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Level:   <Undergrad –second year> 
Sophomore Level students who have had an introduction to design principles. This exercise is 
meant to expand on the graphic design foundation by emphasizing the design of information to 
explain a process visually. 
 
 
Duration:   <3 Days> 

This is meant to be a quick enrichment exercise that happens in parallel with the continued 
progress the students are making on their primary studio projects. The students spend part of 
one studio class experiencing the activity together and then two days to work independently on 
creating the final deliverable.  It is not meant to occupy all of their time during that time but 
meant to allow enough flexibility for them to fit it in between all of their other course work. 
 
 
Abstract:  In this era of computer mediated communication, information sharing, and complex 
consultant-client partnerships, designers are not always in the room to present their design 
intent to a wide range of stakeholders including clients, consultants, and facilities managers. 
Designers must be able to design their communication in such a way that their proposals and 
design intent can be understood without them having to be there to explain it.  Developed as 
an experiential design communication exercise within a second level studio, this activity asks 
students to use the seemingly simple experience of peeling a pomelo to experiment with visual 
communication techniques to convey an unfamiliar process. The exercise allows students to 
interrogate all the decisions they make when they communicate visually so they can apply 
these lessons to communicating more complex ideas visually. Drawing on principles of 
information design, this exercise gives students the opportunity to think through the 
framework of effective design communication.  
 



 
Learning Objectives: “The only way to communicate, is to understand what is like to not 
understand. It is at that moment that you can make something understandable.”- quote by 
Richard Saul Wurman  
 
In the book Made to Stick, the authors discuss the importance of drawing on familiar schema to 
teach complex ideas more quickly and use the example of building on the familiar schema of a 
grapefruit in order to explain the concept of a pomelo.  Inspired by the notion of making the 
unfamiliar familiar, the pomelo exercise was designed to help strengthen students’ skills in 
visually communicating their ideas to clients and stakeholders. In this particular studio, 
students were working with a real client and this exercise was meant to help the student 
practice how they design their visual communication in such a way that their design intent 
could be translated to other consultants for implementation. Often when students are rushing 
to create their design proposals or design documents for a client presentation or to hand over 
to stakeholders and consultants, they haven’t had enough practice of effectively visually 
communicating their design proposal and intent. The simplicity of the peeling the pomelo 
allows students to focus in and interrogate all the decisions and choices they make when they 
communicate visually so they can apply these lessons to communicating more complex ideas 
visually. This exercise is less about the design process and more about thinking through the 
process of how to frame, communicate, and tell the story of their design.  
 
 
•To explore visual and verbal communication techniques with the intent of explaining a 
process. 
•To explore visualization techniques for information design and expressing point of view. 
•Students will use this project as a way to examine how to convey design parameters and 
constraints in a way that allows reviewers to understand the intended design direction. 
•Students will think through the framework of an effective design specification: one that allows 
the person implementing the design to understand priorities, parameters, attributes and steps 
to apply the intent to the given situation. 
 
 
Criteria: This design communication exercise draws on readings from The Information Design 
Handbook as a way to have students think about design principles in relation to communicating 
information such as theories of organization, familiarity, and cognitive processing (aesthetic 
principles + cognitive principles + communication principles). 
 
Students will leverage their own experience and principles of information design to create a 
series of cards (specifications noted in presentation method) that visually communicate the 
process of selecting, peeling, and enjoying the pomelo.  Much like design proposals and design 
documents are often shared  and passed on to other members of the organization or to other 
stakeholders for viewing, the cards should be designed to be a “strong leave behind” which can 
stand alone as a communication device. The student should not need to be there to provide 
additional information. 



 
Emphasis will be on the illustration and how effective the cards are as a communication tool.  
Use of text should be minimal and should be strategically used to support the visual 
communication. 
 
Students are encouraged to experiment with visual communication style and technique but 
must consider the way the experience of the pomelo is represented and conveyed through the 
style that they choose. 
 
