to the cognitive diversity of users with ADHD.


2.5.3.  Inclusive Design Principles

Inclusive design principles emphasise creating products that are accessible, usable, and effective for a diverse 
range of users, including individuals with ADHD. By implementing these principles, designers can ensure 
that their digital tools and interfaces cater to the unique needs of users with various cognitive abilities (Spiel 
et al., 2022). Several fundamental principles of inclusive design can be especially beneficial when designing 
for users with ADHD:


Firstly, Inclusive Design solutions should be flexible and adaptable, offering multiple ways to access and 
interact with the content. Flexibility and adaptability enable users with ADHD to customise their experience 
according to their specific needs and preferences (Lazar & Stein, 2017). Interfaces should also be simple, 
straightforward, easy to understand and use, featuring clear instructions and minimal cognitive load. This can 
help users with ADHD maintain focus and avoid becoming overwhelmed by complex designs (Sonne et al., 
2016). Consistency is another key principle. Upholding a consistent design across different interface parts 
can aid users with ADHD in navigating and interacting with the tool more effectively. Familiar elements and 
consistent layouts reduce the cognitive effort required to comprehend and utilise the tool (Dalton, 2013). 
Providing immediate and clear feedback on user actions can help users with ADHD stay engaged and 
understand the consequences of their actions. Feedback can be particularly useful for individuals who 
struggle with impulsivity and need reinforcement to stay on task (Kientz et al., 2014). By incorporating these 
inclusive design principles, designers can create digital tools and interfaces that effectively support users 
with ADHD, promoting productivity and organisation.


2.5.4.  Designing for Cognitive Diversity

Designing for cognitive diversity involves considering the unique needs and preferences of individuals with 
ADHD when creating digital tools and interfaces. By acknowledging and accommodating these cognitive 
differences, designers can develop more effective and accessible solutions (Sonne et al., 2016). Several 
strategies can help designers cater to the cognitive diversity of users with ADHD:


Personalisation: Allowing users to personalise their experience, such as choosing preferred colour schemes 
or font sizes, can help users with ADHD feel more comfortable and engaged with the tool (Lazar & Stein, 
2017).


Task scaffolding: Breaking tasks into more minor, manageable steps can help users with ADHD maintain 
focus and avoid feeling overwhelmed. This approach can also provide a clear structure to guide users 
through the completion of tasks (Kientz et al., 2014).


Context-aware design: Incorporating context-aware features, such as reminders or notifications, can support 
users with ADHD in managing their time and staying on track. These features can help compensate for 
difficulties with time management and prioritisation (Spiel et al., 2022).


Encouraging breaks and mindfulness: Integrating features that encourage users to take breaks or practice 
mindfulness can help alleviate the stress and mental fatigue often experienced by individuals with ADHD. It 
can ultimately improve their productivity and focus (Dalton, 2013).


By embracing cognitive diversity in design, creators of digital tools and interfaces can ensure that their 
products are accessible, usable, and practical for users with ADHD, ultimately supporting their productivity 
and organisation.


14



3. METHOD


3.1.  Design Process

The design process for this project was primarily based on the Double Diamond model but with some 
adjustments to allow for a more iterative, non-linear approach. The modified process allowed for revisiting 
the research phase as needed and facilitated overlapping and repeating steps throughout the project. The four 
main phases of the Double Diamond model were visualised in a timeline, which included important dates 
such as milestones, presentations, and dedicated time for writing. The project's timeline and iterative 
approach ensured that each phase of the design process was given adequate attention and that the final design 
solution was informed by comprehensive research and user feedback.


Task / Week Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10

Project Formation

Material Exploration

Writing Thesis

Theoretical Discovery

Fieldwork

Synthesis

Design Opportunity

Concepting

Prototyping & Testing

Thesis Completion

Examination

Figure 8. GANTT Chart for Project Timeline
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Figure 9. Iterative Double Diamond Model (Productboard, 2023)



3.2.  Ethical Considerations

In the framework of this project, it is essential to tackle ethical concerns, particularly when carrying out 
interviews with participants. Several fundamental principles adhered to uphold ethical practices during the 
research process. Before each interview, participants received a concise explanation of the project and its 
background. This introductory information fostered a clear comprehension of the study's purpose and 
context, guaranteeing that participants were well-versed in the research they were partaking in. Sustaining 
high transparency and sincerity when interacting with participants was also essential. This involved being 
honest about the project's goals and explaining how the collected data would be used. The data collected 
from the interviews was managed in compliance with The General Data Protection Regulation (GDPR) 
guidelines. All personal information was anonymised to safeguard participants' privacy, and any identifiable 
details were eliminated. Participants were also informed of the measures taken to ensure their data remained 
secure and was used exclusively for the thesis's purposes.


