
Project Brief

This workshop and the dynamic use of design sprints are meant to expose first- 
year novice graphic design students to an open process of visual exploration. The 
workshop suggests a free-form process of exploration as a viable methodology to 
simultaneously ask questions, and solve complex design problems. Students are 
asked to examine concepts of the situationist dérive methodology as it pertains to 
graphic design. The dérive, envisioned as a playful-constructive behavior, is a tool 
promoting exploration and engagement through chance and opportunity. This project 
will first generate free-form drawings based on thematic prompts. The unedited 
collection then become the source material from which subsequent design solutions 
are governed using additional methods given at intervals through the project. Lastly, 
students are asked to react, reflect, and repeat the process as needed to generate 
additional collaborative content and collectively produce a multiple-authored 
thematic publication.

Theory of the Dérive. 
Theory of the Derive 
(Debord). Bureau of 
Public Secrets, n.d. 
Web. 06 Oct. 2014.
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Learning Outcomes

•	 Examine fundamental design principles associated with typography & illustration
•	 Investigate formal visual principles such as scale, balance, hierarchy, rhythm, color, and 

diagrammatic relationships
•	 Encourage the inherent symbiotic relationship of technical skills with visual and  

critical thinking
•	 Identify the differences of writing, hand lettering, and type design through the creation of 

letterforms, alphabetic character sets, numerals, monograms, signs and symbols
•	 Introduction to ‘design thinking’ methodology, creative ideation, problem solving, visual 

ab-straction, and concept development
•	 Acknowledging a reductive historic timeline of graphic design identifying practitioners 

which shared a similar visual vocabulary to the self expression concepts of sprinting
•	 Introduction to the theory of a kit of parts through a collaborative image library
•	 Merging hand drawn concepts to digital solutions
•	 Hand drawing tools, visual style, and techniques unique to design sprinting and larger 

practice of creative concepting and ideation
•	 Introduction to Adobe® digital applications, tools and production techniques through 

hands on tutorial
•	 Examination of several broadly defined media genres; each representing a cross  

disci-plined approach to professional practice and content delivery systems unique  
to graphic design

•	 Creative self-expression and personal explorations in the creation randomized content
•	 Exposure to collaborative content generation through publication design

Project Justification:

Visual Brain Dumping is a common tech-
nique associated with the traditional verbal 
activity of brain-storming. A “visual” brain 
dump utilizes the visual medium to quickly 
convey complex relationships. The general 
process begins with a predetermined set of 
drawings rendered in a small time frame. 
Working quickly the process should gener-
ate a selection of alternate views on a com-
mon theme, choosing to create additional 
sketches rather than refined drawings.
 An alternate ideation process is 
sprinting. Sprinting is a technique that 
forces a series of com-positions in a fixed 
time frame. Each concept is less precious 
allowing an increased freedom of explo-
ration. The design sprint is a methodology 
common to the concept of ‘design thinking’ 
in which the process of design is used to 
anticipate and solve problems common to 
users and specific members of an identified 
audience. Traditional design sprints use five 
co-dependent stages; empathise, define, 
ideate, prototype, and testing. 
 Something From Nothing work-
shop approaches the sprinting process in 
an alternative man-ner. This workshop 
is inspired by the Mistakes on Purpose 
workshop facilitated by Laurie Rosenwald. 
Participating in this workshop as a graduate 
student at MICA I immediately saw the 
experiential bene-fit of this methodology. 
Laurie’s views of this process are to encour-
age mistakes; “mistakes are what newness 
and freshness comes from. “
 My ideas of design, and pedagogy as a 
design educator, embrace Laurie’s approach 
to the creative act of making. Influential 
designers such as Lucian Bernhard, Alexey 
Brodovitch, Paul Rand, Milton Glaser, Wolf-
gang Weingart, Chip Kidd and Mike Perry 
influence my views. Each designer in-cludes 
non-digital, hand drawn artwork into their 
design process and methodology.
 Professional designers and creatives 
debate the need to generate all forms within 
a project. In fact, collaboration across a 
diversified skill set is the key to uniquely 
innovative multidiscipline forms of com-
munication. This workshop incorporates 
the drawings and illustrations for the entire 
class to collectively draw from. While each 
student is responsible for drafting their 
own solutions they also can pick up other 
students initial efforts. The workshop is 
not a popularity contest to see whose work 
get used more, but how drawing styles and 
solutions can be remixed to form alternative 
meaning.

http://www.brand-
watch.com/2014/08/
accelerating-design-
solutions-with-
design-sprints-dev-
blog/

Rosenwald, Laurie. 
How to Make Mistakes 
on Purpose the 
Workshop. http://
www.rosenworld.
com/workshop.html. 
2014.

