Week 8

TMA 01 — Phase 2
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This week you will create three abstract compositions
using the photographs you took in Phase 1
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Symmetry & repetition”
What sort of shapes.can you make?
Experiment with colour — how does this change the design?
Mono or duo tones? Bright hues? Soft hues?
How might you place the shape on your t-shirt — in the centre? In a grid?
or randomly placed across the t-shirt? -

Always consider the REASONS behind your design decisions
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Emphasis and Dominance

How can you use colour to highlight aspects of your design?
Experiment with texture and patterns

A WORLD PEACE

Proportions and Unity
Experiment with text and different type fonts

Abstraction and composition play a key role in commercial design,
including illustrations, packaging, branding, logos and icons.

Serious Play - U101 9
Welcome Pack
activities

Time to get started on your U101
Welcome Pack. There are lots of fun
activities to work through this week.
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You will be working in Open ool o =
Design Studio (ODS). This u

is your ‘virtual’ studio for
uploading and developing
your design work and
seeing the work of other
students on U101.

Working in ODS is as close as
can be to working in a
‘physical’ studio - you can
showcase your work and see
what other students are doing.

It is great for inspiration and
for getting feedback to help
you develop your designs.

ODS is a virtual version of a studio just like this

you have with a banana?

Your welcome box
makes an ideal
photographic studio.

Watch the tutorial on
Activity 1 Part G to
make your own
lightbox.

We will also share
some photographic
tips on next week'’s
postcard.

Need help with your first submission? Join Collette Pomfret on 16 October
at 19:00 in the module-wide tutorial room to discuss ‘TMA 11"

Block 4

Design and everyone

A design diary is a tool that
can support and inspire
new thinking

TMA 04 theme ‘Holidays and Tourism: Think Global, Act Local’
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This week, you will
explore techniques
to help you organise
your design diary.

Have a look at these
diary examples —
what aspects do you
like?

Your design diary
should be strongly
visual — it can
contain drawings,
doodles, sketches,
notes, found
images or even
objects

Raw Data: Infographic designer Sketchbosts,

The Postman's Knock

dule-wide talk - 17 March, 18:00 with Irene Tsiampakou
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N This week you will arrange a creative *
session with friends or family to find
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*
*  Build onthe ideas of others |

+  quantity over quality

ideas can be refined at a later stage

[ m solutions to your design problem
m Working with others will help you generate
B many ideas in a short time, give different =
m perspectives and helps you find new and pao alics
=’ interesting ways of thinkin sotches of
7] g ey 9 each idea to
) £ communicate
&) } your thinking
PN
) After your creative session, you will rank your ideas
| “ i and select the best one to develop further
” h m Join your tutor-
I -9 group ‘creative
| .. Sticky notes can be a greal way session”
o~ to organise your thoughts workshop — it’s
(=} & agreat
& o S opportunity to
Brainstorming — mini rules develop your
+*  Remember there are no silly ideas ideas with
crazy and wacky are encouraged & other U101
Don't criticise  ~ students.

Join AnnMarie McKenna in the module-wide room on 19 January at 18:00
to ask your questions about TMA 02



POST CARD
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= - and then selecting three of the best ones with one designer y 2

100 C—AR.O_J a Q showing an interesting feature, one showing your hand :
o na...oaco ion n owo:o o )\ O _u O m ._. _A > _...~ ._. m in action, telling a ‘story’, and one showing your hand
= — Z S 2 i It's Week 7 and the start of your first

This week you

Stamp: Mark Petty: Phantom Stamps

making a gesture that has meaning for you. Make sure k 3

you zoom in on your feature, and be careful to take main assignment!

This week you will be making any improvements clear, wel hotos, ideally against a plain background. g i i i

suggested by your test players and then testing ahe. P: ; Y ag P 9 Don't start <<_.4: any preconceived ideas.

your final design proposal. Take photos of the Follow the guidelines and let your design
evolve over the next couple of weeks.

developments you make and of your test team
playing your game. Note any comments they Om/ 5 5
make that could further improve your game. 40, > Refining, completing You will explore abstraction, colour and type.