3.3.  Discovery

3.3.1.  Desktop Research

This project's desktop research served as a crucial foundation for understanding the landscape of Personal 
Knowledge Management (PKM) systems and the technologies currently employed to aid individuals, 
particularly those with ADHD, in managing daily information overload. The first step involved reviewing 
existing design examples of PKM systems. This comprehensive analysis provided insight into this field's 
current state of design, including popular design trends, interface preferences, user interactions, and 
functionality. It also revealed the various strengths and weaknesses of these systems, which could be used to 
inform the design of a new system. The focus shifted to exploring various platforms that could support 
building robust personal knowledge management systems. These platforms range from task management 
tools, note-taking applications, and cloud storage systems to more complex platforms combining multiple 
functionalities. This analysis provided a snapshot of the versatility and diversity of platforms available today 
and the unique ways in which they support knowledge management.


In addition, a deep dive was done into the various tools currently employed for knowledge management. This 
category included tools for task management, time tracking, note-taking, and more. The key objective was to 
understand how these tools function, their value to users, and their limitations. This research component 
involved reviewing user reviews, case studies, and online forums, providing insights into user behaviour and 
preferences. The research also sought to answer some critical questions: What tools and technologies do 
individuals use to manage information overload? How are they navigating the daily influx of data and 
content? Finally, specific attention was given to understanding the technology-based solutions that assist 
people with ADHD. Which tools are most effective for this group, and why? Which ones fall short, and what 
are their deficiencies? This aspect of the research was critical in identifying gaps in the current offerings and 
highlighting opportunities for a new system specifically designed for individuals with ADHD.


3.3.2.  Literature Review

A literature review plays a vital role in the design process, as it equips designers with a comprehensive 
understanding of critical topics and trends in specific design spaces (Hanington & Martin, 2019). An 
extensive literature review enables designers to amalgamate information from diverse published sources like 
research papers, books, and industry reports, thereby establishing a robust theoretical foundation for their 
project (Hanington & Martin, 2019). This foundation, consequently, guarantees that design choices are 
guided by the most recent insights and best practices, leading to more effective and innovative solutions.


A literature review in interaction design imparts knowledge of the theories, principles, and techniques that 
form the basis for designing user interfaces and experiences. It can encompass investigating user-centred 
design, usability, accessibility, and inclusive design and scrutinising particular design trends and emerging 
technologies pertinent to the project. By examining the field's current state, designers can pinpoint gaps in 
existing knowledge, identify innovation opportunities, and better comprehend the potential impact of their 
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design solutions. Effectively organising and structuring a literature review often involves creating categories 
that group related topics or themes (Hanington & Martin, 2019). This method allows designers to 
methodically examine each area of interest and draw connections between various aspects of the design 
space. This project's literature review organises into several essential topics presented in the theory chapter. 
Furthermore, a well-structured literature review can serve as a valuable resource throughout the design 
process, enabling designers to continually refer back to the established body of knowledge as they make 
decisions and refine their designs. By regularly revisiting the literature, designers can ensure their work 
remains grounded in the latest research and best practices, resulting in more effective and impactful design 
solutions.


3.3.3.  User Interviews

User interviews serve as a cornerstone in user-centred design, offering a significant means to gather 
qualitative data about user actions, requirements, and experiences (Stickdorn & Schneider, 2011). These 
discussions between a researcher and a user are typically structured or semi-structured, honing in on the 
user's experiences, viewpoints, and insights on the topic under investigation (Kvale, 2007). This study 
conducted user interviews to achieve a deep understanding of participants' experiences, behaviours, and 
motivations regarding productivity and organisational systems. Interviews enabled the researchers to unpack 
the intricacies of individual experiences, offering insights that may not be gleaned through other research 
methods. They provided a platform to delve into the subtleties of user behaviour, procuring detailed and rich 
data that can guide the design process (Stickdorn & Schneider, 2011).


Nevertheless, user interviews also brought forth some challenges. A prevalent concern is the risk of social 
desirability bias; where participants might respond in a manner they perceive is expected by the interviewer 
rather than sharing their authentic thoughts or experiences (Kvale, 2007). To counter this, the interview 
protocol was designed to foster an open and non-judgmental atmosphere, urging participants to divulge their 
authentic experiences and perspectives. Questions during the interview were neutral and open-ended, 
enabling participants to articulate their opinions without feeling compelled to adhere to any supposed 
expectations. In summary, user interviews remain a fundamental methodology in user-centred design despite 
the inherent challenges. They yield rich, nuanced, and user-centric insights that can substantially shape and 
guide the design process.


3.4.  Synthesis

3.4.1.  Affinity Diagram

Affinity Diagrams are a powerful and commonly used tool in interaction design to organise and analyse data 
collected from user research or post-task interviews, visually representing themes and relationships (Bruce & 
Martin, 2019; Lucero, 2015). This method is beneficial in the synthesis phase of the design process, where 
designers work with large amounts of collected data and must discern patterns and insights from it (Kolko, 
2010). Creating an Affinity Diagram involves taking individual pieces of data, such as quotes from user 
interviews, observations from fieldwork, or insights from literature, and grouping them based on shared 
themes or concepts. Each piece of data gets written on a separate card or sticky note, which can then be 
moved and arranged in clusters of related information. The emergent themes are then labelled, summarising 
the information within each cluster (Bruce & Martin, 2019). Affinity Diagrams are a tool for data 
organisation and facilitate team collaboration and consensus-building around key insights (Lucero, 2015). 
The tangible, visual nature of the diagram allows team members to see the data in a new light, often 
revealing unexpected connections or insights that may not have been evident through other analysis methods 
(Bruce & Martin, 2019).