Day One design 
sprint reacting to 
the theme of food & 
nutrition.
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Schedule:

DAY ONE
SEVEN HOURS

Using alternative drawing mediums (other than a pencil and pen) 
create a drawing based on a given theme, category, or subject mat-
ter. The time frame will be between 3–5; 10-15 minutes. Random 
topics such as: letterforms, alphabets, animal forms, vegetables, 
patterning, textures, people, portraits, indexical signs and sym-
bols, and geometric shapes will be announced. Alternate ideas 
of randomness will be encouraged. Drawings may be exchanged, 
borrowed or stolen.

Late afternoon – tutorial lesson will be presented introducing digi-
tal production methods. With an initial collection of drawings cre-
ated earlier in the day, I will present settings, file types and Adobe 
Photoshop batch process to convert students’ drawings to high 
quality print ready files. A secondary tutorial will present several 
methods to control the placement, size, scale, colour, and layout 
possibilities. Each instruction will prepare students for techniques 
to be used for the second day of workshop activities.

DAY TWO 
 PART ONE: QUICK STUDIES, FOUR HOURS (MORNING) 

The previous day’s drawings are photographed and digitally bit-
mapped. Use the previous set of drawings in a collaborative man-
ner. Nobody’s drawings are off limits to the group. Create a series 
of designed compositions in a variety of proposed design media 
such as: album/CD cover, book cover, poster, package, post card, 
booklet, holiday card etc. Secondary supportive typeset text may be 
in-cluded, but hand drawn type created in Day One  
is highly suggested.

DAY TWO DESIGN CONCEPTS:

GREETINGS CARD(S)
Time: 15 Minutes
Size: 5” x 7”
Front and inside facing page
Subject: Over the Hill Birthday Card, Sympathy,  
5th Wedding Anniversary, Thank You
 
7” EP–ALBUM COVER
Time: 25 Minutes
Size: 7” x 7” square
Text: Go to Wikipedia. Hit “random” or click 
http://en.wikipedia.org/wiki/Special:Random

The first random Wikipedia article you get is the name of your 
band. Go to Quotations Page and select “random quotations” or 
click http://en.wikiquote.org/wiki/Main_Page

The last four or five words of the very last quote on the page is the 
title of your first album. 

WINE LABELS
Time: 30 Minutes
Size/Format: Open
Subject: Create two wine labels for a single vineyard; presenting a 
white grape varietal and red grape varietal. 
Text: Whites —Chardonnay, Gewürztraminer, Pinot Grigio / Pinot 
Gris, Riesling, Sauvignon Blanc, Verdejo, Viognier. Reds—Barbera, 
Cabernet Sauvignon, Grenache, Malbec, Merlot, Pinot Noir, Rhone 
Blends, Sangiovese, Syrah / Shiraz, Tempranillo, Zinfandel
 
CURRENT EVENTS EDITORIAL ILLUSTRATION
Time: 45 Minutes
Size: approx 8” x 10”
Specs: use at least 4 different pieces of artwork, collage work(s) 
together to convey the theme of a current event.
Subject: use any of the headlines on the International Times front/
home webpage to create an editorial illustration, which may begin 
to introduce you, personal voice on the subject
 
MULTIPLE PAGE BOOKLET
Time: 30 Minutes
Size: Open
4–8 pages
Subject: Define or present a narrative structure, for example: 
fictional story line, storyboard, sequential art. Think of a narrative 
arch or quick character development. Add text to reinforce your 
concept.
 
BOOK COVER
Time: 30 Minutes
Size: (trade) 

A. W/H: 5×8 in 13×20 cm; or
B. W/H: 6x9 in 15x23 cm

•	 standard vertical portrait; .5” spine
Artboard: Cover, spine and back cover
Text: Author, title, sub-title
 
 PART TWO: REFINEMENT, THREE HOURS (AFTERNOON) 

Choose one of your quick visual concept sketches and develop the 
content to a higher degree of refinement. Make it sing.
For example: develop your single album cover sketch into a full 
CD booklet, jewel case design or packaging concept; or create a 
book series utilizing multiple illustrations and type styles from the 
digi-tal archive. Complete your designs and present a full mockup 
of your product. Present both individual concept ideation sketches 
and fully refined designed artifact to the class. Be prepared to talk 
about your work.
 
FINAL PRESENTATION

Choose a design medium and concept of your choosing. Add depth 
and breadth to your initial ‘sprinting’ compositions. Do not add any 
other illustrations beyond those generated in class by yourself or 
classmates. Consider augmenting content:
•	 Write text/copy
•	 Adding support text
•	 Photography
•	 Typeface
•	 Color
•	 Texture
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DAY THREE
GROUP PROJECT