Process:   
PART 01 EXPERIENTIAL:  
The studio is divided into small groups of 3-4 students. Each team will have their own station 
for experiencing the pomelo. 
 
Activity Prep: Teams are asked to go through the experience of going to the store or market to 
select a pomelo to bring to the next studio class. Part of the process is about how they selected 
a pomelo so they should pay attention to and take notes about their selection process- the 
sensory attributes they considered. 
 
*If the logistics of having the teams go to the store are challenging, the instructor could also 
bring in pomelos for the teams and have the students select from the pile going through a 
similar process. I’ve also done this exercise with an avocado with the intent of creating 
guacamole if pomelos are not easily accessible. 
 
Experiencing the unfamiliar: Teams are then asked to go through the process of peeling the 
pomelo to experience what it feels like to be unfamiliar with a process. Teams should document 
the process of decisions that were made using any informal methods of investigation such as 
notes, sketches, and photos. These will be used to reflect back on when they create the final 
cards for explaining the process.  Teams should taste the pomelo to understand the experience 
of eating the pomelo. 
 
Sharing unfamiliar experiences:  Next, the studio discusses as a larger group the process and 
experience of peeling and tasting the pomelo with the purpose of sharing techniques for how 
to successfully peel the pomelo. What challenges did they encounter that might be important 
to communicate?  In some ways communicating what “not to do” could be as important as 
communicating what to do. 
 
PART 02 VISUAL COMMUNICATION: 
After sharing the experience of peeling the pomelo, students work individually to experiment 
with creating a series of cards as a strong visual and information communication device about 
the pomelo with the following prompt: 
 
How do you prepare, score, peel and create perfect sections of a pomelo with the purpose of 
serving for a catered event? 



 
See specific considerations noted on the assignment brief. 
 
PART 03 DEBRIEF  
After the assignment was evaluated, we spent time in studio debriefing about the exercise and 
how the principles from this exercise could be applied to their studio work in their project 
communication with the client. 
 

 Develop a visual vocabulary. Instead of creating templates for client communication of 
design work, it is important for the visual style of the presentation document, leave 
behind to reflect the experience that is being designed for the client, to be a part of the 
story. Part of this exercise was critiquing the various visual presentation methods that 
students chose. We discussed the choice of visual presentation and how that impacted 
how the design was communicated 1) method: hand sketching, developing graphics in 
Illustrator, collage technique, mixing of both sketching and Illustrator, 2) color choices, 
3) typeface selection, 4) hierarchy of elements. 
 

 Use the visual vocabulary to develop a point of view through the tone of the visual 
presentation. For example, thinking about how the tone might communicate certain 
things about the client and their organization. We had a team of students on a project 
who presented using a font that had a sketch like quality.  While the design students 
thought the tone evoked the idea of designerly hand sketching, crafted quality, the 
client interpreted this presentation as “immature and child- like” and didn’t take the 
ideas as seriously because of the tone of the visual presentation. This is an example of 
how we were able to connect the later studio presentations back to this exercise on 
tone and visual presentation and discuss how to rethink tone of leave behind for a 
particular client. 
 

 Communicate the “big idea.” Bundle up your smaller ideas into one larger compelling 
concept that becomes the core of the project. This is the method of telling one clear 
story. 

o Heath & Heath (2007) argue that the following elements can help an idea stick 
with your audience. We discussed the ways that the following techniques could 
be employed to help better communicate the essence of a concept.  

 Simplicity, Unexpectedness, Concreteness, Credibility, Emotions, and 
Stories 
 

 Design Attributes, Parameters, and Intent. When passing on design ideas for others to 
implement, it is important to create visuals that not only show the final deliverable (final 
elevation, section, or rendering) but to also visually include cues that help viewers 
understand the parameters of the design, how to make judgments about substitutions 
of materials etc. 