3.4.2.  Design Opportunity and Design Criteria

Identifying and defining the problem is a critical step in the design process. It signifies a relationship 
between a person unsatisfied with a particular situation and their interest in improving it (Cross, 2006). This 
dissatisfaction often stems from an unmet need or a gap in the current solutions, providing a space for 
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potential design interventions. The problem statement becomes a design opportunity when reframed as a 
challenge that can be addressed through design. Designers often use "How Might We" (HMW) questions to 
articulate the design opportunity. The frame of these questions is in a way that focuses on the possibilities for 
design and opens up the problem space for creative exploration (Brown, 2009). HMW questions shift the 
perspective from problem-focused to solution-focused, making the design process more constructive and 
hopeful. Once the design opportunity is defined, it is crucial to establish design criteria or a list of 
requirements that the proposed solution should meet. These criteria guide the design process and serve as a 
benchmark against which the solution can be evaluated (Pugh, 1991). They are typically informed by user 
needs and insights derived from research, ensuring that the solution remains user-centred throughout the 
design process.


3.5.  Concepting

The conception phase in a design project is the process of generating and developing ideas that form the 
foundation of the final design (Sanders & Stappers, 2012). This phase is not solely about producing many 
ideas but also involves critically evaluating and honing them to ensure alignment with the project's objectives 
and the users' needs. This stage typically leverages various creative techniques, such as brainstorming and 
sketching, to navigate potential avenues and fine-tune the design course (Buxton, 2007). Brainstorming 
encourages divergent thinking and allows for a broad exploration of ideas while sketching provides a 
tangible medium for representing and evaluating these ideas (Buxton, 2007). Sketching user experiences 
serves as a tool for communication and collaboration, enabling designers to visualise their ideas and share 
them with others. It facilitates discussion, critique, and iteration, essential aspects of the design process 
(Buxton, 2007). The goal of conception is to create a clear and compelling design vision that meets the users' 
needs and achieves the project objectives (Sanders & Stappers, 2012). This phase endeavours to transform 
the insights derived from research into tangible design opportunities. The concepts put forth during this stage 
serve as a source of inspiration and direction for the remaining design process, laying out a pathway for 
creating the ultimate design solution. Fundamentally, concepting serves as a connector between grasping the 
user's needs and experiences and crafting design solutions that cater to these needs. It is a critical phase that 
influences the trajectory of the design project and guarantees that the final design is user-centric, viable, and 
in harmony with the project's objectives.


3.6.  Prototyping

Prototyping is a pivotal stage in the interaction design process, providing an opportunity to trial and assess a 
design before its complete development and deployment (Houde & Hill, 1997). Prototypes can take many 
forms, such as tangible models, digital simulations, or interactive mockups, depending on the design setting 
and the specific elements of the design being evaluated (Stickdorn & Schneider, 2011). Within the domain of 
interaction design, prototypes fulfil a two-fold function: they embody the design concept and allow for the 
examination of user interaction with the design (Houde & Hill, 1997). Prototypes are often utilised to solicit 
user and stakeholder feedback, pinpoint potential issues, and highlight areas needing enhancement. This 
feedback is then channelled into the refinement of the design, ensuring its usability, effectiveness, and 
alignment with user needs and anticipations (Stickdorn & Schneider, 2011).


When designing specifically for individuals with ADHD, prototyping becomes even more critical. 
Individuals with ADHD exhibit specific cognitive and behavioural characteristics, including focus, 
organisation, and time management difficulties. They are aware of their individual needs and are the most 
valuable resource in gaining insights. Therefore, when creating tools and interfaces for this group, it is 
crucial to consider and address these unique challenges. 
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Prototyping offers a chance to evaluate how well a design caters to these challenges and accommodates the 
specific needs of users with ADHD (Stickdorn & Schneider, 2011). Through prototyping, designers can 
ensure that the design is functional and engaging and responsive to and supportive of the distinct needs of 
individuals with ADHD. The iterative cycle of design, testing, and refinement aids in the creation of 
solutions that are genuinely inclusive and specifically tailored to the requirements of this particular user 
group.


4. DESIG! PROCESS


4.1.  Exploring

4.1.1.  Tool and Feature Exploration

The initial step of the exploration phase was to delve into a comprehensive review of existing tools and 
features related to personal knowledge management (PKM) systems. The review focused on identifying 
these tools' key characteristics, strengths, and weaknesses by grounding the understanding in the theoretical 
background explained in the earlier sections. The variety of PKM tools underscored technology's significant 
role in aiding knowledge management and highlighted opportunities for new design ideas. Existing PKM 
systems vary significantly in their approach, from traditional note-taking tools to advanced integrated 
platforms. Some have features designed explicitly to support specific knowledge management tasks, while 
others offer more generic functionalities that can be adapted to individual needs.