The third session is about creating a collaborative publication project using the first two 
days as a model for content generation. A collaborative project is considered and deter-
mined by the class. A rewarding collaborative project may take the form of a book, zine 
or other publication. Suggestions, mediation, and direction will be provided to guide the 
decision process. Topic, subject matter, duration and rules of engagement will be deter-
mined as a group. Once the project and subsequent topic or theme has been determined, 
the class will be broken down into two to three person groups, which are directed to work 
as a collaborative team to generate all the content necessary to fulfill the project goal. Each 
team will then submit their contributions for collation. Publication can remain in a digital 
format, but must be ready for publication or dissemination across social media platforms/
channels.
 Secondary teams may be needed for further production, or implementation. Further 
content will be needed to actuate a planned project. For example, one team may be asked to 
collaborate and write an introduction, another may be needed to paginate and sequence a 
publication, while a third produces support material.
FINAL ARTWORK INSTRUCTIONS

Color: Limited 2-3 colour (or other defined by group)
Medium: Open (TBD)
Pages: Open (TBD)
Size: Appropriate to medium (TBD)

LEARNING RESOURCES

PREREQUISITE

A working knowledge of the Adobe Creative 
Suite including Photoshop, Illustrator, and 
InDesign programs is strongly encouraged. 
The workshop will offer a digital tutorial 
featuring image manipulation techniques 
in Photoshop and present layout control 
features and tools unique to Illustrator and 
InDesign.

ONLINE

www.designhistory.org/index.html

www.designishistory.com/

www.rosenworld.com/workshop.html

www.mikeperrystudio.com/

bookcoverarchive.com/

hillmancurtis.com/artist-series/milton-
glaser/

www.miltonglaser.com

www.paul-rand.com

BOOKS

Drucker, Johanna. The visible word: experi-
mental typography and modern art, 1909-1923.

Lupton, Ellen, and Jennifer Cole Phillips. 
Graphic Design: The New Basics. New York: 
Princeton Architectural Press, 2008.

Lupton, Ellen. Thinking With Type: a critical 
guide for designers, writers, editors, & students. 
New York: Princeton Architectural Press. 
2004.

Lupton, Ellen. Indie Publishing: How to De-
sign and Produce Your Own Book. New York: 
Princeton Architectural Press, 2008.

Millman, Debbie. How to Think Like a Great 
Graphic Designer. New York: Allsworth Press, 
2007.

Perry, Michael. Hand Job: A Catalog of Type. 
Princeton Architectural Press. 2007.

Samara, Timothy. Drawing for Graphic De-
sign: Understanding Conceptual Principles and 
Practical Techniques to Create Unique, Effective 
Design Solutions. Rockport Publishers. 2012.

MATERIALS & SUPPLIES

•	 5-6 large format 18”x24” newsprint pads
•	 15* black ink and Japanese bamboo draw-

ing tool
•	 4-5* Acrylic Paint tubes
•	 15* sponge brushes
•	 8-10 fat tipped Sharpi markers
•	 8-10 China (wax) pencils
•	 15* brush felt-tip calligraphy markers
•	 Digital Camera
•	 Tri-pod/copy stand
•	 Digital online iCloud storage; this can 

be housed on class server, GoogleDocs, 
iCloud, Flickr etc.

•	 Student Laptop Computer, or computer 
lab

•	 Online access
•	 Black/white and color printing access

TOP: 
Narrative Booklet 
Sean Hill 
Spring 2012

BOTTOM: 
CD Album Artwork 
Ashley Hohnstein 
Fall 2011
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M
DAY – 01

T
DAY – 02

W
DAY – 03

9:00–10:00 Workshop Induction: Distribute 
materials and drawing supplies
9:45 – 13:00 
Design sprints

Part One: introduction

Examine digital archive
Review production and artwork 
usage
Assign first design sprints: 
Greeting Cards “Happy 
Birthday” (15 mins)

Album EP (25 mins)
Wine Labels–2x (30 mins)
Current Events Editorial (45 
mins)
Book Cover (30 mins)
Multiple page booklet (30 mins)

A collaborative project is 
determined by the class. 
Project may take the form of a 
book, zine or other publication. 
Topic, subject matter, duration 
and rules of engagement will be 
determined as a group. 

10:00–11:00 Subject/Theme decided
Research/Planning
2-3 student groups assigned

11:00–12:00 11:15 (15 min break) 11:00 – 13:00 Group Work

12:00–13:00

13:00–14:00 Lunch
Digital/Production (a.m)

Lunch
Open Forum Q & A

Working Lunch

14:00–15:00 Design Sprinting; intermediate 
concepting

Part Two: refinements and 
production

14:00 Group assesment & 
progress reports

15:00–16:00 15:00 Secondary teams 
established; duties assigned 
accordingly
Final production begins
Publication finished and 
prepared for final tutorial.16:00–17:00 Tutorial: using the a.m. digital 

archive demonstrate digital 
production methods and image 
file prep. Drawings uploaded 
to online resource for student 
review.

Reflective tutorial: historic 
survey; introducing several 
prominent graphic designers 
and design styles which 
incorporate handdrawn 
graphics in a variety of media.

SCHEDULE:


