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Introduction:

The University has stated that one of the prime objectives of developing Graduate Qualities has been to articulate what specific attributes and their associated benefits our graduates will achieve as a result of their studies at the University of South Australia.  This will have the dual role of making our courses attractive to both prospective students and in turn to prospective employers.

As stated this quality has always been of prime significance in this course, having shaped course structure delivery and overall course philosophy for the past 20 years.  However we feel that this quality takes on even greater importance in the current educational climate.  Visual Communication has undertaken some radical changes in course structure, staffing and student numbers in the past 6 years.  Much of this has been brought upon us from external factors usually resulting from budget constraints. 

In spite of these impediments the one thing that has maintained our good reputation in the community and the demand for places is the quality of our teaching.  Pivotal to this has been the fact that our students are renowned in the industry for their creative thinking abilities.

The time was thus seen as opportune to articulate this specific quality and through it reflect on the current practice that gives this course its uniqueness.

The overall objective of the course however must be to contribute to the seven nominated graduate qualities of the University.  And it is assumed that this study, whilst concentrating on just one aspect, recognises that overlap will occur with other gradate qualities being developed at the same time (these other qualities are outlined in the subject statements for Design Process and Major Design Studio) Appendix A.

Staff in an effort to bridge the generic graduate quality statement to the discipline specific objectives of the Visual Communication curriculum set out to examine the following.

· How well is the quality articulated in the curriculum statements? – clarify meanings and expectations

· How do the teaching and learning arrangements cater for these qualities? – identify features of the curriculum and learning environments which will encourage the development of problem solving and describe actual teaching and learning strategies to achieve this.

· How do assessment procedures ensure that these qualities are being achieved? – what are the indicators that recognise and monitor students developing this quality

· How do the students and the community see the benefits of these qualities? – what are the indicators that allow students to see changes in their thinking as a result of their experiences.  What motivation if any is developed as a result of these ways of working in Visual Communication.

Definition of the graduate quality as per the University’s Statement:

“Is an effective problem solver capable of applying logical, critical, and creative thinking to a range of problems.”

· Gather, evaluate and deploy relevant information to assist problem solving – ie analysis and synthesis

· Define researchable questions in the discipline or professional area

· Apply strategies to conceptualise problems and formulate a range of solutions.

It is in particular the creative thinking component that has relevance to Visual Communication and this implies lateral thinking, divergent thinking, and invention.  Creativity has a connotation which comes from its genealogy – from creative genius going back to God Creator – which implies a magical ability which cannot be taught.

The main contemporary view however is that originality is a more appropriate word and is achieved by reconstructing existing discourses in novel ways – and this is because people cannot think in a vacuum.  They invent by reconstructing what they already know.  It is primarily the ability to make perception shifts, the ability suddenly to see relations in different combinations and in the process a small element of something entirely new emerges.  

“The basic task in the creative process is to bring together in some useful fashion ideas which are visually remote from each other”.  SA Mednick

 We see this as the essence of original or creative thinking and would argue that it can be taught to some extent.  It is this creative problem solving approach that compliments traditional learning that concerns Visual Communication.

Indicators

What then characterises creative problem solving?  (this implies attitudes and attributes on the part of the designer)

· Looking at familiar information in new ways (perception shifts)

· Novelty – original and surprising

· Deconstruction and then new reconstruction of information

· Risk taking and the willingness to play hunches and make ‘mistakes’ to see what happens – the unexpected

· Imagination

· The use of lateral thinking to compliment vertical thinking, ie information, analysis and synthesis

· Participating in group problem solving group interaction and exchange of ideas.

Examples of project work:

The following examples demonstrate the development and assessment of the graduate quality within the first year programme.

The subjects undertaken in semester two by first year students are as follows:

Design Process – 6 points
Major Design Studio (Graphics/Illustration) – 3 points
Computer Imagery & Communication – 3 points

Image Design – 3 points

Introductory Drawings – 3 points

From this it can be seen that the two subjects that were chosen for this study comprise the core of the First Year programme.

Projects for semester two 1999 within the subject areas Design Process and Graphic and Illustration Design Studio all focussed primarily on idea generation and creative thinking.  All staff (7 in total) were involved in the total planning for these subjects to ensure consistency and continuity with some cross over of effort by students with studies from one subject feeding into the next.  The overall aim was for students to undertake the process of designing and image making by applying a series of creative processes and ways of generating original ideas.

Thus in summary the teaching and learning strategies employed to develop students creative problem solving skills are as follows:

· Introduce students to the meaning and value of creative thinking and approaches in the context of Visual Communication

· Motivating students to develop their own skills in creative thinking

· Provide students with a structure in their learning environment that allows for opportunities to generate and apply creative approaches in practical work both individually and in group situations.

