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WALKING THE FAMILIAR

To learn something new, 
take the path you took yesterday

John Burroughs 1837 - 1921

American naturalist and essayist



Introduction.
	 Introducing Apathy as an issue. 
	 Introducing Psychogeography.

1 Mapping and Wayfinding.
	 Reseach
	 Response

2 Site Specific Materials + Interventions.
	 Exploration
	
3 Site Specific Making.
	 Exploration

4 Branding + Packaging.
	 Research
	 Response

5 Display + Exhibition.



HOW TO CHANGE THE WORLD ACCORDING TO 
VIVIANNE WESTWOOD

“Now we have consumption, not culture. 
We don’t have art anymore.”

Vivianne Westwood 1941 to Present

British Fashion Designer



Observation of people’s focus



AIM: How to use pyschogeographic methods as a way to 
address apathy among young people.
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As someone who has firsrt hand 
experience with mental health, it 
has sometimes served as a barrier 
when engaging with this project.
However, it has been this experi-
ence that has shown how important 
it is for people to engage with their 
surroundings as a way to get out of 
their heads; whether it be escap-
ing apathy, anxiety or depression. 
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Natural health service: wildlife volunteers get 
mental health boost

“There has beeen extensive research on the 
health damaging effects of the concrete jungle, 
so we should not be surprised that mental health 
is improved by the natural environment” said 
Prof John Middleton, President of the UK faculty 
of Mental Health in an article for the Guardian.

At the start of the study, 39% of participants re-
ported low wellbeing, compared with UK aver-
age scores, but after 12 weeks of increased ex-
posure to nature this has fallen to 19%.

‘There is a growing interest in “social prescrib-
ing”, ie non-medical ways of tackling ill health.’

Damian Carrington, The Guardian, 2 October 
2017

















Oxford Junior Dictionary’s replacement 
of ‘natural’ words with 21st-century 
terms sparks outcry

‘The research evidence showing the 
links between natural play and wellbe-
ing; and between disconnection with 
nature and social ills is mounting’

“There is a shocking, proven connec-
tion between the decline in natural play 
and the decline in children’s wellbeing” 
[the authors] write, pointing to research 
which found that a generaton ago, 40% 
of children regularly played in natural 
areas, compared to 10% today, with a 
further 40% never playing outdoors. 
“Obesity, anti-social behaviour, friend-
lessness and fear are known conse-
quenses” they say.

Alison Flood, The Guardian, 13 June 
2015
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Mapping Moulsecoomb
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Test ing t h e  Geocaching app to  invest igate  incent iv i s ing  a  walk
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Mapping a journey using plasticine











2SITE SPECIFIC

MATERIALS +

INTERVENTIONS





Defining the Site Responsive

Site response in art occurs when the artist is engaged in an 
investigation of the site as part of the process in making the 
work. 

The investigation will take into account geography, locality, 
topography, community (local, historical and global), histo-
ry (local, private and national). 

These can be considered to be “open source” – open for 
anyone’s use and interpretation. This process has a direct 
relationship to the art works made, in terms of form, materi-
als, concept etc. 

Of course, artists, like anyone else, respond to these “raw 
materials” in individual ways.

Gillian McIver, ART/SITE/CONTEXT, 2004



Social Use 

Cities evolve over time, the social use for which a site was 
built may change and mutate many times before the artist 
comes to the site. The artist must be careful not to immedi-
ately romanticize and prioritise the “original” use as being 
somehow more “authentic, ” but to consider the social use 
of the site as a continuing narrative of which s/he is another 
part.

Becoming Part of the Collective Memory of the Site

Working on a site does not bestow ownership upon the 
artist. The artist and the work becomes part of the collec-
tive memory of the site, and the artist has to accept that.

Gillian McIver, ART/SITE/CONTEXT, 2004



Natural Resources: Initial Finds



Manmade Resources: Initial Finds





Making Printing Ink from Berries



Repurposing billboard paper and interegrating it back into an 
urban environment.





Printing stickers with billboard graphics to be 
scanned using the HP Reveal App. This could 

then explain my project through a video.



Billboard paper as a veneer.





Mark making with a bike tyre





Potential Interventions into existing infrastructure.







