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DIRECTOR’S STATEMENT

We strive to create engaging visual content that informs, 
inspires and where necessary, incites action towards 
translating fundamental research into solutions that have 
a positive impact. 

- Molly Patton, Founder and Creative in Chief

Who are we?
Patton’d Studios is a Melbourne-based creative 

agency dedicated to scientific communication. We 

strive to create engaging visual content that informs, 

inspires and where necessary, incites action towards 

translating fundamental research into solutions that 

have a positive impact. 

As a Studio, we are all about making a difference and 

we believe design to be a key facilitator in helping 

organisations within the science and technology 

sector communicate and collaborate on solutions 

to tackle today’s big issues. The influence of our 

innovative approach to visual design has reached 

all kinds of research areas including energy storage, 

advanced manufacturing, materials engineering and 

medical research. 

Why are we doing this? 
This report is intended as an exploration into the 

perceived value design can bring to the science 

and technology sector with the aim of illuminating 

the common ground between sub-sectors, namely 

academia, industry and business, and government. 

We’ve endeavoured to better understand people’s 

attitudes towards design as a tool to advance 

science communication efforts and enterprise 

greater translation of fundamental research into 

new and impactful solutions. We also identify the 

principal barriers that impede those in science and 

technology from accessing better design tools. 

Of course, this is but a snapshot of perceptions from 

a small sample group, but it is a starting point; an 

outline of the science and technology landscape to 

which we can gradually add more detail and tailor 

future design programs to the benefit of all parties. 
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INTRODUCTION
What is design?
All too often, design is bundled under the same 

umbrella as the creative arts and whilst aesthetics 

is fundamental to design, it is not the complete 

picture. At its core, design is a process – not 

dissimilar to the scientific methodology – by which 

ideas are generated, tested and optimised to bring 

about the transformation of existing conditions into 

preferred ones.1 In other words, it’s the practice of 

understanding and resolving problems. That’s what 

we do. In any industry, for any application, designers 

are brought in to assess situations, identify problems 

and propose potential solutions. 

Of course, the best solutions need to be both 

functional, aesthetic - and a delight to use! If a 

good idea falls short in these criteria, there is a risk 

it will not be embraced by those for whom it was 

developed, and therefore not actually solve the 

problem for which it was intended. Design is the best 

tool we have to integrate that all-important human 

perspective into any form of innovation and plays a 

fundamental role in delivering viable, desirable and 

usable solutions.2
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Progression of the design industry
Historically speaking, design has typically referred to 

the creation of a physical “artefact” be it a drawing, 

a prototype, or other form of visual media,1 typically 

for communication purposes such as advertising. 

However, in recent years a growing emphasis on 

design as a consultancy industry, has proven to be an 

indispensable asset – especially to the science and 

technology sector. This added value comes in the 

form of alternative perspectives and ways of thinking 

that have shown remarkable potential to:

•  Increase funding opportunities

•   Improve prototyping

•  Shorten project timelines

•  Reduce overall costs 

•  Broaden potential target markets

•  Refine communication and outreach material

•  Contribute supplementary visual data

Similar investigations have been carried out to 

explore the relationship between design and 

business performance; contributing numerous 

insights into how and why integrating design as a 

practice of thinking, rather than just visual media, 

is so effective in this space.3 However, in the case 

of science and technology, business is but one 

constituent of a much larger system; comprised of 

all kinds of sub-sectors with differing – and often 

conflicting – priorities and KPIs by which success is 

measured. 

FIGURE 01: Representation of 
the science, technology and 
innovation sector and its 
constituent sub-sectors.

*Please see reference (2) for 
more information on these 
benefits.

vsu
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vsu

Limitations: As with any research, there are limitations that you should be aware of. Some participants are 

a part of Patton’d Studios’ contact database, which includes current clients, past clients, and those who 

have subscribed to our marketing communications. In other words, this isn’t an entirely random sample. The 

analysis is based on self-reported data from individuals who may have biased responses or may not have a 

comprehensive understanding of all design practices within their respective organisations.
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DOES SCIENCE NEED DESIGNERS?
Our 164 respondants 
spanned 22 countries, 
with ubiquitous 
representations from 
academia, large 
enterprises, small 
businesses, government 
and non-for-profit (NFP) 
organisations. 