Students were introduced to the six specific graduate qualities and how it was our aim to develop these over the three years of the course at various stages within specific subjects.  The  particular quality of creative problem solving was then outlined in the overall context of the course together with the other qualities and specifically within the two subject areas in this study.

Project 1 - Image Caption Switch

Creating new symbolic inferences by switching images and photo captions.  In this exercise students were asked to collect a week’s issues of daily newspapers and to separately cut out a number of images and captions.  By recombining images and captions in new arrangements, new meaning began to emerge demonstrating how even random associations can generate new possibilities.  The associated humour that these new combinations created illustrated the very strong link between creativity and humour.

Project 2 - University Open Day project

The project was to design a poster advertising ‘University Open Day’.  However the project was structured in specific stages that facilitated creative idea generation and which did not reveal to the students the specific requirement until late in the project.  (This was to encourage a diversity of approaches uninhibited by preconceived ideas of what the final expectation was).

Part 1

The initial aim was to generate as diverse a range of studies as possible to the specific themes of university, open and day.  Students were forced to diversify by obliging different comments, approaches, techniques and mediums.  In other  words a wide range of visual interpretations of the 3 separate themes utilising a range of methods and approaches.

Eg. How can day be visually interpreted?

· Concepts to compare opposites 

Eg 

-
light and dark

-
night and day,

-
divisions of time such as hours, morning, afternoon, noon, etc.

· Through the use of colour – what colours might  represent day.

· Through images of a calendar to represent days.

· Through the notion of activity eg what do different  creatures do in daylight as opposed to night – eg bees, birds, bats or night rest, day work etc.

Part 2

The lecture programme conducted for one hour each week outlining theories and concepts on creativity and idea generation methods.  This was designed to provide a number of ways of working which included – brainstorming, bi-association, the use of analogies, metaphors, interaction, matrixes, challenging pre-conceived ideas and assumptions and attribute listing.  Students were encouraged to initiate further research that was documented in a journal.  As well case studies were highlighted demonstrating how these processes have been applied in actual design projects.

Part 3

In the next phase students began to examine how typography, colour, image and concept could be used to express and communicate ideas, based on the work from part 1.

Ideas from the three themes were now grouped together in a variety of ways relying on the numerous studies generated to produce a diversity of possibilities.  This matrixing of ideas further allows for thinking ‘outside the brain’ in other words to put together possibilities not normally associated by ‘logical’ or normal expected approaches.  In fact the approach allows for unexpected combinations thus illustrating to the students the importance of this way of working for designers.  From this students presented a final poster advertising University Open Day.

Project 3 – The Art Object

This project was in term 4 for Design Process and was undertaken at the same time as the poster project was being completed in Design Studio.

The project was essentially concerned with interpretation and looked at the idea generation process that artists and designers undertake in exploring visual material.  Students were asked to undertake both theoretical and practical investigations into ways that visual material can be manipulated to communicate a variety of meanings.  Meanings that reflect aspect of our social religious, culture and economic world.  Students worked in teams of 4 for the duration of the project.

Part 1 – Trail Blazing

Using the Art Gallery as a starting point the team built a trail using material from the Gallery and then extending into the general environment.  Trail blazing is a means of opening up lines of enquiry and developing ideas by linking a number of works of Art.  Links can be made by predetermined aspects such as (colour, patterns, human form, design feature, social issue, historical context, media) or particular information provided by study of a single work (fine detailing, expressive mood, stylistic features, use of materials) which leads to a study of one or more works.

The object of trail blazing was to open up a series of options and interpretation for looking at individual works interpretations that are new and may not have even been considered when the works were originally produced.

Part 2 – The Art Object

The second part of the project required the group to design and construct a ‘piece’ (an art object) that becomes an extension of the trail blazing.  In so doing students were asked in their piece to challenge the viewer to see more than the expected or pre-conceived idea.  The interpretation of the ‘piece’ was very broad to include event, performance, film, video, sculpture, painting, design piece etc.  In other words students were behaving as the Artist would in “making the strange familiar and the familiar strange”.  Paul Klee.

And thus exercising the powers of creative problem solving to bring new meaning to the diversity of visual material that makes up our environment.

Why this approach to teaching? – relate to indicators on page 2

To try and model the process of creative problem solving these approaches principally showed that by forcing diversity and requiring a considerable number of approaches, we could facilitate new and challenging visual solutions, which go beyond normal expectations and cliches.

Interpretation of problem solving

By deconstructing the problem to its constituent parts and arriving at creative possibilities at that level which can be recombined in unexpected ways, fresh ways of expressing and communicating ideas can be generated.

What we expected

We expected to lay a basis of understanding that perhaps wouldn’t become evident to the student for some time to come. 

