








Experience Design is the practice of designing

products and environments with a focus placed

on the quality of the user’s experience and

feelings User experience includes interaction

design, information architecture, user

research and the facets of the overall

experience delivered 1. e e )

Research  20%
Print 35%
Digial 35%
Presencation  10%

1. hups://www.qualtrics.com/blog/what-is-experience-design/




Graphic & Digital Dosign Add-on

Bachele

Graphic Doslign
Bachelor of Arts

Graphic & Digital Design

Muslc and Sound Englneering

Bachelor of Engneering

Animation and lllustration
Bachelor of Arts (Honcurs)

NCE

“Technology Inspires art, :nd art challenges technology.”

The Irish creative industries are mportant drivers of the economic and social innovagion:
This vibrant sector has huje porntial and can have significans spill-oxer impace-mito other
business areas such as marufacturing and tourism. Here ifTUS Athlongliwe recognize the
ey roll we provide in the levelpment/education of our youRgCreative students. 2022 is
anew beginning within in ne Unversity, our strategy is to integrate all creative courses
under the one umbrella/the creaion of a fiew department in the one building"School of
Engineering”. Creating a cuture of collabor starts within the

think, redesign this envisnmentwichin the School of Engineering, create a visual
sttementstrategy that higlights the Key role(s) these courses play within the Universicy
and beyond. Make the invisile visible.

AimIRequirements:

" Create the name for thisjepartment

2 BrandingA promotional roadsheet which represents all courses equally.
Max size of final solution n bigger then A2 or any form of digiaal presence, 1600 word
count that deals with infemation for incoming/potential students. (CAO)

3. The infrastructure/buildig: inspire, create a presence, allow collaboration to exist
So examine the use/layor of the building. Create this center of excellence

4,30 Second promotional lece.

Final outcome’s should sup>rt national and incernational inquires.

Remember all courses with your design must have an equal voice!

Experience

Design




As part of the mod

students were given a B

with space and identity within the creative
wing that exists in the School of Engineering.
The brief describes TUS Athlone’s strategy

to integrate all creative courses under the

creation, of a new department to be housed in
the maif School of Engineering building) TUS
Athlone recognizes the key role they play in the

development of the young creative students in the
college, and they believe that the environment

in which students are being educated should
highlight the key roles that these courses play
within the University and beyond.

A creative work environment can lead to better
engagement in the workplace and can increase
productivity. It can also do a lot for people’s
mental well-being. It can also help draw out what
is already there within.»

The current situation in TUS Athlone is that
there are three main creative stands Illustration
and_Animation, Graphic and Digital Design,

Music.and Sound Engineering, These stand alone

and are not integrated the way a design school
might be expected to have them integrated. The
purpose of the brief is for students to create the
name for this department, design a promotional
broadsheet which represents all the courses
equally, to redesign the infrastructure of the
Engineering building and to make a thirty
second promotional piece.

2. hups://fellow.app/blog/productivity/ constructing-a-creative-work-cnvironment-benefits/




Introduction
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AIMS

The aims are to design a suitable, new
environment for creative students, potential
students and lecturers to meet, work and
exchange ideas and to represent the creative
es in the University. The brief asks to create
d n this department, a promotional
%broads cet which represents all the courses
equally, th&in[raslructurc b[ the engineering
building which w1 ire, create a presence and

allow collaboration to exist, and a thirty second

l promollonai plccc.I)I he brief stresses that all the

courses must have an equal voice in the design.
P ——————




Objectives

OBTE(TIVES

To achieve the aims, the following objectives mu’sﬁ
be realised: to explore, analyse and photograph

the current building environment; to analyse the
creative courses listed in the brief; to research

color theory; and to research the psychology

behind creative spaces and environments; to do
a comparative analysis of other creative hubs and

space; and to experiment with type and colour.




Year 4 semester |

Research 20%
Print 35%
Digital 35%
Presentation 0%

Animation and Illustration
Bachelor of Arts (Honours) {

NCE

“Technology inspires art, znd art ch

The Irish creative industri¢s are mportant di
This vibrant sector has huge potential and ca
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anew beginning within in e University, our
under the one umbrella/th¢ creation of a nev
Engineering”. Creating a cuture of collaborat
Re-think, redesign this envibnment within th
statement/strategy that higllights the key rol
and beyond. Make the invisille visible.