This distribution reflected the 

target audience of the survey. 

Since academia is the principal 

arena for fundamental research 

and hence, the beginning of the 

translation journey, it is crucial 

we better understand this sub-

sector. Because of this, many 

of the questions were targeted 

towards academia. Regardless, 

there remained a diverse 

distribution of contributors 

from other sub-sectors – each 

providing interesting insights into 

perceptions around design. 

University
Charity / NFP

Government

Research Institute

Small Business

Company / Industry

Self Employed

Education

Startup

FIGURE 03: Distribution of survey respondants based on which sub-
sector of science, technology and innovation they best identify with. 

FIGURE 02: Distribution map of survey respondants based on counrtry. 
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Although numerous questions 

were directed at those in decision 

making roles, such as lead 

researchers, managers and team 

leaders, it was encouraging to 

see a high number of students 

providing thoughtful feedback 

on how things could be done 

differently within the academic 

space and how they feel 

better visual media and design 

integration could help facilitate 

this. 
FIGURE 04: Distribution of survey respondants based on the job description 
that best reflects their occupational role. 

Contractor

Student

Postdoctoral Researcher
Educator

Volunteer

Intern

Media, Marketing, 
Communications

Attorney

Company Employee

Manager, Team Leader

Professor, Research Fellow,
Lead ResearcherEngineer,

 
Technician

Administration
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THE VALUE 
OF DESIGN
Which metrics are most important?

We asked participants to rank particular aspects of their organisation in terms of importance. Overall the 

distributions illustrate that all outcomes are considered to be more important than not – regardless of sub-

sector. As a cohort, the areas thought to be of foremost significance revolved around improving outreach and 

collaborative outcomes.

FIGURE 05: Summary of outcomes respondants considered most important and associated with 
the overall success of their organisation or institute.

Game changer

Not at all

A lot Not reallySomewhat

N/A

Increasing the number of publications

Improving the impact of journal publications

Improving grant approval rates

Increasing industry interest/engagement

Increasing cross-institutional collaborations

Increasing public awareness/interest

Attracting more media attention

Increasing customer traffic

Increasing lifetime customer value
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Breaking these responses down further, we cross-compared responses about each orgainsational aspect 

from those in academia, industry and business, and government to deduce whether there was any overlap of 

placed value between these subsectors.

FIGURE 06: Cross-comparison of metrics considered most important for academia, industry and government 
based on the outcomes respondants considered most important and associated with the overall success of 
their organisation or institute.

Interestingly, we found there are often common 

values between two of these sub-sectors, but seldom 

did all three agree on the importance of a particular 

area. The most obvious exceptions to this are 

industry’s perceived value on academic publications 

and grant approval rates, and academia’s interest 

in increasing lifetime customer value. This can be 

attributed to the nature of the different KPIs between 

these two sub-sectors; academia having a stronger 

focus on research publications, and business and 

industry prioritising customers.

Least ImportantMost Important Least ImportantMost Important Least ImportantMost Important Least ImportantMost Important Least ImportantMost Important

Academia

Industry

Government

Perceived value of design to improving 

the number of journal publications

Perceived value of design to improving

 the impact of journal publications

Perceived value of design in improving 

grant approval rates

Perceived value of design to increase 

industry interest/engagement

Perceived value of design to increase 

cross-institutional collaborations

Perceived value of design in increasing

 lifetime customer value

Perceived value of design in increasing

 customer traffic

Perceived value of design to increasing 

public awareness/interest

Perceived value of design to attract 

more media attention
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Can design help?
It was positive to see the areas considered to be most important: increasing industry engagement, public 

awareness and media attention, were also the areas which participants thought design could be of the 

greatest value – directly linking focus areas with design. These will become useful in determining future 

metrics by which we can measure non-monetary impacts of design in science and technology. 

FIGURE 07: Summary of outcomes respondants felt could be in improved through design practices.  

Game changer

Not at all

A lot Not reallySomewhat

N/A

Increasing the number of publications

Improving the impact of journal publications

Improving grant approval rates

Increasing industry interest/engagement

Increasing cross-institutional collaborations

Increasing public awareness/interest

Attracting more media attention

Increasing customer traffic

Increasing lifetime customer value
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IF DESIGN IS SO IMPORTANT, 
WHY IS THIS AN ISSUE?

