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COURSE SYLLABUS:

Introduction to the dynamic shaping of surface and space for unique, extra-ordinary and expressive communication. 

Assignments concentrate on expansion of the design process- problem solving journey through technical media skills, quality craftsmanship, development of unique expressive communication, accurate use of the basic visual/verbal vocabulary and design terms used by artists and designers in diverse multi-media visual, oral and written formats.    

In the creative problem-solving processes students learn to identify & represent challenges to which the journey may lead by analyzing or defining what the problem is about.  

This involves ranking & sometimes even rethinking parts of your ideas.   

Using a kind of listing or associative linking process called brainstorming, designers clarify major goals and ideate multiple ways to achieve them before selecting the ONE best path to take action or implement.

Even with departure from the "work path" it is good to periodically measure the progress and make detours when new path breakthroughs or findings become evident.

Designers often do comparative research in process evaluations, "trial and error" hands-on experiments, and small maquettes, a.k.a. scale models or developmental prototypes, to help pick "best" selection for the "BIG" implementation 

OVERVIEW:

Throughout Design 1 

emphasis is placed on creative and expressive use of organization principles & art elements.

Problem 1 deals with composition of iconographic systems, rich with diversity & visual unity.

Problem 2 uses lens-based "digital capture" of unique composition of real world "found" text:  a -z!

Problem 3 transforms a primary & secondary contour lines from 2D image to 3D object.
Problem 4 acts upon transformation (realism to abstraction) of form using visual and tactile textures.

Problem 5 in a 3D-scale enlargement deals with proportion shifts & stylization of realistic form.

Problem 6 is to create a final project book entitled Day in the Life of … the object in exercise 6, using a carefully 
cropped & composed collage of performance photos & typography to make a metaphor or visual pun
Within Design 2 problems build in complexity, hence allowing student artists an opportunity to communicate more refined thoughts and feelings to their viewing audiences. At this level the student artist's organizational attention will be expanded to absorb issues such as:

perception of an object's volume, and sequential transformations 2D & 3D

proportions of both visual and physical mass, 

reflectivity- absorption of light from mass and void as well as surface texture variations, 

more complex figure/ground relationships with site-specific physical installation spaces.  

Spring Semester projects will build upon more advanced expressive, conceptual, and technical issues.  Students will begin to have more individual choices, regarding selection of materials & media.

In summary a Design 2 student will encounter more simultaneous interactivity.  The final problem for the second semester, for instance, deals with issues like the synergy of time, light and space.  Students will be expected to become more adept problem solvers-- editing out nonessentials to independently and uniquely advance the development of more significant and unique solutions.  Photographic documentation of final works from all Design Problems is required for "end of semester portfolios" as well as for application into the BFA programs of the Art Major's selected concentration.

COURSE OBJECTIVES:
Within a series of expressive, conceptual and technical assignments Design 1 + Design 2 will involve students in a systematic and rigorous use of the following:

· basic creative problem seeking (visual research, planning, & problem solving skills, (prototyping/model making, creative production)

· fundamental design organizing principles, 

· discussions using essential aesthetic terms and articulate art vocabulary (oral, written & visual communications)

· strategies to provocatively engage viewers with originality,

· pathways of critical thinking to enhance individual expressive feelings and expand human understanding via methods e.g., brainstorming, lateral thinking, metaphoric reasoning, universal archetypal correlation & associative connections,

· approaches to key creative and critical thinking strategies,

· hands on studio exercises with material and methods which via practice will enable student artists to construct with dexterity, craftsmanship, adeptness, & resourcefulness

These fundamentals are relevant to all area of concentration-- in both visual communication and the fine arts.   Within clearly stated problem solving assignments, students will be challenged to plan/organize, delineate, design, prototype and produce to create original creative works using diverse kinds of art media.  Design is deliberate process and designers must explore a wide range of solutions for every problem.  A great idea alone never rescues a bad artwork. Using critical thinking approaches course participants will be expected to use professional art vocabulary to produce and discuss in visual, oral and written formats.  This sort of "art interchange/exchange" is fully documented in the required text & CD for the course: Launching the Imagination A Comprehensive Guide to Basic Design by Mary Stewart.   Agility in brainstorming to generate multiple pathways is pivotal because in the Visual Arts, one single correct solution to problems does not exist.  The rewards for the energies you invest in this creative discovery process are contingent on both active attendance and engaging participation. 