Moreover, the influence of Artificial Intelligence (AI) on PKM systems was examined. AI and machine 
learning technologies have increasingly been applied in the PKM domain, offering capabilities such as 
automatic categorisation, semantic analysis, and intelligent recommendations. These AI-enabled features 
have the potential to significantly enhance the effectiveness of PKM tools by automating routine tasks and 
providing personalised support to users. The discussions observed highlighted the diverse range of strategies 
individuals employ to manage their knowledge and cope with the challenges posed by ADHD. In addition to 
reviewing established PKM tools, the exploration also extended to social media platforms and online forums, 
where individuals often share their methods for managing knowledge, especially those with ADHD. These 
platforms have become a valuable source of firsthand user insights and innovative grassroots solutions. This 
process of tool and feature exploration provided a solid foundation for understanding the current landscape 
of PKM systems, the role of AI in this space, and the unique needs of individuals with ADHD in knowledge 
management. The information gathered in the initial phases of the design process guided the development of 
a solution that effectively met the needs and preferences of the target user group.


4.1.2.  Exploring User Context - Interviews

The conduction of user interviews enriched the exploration phase. Two in-depth interviews, each 
approximately 90 minutes long, were conducted with individuals diagnosed with ADHD. These interviews 
formed an essential part of the research, providing valuable insights into the lived experiences and specific 
needs of people with ADHD. In alignment with ethical considerations (Kvale, 2007), the project was 
introduced to the participants at the beginning of each interview. Clear explanations were provided about 
what it meant to participate in the interview and assurances that any data gathered would be anonymised and 
used in compliance with The General Data Protection Regulation (GDPR). Consent for recording the 
interviews was also obtained from each participant. The semi-structured interview format allowed flexibility 
in exploring topics of interest while ensuring that key areas were addressed (Portigal, 2013). The 
conversation focused on understanding the impact of ADHD on their daily lives, their struggles and triumphs 
in managing their knowledge and attention, and the various methods and strategies they have employed, both 
successful and unsuccessful. One of the unique aspects of the interviews was the exploration of the tools and 
features participants wished were available to support them in their daily activities. The answers received 
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were invaluable for the subsequent stages of idea generation and concept development, providing a rich 
source of inspiration and practical suggestions that reflect the exact needs and desires of the target users. To 
ensure accuracy and completeness, the interviews were recorded and later transcribed using otter.ai, a 
reliable automated transcription service. This process provided a comprehensive written record of the 
conversations, facilitating subsequent analysis and synthesis of the gathered data. The insights derived from 
these interviews significantly informed the understanding of the user context and helped establish a user-
centric foundation for the design process.


4.2.  Define

4.2.1.  Sensemaking

In the exploration phase of the design process, a combination of conversations with potential end users and 
extensive desktop research led to a wealth of insights, observations, and potential opportunities. I undertook 
a sensemaking exercise to process and convert these diverse inputs into actionable design directions. 
Sensemaking involves using methods and tools to understand, interpret, and categorise complex information, 
thus aiding in decision-making and problem-solving processes. One tool I employed in this process was 
affinity diagrams, a well-established technique for clustering insights based on inherent relationships or 
themes.


Using Figma, a digital design platform, I structured an affinity diagram. I mapped out the interviews and 
desktop research findings, leading to several distinct categories: problems/struggles, needs, wishes/
expectations, and design requirements. The "problems/struggles" category highlighted the challenges 
experienced by the users, many of which were centred around difficulties with concentration, organisation, 
and forgetfulness. The "needs" category was derived from these challenges, representing the essential tools 
or features that users require to mitigate these struggles. The "wishes/expectations" category captured the 
users' desires for an ideal system, often going beyond the essential needs to encapsulate aspirational features 
or capabilities. Lastly, the "design requirements" category derived from these insights formed the essential 
criteria the design solution needs to meet to address the identified problems, fulfil user needs, and meet their 
expectations. The process of Sensemaking, thus, provided a more refined understanding of the design space 
and set the stage for the formulation of design opportunities and criteria, which in turn guided the subsequent 
stages of conception and prototyping.
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Figure 10. Initial Affinity Diagram Figure 11. Affinity Diagram including Insights from Research



4.2.2.  Design Criteria and Opportunity


The interviews and desktop research analysis yielded a rich set of needs, expectations, and design 
requirements, providing a solid foundation for developing the prototypes. The identified struggles with 
attention, memory, task management, and the wish for a system that can intelligently manage and connect 
thoughts reveal a clear design opportunity. A design opportunity was also formulated using "How might 
we…" questions.


How might we design a system that helps users to capture their thoughts easier and make them 
actionable To-Do-List items?


How might we help users organise tasks better to stay motivated and not get tired?