Current efficacy
To determine how design could be effective in improving collaborative and outreach 

efforts, we first needed to ascertain the apparent frequency and effectiveness of visual 

media (photographs, figures, diagrams, animations, video, augmented and/or virtual 

reality etc.) currently produced in science and technology. 

Overall the consensus suggests the current media is only somewhat effective. This 

could be due to a lack of frequency, quality or any combination of both.  

FIGURE 08: Cross-comparison of the perceived frequency of visuals in science and technology based 
on reposdents’ experience and awareness in everyday work. 

4.35%

50.72%
Somewhat
50.72%
Somewhat

18.84%
Not really
18.84%
Not really

10.14%
Extremely

10.14%
Extremely

Not at all
4.35%
Not at all

15.94%
Very
15.94%
Very

36.00%
Very

36.00%
Very

12.00%
Extremely

8.00%
Not really
8.00%
Not really

44.00%
Somewhat
44.00%
Somewhat

14.29%
Extremely
14.29%
Extremely

42.86%
Very

42.86%
Somewhat

Academia Industry Government
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FREQUENCY OF VISUAL MEDIA

Photography

It seems photography is seldom 

utilised with 59% of respondants 

remarking they only sometimes, or 

rarely see photographs in their area 

of work. This is despite photography 

being one of the most simple and 

accessible methods to create 

visuals, requiring arguably less time 

and expertise to exploit. 

When we asked respondants why 

they thought this was the case, we 

found many did not see value in 

the medium. What’s more, of those 

respondants, 51.95% put the lack of 

images down to scarcity of time or 

resources – this answer came as a 

surprise to us given the worldwide 

prevalence of smartphones and easy 

access to a camera.

Other respondants who did not see 

the value in photography felt a large 

reason for the lack of photographs 

was a tendency to not think to take 

a photo when the opportunity arose, 

suggesting this form observational 

recording is not considered 

fundamental to good research 

practice.

Despite the worldwide prevalence of smartphones, 

51.95% put the lack of photographic images down to 

scarcity of time or resources

FIGURE 09A: Perceived frequency of photography in science and 
technology.

FIGURE 09B: Respondents who only saw photography sometimes, rarely, or 
never provided reasoning as to why they thought this was the case. 

Lack of time

Lack of resources

Don't think of it at the time

Don't see the value in it

Not relevant to the subject matter

Lack the ability to create visuals

Document formatting restrictions

9.46%

18.24%

20.95%

35.14%

9.46%

2.70%

4.05%

13.67%

Usually

6.47%

Always

29.50%

Sometimes

29.50%

Rarely

7.91%

Never

7.19%

UnsureN/A

5.76%
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Graphics

Taking the form of figures, diagrams 

and illustrations, graphics are 

clearly the more prevalent form of 

visuals, found in reports, academic 

journals and equivalent documents 

throught each sub-sector.

Whilst the incidence of graphics 

was close to the inverse of 

photography, those respondants 

who did not come across graphics 

stated similar reasons to those who 

did not come across photography 

with a significant number stating 

they did not see the value in 

graphics. 

We also noted a considerable 

number of respondants felt they did 

not possess the adequate training 

to produce visual media and hence, 

any graphics they created and 

presented would be considered 

unprofessional. Addressing this 

mind-set by engaging design 

professionals to teach, assess 

and provide feedback on such 

visual media could be a simple 

way to enable all team members 

and employees throughout 

science and technology to create 

effective media for outreach and 

engagement. 

Those who did not see the value in photography, 

stated similar reasoning for not seeing the value in 

graphics.

FIGURE 10A: Perceived frequency of graphics in science and technology.

FIGURE 10B: Respondants who only saw graphics sometimes, rarely, or 
never provided reasoning as to why they thought this was the case. 

