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which to express them, without the need for complex or potentially emotionally traumatizing 
conversation.10 

The ‘Context’ sticker menu is organized so that pictorial elements are shown in relationship to 
one another. Down one axis, the menu items represent contexts of use. Across the other axis, 
the icons depict items that are meant to be associated with each of those contexts, based on 
generalities or assumptions. For example, the home ISOTYPE is a simple single-story triangle-
shape roofed house. For the context of play, there are two channels: the solo play category 
offers items one might associate with computer gaming, while group play shows an array of 
sports club equipment. 

The follow up in phase two of the interview would then look for ‘pain points’, or barriers, 
which the child may be experiencing as a result of their illness, in achieving the quality of life 
to which they aspire. This section of the interview was designed to use the ‘context stickers’ on 
the sketchbook page labelled ‘My Condition’.  On this page, a compare-contrast process 
would take place, either with the child indicating how they were personally affected, or, 
depending on their comfort level, through the use of an avatar: that of a metaphoric ‘friend’.  

 
Figure 2: [Detailed View: Context Sticker Menu Mock-Up] 

 

	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  	
  
10  (Hartmann, 2007) Hartmann references the work of philosopher John Locke, stating, ÒAs the main objective of language in communication is to be understood, words are not 
suitable for this purpose.Ó  The idea expressed suggests icons can be a more effective medium than the ÒarbitraryÓ use of words to express and communicate across cultures. 
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