Problems/Struggles Needs Wishes/Expectations Design Requirements
Struggles with 

concentration, easily 
distracted, 

forgetfulness

A system to aid in 
managing distractions 
and improving focus

A tool that can effectively 
identify patterns and connect 

thoughts

An intelligent, adaptive 
system with robust features 
for managing distractions

Difficulty 
multitasking, 

especially with 
competing tasks

A structure or system 
that helps to prioritize 

tasks

A system that incorporates 
helpful features such as 

calendars, lists, pomodoro 
timers, etc.

A system that allows easy 
task management and 

prioritization

Has a hard time 
sticking to habits and 

maintaining 
organization

A tool that can support 
habit building and 

organization

Features such as reminders, 
lists, calendars, and voice 

recordings to aid in organizing 
thoughts and tasks

A tool with comprehensive 
features to support 

organization and habit 
building

Difficulty managing 
deadlines and time-

sensitive tasks

A system that supports 
effective deadline and 

time management

A tool that applies a bit of 
external pressure to assist in 

time management

Features supporting 
deadline and time 

management, including 
reminders and milestone 

tracking

Difficulty storing and 
retrieving 

information

An efficient system for 
storing and retrieving 

information

A tool that automatically 
organizes thoughts and notes

An intelligent system with 
robust features for 

information storage and 
retrieval

Information overload
A system to manage 

and filter information 
effectively

A tool that provides book 
summaries and a store like 

Zotero

Features that help manage 
and filter information, 

including summary and 
storage capabilities

Productivity tools 
tried in the past have 
been overwhelming 

or insufficient

A system that is user-
friendly and meets the 
needs of people with 

ADHD

Incorporation of gamification, 
sound, and other interactive 

features

A user-friendly, intuitive 
design with interactive 

features

Forgetting things in 
advance, such as for 
flights or interviews

A system that aids in 
planning and 

remembering important 
events or information

Features that help in planning 
for important events or 

activities, such as flights or 
interviews

Reminders, planning 
features, and robust support 
for remembering important 

information
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4.3.  Concepting

4.3.1.  Sketching

Sketching represents a key facet of the ideation phase in the design process. It is an intuitive, low-fidelity 
way to visualise and explore design ideas and potential solutions. This process stage promotes creative 
freedom, allowing a broad scope of ideas to be investigated without being bogged down by the constraints of 
more advanced design tools or practicalities. In this project, sketching was performed in two distinct rounds, 
each embracing a different approach to ideation. The first round was a conventional brainstorming session 
with pen and paper. During this phase, I allowed my thoughts to flow freely and encouraged an open-minded 
exploration of potential solutions. This approach is advantageous at the beginning of the ideation process to 
exhaust "top-of-mind ideas" – the most prominent and straightforward solutions that come to mind based on 
an initial understanding of the problem. 


Once I had explored these initial ideas, I embarked on the second round of ideation. In this phase, I 
employed a technique called "Crazy 8s". The principle behind Crazy 8s is to generate multiple diverse ideas 
within a limited timeframe rapidly. This approach pushes one beyond the boundaries of conventional 
thinking and encourages innovative and sometimes unconventional solutions to emerge. In the context of this 
project, Crazy 8s involved sketching eight different solutions to a single problem, guided by "How Might 
We" (HMW) questions. These HMW questions served as thought-provoking prompts, encouraging the 
exploration of diverse angles to the problem and prompting the ideation of a range of solutions. The result 
was eight different sketches, each offering a unique perspective on approaching the identified design 
problem. The sketches varied widely, focusing on a different aspect or interpretation of the problem. The 
process offered a rich source of creative exploration, prompting fresh insights and potential design directions. 
What I found most intriguing about this process was the opportunity to view the same problem from various 
perspectives. This approach enabled diverse solutions, from straightforward and practical ideas to more 
innovative and complex concepts. It was intriguing to observe how the simple, preliminary ideas from the 
first round of ideation evolved and matured during the Crazy 8s exercise. What started as seedlings of 
thought in the initial brainstorming phase grew into more refined ideas, providing a solid foundation for the 
subsequent design development stages.
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Figure 12. Sketches from Crazy 8 Exercise Figure 13. Sketches from Crazy 8 Exercise



4.3.2.  Visualisation

Following the initial sketching phase, the visualisation stage came into play. This phase aims to refine and 
concretise the ideas generated in the brainstorming and Crazy 8s exercises. By employing more detailed 
visualisation techniques, I sought to delve deeper into the particulars of the design solutions, fleshing out 
their intricacies and depicting how they might function in a real-world setting. In the context of personal 
knowledge management (PKM), two main challenges emerged from the research and ideation phases. The 
first was the difficulty users experienced in capturing their tasks and thoughts efficiently. Given the fast-
paced, multi-faceted nature of modern life, and particularly with the additional challenges posed by ADHD, 
capturing thoughts, tasks, and ideas can be daunting. The solution proposed to address this problem is an 
automated process that transforms audio recordings of a 'brain dump' of tasks and things a user wants to do 
into an actionable, organised to-do list. This solution offers a more streamlined and user-friendly method of 
capturing information, reducing cognitive load, and increasing productivity.