Lack of time
17.24%

Lack of resources
27.59%

Don't think of it at the time
29.31%

Don't see the value in it
44.83%

Lack the ability to create visuals
3.45%

Not relevant to the subject matter
8.62%

Document formatting restrctions
6.90%

Unsure

0.72%
2.17%

15.22%

26.09%

31.88%

23.91%

Never Rarely Sometimes Usually Always

16

PATTON’D STUDIOS



FIGURE 11: Representation of the of programs most used by those 
in science and technology to create visual media. 

Regardless of how often media was seen to be present in 

science and technology, 

Clearly there is much need for improvement here, a need 

that is recognised by organisations and institutes, yet not 

currently addressed. 

When we enquired about at the programs used to 

produce these visuals, we found an overwhelming 

majority were created in Microsoft PowerPoint and 

close to a third did not even know what programs they 

or team members used to create visual media. It was 

positive to see some participants using more design-

specific programs such as the Adobe Creative Suite, 

however without the experience to fully exploit the 

capabilities of such programs, they can be difficult to 

use effectively. A lack familiarity in with these tools 

is likely a contributing factor to the low apparent 

effectiveness of current media.

Current production methods

Overall quality of current media

The overall quality of current media was only 

considered to be 55% – approximately a D+ by 

the Australian high school grading scheme.
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In order to discern where these 

design issues are arising, we 

wanted to establish the extent to 

which professional designers were 

involved in visual communication 

within the science and technology 

sector, i.e. whether the lack of 

effectiveness and quality is due 

to a lack of engagement with 

designers, or whether designers 

are present, but perhaps there 

is a communication breakdown 

between client and customer.

It is apparent amongst the cohort 

of participants that there is an 

underwhelming engagement with 

designers. More than half of all 

visuals produced are done so by 

team members with little or no 

design experience – with some not 

having any visuals created at all. 

Whilst respondants generally 

consider design to be instrumental 

in improving the areas they 

consider most important for their 

respective organisations, most had 

not considered outsourcing the 

expertise of design professionals. 

WHY IS THE CURRENT VISUAL 
MEDIA SO INEFFECTIVE?

Other

Team member with no
design experience

Team member with some
design experience

In-house marketing
department

No-one

Outsourced design
agency

FIGURE 12: Distribution of those who currently create visual media in the science and technology sector based on respondants.
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BARRIERS TO DESIGN 
INTEGRATION
What’s preventing engagement with designers?

It is clear that funding, or lack thereof, is the greatest 

barrier to organisations engaging with design 

professionals. We found two main arguments to 

this. The first, that design is too expensive and 

the second, that funding cuts prevent budgets 

from having expendable income to engage design 

professionals.

To say design is expensive is not unvalidated, with 

minimum freelance rates for a book or journal cover 

artwork beginning at $1,300 AUD, as recommended 

by the National Association for the Visual Arts 

(NAVA)4. From that, it does appear that design, even 

in the most superficial of engagements, can be 

considered expensive. However, the potential value 

these services bring to science and technology 

far outweighs its costs. In 2012 the average return 

on design investment for UK businesses was over 

£4 net operating profit, and more than £20 net for 

every £1 businesses invested in design. Moreover, 

businesses that invested in design demonstrated 

a 50% better long-term financial performance than 

those that did not that did not.5

FIGURE 13: Distribution of barriers to those in science and technology engaging 
with design professionals.

In 2012, UK businesses saw 

an average return of £20 

for every £1 they invested in 

design.

OtherDon't know where
to find someone

Don't have
the funding

Haven’t thought
 about it before

Don't see it
adding value

Concerned designers
don't have enough

scientific knowledge

6.87%

22.90%22.90%
20.61%19.85%

72.52%
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Regardless of the additional funds required for 

design investment, the consistent decline in 

government funding available for research and 

development does nothing to alleviate the financial 

strain faced by many organisations. This is 

particularly so for those in the academic arena, as 

more institutions fight for a slice of an ever-shrinking 

pie. In Australia, GDP expenditure on research and 

development has declined consistently since 2006 to 

just  0.19% in 2017.6 

This trend aligns with similar studies conducted 

in the UK, which cited prohibitive costs and lack of 

knowledge around where to find appropriate design 

support to be key barriers to engaging with design 

professionals.2 

With such significant cuts to funding, it is easy to see 

how design becomes an intangible luxury for many 

organisations. But, therein lies a fundamental issue 

with how design is perceived; as a luxury as opposed 

to a fundamental aspect of good communication and 

a driver for innovation. 