READINGS:

REQUIRED TEXTBOOK:  Launching the Imagination: A Comprehensive Guide to Basic Design    by Mary Stewart

Optional Reading: Universal Traveler    by Kohlberg & Bagnall

SUPPLIES & EQUIPMENT:

This year the course problems in both Design 1 and Design 2 will emphasize use of diverse art media.  To assist with quick and inexpensive availability several of the supplies have been bulk-ordered in advance.  These items (i.e., consumable supplies, storage portfolio, and select tools) will be made available to all students who pay a 

$75 Flex Fee at the Student Services Building located at 30 Lovette Avenue.  These materials will be packaged in an individual storage box that is meant to serve as a work-in-progress portfolio.  

In the series of diverse media, technical and conceptual problem solving assignments, there will be flow between 2D and 3D space shaping formats. UD faculty have made these conceptual changes because they feel it will better enable Freshmen Art Majors to become inventive problem solvers when working creatively with diverse techniques across cross-disciplinary issues.  We wish to test "how" this multiplicity may more adequately serve as "foundation" for future 21st century artists in either fine art or applied art/visual communication career concentrations.

In some problems, students will also be expected to supplement resourcefully and selectively with independent choice of media & materials.  Please NOTE-- the Flex Fee System is an Option.  Any students who elect not to enroll in the Flex Fee System will be expected to provide all their own tools and materials. 

The following Art Supply & Hardware Stores are within 1- 3 mile walking distance:

Finley's Art Supplies
2313 Ogletown Rd Newark, DE 



302 7318384

Shinn Paint Co.

368 Main Street Newark, DE 19711  


302 738 9881

Sears Hardware

400 College Sq. Shop Center, Newark, De 

302 454 0456

Scott True Value 
Park N Shop Center Elkton Rd., Newark DE 19711 

302 368 3777

By car try 

Michaels


800 Center Blvd. Newark 19702 



302 266 0515

AC Moore Inc. 

4491 Kirkwood Hwy Shop Center


302 994 9016

Finley's Art Supply Store is a local vendor who can supply many high quality art materials at costs lower than national chains like AC Moore, and Michaels.  Many vendors offer student discounts-- take your student ID's with you and ask.

SAFTEY: 

Students receive general training regarding 

· MSDS = Material Safety Data Sheets “protective measures:”

Fire Hazard, Chemical Stability, Incompatibility, Decomposition, Storage, and Disposal; 

· First Aid Issues: 


Eyes, Skin, Ingestion, Inhalation, 

Spray Booth Ventilation- Fumes, 

Masks & Respirators; Reproductive Effects; 

Contact Lenses, Safety Glasses, Gloves, Glue Lifts, 

EVALUATION ASSESMENTS: 

Grades are based on three major factors.  ACE = Aesthetics, Craftsmanship, Effective / Efficient

· Is the work conceptually and expressively inventive? Have you demonstrated a solid grasp of problem content? Did you really grapple with the ideas presented in each assignment?

· Is the composition visually compelling in its organization? Is every square inch fully engaged? Is the image/object unified? Balanced- visually & physically? Well crafted? 

· What was the nature of your learning process? Did you use class time effectively and come prepared to learn? Did you take risks? How many solutions did you invent for each problem? How substantial were your contributions to team meetings and critiques?

Note: One project will be accepted one day late without penalty. One additional late project will be accepted with a one letter-grade penalty for each day it is late. Do not be late a third time.

It is better to attend and participate in a critique or presentation with “work in progress” than to miss class.

GRADES will be defined as follows: 

A = Outstanding. Expansive investigation of ideas and excellent composition. All assignments completed on time, with at least one extra credit project presented. Insightful contributions to critiques. Goes substantially beyond minimum requirements. 

B = Above average. Substantial investigation of concepts and compositions; excellent craft. All assignments completed on time, insightful contributions to critiques.

C = Average. All assignments done competently and completed on time. Strong participation in critiques.

D= Marginal work. Two or more late projects, limited investigation of ideas, poor craft or incoherent compositions, or excessive absences. Limited contribution to critiques.

F = Unsatisfactory work. Course failure due to minimal idea development, poor craft, disjointed compositions, lack of participation, late assignments, or excessive absences.

ATTENDANCE: It is impossible to really “make up” missed demonstrations or critiques, and getting the information second-hand is rarely satisfactory. As a result, if you miss more than 10 hours of class for any reason, you are likely to receive a final grade of D, or below, for the term. Come with your supplies in hand and ready to work!   Students with special needs should discuss appropriate accommodations with me at the end of the first class. I will do all I can to provide the best learning environment for everyone.

