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Background 
When I was nineteen, I decided that I wanted to learn how to knit. I remember having this 

desire to take yarn and shape it into a new creation. This was also around the same time that I 

discovered Pinterest and that’s actually how I found the website I used to teach myself to knit. 

There were definite pros and cons. I could pause and rewind the video whenever I wanted, but 

I also couldn’t ask questions or have someone show me the correct technique. After many 

failed attempts, I finally learned the basic knit stitch and then the purl stitch. 

However, I never did learn how to read knitting patterns. For several reasons. One, they’re 

incredibly complex with a lot of insider language. Two, I like to knit as an activity to occupy my 

hands while doing something else, such as watching TV or while on a long car trip (when I’m 

not driving). Three, patterns involve complicated specifications such as needle gauges, needle 

size, yarn type, and yarn length. I’ve gotten to the point where I just have a lot of yarn and I’d 

have to convert patterns to my purposes. Which is too much effort. 

Initial Concept 
At first, I wanted to focus on patterns and how I can design a system for effectively teaching 

self-taught knitters to read knitting patterns. After conducting 23 virtual interviews, I realized 

that there are broader, systemic issues when it comes to knitting. A lot of my interviewees 

reminded me of complaints that I’ve had when it comes to knitting, which led me to reevaluate 

my idea. 



Insights 
As I began collecting my interviews, I noticed a variety of trends amongst my pool of 

interviewees. My pool ranged from beginner to intermediate to advanced knitters, which gave 

me a diverse selection to learn from. 

My insights include: 

• Complex knitting patterns are a barrier to novice knitters. 

• Keeping track of counts often deters casual knitters who like to knit while multitasking. 

• Casting on and casting off requires reviewing for knitters who have taken a break and 

are returning to the practice. 

• Knitters who do not read patterns prefer to wing it; they like to begin a project and 

shape it into something as they go 

Design Guidelines 
Based off of these insights, a prototype to augment the knitting practice should follow these 

design guidelines. A prototype should:  

• Recognize that not everyone has the same methods, wants, and learning styles while 

knitting. 

• Address the challenges and frustrations that deter beginners from continuing the 

knitting practice. 

• Facilitate a method for augmenting the practice of knitting to increase retention within 

the practice.  

• Accommodate how a person creates their knitting environment; whether it’s silently at 

home or on the go.  

 



Early Stages and Iterations 
At first, I decided to make a web application (Figure 1) that would serve as a home base for all 

knitting needs. I planned on creating the initial page as a landing page to define the rest of the 

experience. I separated it into three categories: beginner, intermediate/casual knitters, and 

advanced/hardcore knitters. When I say casual knitters, I’m referring to people who know how 

to knit but like simplicity in their patterns so they can multitask and relax while knitting. 

Hardcore would be knitters who enjoy the complexity in their patterns and also are very familiar 

with the knitting language and therefore do not need any assistance learning a new pattern. 

Figure 1 



The beginner category would feature videos and simple patterns that facilitated “hands-free 

learning” so that knitters could focus on using both hands to knit. The “relaxed pattern 

exploration” category would involve looking at patterns in a Pinterest-style environment. The 

patterns would be annotated so that they would be accessible to learn and implement. The 

“Challenge!” section would be the traditional and abbreviated complex patterns without any 

annotation for those who know exactly what they want.  

However, after further reflection, I decided that a website was not a solution to the larger 

problem. Sure, it would help, but there are a lot of knitting websites out there (i.e. Ravelry, 

which already has a huge fan base). Instead, I began to think more about the problems that my 

interviewees mentioned and ways that I could solve those problems.  

Prototype 
I decided to emulate the environment of a knitter in order to create a seamlessly integrated 

prototype into the knitter’s current practice. I, along with many others, enjoy knitting while 

doing something else like watching TV or sitting in a meeting. Therefore, it’s hard to keep track 

of counts, reading a pattern, and performing the other task(s). As such, I envisioned a 

prototype that would augment the knitting experience without undue interference.  

 

Figure 2 



All knitting needles have attachments (Figure 2) at the end to prevent the yarn from slipping off 

of the end. Therefore, this would be the perfect place to hide a motion sensor. 

In this concept, a microcontroller (Arduino, 

FLORA, etc.) would be hidden within a 

supportive glove (Figure 3) like this one and 

could either connect to the sensor via wires or 

Bluetooth. The knitter would load the knitting 

pattern onto the microcontroller and it would 

keep track of the stitches used. When it’s time to 

switch, a light “ding” sound will emanate from a 

speaker attached to the microcontroller.  

I chose this particular style of glove because I 

often have wrist pain after knitting for an 

extended period of time and I’ve heard personal 

accounts of how comfortable these gloves are. 

This concept could be implemented with current 

technology. 

I envision this working seamlessly in the future 

with other technologies and avoiding the 

necessity of a glove that contains an Arduino or 

other microcontroller. Figure 3 



Scenario A – Watching TV 

 

Figure 4 

In this scenario, Cathy (Figure 4) likes to knit while relaxing at home and watching TV. She has 

the sensor attachments at the end of her needle which track her stitches and counts for her, so 

she can follow a complex pattern while multitasking. 



 

Figure 5 

The TV has a push notification format that will tell her when to switch her stitch. There can be 

different settings for this. In this case, she wants the simplest command so that she doesn’t 

have to read much. She sees “Purl” appear on the screen and knows to switch from her current 

stitch to the purl stitch (Figure 5). 

 

  



Scenario B – Business Meeting 

For many, knitting is an activity that keeps their hands busy while in a meeting (Figure 6) in 

order to increase focus.  

 

Figure 6 

Filipa (Error! Reference source not found.) likes to knit while she sits in meetings throughout the 

day. However, sometimes she gets lost in counting her stitches and misses something 

important. 

Filipa has a variety of options for 

receiving her reminders to switch 

stitches. She can use her laptop, her 

tablet, or her phone. She prefers 

using her laptop, but she enjoys 

having the flexibility to switch 

between the different devices (Figure 

8). Each device features a push 

notification that tells Filipa when to 

Figure 7 



change stitch.  

 

Figure 8 

 

 

 

 

  



Scenario C – Walking/Running 

 

Figure 9 

To me, this scenario is beyond my comprehension and ability. However, one of my 

interviewees enjoys knitting while going on hikes. I did a little research and I found that knitting 

while walking and running is a fairly common exercise (Figure 9 and Figure 10).  

Thus, how could my prototype be 

integrated into this practice? 

Fairly easily, I think. The needles 

and attachments remain, but for 

this a wearable device would be 

more appropriate than relying on 

a mobile device. For this 

example, I’ve mocked up an 

Apple Watch for a sample 

interaction (Figure 11). 

Figure 10 



Depending on the settings, the watch would either vibrate or emit a noise to indicate to the 

knitter when to switch stitches. 

 

Figure 11 

Design Conclusions 
There is a large space for augmenting the practice of knitting to draw new people in as well as 

provide aid for current knitters. This prototype serves as a way to address a common challenge 

to all knitters that is an alternative to the existing tools (i.e. websites and apps).  

The current concept informs the person when to change stitches, but there is a wealth of 

opportunity to provide increased functionality. In the future, an experience such as this one 

could include fuller integration with digitized patterns that includes videos and annotations.  