Ensuring design is recognised by policymakers 

and funding bodies as an essential contributor to 

the innovation economy2 would be a positive first 

step towards changing the perception that design 

is a superfluous expense. Revisiting the content 

of current funding applications to include a more 

comprehensive section on design integration would 

further enable organisations to allocate funding 

for design services. Such a section could include 

funding requests for the production of visual media 

and for design consultancy services.

FIGURE 14: Total Australian Government expenditure 
on R&D as a proportion of GDP.
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WHAT IS THE SOLUTION?
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It is clear that the areas 
considered most valuable within 
science and technology, focus on 
outreach and collaboration and 
that design is perceived to play a 
valuable role in improving these. 

The lack of design professionals engaged by 

organisations in science and technology to 

properly address and improve the state of current 

visual media is predominantly due to a lack of 

available funding. Whilst we are experiencing more 

enthusiasm towards better design integration, 

unless we can remove, or at the very least abate this 

barrier, the status quo will remain stagnant, visual 

media within science and technology will continue 

to underwhelm and these areas of importance will 

continue to perform sub-optimally.

Aside from Government grants, the most prospective 

source of funding is through the commercialisation 

of fundamental research. This broadens and 

strengthens collaborative networks between sub-

sectors, whilst simultaneously ensuring more 

discoveries are transformed into new technologies. 

These technologies not only have a positive societal 

impact on their intended markets, but also open 

more channels for vital revenue, ensuring it continues 

to flow back into the innovation cycle, to fund 

more R&D and see even more solutions brought to 

maturity.

It was positive to see that a vast majority of 

respondants are open to hearing more about 

design integration in relation to developing research 

translation programs that cultivate a self-sustaining 

system for innovation. 
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Boosting collaboration through visuals

Communication is a non-negotiable when it comes to 

great collaborations and that can only be helped by 

well-constructed, audience specific visual media. When 

probed to highlight the types of media used in relation to 

boosting collaborative opportunities that could do with 

amelioration, the overall consensus from respondants 

was that all areas had room for improvement. 

Presentation media was deemed the least in need of 

attention whilst digital presence, (i.e. websites and 

social media), general infographics, diagrams and 

other supplementary media such as animations were 

considered in most need of an overhaul. 

Of the 20% of respondants who expressed little or 

no interest in design services, their reasoning was 

diverse. Many articulated either having an in-house 

team already – which is possibly the influence of the 

business and industry sub-sector – or having no interest 

in exploring this as an option. Once again costs and 

funding presented itself as a constant barrier to design 

integration.

FIGURE 15: Aspects of visual communication participants identified as needing imporvement 
and the degree to which they felt they needed to improve.

80% of participants were interested in 

hearing more about design services 

for visuals communication.

36.64%

39.69%

48.09%

54.20%

45.04%%

A

B

C

D

E

Presentation Media

Proposals and Reports

Branding

Infographics and Diagrams

Digital Presence

44.27%

51.15%

F

G

Marketing Materials

Additional Media (animations, video etc.)

23

DESIGN INTEGRATION ASSESSMENT REPORT



FIGURE 16: Respondants who expressed little or no interest in engaging 
design serivces provided reasoning as to why they thought this was 
the case. 

We also asked participants to 

identify two immediate problems 

they would have a designer solve 

for them, if they had access to such 

services for one week. We mapped 

all responses for both academia 

and industry and business against 

the current services provided by 

Patton’d Studios - with notably 

similar distributions. Whilst these 

responses did not reflect those 

in Part 1 where participants 

were asked to identify areas they 

considered most important, they did 

instead, provide insight into areas 

considered to be in most urgent 

need of design support.

Cost

Already managed 
in-house

Lack of interest

Not a priority

Lack of time

Uanble to utilise services
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FIGURE 17A: Intersection of design needs with the services offered by 
Patton’d Studios as identified by participants in academia.  

FIGURE 17B: Intersection of design needs with the 
services offered by Patton’d Studios as identified by 
participants in industry and business.  