Aim/Requirements:

|. Create the name for this§epartment.

2 Branding: A promotional froadsheet which
Max size of final solution n|bigger then A2 or
count that deals with inf¢mation for incor

3. The infrastructure/buildif: inspire, create :
So examine the use/layolf of the building. ¢

4.30 Second promotional jece.

Final outcome’s should supprt national and i

Remember all courses witt your design mu




The Brief

The design thinking process is concerned with
solving complex problems in a highly consumer
centric way. It questions the problems, questions
the assumptions and questions the implications.
This design process can be broken down into
five phases: empathize, define, ideate,
prototype and test.
——
Empathy is a critical starting point for
successful design solutions. It is important
to understand who you are designing for.
Understanding consumer needs and attitudes is
key in uncovering opportunities for design. This
involves observing and engaging with human
beings to truly internalize their experience on an
bnotional and psychological level.s

To begin this design phase, the brief was read

thoroughly and key points such as the briefs
requirements were highlighted.

T

WHAT MAKES A Good
CreATIVE ENronMENT ¢

3. hups://www.ama.org/maketing-news/ the-5-phases-of-design-thinking/




THE PSYCHOLOGY
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Week One

U’(.DING

To gather firsthand information of the current

creative spa hotograp re taken of the

building, and Teedbackwas4cquired from other
students that are in the engineering building

regularly on their thoughts of the interior of the
building. Taking photographs is an important
type of primary research as they provide a visual
record of a moment in time.4 These pictures
prove valuable during the researghestaoeas

refer to them when designing thg new interior.
N .

Talking to fellow students about ho

the present creative space. Information gathered
from students leads to the conclusion that the
environment of the current engineering building
is boring and quite hard to navigate through.

4- hups://www.churchillarchiveforschools.com/guide-to-primary-sources/photographs
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I went on to also look into other creative hubs
such as LSAD and NCAD so a comparison could
be made between the spaces. This research led
to the realization that other creative hub spaces

tend to show off their students work by having
galleries in the college that is open to the
public, and improved spaces that allow students

to be creative.

Week One
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Week One

VHAT DO THESE COuRSES HAVE Iy (ommMOon P > |
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Placement

In the continuation of research for this brief 1

VOM@“/ O(& moved onto looking into the courses listed on
mecucLs the brief; Graphic Design, Music anSound

used Engineering and Animation and Illustration. The

brief explains that the Universities strategy is to
integrate these creative courses under the one
umbrella. The key role(s) that these courses play
within the University are also to be highlighted.
To get a better insight into each of the courses,
I went onto the TUS website and recorded each
of the course descriptions; what a student would

@ experience during the course, why take that @

course, what opportunities would the degree

lead to and assessment requirements.

All craft f Commonalities between each course were noted
aes ILJI’\ in a mind map to help with the aim of giving the
‘ \/ courses an “equal voice” in the redesign. I noted
Teaelellaleld] that each course description emphasizes the idea
ioh ‘(j of being prepared for the work environment,
ANIM

collaborative as well as independent learning and
how they each explore craft and design

indlepenatent f
Couaborakive
[earﬂvﬂﬁ

in certain modules.
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Along with this, the psychology of space and
color theory was reviewed. There are so many
factors that come to play when considering the
design of an effective creative environment. It
was learned that people generate more ideas and
useful solutions to creative problems when they
are at home than in any other environment. Our
mental space stands in direct proportion to our
perception of physical space. Mental space means
the extent of our intellectual openness to new
ideas. The more expansive

our sense of surrounding space, the more prone
we are to generating original and useful concepts
for new products, services, and methods.s The
Construal Level Theory (CLT) is the perception
of things far away from us stimulate abstract
thinking. Nearby objects, on the other hand,
stimulate a concrete and detail-oriented
mindset. This research was beneficial in
considering design aspects of the interior

of the creative realm.o
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N A CRiery 4

I brainstormed possibor the redesign
of the creative department. Using a mind map
method, advised by lecturers, two circles were
drawn out, each with twenty words contained.
One circle was words to describe emotions
associated with the environment and how I would
like students and lecturers to feel, and the other
circle contained words associated with actions
that may take place in the environment. This
exercise allowed me to narrow down all these
words to three words in both circles that I liked
the most and that I thought would make up to be
a possible theme. My words were narrowed down
to inspiration, practical, collaborative, visionary,
discovery and energetic. It allowed me to write
down how I want the space to be experienced.
From these words I created two different themes
to work with. One being an “inspirational”
theme, where the environment would consist

of motivational quotes and areas designated

for students to go to be creative away from the
classroom. The other theme is a “research”
theme, where the walls would show aspects of
information from different courses that students
can relate to. For example, the graphic design
sections walls could depict type anatomy and
grid structures. Once the themes were decided, 1
began looking at visual inspiration on Pinterest
of creative hub spaces, office spaces and wall
designs. Pinterest acts as a useful visual aid and
can be used as a locus of digital collecting. It also
allows us to learn from other people’s designs.