GENERAL Criteria for Evaluation:  

While discussed both below, and within each assignment problem, evaluation criteria are regularly applied and documented during critiques and student presentations.  Appraisals will be submitted in various formats- oral, written and visual.  While emphasis on specific goals within each creative problem will shift according to the assignment, keep in mind that quality art and design criteria are cumulative and student s are expected to absorb and produce with expanded proficiency and skills.
CONCEPTUAL THINKING/ Telling a story / Expressing a feeling / 

· Expound original ideas.  

Students will learn to tell surprising, unique stories in problem solving solutions that look inevitable.
Solutions should communicate original /fresh /unique /inventive /productivity stimulating ideas.  

Accent on individual art elements & design organization strategies within solutions are not arbitrary-

Rather use of these potentially expressive variables must "do justice" to the idea.
· Express engaging (inviting, alluring, captivating) emotions.

Communications must have an impact on the audience. 

Presentations must illicit reaction (stimulating response positive or negative) connect to emotions, not forced intellectual reply.  

The message must be compelling and inevitable, provoking audience to want to share story with others/interchange
· Expose influential, (almost magical,) seductive, intriguing, persuasive energy.

Ideas can be magical- appearing easy and inevitable- making "sense" when told in a "befitting" way 

Be open to brainstorm, think laterally w/fascinating associative links; spawn multiple ideas free from "logical" judgment

Even when all the elements are recited accurately, jokes can fail if told ineffectively, & yet, 1+1=3 when told enticingly.

· Explore arresting composition 2D / structure 3D, eye-catching, "multi-sensory" vision/perception/insight/knowledge

Compositions must be universally visually interesting to the world at large- not just the artist maker individually.  

Citizens of this planet are visually experienced.  Only fresh new solutions will be interesting.

NOTE:  the instructor will serve as the guide as to whether the message is told in a fresh new way.

CRITICAL THINKING:

All evaluations target understanding the basic verbal-visual vocabulary. 

· art elements,

· organizational principles of design 
· presentations-art students will provide feedback and constructive critique during class 

professional communication in visual, oral, and written formats.

Assessment of hands-on creative studio work will demonstrate "articulate" application of 

· individual expressive research of concepts- depth/selectivity & creativity of ideas 

· safe use of media within basic technical processes
 (Material Safety Data Sheets)  
understand physical characteristics of materials to produce better work in less time & with less cost.

collegial use of studio/tools/resources 

· professional practice &/or craftsmanship with materials, methods, "mature" results - 

execution stamina, structural integrity, diligence with basic creative practice, 

creative process & aesthetic implications w/ SMART use of variety of styles & methods of working

professional attendance & participation, due dates, time management, internal & external class prep 

CREATIVE THINKING: (Problem Solving) 

Through a creative problem-solving process students learn to make brainstorming lists, research, define, develop, select, implement, and evaluate ideas.
To paraphrase Universal Travel Agents Kolberg and Bagnall authors of a guidebook entitled, Universal Traveler a Soft System Guide to creativity, problem solving, and the process of reaching goals, these "procedures" for of reaching goals are a "storehouse of means and methods."

In an optional textbook entitled The Universal Traveler by Kolberg and Bagnall,

Foundations Design1 students will be introduced to strategic problem-solving fundamentals: 

"Basic Methods for Creative Problem Solving," are listed as follows:

· Brainstorming List Making- Problem ID Fundamentals

· Motivation- Acceptance Stage Involvement

· Analysis Stage- Finding Facts, Uncovering & Making Relationships

(broadening stage of asking questions & searching for answers)

For Example:

· Break the problem down to component parts

· Research & ask Question

· Discover interrelations and patterns

· Examine parts in relation to whole

· Dissect or decompose the problem

· Gather facts and opinions

· Get familiar with &/or make friends with the problem

· Compare & contrast problem to other situations

· Spread the problem out divergently

· Sort, sequence, or seek order w/in problem

· Classify elements of the situation

· Search for insights w/in problem
· Essence-Finding- Definition Stage- narrowing lots of info to essentials 

· Ideation Stage-Developing Ways & Means to take action

· Idea Selection- The Best Way after "important comparisons""

· Implementation Stage- Make it Real! render choice via chosen means

· Evaluation Stage- looking Backward & Ahead to New or Cont. Action
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