Site specific casting in cracks with cement, polyfiller and plaster.





3SITE SPECIFIC

MAKING





Definition of Play

Summing up the formal characteristics of play we might call 
it a free activity standing quite consciously outisde “ordinary” 
life as being “not serious,” but at the same time absorbing 
the player intensely and utterly.

it is an activity connected with no real material interest, and 
no profit can be gained by it. It proceeds within its own prop-
er boundaries of time and space according to fixed rules 
and in an orderly manner. 

It promotes the formation of social groupings which tend to 
surround themselves with secrecy and to stress their differ-
ence from the common world by disguise or other means.

Johan Huizinga, Homo Ludens, 1938



Defining Characteristics of Play

1. Free: in which playing is not obligatory; if it were, it would 
at once lose its attractive and joyous quality as diversion;

2. Seperate: circumscribed within limits od space and time, 
defined and fixed in advance;

3. Uncertain: the course of which cannot be determined, nor 
the result attained beforehand, and some latitude for inno-
vations being left to the palyer’s initiative;

4. Unproductive: creating neither goods, nor wealth, nor 
new elements of any kind; and, except for the exchsange of 
property among players, ending in a situation identical to 
that prevailing at the beginning of the game;

5. Governed by rules: under conventions that suspend or-
dinary laws, and for the moment establish new legislation, 
which alone counts;

6. Make believe: accompanied by a special awareness of a 
second reality or of a free unreality, as against real life.

Katie Salen + Eric Zimmerman, The Game Design Reader, 
2006
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The aim of this trial was to 
determine how easy it was 
to print directions on the 
go around the city. 

This was the first attempt of 
trying to force the ink through a 
cut stencil. It was unsuccessful. The 
print on the adjacent page used 
the cut areas as negative space 
and was much more effective. 

On reflection, the direction of 
the arrow is not entirely clear.
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PRINTING

MUM









“We are on the pitch and put golf 
course.”

“How did we get here?” 

“Through a hole in the fence.”

“How are you feeling?”

“Very Naughty!”

“It’s alright!”

“No it’s not alright because you 
told me to turn back!”

“Oh yeah, I did say we should 
probably turn back...”

“But it is nice and very different 
and exc... Can we find the hole 

again?”

“Yep!”

“I don’t think we are where you 
think we are because I can hear 
the tram and the tram doesn’t go 
through the golf course.”

“Ok what i’ll do is I’ll get my phone 
out and put our home address 
in and then it’ll give us a route 
of how to get home so we know 
where we are.”

“No, we are not trying to get home 
mum, we’re urban explorers!”

	

	 Me

	 Mum



Peg drying rack





Intitial research into drying racks.







Potential interventions for drying racks.







Initial printing tools

















Using a drinks can as a roller.









[Looks up to see a woman watch-
ing us printing]

“Hello! You Alright?”

“I’m fine, I’m just standing here.”

[Sensing a bit of a tense atmos-
phere]

“Is there something I can help you 
with?”

“I can stand here if I want, it’s a 
public walkway!”

[something inaudible]...”and we 
won’t tolerate graffiti! 

“Oh no! This isn’t graffiti! 
We are just taking some prints for 
my project, do you want to see? I 
am researching into how psycho-

geograhy can be use...”

“Well that is what the fence is 
there for! So people don’t graf-
fiti on the wall!”

“Ok... But that’s not what we 
are doing...”

[Walks away muttering some-
thing about how she “won’t 
stand for graffiti” 

	 Me

	 Concerned Neighbour

	





4BRANDING +

PACKAGING













Tool roll made from vinyl so it can be wiped clean.









5DISPLAY +

EXHIBITION





Psychogeography: Remapping an urbanised area; usually 
navigating in a way that is an alternative to the way that 
the city was designed to be behaved in. 

 We are encouraged to be distracted by music.

 We are encouraged to be distracted by social media

 We are encouraged to zone out from our surroundings.

 It is defiant to be present

 It is defiant to observe our surroundings

It is defiant to deviate from the path.

 This project makes you the maker. 

1) You make the tools.

2) You print your own directions.

3) Others can choose to explore yours or make their own 
directions.

 Using the city as a resource and a canvas. 