The second challenge pertained to the organisation of tasks. Given that task management is a significant 
hurdle for individuals with ADHD, the design must consider this. In response to this challenge, a concept 
was developed to organise tasks into two groups: tasks that take less than 10 minutes to complete and tasks 
that take more than 10 minutes. This simple yet effective categorisation strategy helps users better manage 
their time and productivity levels, also ensuring regular dopamine boosts by interspersing shorter tasks 
amidst longer ones. I created visual representations showing the proposed solutions to illustrate these ideas 
further. This visualisation elucidates the proposed system's functionality, offering a glimpse into the 
transformative potential of these solutions for improving the personal knowledge management process, 
especially for those living with ADHD. In particular, I focused on depicting how capturing tasks can be 
simplified using a platform that connects an API of a large language model with a personal knowledge 
management system.


4.3.3.  Wireframing

Wireframing is an essential step in the design process as it offers a foundational understanding of the 
functionality and layout of a proposed solution. For this project, the wireframing stage was mainly focused 
on illustrating the process of categorising tasks into two distinct groups: tasks that require less than ten 
minutes to complete and tasks that require more than ten minutes – the process aimed to visually represent 
the task management feature, an integral part of the solution proposed.


Initially, low-fidelity wireframes were utilised to outline the design's general functions and provide a 
preliminary understanding of user navigation within the application. The objective at this stage was to 
establish the basic structure and flow of the interface, ensuring it aligns well with user needs and provides a 
cohesive user journey. Next, high-fidelity wireframes were developed to elevate the user experience and 
approximate a more practical use scenario. These wireframes detailed the design with more specific visual 
design elements, typography, and iconography, providing a more immersive and detailed representation of 
the final product. For this project, Figma was employed as the interface design tool for its ease of use and 
extensive features that facilitate design, prototype, and collaborative work. The wireframes were then 
imported into Protopie, an intuitive prototyping tool, to imbue the designs with interactivity, thus allowing 
users to interact with the design as they would in a real-world scenario. This combination of Figma and 
Protopie offered a robust platform for crafting and testing a user-centred design, successfully visualising the 
task management feature of the proposed solution.
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4.4.  Prototyping and Testing

4.4.1.  Iterative Design Process

Iteration is critical to ensure the final product achieves its objectives and provides an engaging and efficient 
experience for the end user. The prototyping phase of this project embraced the tenets of an iterative design 
process. This approach permitted the progressive refinement of ideas and features, focusing on feedback and 
evaluation as crucial elements in the development of the design. This process was multidirectional, often 
requiring revisiting earlier stages of the design cycle. For instance, certain decisions necessitated a return to 
the literature review to provide theoretical underpinning and validation for the proposed design. Such a 
revisit reaffirmed the design's grounding in established principles, ensuring its relevance and effectiveness.


However, this project's scope imposed certain constraints, necessitating a degree of narrowing during the 
prototyping phase. Despite these limitations, a robust foundation for the design was established, focusing on 
core features and functionalities that address the primary needs of the end users. Given more time, the 
process would have allowed for a more detailed exploration of the design of the platform and the system as a 
whole. Further iterations would have provided more opportunities for refinement, enabling a deeper dive into 
fine details of the design, from user interface nuances to the interaction flow and the system's broader 
functionality. Regardless, the iterative design process ensures that the prototype is scalable, setting a solid 
basis for potential future expansion and detailing of the design.


4.4.2.  Feedback Collection and Implementation

Feedback collection and implementation were key components in refining the design of the prototypes. The 
firsthand user experience and input provided invaluable insights and directly influenced the design choices 
made in the project. The prototypes, designed to aid with task capturing and organisation, were presented to a 
previously interviewed participant. An initial brief was given to the participant to understand the context of 
these prototypes within the broader system. This was followed by a live demonstration and testing of the 
prototypes, allowing the participant to interact and familiarise themselves with the functionalities. The 
participant's immediate reactions and thoughts were taken into account, focusing particularly on the overall 
look and feel of the prototypes. For the task-capturing prototype, the participant suggested that the recording 
function should not be in a separate app but directly integrated into a commonly used platform like Notion. 
This integration would allow for a seamless transition between task capturing and organisation, thus 
minimising friction and increasing usability. 


Additionally, the participant noted the potential utility of categorising items for a better overview of tasks, 
further enhancing the usability and efficiency of the system. The feedback on the organising prototype was 
also significant. The participant suggested the incorporation of colours to highlight different categories of 
tasks. This visual cue would facilitate immediate recognition and quick scanning of tasks, making prioritising 
and managing them more manageable. Additionally, the participant favoured subtle haptic feedback like that 
experience while typing on a phone keyboard. They also expressed that celebratory visuals, like confetti, 
could be a form of positive reinforcement when tasks are completed. The feedback collected from this 
session was invaluable. It highlighted the importance of user-friendly design elements, seamless integration 
of different functionalities, and the role of positive reinforcements in maintaining motivation. The insights 
from this session were directly incorporated into the design revisions to better align with the needs and 
preferences of the intended users. The iterative design, feedback collection, and implementation process was 
central to creating a user-centric tool to empower people with ADHD to manage their tasks and personal 
knowledge more effectively.
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5. RESULT A!D FI!AL DESIG!