 
 



PART 04 CONNECTING TO STUDIO 
The purpose of this exercise was to help students learn visual communication that can be used 
as a design “leave behind.”  In the case of this studio, this exercise was designed to help the 
students develop the ways that they can visually support their ideas for the leave behind of 
design intent drawings that were being used for design implementation by client as 
represented by the facilities team and contractor.  We used the end of this exercise as a project 
kick-off for the client project. We could use the critique sessions as a time to refer back to this 
exercise when we reviewed in progress work around visual communication of ideas for the 
client. This helped us to have more strategic discussions around how to best visually support 
our concepts in ways that would resonate with the client. Design intent drawings are just one 
example of a design leave behind that this exercise helps to prepare students for more effective 
visual communication of their ideas.  Depending on the studio curriculum, the leave behind 
could be interpreted as construction documents, design development documents, a concept 
book presentation, or a more formal presentation board that is left with the client and 
displayed for end users to see the new building or renovation.   
 
Presentation  
Method: Create a series of 4-6 cards. Each card shall be 8.5” x 5.5” (create both physical and 
electronic) Cards shall focus on visually conveying illustration with minimal text. Create a visual 
explanation. You are free to choose the medium/style to show the visualization. Consider video, 
photography, collage, sequential art, Adobe software, hand sketching etc. Consider how your 
choice of visualization expresses the experience of peeling and eating the pomelo. What 
attributes of the experience do you want to come through in your visualization? 
 
Evaluation: Students will be evaluated by a competitive judging process. To test how well the 
process is conveyed visually, 2-3 outside evaluators will be brought in to walk through and 
evaluate the pomelo cards while the studio is present to hear how the judges understand the 
cards and the information being presented visually. In order to represent different 
stakeholders, I invited a facilities manager and a design colleague, and a graduate teaching 
assistant. 
 
*As the studio instructor, I took into account these comments along with my own evaluation to 
grade the exercise but beyond the grade the important part of this experience is the live 
critique style evaluation where the students hear how the judges comprehend their visual 
information. 
 
Evaluation Rubric Attached 
 
 
Credit: Special thanks to my teaching assistant Courtney Cheng who assisted in thinking 

through the logistics of this idea and implementing it in studio and to Kristine Mahoney, 

Director of Facilities and Operations and invited studio critic, who helped to make this an 



effective learning experience for the studio through her thoughtful participation, insights, and 

critique. 

Thanks to the students who fully embraced the studio exercise and experimented with the style 

and approach. They helped me to understand the potential of the exercise for learning in future 

studios. The examples included in this submission show a variety of approaches by the 

following students: 

 Katherine Mooney Shaw 

 Stefana Scinta 

 Alix Gerber 

 
 
References:   
I incorporated readings from The Information Design Handbook as a way for students to think 
about the key principles they could draw on for this exercise. 
 
Heath, C., & Heath, D. (2007). Made to stick: Why some ideas survive and others die. Random 
House. 
 
Visocky O'Grady, J., & Visocky O'Grady, K. (2008). The information design handbook. How 
Books. 
 
 
Documentation:  

 Evaluation Rubric 

 PDF of Studio Exercise Brief 

 Examples of Student Work 
 



Evaluation Rubric 
Exercise worth 10 total points. 
 
Information Design [5pts] 
* Developed Based Communication Principles for Information Design 

• Organization of Information to convey process 
o Effectiveness of overall structure and grouping of information to convey the process. 
o Use of hierarchy (size, color etc ) to help the user/reviewer quickly understand importance of 

information. 
 Primary information vs. secondary, vs. tertiary information 

 
• Making the Unfamiliar Familiar 

o Completeness of the process: How well were the steps in the process communicated? 
o Where did the communication process account for or anticipate potential missteps or challenges 

that the user might encounter? 
 

• Relationship between visuals and text 
o Emphasis should be on the visual with minimal text. How was text used strategically to support 

the visuals? 