Academia placed slightly more 

emphasis on education and the 

creation of design resources 

such as multi-purpose templates, 

compared with industry and 

business where there was a higher 

demand for web design and 

marketing services. It is also worth 

highlighting that respondants in 

academia expressed a need for 

greater design influence when 

optimising processes within their 

organisations and as a resource for 

innovative problem solving. 

This overlapping correlation 

between academia, and industy 

is a strong gauge by which future 

design programs and services 

can be curated to better support 

science and technology.

Innovation and
Process Optimisation

Workshops and Resources

Branding and Marketing

Engagement and Outreach

Web Development and Maintenance

Visual Media

Innovation and
Process Optimisation

Workshops and Resources

Branding and Marketing

Engagement and Outreach

Web Development and Maintenance

Visual Media
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MORE THAN MEDIA
Our vision for design integration

Better media for communication is 

imperative, and potentially boosts 

collaborative opportunities – 

considered most important by our 

research participants. However, 

engaging design services purely 

for visual communication does not 

necessarily address the funding 

barrier and places a financial cap on 

an organisation’s potential to improve 

visual media for communication. 

We believe the key to removing this 

cap is through the integration of 

design practices throughout the entire 

research and development process 

– particularly at the fundamental 

research stages. The number of 

projects that become stilted in the 

R&D phase due to funds running out 

before reaching target KPIs, remains 

uncounted and whilst any number 

of reasons could justify why this is 

occurring, it remains a hindrance to 

great research and brilliant ideas 

progressing through the innovation 

pipeline. 

26

PATTON’D STUDIOS



Boosting design integration, not only in regards to improving visual communication, but as an attitude and a 

method by which to tackle these challenges could prove to be a game changer; shown to increase revenue 

and profit margins, boost brand value and improve market position. 2,3,5

FIGURE 18: Visualisation of how investment in design can perpetuate into a self-sustaining cycle of increased 
research outputs, more funding and greater public awareness and media attention for science and technology. 

Industries leading the adoption of design for these purposes include 

healthcare, pharma, IT, and transport whilst areas with the most 

room for improvement include research and development, education, 

non-profit, and banking.3 European governments have reported an 

incredible x2.5 return on investments in research and development.7 

Meanwhile, design-centric organisations in the United States boast 

more than 228% growth compared with companies that do not 

consider design a valuable investment.8 With returns like that, 

Australia’s science and technology sector could become more self-

sustaining; generating ample returns that could potentially be be 

reinvested to provide funding and opportunity for all7 – simply by 

investing in design.

Benefits

Investment
in Design

01 02 03 04 05

Industry Connections

Real World Solutions

Media Attention

Public Awareness

Funding
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Therein lies the key to how design can be more 

than just great visual communication, it can bring 

additional funding and unexpected opportunities. 

That solution relies heavily on communication and 

innovation – both of which can be supported by 

design practices. 

Of course, such an enterprise requires an initial 

investment in design integration, but we hope that 

these findings help alleviate some of the anxiety 

around utilising the creative industry to enhance the 

performance of the innovation sector. 

Although not all sub-sectors agree on every aspect 

covered in this report, what seems to homogenise 

all parties is an unwavering want for stronger 

collaborations and a determination to generate 

solutions that tackle some of the biggest issues we 

face today. We know design is a powerful tool to 

advance these aspects of the science and technology 

sector, we know it has the capability to optimise the 

entire innovation process, open new markets, reduce 

costs and increase funding opportunities. We believe 

in it so much we have devopled our entire Studio 

workflow around it. 

Working in four stages, our unique process enables 

us to help you from fundamental research and 

ideation, all the way through to commercialised 

techology. This apporach of integrating design 

throught the entire translation pipeliene is already 

beginning to yield some great success stories and 

we are excited to see just how much more we can 

achieve when science and design work together. 

Design

Universities

Government

Non-ProfitEducation

Industry

Small Business

Start Ups Research Institutes

FIGURE 19: Representation of the science, technology and innovation sector and its constituent sub-sectors 
and how deisign acts as a linking medium; connecting each of them through better communication and 
strengthening the industry as a whole.

Keen to start a project? Book a free 30 

minute call  with us or fill out our project 

starter from to begin exploring how design 

can positively impact your research!
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