Week Three
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Week Four
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inspired theme for the creative department. I

want to bring across the idea that there is more

to the degree than the final product created by

these talented students. There is so much work

behind these beautifully designed outcomes

that no one gets to see. The journey is just

as interesting as the result, and I think this

process can be shown around the college in

an interesting way. After referring to the brief

I came across an alluring phrase; “making the

invisible visible”. This phrase perfectly sums

up the idea of showing the work behind the X LTONS
outcome. A mind map was drawn out and I e

wrote out words associated with the unseen \
parts of college work such as “out of sight”, 2T
“actions” and “base”. I referred to Pinterest to SUPPO
help visualize the concept of invisibility.s
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9. hutps://www.toastdesign.co.uk/design-services-blog/ the-bencfits-of-sketching
10. https://www.interaction-design.org/literagure/book




Week Four
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Wall designs were sketched out to allow me to a o rockti C
get my ideas out on paper. Sketching allows us to

get our ideas down quickly without overthinking Y

them, or even dismissing them before they even n r'nﬁ m
leave our brain. It allows us to explore ideas and

clear our minds, brainstorm and plan things

out quickly.s I transformed these sketches into

mockups from the photographs that were taken

of the interior of the engineering building at

the beginning of the semester. Mockups make

it possible to do usability testing early in the

development process.io
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Week Five

T urth stage )X the design process,
prototype, Is about experimentation

and transforming ideas into outcomes.
Throughout this stage, proposed solutions
may be improved, redesigned or rejected
through a series of reviews and critiques.
After moving on from the infrastructure
design, the next objective is to create

a promotional broadsheet for the new
creative department. The first task was to
experiment with how the broadsheet might
fold. I experimented with different types of
folding’s, which I gave out to several people,

and I asked them to pick out which one they
liked the most. This was a beneficial process

as I got to watch how othg{ people interacted

with the broads@o I could get a
firsthand insight into how people think while
opening the posters. The majority of bodies
picked the standard unfolding of an A5 into
the A2 size poster. A2 is the perfect size for
displaying information while also leaving
enough room for artwork and imagery. The
first draft consisted of laying out all the
information onto the poster to see how it
could be laid out and what sections could
contain certain pieces of information.

1r. hups://www.ama.org/marketing-news/ thes-phases-of-design-thinking/
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Week Six

This week began txperimentation ) it
- )

for the broadsheet. Dillerent tec

as playing with opacity and making some text
stand out more than others were tested to give
that “invisible” effect to the broadsheet. The idea
of including a little pocket on the broadsheet in
which a piece of tracing paper would be used to
reveal the rest of the poster when the broadsheet
is fully open was considered. This idea would
also be an interactive way to express “making
the invisible visible”. This process has allowed
an insight into the best way to convey this visual
impression and a vision of the theme of the
project onto the broadsheet.

I experimented ¥ 'trdcmg paper. e downside
‘*—-e—-p——-;f‘ = at 1 P

of the transparency o

easily smudge, especially when workmg with inks.
There is also a lack of durability in tracing paper.
Another factor to consider would be the extra
cost of getting the broadsheet printed on tracing
paper. I decided to play with type on standard
paper to give that invisible and layered feeling.
Making the invisible visible means revealing
relevant information that is hidden so it can

be understood.i2 This idea influences the

design choices being made in the creation of

the broadsheet.

12. hups://principles.dev/p/make-the-invisible-visible/




URW Bodoni, D a family of fifty serif typefaces
rst designed by Giambattista Bodoni in 1798.

The typeface is classified as didone modern.
Massimo Vignelli stated that “Bodoni is one

of the most elegant typefaces ever designed”.

Modern serif designs like Bodoni are most
commonly used in headings and display uses and
in upmarket magazine printing.
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Week Eight & Nine

This week included finishing touches on the
proadsheet 1 d starting the
story Ort e digital piece. The promotional
piece can be any digital format such as an
app, website or video. Throughout the design
process so far, I have learned that a storyboard
is essential in guiding you throughout the
production process. By planning your video, you
know which shots you need to create and how
to create them when filming begins.13 Before
beginning thePinterest aided as
———
inspiration and gave an 1nsight into how the
video could be displayed. Dynamic motion
typography is a form of kinetic type that was
researched. Dynamic motion type is when the
elements that make up the film’s text move in
relation to one another.14 This dynamic effect is
perfect for videos with less text for a dramatic
effect. Any initial ideas ame to mind were
written down, such c‘ students
doing work with typography Taid over these
images, or a simple moving typography piece.
Promotional video content is an engaging way
to sell an idea to a target audience.

This promotional piece is an opportunity to show

the meaning behind the theme of “making the

e e .. —_—
invisible visible”.

13. https://www.vyond.com/resources/what-is-a-storyboard-and-why-do-you-need-one/
14. https://www.vectornator.io/blog/kinetic-typography/
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Conclusion

CONCLUSION

In conclusion, I designed a suitable environment for
creative students, potential students and lecturers

to meet, work and exchange ideas by constructing

a promotional broadsheet that represents all

the courses equally, a new infrastructure of the
engineering building and a thirty second promotional
video. I chose to call my redesign “making the
invisible visible”. The theme focuses on the work
college students do rather than the result of their
creations. To accomplish this design, I researched
the current engineering building, other creative

hubs, the psychology of the creative environment

and colour theory. I experimented with possibilities
of how the size and how the broadsheet could be
unfolded. I tested a tracing paper theory to enforce
the idea of invisibility but decided to show this theme
typographically instead.




Evaluation

EVALUATION

The aims and objectives were fulfilled through the
creation of a promotional broadsheet, an interior
design for the infrastructure and a thirty-second
promotional piece. The design is suitable for current
creative students, potential students and lecturers. |
am content with the result of this brief as I feel that I
have accomplished my aims and objectives.

If I had more time and the opportunity to do anything

differently it would be to spend more time on the

typography used in the promotional video and improve
my After Effect skills.
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Tetworks for all
those who share a vision to connect, engage,
share ideas and expertise. Its brief, Moving
Pictures, asks students to conceive and produce
an animation to accompany one of two audio
files provided in order to clarify, energize,
and illuminate the content.1s Two audio files
accompany the brief which discusses current
social issues and calls for changes to be made:

“Change is Necessary” by Sarah Ichioka or
m by Jeffrey Boakye. We
lmme module Time Based

Media.

“Change is Necessary” by\Sarah Ichioka (2022)

udio explains how a

simple change in mindset can help designers
shift from a sustainable design approach to a
regenerative design approach which has net
positive impacts for people place and planet.
This audio is interesting, given the current
interest in and experiences of climate change.
While regenerative and sustainable practices are
similar in terms of protecting natural systems,
regenerative practices go further by using design
and construction to work as positive forces that
repair natural and human systems. 16

15. https://www.thersa.org
16 hutps://sustainablebrands.com/read/product-service-design-innovation/ the-shift-from-sustainable-to-regenerative-design
17 https://www.interaction-design.org/literature/topics/design-thinking




In order to make an animation for audio,

[ researched regenerative design in the form of
primary and secondary research to understand i
purpose and approach. Cognizant of the purpose
of the audio wh 1ims to influence the wider
society, the design thinking proc

arrive at the final solution. The design t} g

proces includes five phz S — empathize, define,

ideate, prototype and test.17

hanging mindsets and practice
ging

to help people shift from the sustainable

approach to a truly radical regenerative
approach, was explored.

Introduction




AIMS

e
The aim is to conceive and produce a
to accampany one of the two selected audio files

that will clarify, energize, and illuminate the
conte o create an animation that will appear

to = d to connect with
—

all age groups pire to make the world
a better place.




LOB]({(TIVES

be realized: to research the topic, the speaker,
and think about the different ways in which I can
tell a story through animation that will enrich
it’s content and increase accessibility: to consider

the audience, and who I am trying to educate or
introduce to this topic, to explore and analyze

different types of animations, to understand the
importance of doing a storyboard, to research
regenerative design, to experiment with multiple
medias in order to pick a style for the animation,
and to research into an engaging concept to
ensure that I develop and produce the animation
to the best of my ability, to learn the relevant
software to make the animation.

L

=
To achieve the aims, the following objectives must—\

_

Objectives




Conceive and produce an
animation to accompany one of the
two selected audio files that will
clarify, energise, and illuminate
the content.

RSA Events has offered free public access to the
brightest, sharpest, most courageous and most
creative minds for more than 260 years. This brief
asks you to create an animation that will reveal,
illuminate, and increase accessibility to this

unique content.

We believe in the power of ideas. We believe

that everyone has a right to the very best, new
knowledge and analysis of our world, how it's
changing, and why that matters. The RSA Animates,
RSA Shorts, RSA Insights and RSA Minimates

film series were developed to bring big ideas to
new audiences.

The audio clips for this brief are taken from the RSA's
esteemed public events programme and we invite
you to help us spread these powerful messages to

a wider audience. They remind us that to make the
radical, systemic changes we need, we must unite
people and develop solutions rooted in place.

« You must select one of the two categories, either
‘Change is necessary’ or ‘Interrogate the truth’. You
may not re-order the content or further edit the
transcript in order to suit your work; however, you
may add up to five seconds to the overall length of
the audio clip if you wish to have an introduction
or conclusion.

Research the topic, the speaker, and think about
the different ways in which you could tell a story
with your animation that will enrich its content and
increase accessibility. Try to avoid any stereotypes
or obvious visual references. Instead use your insights
to create deeper links between the content and
your animation.

Consider your audience. Who you are trying to
educate or introduce to this topic? This should
inform your concept development and could shape

@

the format chosen for your video. How do you
expect the audience to interact with your video? Is
there a call-to-action or next step you hope would
come from them watching your work? If invited to
an interview, you will be asked to share ideas for
expanding your animation’s reach.

« Before you begin animating, ensure that you have
an engaging concept. You are advised to spend a long
time coming up with your concept to ensure that you
develop and produce it to the best of your ability.

« Your submission should combine clarity, wit and
attention to detail, aiming to make the content come
alive and introduce a new audience to the subject
matter, and the work of the RSA and its partners.

Category 1: Change is necessary

by/Sarah Ichioka (excerpt length: 1:09, originally
recorded in January 2022)

Urbanist and systems thinker Sarah Ichioka describes
the changes in mindset and practice that can help

us shift from sustainable design to a truly radical
regenerative approach - one where everything

we do creates net-positive impacts for people,
place, and planet.

Category 2 : Interrogate the truth
byjleffrey Boakyel(excerpt length: 1:13, originally
recorded in June 2022)

Drawing on his experiences as a black teacher and
student, author Jeffrey Boakye argues that if we

are to create a socially just future for everyone, the
school curriculum must be a place where historical
narratives, assumptions, and distortions are explored,
interrogated, and challenged.



18 https://www.thersa.org

To begin this project, the brief was thoroughly

read through, and important factors highlighted.

e first factor that came into consideration
8f to choose. After doing basic

research into both audio,
Necessary by Sarah Ichioka to be a thought-

provoking audio that I want to explore. Urbanist
and systems thinker Sarah Ichioka describes the
changes in mindset and practice that can help us
shift from sustainable design to a truly radical
regenerative approach - one where everything we
do creates net-positive impacts for people, place
and planet.is To get a deeper understanding of

the topic, I lnvestlgdtede toplcs regenerd i

design, sustainability and Sara

The Brief
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Week One

Regenerative design seeks to not merely lessen
the harm of new development, but rather to put
design and construction to work aorces
that repair natural and human systems.19 While
meeks to reduce negative

“impacts on the environment, and the health and

comfort of building occupants, thereby improving
building performance. The basic objectives of
sustainability are to reduce consumption of
non-renewable resources, minimize waste, and
create healthy, productive environments.2o This
research was beneficial in realizing that this
animation should be aimed at people who are in
the position to make regeneration happen such as

\,'(J\

AVDYT

20 https://www.gsa.gov-real-estate-design-excellence-program/ design-excellence-program-overview/ sustainanility/
sustainable-

19 https://sustainablebrands.com/read/product-service-design-innovation/ the-shifi-from-sustainable-to-regenerative-design 8 8
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From this research I noted that there are three
Lo
important factors to remember when creating

the animation; to pull people in by giving contact

to what is being shown, to incorporate visuals as
they help us to process what’s happening faster

which allov

15 to be more engaged, and to

generate insights. The most remembered stories

leave you understanding something more deeply

than you did before.22
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PUPEESR  This research was beneficial as it made me
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To u make an animation or create it digitally. Being
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This week I decided to look back and more into
the regeneration side of the project. I looked

=
a&@egeneratlve design Vlsua!s>0 nim

were all stereotypical images of théea n

hands or plants in the shape of a heart. These
types of images are seen all the time. For the
animation to illuminate the content of the audio

in a memorable way, I needed to come up with

original images.

Week Three
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Week Three

I looked at other designers who take the
regenerative design approach. Designer and
MIT professoreri Oxman. Phe is known

for making art and architecture that combine
design, biology, computing and materials
engineering. She is the founder of a discipline
she calls material ecology which marries the
technological advances of computational design,
synthetic biology and digital fabrication to

produce compostable structures, glass objects
that vary their optical and structural properties,
and garments made from a single piece of silk
fabric.23 I was fascinated by Oxman’s ideas and
designs.] went on to watch her episode on

creenshot images

at [ thought were

visually alluring.2+ One aspect of the episode
that I noted was how they did close up shots of
materials and bacteria from the labs. This could
be an interesting aspect that could be worked
into my own animation.

23 hups://www.nytimes.com/2018/10/06/style/neri-oxman-mit.html
24 hups://www.netflix.com/watch/
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The second stage of the process is about clarity,
focus and definition. I have gathered all of my
insights that I have collected, and I am beginning
to piece all this information together in order to

create a theme. At this stage I was able to start a

storyboard and script. ‘//_2

This first draft o @ elped with having a
better understandittgsFhow the story will unfold.

25 The idea for an animation that was drawn up
on the storyboard and script was a news broadcast
theme. I also included images with a “zooming”
effect, inspired by Neri Oxman’s documentary. At
this point I am still unsure what style I want my

typography to be.

25 hups://darvideo.w/dictionary/script




S(RIPT DRAFT ONE. wen-

We urgently need to find ways to design
that achieve net-positive impacts.

But how are these changes ever going to
happen? First, we must recognise that
change is necessary.

Second, we identify, debunk and reject
the degenerative mindsets and paradigms
that are harming us and other life on
earth.

Cognitive neuroscience has shown that
the bestway to dislodge a story is not to
argue against it but to shape a different,
more persuasive story.

So that means that step 3 is that we
need to imagine, develop, celebrate and
embrace the new or recovered mindsets
that put care for life - all life - at the very
centre of everything we do.

Step 4, we need to maximise our own
personal agency, finding new purpose for
our work and life in taking positive action
to realise these mindsets.

And then, finally, we join together with
others in diverse coalitions to build
regenerative communities and systems
that benefit the majority of life on earth,
not just a tiny minority of one species.

*tv turns on - glitch noises

Words and letters all jumbled up which
zoom in to highlight the words ‘net
positive impacts”. (slow zoom into tv
screen as she speaks)

words swiped across screen to reveal
change is necessary.

Number 2 fills the screen.

Identify, debunk, degenerative mindset
words on screen fizzl up and disappear to
indicate harm.

Pulsing and moving line images to
represent neuroscience. Slow zoom into
the lines to reveal quote about shaping a
story.

Number 3 fills the screen. Blurred words

swirling and gradually become visable to
represent recovered mindsets,

Number 4 fills the screen.
Personal agency ‘maximises’ to fill the
screen.

'Words join together and rise to
represent joining together and building
regenerative communities.

“Tiny” designs coming togther and zoom
out to show “change is necessary”.

'zoombackout‘toshawtvglitct;ingand
turning off.

102




toryboard s a series of drawings that show the
sequence ol scenes in your video. Storyboards are
an essential tool when creating videos. They allow
us to make the best of time and resources. They

help you to visualize your video before you start

filming.2s The creation of a script and storyboard

allowed me to begin the experimentation stage

of the process.

26 hutps://ngproductionfilms.com/ the-bencfits-of-storyboards-for-video-production/
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The first idea to experiment with was an
[old television setup) The thinking behind
the tv setup was to represent the sense of

urgency in Ichioka’s audio. I thought that
the animation could have a news broadcast
theme to it to help show this sense of
seriousness behind the topic. The idea was
to possibl ‘; edit my animation
onto this o et so photographs of the
tv were shot in different types of positions
and lighting. Experimentation allowed

me to ensure that methods match my
research aims to come to an educated

conclusion on why I am choosing to use /

certain gtvles and not others. Photography

and|typog ere tested this week as
part of expertmentation for the animation
style. To get a feel for what the animation
might look like, typography examples
from Pinterest were printed and cut to
size and stuck onto an old portable tv. The
typefaces I was drawn to the handwritten
or printed type as they had a more
textured look that I liked. The tv was set
up on a white stand against a white wall.
Photographs were taken at different angles
and positions. These photographs gave me
a better insight into how the animation
may look if I choose this setup.




Week Five
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Week Six
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I began working with black gouache, Indian ink,
sponges and different size sponges to

create interesting line paintings and hand
painted typography. Hand lettering is fully
original, so it makes the design feel fresh and
special. Decorative letters can also influence

visual perception, bringing the feeling of

aesthetic pleasure. The idea of the handwritten
type gives that sense of urgency that is looking
to be conveyed in this message. As if the
message needed to be broadcasted in a rush.
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Stop motion was experimented with

while painting the type. Stop motion is a
cinematographic technique whereby the camera
is repeatedly stopped and started, for example,
to give animated figures the impression of
movement.27 Stop motion is a clever technique
for making static objects come to life, which was
a valuable technique to try. With stop motion, I
appreciate that rather than crafting objects and

making type virtually with a computer, you must
source materials from the real world. I enjoyed
working with stop motion as it allowed me to
capture images in that exact moment while I
created images. One of the images I made using
stop motion, was repeatedly writing the word
“urgently” using black gauche and paintbrush.

Ao

Canon

27. https://prezi .(:mn/gﬁnjgl17m_1cl/diﬂ'crcn(tc—l)clwccn—slﬂ)—'m()lim—and—uninmli(m
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This week I edited the images I made in
Photoshop and played around with the

darkness and lightness levels and contrast.

Th{ ere all black ag

and were suitable to be used as kgrounds

7

for the animation. I also painted the alphabet

and inverted it, so I had easy access to black
and whitgghandwritten typelaces Yo add

into the animation.




-

— \ . .
Adobe After Effects }s an animation software used

for animation, visual effects, and motion picture
compositing.2s I used Adobe After Effects to put
the images I created together and add effects
such as zooming in on images and transitions.
By moving and transforming layers, I was able

to bring my artwork to life. After Effects also
allowed me to add in long with
Sarah Ichiokas audio such as the glitching noises

of the television that I added into the first few
seconds of the video. I picked this sound from

Free Sounds.29

28 hups://www.schoolofmotion.com/blog/what-is-after-effects

29 hups://freesound.org/
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Conclusion

CONCLUSION

In conclusion, I chose to base my animation
on Sarah Ichiokas audio, “Change is
Necessary”. I researched Sarah Ichioka,
regenerative design, the neuroscience of
storytelling, the target audience, animation
styles, art styles, and other regenerative
designers. I gathered the insights I got from
this research which allowed me to create a
script and storyboard, to help visualize how
the animation would look. To start off the
experimentation process I took photographs
of an old tv set up to test my “news broadcast”
idea. I experimented with image and type
making using black gauche and inks. I also
experimented with stop motion as [ felt

that it was an effective technique to make

the static images come to life. After the
experimentation process, I analyzed, and
edited these images on Photoshop and moved
them onto After Effects where I moved and
transformed them to create an animation that

is in sync with Sarah Ichiokas audio.




Evaluation

EVALUATION

I fulfilled the aims of the brief by producing
an animation to accompany one of the two
selected audio files to help illuminate its
content. The animation is suitable for a
diverse audience and will connect with all
age groups. I carried out my objectives such
as researching the topic, the speaker, and
the different ways that I could tell a story
through animation. I feel like my animation
works well. T appreciate how the handmade
images work with the photograph of the
television. The handwritten type and painted
backgrounds add to the urgent effect that

I wanted to create. If I had more time and
the opportunity to change anything, I would
experiment more with typography rather than
as much background making. I would have
explored different methods of type making
such as stamp typography and Lino print

typography. Overall, I am happy with the

outcome of this brief.
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