 

 

Visual Communication Style [5pts] 

• Effectiveness of Visual Communication Technique: How well the visual communication style expresses the 
experience of peeling and eating a pomelo 

o Relationship between the visualization technique and the information being conveyed 
 

• Consistency of visual style and vocabulary throughout the card series 
 

• Innovation/Experimentation 
o Degree to which the student experimented with visual communication techniques 

 For example-Combining or layering hand sketching with Illustrator 

 



• To explore visual and verbal communication techniques with the intent of communicating final 
design intent.

• Students will use this project as a way to examine how to convey design parameters and constraints 
in a way that allows reviewers to understand the intended design direction.

• Students will think through the framework of a effective design specification: one that allows the 
person implementing the design to understand priorities, parameters, attributes and steps to apply 
the intent to the given situation.

After experiencing the process of selecting, peeling, and eating a pomelo,create a series of cards as a strong visual and infor-
mation communication device about the following topic:

How do you prepare, score,  peel and create perfect sections of a pomelo with the purpose of serving 
for a catered event ?

01. What is a pomelo?  How do you choose a pomelo? Attribute + Defining characteristics.
02. Preparation Steps prior to peeling a pomelo
03. Peeling the pomelo
04. Scoring a pomelo to remove perfect sections.
05. Successfully serving and eating a pomelo.  Must incorporate the use of the exterior as part of display.

• Consideration should be placed on how to get someone to the successful end result of serving and eating a pomelo. 
• How do you ensure they go about the process in the correct way?  
• What is important to emphasize? Where could the constraints or directions be tight or loose?  
• Innovation:  What steps do you need to add to ensure you get perfect sections? 

• Create a series of 4-6 cards.  Each card shall be 8.5”  x 5.5”  
• Cards shall focus on visually conveying illustration and with minimal supporting text.  
• Emphasis will be on the illustration and how effective the cards are as a communication tool.
• Cards shall be a strong leave behind. You should not need to be there to help in the explanation.

studio exercise series  pomelo
Peeling the Pomelo: Exploring Design Communication

Assigned:   
Due:    

objectives

process

deliverables

The only way to communicate is to 
understand what it is like to not understand. 
It is at that moment that you can make 
something understandable.
    - Richard Saul Wurman
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1
pomelo 101

portrait of a 
pomelo

2 pick your 
pomelo

vs

vs

pomelo type A pomelo type B

pomelo grapefruit

sweet, tangy pomelo slice

ideal pomelo

heavier pomelos 
have more fruit

pomelos should be 
firm and smooth to 

the touch

pomelos should 
smell faintly sweet



pomelo 101

prepare to peel

prep your 
pomelo

3

4

    1 pomelo

    1 plate

    1 roll paper towels

    
1 small, sharp knife

place the pomelo on 
a cutting surface

in the pattern 
shown, cut the 

pomelo’s surface

cut only the peel by 
not pushing the 
knife too deep



pomelo 101

partition your 
pomelo

peel your 
pomelo5

6

the pomelo should 
now look like this

beginning at the top, 
peel down the sides 
of the pomelo using 

your fingers

you should now be 
able to see the fruit 

on the inside

extract the orb of fruit from the 
pomelo, keeping the peel intact

starting at the top, peel the 
pomelo into sections



pomelo 101

present your 
pomelo

portion your 
pomelo7

8

grasp the fruit of 
the pomelo slice

holding the fruit, 
pick off the white, 

fluffy skin

pick off the skin, 
until only the fruit 

remains

open the pomelo 
peel so that it forms 

a dish shape

place the pomelo 
slices in the peel 

and serve
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heavy=juicy

choose a pomelo:

a. cut off 
the top

b. score



peel the fruitcandy the rind

34



a. peel off the rind

b. split in half 

c. separate 
segments

d. peel skin 
off segments

a. boil rinds & drain1 minute

3 times

b. scrape off 
the pith

c. cut into 
pieces



candy the rindserve!
45



2 cups sugar

2 cups water

d. boil rind in 
sugar water

e. remove rind 
when water has 

evaporated

wait a couple of hours,
checking regularly

f. sprinkle with 
sugar and cool
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