Ceaere o i €| and re-testing your
Are the 3 vy,
players clearly ONBQ 3 1%
competitive and keen to win?
Do hey laugh? ?ﬁ’gﬂ.ﬂﬂ
Are there any moments of A SRS OF
boredom? < ”Eu!s Dot apetalyfor © !
Are there moments of tension? \ ENGINEERS, ARCHITECTS,
How long does the game take? 2 R » . DRAUCHTSMEN, ENGRAVERS, PAINTERS sic
Have you ironed out any « 7 Sat 15th 10-11 Looking at Typography with Teresa Monachino & Brumalawe, e
areas of confusion? B Mon 17th 6.30-7.30 Co our with Theodora Philcox Ty e Lo
Does the game have a name? Tues 18th 7-8 TMAO1 Drop-in Q&A with Tanveer Ahmed
Doss the board imiediately No Module wide tutorials this Get i i i : ; i i
et involved with some typographic research: https://www.typetasting.com/type-tasting-lab
convey the theme? week but there [s a meet up at the typograp! P typ: g typ g
Mﬂ wﬁw‘w.g_a based ua Young V&A on Saturday 8th and
Pl bt coming up, ‘Electric Dreams’ at the
pantomime production for the Tate Modern on Saturday 22nd
Jorsl ety il X Ak WA WA WA WA WA WA WA WA WA W W W
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POSTCARD S§
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| will be sending out a postcard each week that will =2
highlight key points in the study planner and that will \ |
remind you of any upcoming module-wide tutorials & s !
that are in addition to your regular cluster and B ‘o = Al - 0
tuior group sessions ﬂ ﬂ
2 v 4
The postcards might also share interesting _ B ! v
design concepts or things to think about.
Do check them out! _l_m__o _lo_m—.O_m_
- — (Have you worked out <.<=< you might be called that?) .
FOR OONNNMNOZUUZOH FOR >UUNBMM ONLY , >y
Welcome to U101!
Good research will lead to a good game. Week 19 is Game Design Week! You've chosen a great module.
Don’t mx_:.:u on it! Research, designing and i | prototyping =97 \
=<<m._<_€ .mmm_amu%s Mz_om.@mnh._%ﬂ?_w unx_u. :@q Roll with its playfulness and you will find yourself
10 s involved (the actors; o o 2 i
What things are used? (The 8_:u=:n=,5< . o growing as a creative week by week
What can go well o wrong? Think of some humorous events
Agame should be fun! .
4 Examples of two of the assignments (TMAS) you will be working on. -
e s b feratine bbbl o ok vilicd  Goter ek Hisor ot
There are lots of things to do in your first week: design elements to this image
“E; in Week 6.)
xplore the website
* Work through the first week's material making
MODULE WIDE TUTORIALS THIS WEEK:
sure you watch the short fims.
/9 * Post a ‘hello’ to your group mates on your tutor Saturday 7th October 11.00 - 12,00 Studying with the OU and
nﬂﬂﬁ%?gam 2 4azwcc .ﬂ_s suzﬂ ,do aun,r__n.saﬂ_ ﬂ:_w ._o m life in general! What HAVE you let yourself in for?
Ty to get to the first module wide tutorials (see rigl ; .
These are informal, and you An informal guide for OU Newbies!!! (Tony Archer)
Thursday 12th October 7.00 - 8.00 Welcome from the
Module Chair and informal chat (Theodora Philcox)
Dorothea Dukic: Road game .
A U U U U U U - e e T e
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This week you will explore how to take good
photos, and consider the question ‘What is

I think about what makes a
piece of design work well, and what
improvements could be made if design is poor.

The logo on the left was for the Wiener Werkstatte:
.—l The Vienna Workshops, 1903, one of the first
design companies to have a corporate identity.
They also heralded modern minimal design (see right).

Koloman Moser Armchaie
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When taking photos, think carefully about their clarity.
Clear away any visual clutter. Shoot against a plain background
in good, flat natural light. Try to avoid any distracting shadows.

Look critically at the three photos below. Are any of them good?
What could you do to improve the ones that don't work so well?:
.A As evenings get darker you might need to plan your photo

\L shoots for the weekends!

Hello to Week 3!

TMAT11 is due in on Friday 24th October.
Don't leave it to the last minute to submit!

Also don’t miss Martyn Joyce's Module Wide tutorial on
Taking photos and image optimisation on

Wednesday 22 October 7-8pm

He will show you how to ensure your file isn't too large
to submit.and how to get take great pictures.

Upcoming face to face meet ups:

London Design Museum: 18th October 10.30 -2.30

Bradford City of Culture: 25 October 11.00 at Lefteris Coffee
and Tearoom, 9 Tyrrel Street.

Dundee V&A: 1 November 11.00 in the cafe
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This week you
will work on
your EMA &
design
portfolio
where you will
showcase all
the design
outcomes you
have created

Portfolio

T-shirt
Prototype

on U101

A design portfolio is a visual display

Board game

Solution Proposal
+

3 short essays

Aep og uo enp Y3

The key to a good portfolio is clear
visual communication & photography

ing your work,

by short text to explain your key design intentions

This space can be used for communication

to all countries
(exvepting to JAPAN & U.5.4.)

You need to identify eight problems that you or people
you know encounter in everyday life.
Select the one you feel has the most potential.

DON'T start thinking of solutions!! It's best if you have
no idea how you might solve the problem at this stage.
Don't choose messy cables or not being able to get the
last Pringle out of the tubel
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Get framing!
What is the actual problem?

For example: Insomnia:
* How might we help insomniacs get to sleep?
* Design @ means of helping insomniacs sleep.
* How might we reduce the stress i

how this statement actually changes the nature of the problem:
it's now about reducing stress.)

Don't include a solution in your problem statement, eg:
‘Design a blanket to help insomniacs sleep’ - fhis blocks

your creative thinking to only design a type of blanket!

PRINTED AT OUR WORKS IN YORKSHINE, ENGLAND.

Include 6 annotated photos
of making and testing your
prototype

5 annotated photographs of
your prototype or drawings
to show its main features

You will also make a storyboard to show your
proposal in use

Example development work
*not based on the 23J nature theme
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POST (AR

THE ADDRESS ONLY TO BE
WRITTEN HERE.

Welcome back, it's Week 13!

Happy New Year!

Hope you had a lovely Christmas.

This week you will start on TMAO2 where you will identify a
problem, and then research, develop and design a prototype
of your solufion (your design proposal).

Problems, problems, problems...

‘ elp you with with prototyping, come to the module
§-wide tutorial on Tuesday 16th January, 11.00-12.00
Q&A for TMAO2 with Collette Pomfret.




