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Anyone can design
even a kitten

A book about space travel, kittens, 
and things that can make you a designer.



For free thinking humans everywhere.



16+

This isn’t a children’s book. It’s for adults and uses adult fucking 

language from this page onwards. 

Give it back to your mom Let 's get fucking started
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The world needs more designers. Designers like those described 

in this book. Humble problem-solvers dedicated to creating new 

possibilities and opportunities for others by designing with others. 

This book, written by one such designer, provides a delightful and 

much needed invitation to the world of design. 

It is a timely invitation. One that more of us must accept to make the 

most of applying our optimism, curiosity and skill toward learning 

and building together. The notions, approaches, and exercises put 

forward highlight what it takes to think and take action as design-

ers, regardless of craft. Getting out into the world to explore what 

is meaningful to people, prototyping the way forward together 

and being inclusive of a variety of perspectives. All of these activi-

ties are essential to creating meaningful and sustainable solutions. 

And readers, along with Fliss the kitten, will learn that doing these 

things is often fun. 

While the mastery of one’s craft is essential, accepting this inclusive 

invitation to think like a designer in a broader, human-centric way 

is essential to solving the complex problems we face together on 

a global scale. The rate of cultural and technological change dic-

tates that we leverage a designer’s mindset to remain nimble and 

move together towards a preferable future. This book’s content is 

key to bringing interdisciplinary teams together and is an invitation 

to all to enhance our lives in the 21st century through design.

Danny Stillion
Partner and Executive Design Director at IDEO
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Why read this book?
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Designers have made up complicated, often nonsensical, terms to 

explain design to others. Some even say that design is a science 

and requires complex models and fucking massive spreadsheets. 

The way that design gets introduced by them stops others from 

developing the confidence to design things.

People in advertising — aka the propaganda industry — say that 

their work represents true creativity. The aesthetic aspect of de-

sign has dominated its perception. It’s become all about making 

beautiful things. 

This is a distorted image of design and it scares people away. We 

need a simpler, more human way to talk about design and how to 

apply it.  

That’s why this book exists. 

Who is this book for?

Anyone.

Anyone who’s willing or interested in designing things.

The main focus of this book is the approach and the attitudes of 

designers. That same approach can be embraced by: 

 

Interaction designers, Fashion designers, Architects, Service de-

signers, Business designers, Strategic designers, Furniture design-

ers, Environmental designers, Industrial designers, Textile design-

ers, Graphic designers, Entrepreneurs and others who may not 

have a ’designer’ in their job title but create value through their 

ideas.

It can also be a source of inspiration for anyone who: 

Needs to design something.
Wants to come up with a new idea.
Has to solve a problem.
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So will this make me a designer?

Bad news.

Reading one book won’t make you a designer — the only way to 

learn design is by doing it. No, you can’t get a refund.

This book will introduce you to design, but you’ll still need to learn 

the tools. And if you’re looking for rules and formulas for design 

and expect them to turn you into a designer overnight, then this 

book isn’t going to do it for you. If you believe that thinking is the 

foundation of design then you may enjoy reading this book until 

the end.

In other words, this book will help you learn how to apply design in 

everything you do. Not just get a fancy job title.

Why bother reading this book?

You really don’t have to.

But it’s probably a better use of your time than watching TV or 

scrolling through cat videos on Facebook.

 

This book may help you:

 

Learn to think like a designer.
Realise that you too can have good ideas.
Gain the confidence to be a designer.

There are many books about design. Some have tips on how to 

use design tools, others are about methodology and process. This 

book is about the mindset of a designer.
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Rethinking design
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Life’s too short to spend it doing what others have decided for 

us, and no one knows what happens once we die. So it’d be 

a shame to waste our little time on this planet doing things in 

ways that we know deep down could be improved. 

Yet it’s easier than ever to be complacent. Modern life’s made 

things so comfy for us that we’ve lost our courage to think orig-

inally about problems. Even though everyone’s capable of hav-

ing good ideas. 

We’re lucky to live in this exciting era where we can still be more 

creative than the artificial intelligentsia that we’re developing 

for ourselves. We need more people to be ‘designers’, or at least 

think like designers. 

— Another very smart person.

“Design is too important to be left to a bunch of designers.”
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Productive procrastination.

From the outside looking in, the creative process looks like a waste 

of time. Most of what’s created, developed, or prototyped during 

a design journey changes or gets thrown out completely. And de-

signer will spend a large chunk of their time just being confused, 

lost, and not making any measurable progress. So it’s almost im-

possible to engineer a plan for designing things.

But that’s not a bad thing. Creativity takes a hit when we try to be 

constantly productive. Our minds can think more freely and come 

up with bolder ideas when we’re not ‘busy’, or tied to schedules 

and processes. Procrastination is productive. 

When we design, we need to do things differently to be efficient. 

We need to forgive ourselves when we’re wrong. Sometimes we 

need to throw out everything and start from scratch. Other times, 

we may be taking time off and doing nothing — and that’s OK too.

It took billions of years for humans to evolve, we need to give our-

selves some time to get our creations right too. 

Design transformation.

It takes time and practice to see and solve problems like a ‘de-

signer’. And it involves a slow, gradual transformation of our world 

view. Creativity exists in every one of us, but we can’t just become 

creative overnight. It takes time and determination.

The goal of our transformation is to gain the confidence to think in-

dependently, to not be afraid of others’ judgement, and to detach 

our egos from our ideas. 

The development of a design mindset starts when we first try to 

design something and fuck it up. Which sounds very pessimistic, 

but really it’s quite the opposite; failure is an innate part of this 

process. People who go out and fail the most are also the ones 

who try the most, so they develop faster.