5.1.  Capturing

The interactive artefact for capturing tasks is a helpful tool for people with ADHD, addressing the challenges 
they often face when trying to keep pace with their rapid thought processes. It leverages the power of voice 
and technology, creating a seamless transition from thought to action. The user can speak freely, articulating 
the tasks and ideas currently occupying their mind. This speech is then transformed into an audio file and 
uploaded directly to the user's cloud service of their choice. An API connected to a specific folder recognises 
when a new file appears in the folder. This API belongs to the automation service called Pipedream. It allows 
users to connect different online services, which are by default unable to communicate with each other. It 
downloads the audio file from the cloud service and sends it to a transcribing software called Whisper. After 
transcribing, the software passes the text to a large language model to process it. The model is adept at 
understanding spoken words and discerning the context and meaning behind them. It takes the transcribed 
text and analyses the content, summarising it into a structured, actionable to-do list. This process of capturing 
tasks significantly reduces the friction usually associated with manual typing or writing, providing users with 
a more natural and intuitive way of documenting their tasks. Unlike conventional dictate functions, the 
system allows for natural language input, thus making it more user-friendly and flexible. Another key 
advantage of this interactive artefact is that it effectively liberates users from the constraints of needing to 
look at a screen while planning their day and opens up a myriad of possibilities as to when and where users 
can organise their tasks, be it during a morning walk, while cooking, or even just before going to bed. This 
approach is tailored to cater to the unique needs and preferences of people with ADHD, making task 
management a less daunting and more accommodating process.
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Figure 14. Process from Audio Recording to To-Do-List 



5.2.  Organising

The second aspect of the interactive artefact focuses on the organisation of tasks, a vital area of concern for 
people with ADHD. Prioritising tasks and estimating the time needed for completion is often daunting and 
frustrating for individuals with ADHD. They can become engrossed in minute details or easily diverted to 
other activities, leading to underestimation of time and dissatisfaction when tasks take longer than initially 
expected. The system builds upon the to-do list created in the capturing stage to combat this. Tasks are 
divided into two primary categories based on their estimated completion time: tasks that take less than 10 
minutes and tasks that take more than 10 minutes. Tasks expected to take less than 10 minutes are simplified 
and straightforward, and the system encourages the user to complete them by the end of the day. These quick 
tasks help provide a sense of accomplishment and a resultant dopamine boost, particularly beneficial for 
individuals with ADHD. A more detailed approach is adopted for tasks that take more than 10 minutes. 
Recognising that people with ADHD often respond well to clear deadlines due to the added pressure, the 
system prompts the user to assign a specific due date to these tasks. Further, it guides the user to break down 
larger tasks into individual smaller tasks, providing a clear, easy-to-follow roadmap towards completion. 
Working on larger tasks is split into several 60 minutes blocks to provide either breaks from the task or to 
change the task. In a final step to maximise motivation, the system incorporates haptic and visual feedback 
whenever a task is marked as completed. This sensory acknowledgement acts as a reward, releasing 
dopamine that encourages the user to proceed with the next task. This interactive artefact for task 
organisation is thus designed to consider the distinct needs and behaviour patterns of people with ADHD, 
making their task management journey more streamlined and rewarding.


5.3.  Qualities of Interaction

The interaction of the capturing aspect of the prototype can be described as fluent, mediated and covered. 
The fluent interaction fosters a sense of autonomy and allows continuous influence, with the power and right 
to change what happens at any point in the process. This fluidity removes barriers, offering seamless 
integration into the ongoing process, encouraging rather than interrupting the user. The mediated interaction 
involves an element of uncertainty and magic, as the responsibility of the interaction is handed over to the 
automated system, reducing the cognitive load on the user. Lastly, the covered interaction introduces a sense 
of magic and exploration, creating an environment of anticipation and intrigue. This prototype offers users a 
sense of security, ensuring that no thought or task is lost. Reducing choices offers a direct and focused 
interaction, easing decision-making, a common struggle for those with ADHD. The system's responsiveness 
to the user's input, such as recognising the importance of a task and prioritising it accordingly, further 
enhances this sense of directness. The interaction with the organising prototype can be described using 
vocabularies such as fast, instant, and uniform. The fast interaction stimulates and activates the user, 
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promoting efficiency and focusing on the instrumental goal of interaction. Instant interaction enables 
immediate feedback, making the user's effect experiential and providing a feeling of competency. This real-
time feedback also allows immediate correction, enhancing the user's control over the interaction. Constant 
interaction appeals to the user's intuition and ensures a controlled and coherent interaction experience. This 
prototype presents a familiar experience for the user by mirroring the interaction modalities of other task 
management apps. It embodies the principles of interaction design in a way that is beneficial for people with 
ADHD, making the management of tasks more manageable and less stressful.