As you develop as a designer, you’ll find yourself becoming more 

chilled, positive and confident. Design teaches us not to act like a 

jerk to others, as well as ourselves.
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Fliss the kitten



Meet Fliss the kitten! 

Unlike other kittens, Fliss’ life goal is to travel to planet Mars. 

Fliss convinced her owner to come along too. Together, they’re 

on a mission to design their way to Mars. 

Next, we’ll see how Fliss’ mission to Mars went, and hear what 

she learnt along the way. But be warned, Fliss gets sweary.
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WTF?



Design is just a mindset.

Design isn’t anything special. It’s just a way of seeing, doing, 

and thinking about things. Anyone can apply design to pretty 

much anything. You can use design to solve day-to-day prob-

lems, or create new possibilities for humanity. And while Fliss 

is on a journey to Mars, design can help us make Earth a less 

fucked up place. 

Fliss the kitten will introduce us to the design mindset.
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Creativity is a skill anyone can 
learn.

Forget what your third-grade art teacher told you when you 

showed them that bad drawing. You’re fine. You can have good 

ideas. Creativity is not a talent you’re born with, some people 

just happen to have childhoods which encourage them to be 

creative. But all it takes to be creative is practice. With practice 

comes confidence. We can all train ourselves to think freely and 

creatively when we need to be. 
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Design has absolutely no rules.

Design rules are like flying unicorns — they don’t exist. Don’t 

follow any rules for designing things, and never listen to anyone 

trying to dictate how you should design. 

Instead, learn to see the world as it is, and go to the places you 

wouldn’t usually.  Rules are there to stop you thinking — so once 

you stop following rules you start thinking. Design isn’t like sci-

ence or maths. It’s lawless, emotional, and impulsive. So if you 

want to do something, do it. And if you see any flying unicorns, 

well, it’s time to lay off the drugs.
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Confusion



Start by asking ’why’ not ‘how’. 

The moment you start thinking about ‘how’ to design some-

thing, you’ve already eliminated a wide range of possibilities 

without realizing it. Don’t jump into figuring out how to design 

things, pause for a moment and ask yourself ‘Why the fuck am 

I even doing this?’. Get philosophical and think deeply. Keep 

asking yourself ‘why’. And keep re-framing your goal until you 

feel good about the impact you want to have with your design. 

57



Humans



Ideas



Attitude



Decisions





Put down this book. Go out 
and make something happen!

Everything you’ve read so far in this book is useless unless you 

put it in practice. Thinking about an idea or having a good idea 

isn’t really going to solve a problem and it definitely won’t make 

life better for anybody. No one can be certain whether an idea 

will work or not, just make it happen and be ready to find out 

that you fucked it up again. As long as you learn something new 

and you’re not too harsh on yourself, you’ll be fine. Design is 

about thinking, doing and, ultimately, persisting. 

Having said that, please don’t stop reading. There’s still 40 

pages to go. 
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Design something in 86 minutes



So please, try this at home. It doesn’t matter if you’re: 

A shop owner who needs a fresh brand for her store. 

A dude who’s bored and needs a change in life.

A founder of a failing start-up needing new ideas.

A prisoner who’s planning their escape from prison.

A policy maker who’s trying to change a government’s stance on an 

issue. 

A random guy who wants to design a chair. 

A CEO of a corporation that needs innovative ideas.

A chef who wants to create new recipes.

A high school student who wants to solve world hunger.

An engineer who’s facing challenges designing a front-end loader.

A producer who’s planning to make a new feature movie.

A loser who wants to make a rock opera.

A student who works in a coffee shop and wants to make people happy. 

A surgeon who needs to figure out a new method to perform a compli-

cated surgery.

A nation that wants to stop a war.

This is for anyone who wants to create something! There’s no prep work 
necessary. Just be positive for the next 86 minutes!

Let 's get started134

The “Design Process” is largely bullshit. There’s no such thing as 

a magical design process that always leads to magical solutions. 

Every challenge is unique, which means you need a unique ap-

proach too. Following the same procedure over and over, with no 

original thinking, doesn’t guarantee success. Sometimes quite the 

opposite. 

The following 86-minute-long design journey is only for reference. 

You can use it as inspiration for developing your own journey.  
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Developing stories

So continue the ideation for your 
chosen theme, but instead of post-
its and marker pen, use pen and 
paper to develop more fleshed out 
mini-concepts. Up until this point, 
the focus has been on generating 
ideas and discovering themes. Now 
we’re thinking about how our ideas 
may or may not work in practice. 

Sketch out as many scenarios as 
possible, being as visual as you can 
be. These stories will help you think 
through various settings, so you can 
figure out how to develop the con-
cept further. There are two types of 
scenarios to consider: core scenar-
ios and the uncommon scenarios. 
Core scenarios represent the most 
obvious use cases, and they can 
help define the main components 

of a solution. Uncommon scenarios 
are cases that are quite rare but still 
could happen. We need to consider 
these in order to have well thought 
out concepts. 

Remember, we’re doing this to ap-
peal to human values. So make sure 
you keep them in mind as you devel-
op stories. 

To better realise your ideas, you need to turn them 
into stories that involve people and context. Examples of core and uncommon scenarios:

When designing an art gallery:
Core Scenario: A group of 20 students are scheduled to visit the gallery 

today, they’ll be here at 9 am.

Uncommon scenario: There are a few senior citizens attending the open-

ing of an exhibition, they need special assistance.

When designing a mobile app for ordering taxis:
Core Scenario: Someone needs to book a taxi for tomorrow.

Uncommon scenarios: Two clients order two taxis at the same time and in 

the same location, one of them gets in the wrong taxi. 

When designing a fridge:
Core Scenario: A family of 6 needs a lot of ice cubes in the summer. 

Uncommon scenarios: A pack of expired milk explodes inside the fridge.

7 min
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Planet Mars
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