6. DISCUSSIO!


As the complexities and demands of the contemporary world continue to escalate, the relevance and 
significance of Personal Knowledge Management (PKM) are becoming increasingly pronounced. In a 
society that has transitioned from an Industrial Age to an Information Age, where vast quantities of data are 
created every second, navigating this information landscape is a fundamental skill. We are now witnessing a 
shift from this Information Age to an emergent era— the Age of Curation and Expression. This transition 
symbolises a move from merely accumulating data to its thoughtful analysis, interpretation, and application. 
The saying "Knowledge is Power" has underlined our societal and intellectual structures for centuries. 
However, today's reality paints a more nuanced picture. In a world where data is ubiquitous, and the torrent 
of information is incessantly overwhelming, the real power lies not in knowledge acquisition but in its 
effective management and application. 


In this knowledge-rich, attention-poor reality, the importance of PKM is genuinely amplified. PKM is not 
merely a tool for individual efficiency but a necessity for anyone seeking to navigate an increasingly 
interconnected and complex world. Although beneficial to all, PKM holds a distinctive appeal for certain 
sections of the population, especially neurodivergent individuals. As neurodivergence gains recognition in 
mainstream discourse, it needs to be more explored and addressed in the design. Despite the increased 
attention, the current lack of recognition is where user-centred and universal design principles come into 
play, advocating for more inclusive and accessible products and interfaces. Neurodivergent individuals often 
experience the world differently, and custom-designed PKM systems can provide them with strategies and 
tools to navigate the knowledge landscape more effectively. This project firmly grounds itself within these 
contexts. It hones in on the specific needs of people with ADHD, who can derive substantial advantages from 
PKM solutions tailored to their unique cognitive patterns.


Knowledge management, a vast and multifaceted field, necessitates a carefully focused approach to problem-
solving. This project has accordingly narrowed its scope to address specific, fundamental problems within 
the broader domain. Concentrating on mobile devices was a conscious decision made with the user's needs in 
mind. The aim was to ensure that knowledge is as accessible as possible, given the ubiquitous nature of 
mobile devices in our lives. However, as technology evolves, the future may shift towards a new breed of 
personal computers that might eclipse smartphones. Personal intelligence systems, underpinned by a mix of 
emerging technologies such as AI and machine learning, could form the nucleus of these devices. As these 
systems mature, they are poised to revolutionise our interaction with digital technology, becoming an integral 
part of our daily lives. Artificial Intelligence (AI) was integrated into the design of this project to harness its 
transformative potential. AI retains an aura of novelty and even a sense of magic due to its unique ability to 
learn, adapt and mimic human-like decision-making processes. However, as it rapidly evolves, more people 
are beginning to understand its wide array of everyday applications.  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Nonetheless, it is crucial to acknowledge that AI, as a field, is still relatively nascent. Its potential, while vast, 
needs careful harnessing through continuous adjustments and fine-tuning to meet user expectations and 
requirements. Thus, incorporating AI into PKM systems signals a future where knowledge management is 
not just personalised but also highly intuitive and responsive, heralding an era where we can leverage 
technology to manage our lives better, enhance our cognitive capabilities, and enrich our human experience.


7. CO!CLUSIO!


The primary objective of this project was to put forth a design solution specifically crafted to assist 
individuals with ADHD, aiding them in capturing their thoughts and ideas and organising them more 
effectively. The Double Diamond design process was employed to accomplish this goal, emphasising user-
friendly interfaces and minimising friction points. The design process was initiated with an extensive 
exploration phase that laid the groundwork for the project. An in-depth literature review was conducted to 
gain insights into various domains, including knowledge management, information overload, and how 
ADHD can impact productivity and organisational abilities. Personal experiences and anecdotes about 
dealing with ADHD were collected and analysed, shedding light on the firsthand challenges and strategies 
employed by individuals with ADHD. A comprehensive benchmarking exercise was also undertaken to 
evaluate and draw inspiration from existing systems and tools. The following ideation phase involved two 
interviews to delve deeper into the user's perspective and needs. Interviewees were questioned about their 
current systems and tools, advantages and drawbacks, and what they desired from an ideal PKM system. The 
design phase was centred around developing two prototypes, each addressing a distinct aspect of PKM. The 
prototype focused on easing the task-capturing process, eliminating the constraints of writing speed, and 
enabling an unrestricted 'brain dump.' The second prototype was designed to simplify task management by 
employing a task categorisation system, creating a more organised, user-friendly task list. The solutions 
proposed through this project — voice-to-task automation and a simplified to-do list — are designed to make 
the PKM process more seamless and less overwhelming. At first glance, the voice-to-task prototype may 
seem simple, but it requires a blend of coding knowledge and user input to tailor the results to individual 
users' needs. The power of these prototypes lies in their potential to simplify an otherwise complex process, 
providing individuals with ADHD with a toolset tailored to their unique needs, thus promoting self-efficacy 
and productivity.
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