Initially we expected a degree of confusion.  We saw this as a positive thing because we wanted students to experience that confusion is overcome by working through their visual possibilities.   One must overcome the uncertainty of not knowing the answer (and there can be no one right answer) and develop a confidence that one can work through a process to eventually determine an appropriate solution.  It must be noted that for most students straight from high school and having experienced 12 years of mainly knowledge acquisition based education usually tested in a formal exam environment - the idea of now not being able to rely on ready made answers initially proved most uncomfortable.

Results

Building on their understandings of how to make something visually interesting we saw that the initial confusion led to fresh and individualistic work.  We sought to give an undertaking of what is good design in terms of:

· Diversity

· Freshness

· Unexpectedness

· Asymmetry

· Lack of visual comfort, symmetry

And as such match the indicators of creative problem solving.

Strategies, Sequencing

The structure and programme were constructed to provide modelling to show how unexpected outcomes could be arrived at.  Taking processes or outcomes from a different situation show how they could produce fresh and interesting work.

Motivation of the students

The more the students understood what we were trying to impart the more they saw the outcomes that they could achieve from these procedures were exciting and, the more motivated they became.

Input from Honours Students

Each group of First Year students worked with an Honours student whose role helped to provide the link between new concepts being introduced in first year and how they relate to the work later in the course.

It was noted that from these tutors that the first year students admitted to “freeing up” a lot more in their creative responses when the lecturers were not always present.  As well it was revealed by the tutors that  revisiting concepts covered in their first year allowed them to review their own current work and approaches.


“Because we were meant to help the students and give them advice on how best to approach the project, I really had to clarify to myself how I worked to come up with an idea”.  Katrina Sonter (honours student)

This has interesting implications in terms of how we might structure Visual Communication in future having senior and junior students working together for part of their experience – possibly we are challenging the assumption that students move through a course in a linear mode rather than the opportunity to loop back and revisit experiences by working across year levels.

Team work and individual approach

Obliging the students to work in teams as well as individually illustrated how different interpretation, ways of working, ways of thinking could be combined to give unexpected, fresh, visually interesting outcomes.  Generally it was acknowledged that the team approach and working with Honours student provided a more comfortable less anxious environment that facilitated expression of ideas.

Role Modelling

The importance of role modelling and face to face teaching in the studio situation was seen as vital in this process.  Students felt that understandings developed in an interactive environment between both staff and students and students with students.

Learning Environment

What are the components of the Visual Communication environment to develop the indicators of idea generation and prepare students for the planned assessments.

· Cross curricular approach

· Ideas, philosophies explained by all staff and senior students

· Work with senior students to make connections as to the relevance of the work in later years.

· Access to a wide range of information and resources

· Large emphasis on critique sessions to further explore and expand ideas

· Emphasis on group work to ‘bounce’ ideas and encourage ideas (specific group ideas general methods)

· Lecture programme

· Opportunity for self criticism and reflection on work through practical and journal entry

· Motivation of students by providing opportunities for them to engage in the creative process

· Understanding of terminology relating to problem solving and creative thinking as it applies to Visual Communication

· Seeing how their creative thinking can flourish building on strengths and correcting weaknesses

· Demonstrating the value of creative thinking in the Visual Communication industry

· Seeing the end results of their own and others work to resolving design solution in a creative way and in particular working through a process that is not always clear cut.

Assessment procedures

Formative assessment of student’s development of qualities occurred through feedback sessions held each week throughout the different stages of the project.  These sessions provide for one to one contact, with lecturers or tutors and for peer group interaction and comment on a group basis.

It was important to allow students to develop ideas so that no final judgements were made during these sessions, with only suggestion as to how well ideas were working and how other and extended ideas could be pushed further.

As well as the studio component students were required to keep a journal each week to comment on their individual progress reflecting personal views on what learning outcomes were being achieved.  These were openly documented and shared. 

Throughout this process students were encouraged to extend themselves conceptually in a variety of ways to explore creative approaches and to participate in collaborative work, group assessment and feedback.

Summative assessment

Involved 4 requirements

1
Submission of all concept work/ideas etc. where a formal assessment is made on how ideas have been developed.  Evidence of how information is restructured to generate new meanings that communicate each of the themes in the poster project, art object (trail blazing and image caption switch).

2 
A final poster that shows synthesis of the three concepts to communicate the title University Open Day.

3 A final Art piece.

4 A journal showing all personal research and comments on the individual’s progress that supports the variety of learning experiences, reflection on progress, analysis and self criticism.

The formal assessment facilitates a process whereby students are aware of the specific creative idea generation approaches when and why they work, plus strength and weaknesses in both their own and other student’s work.

Student feedback and evaluation

The students were given a questionnaire at the end of the project and the following are a summary of responses.  (See Appendix B)

Staff impressions:

· Whilst most students responded to the work it was noted that several students were not suited to, or were uninterested in this type of work (a small group were disappointed that Visual Communication is not more skill based learning orientated).

· For those motivated feedback and quality of work produced indicated great change in perspective and approach to problem solving.

· Problem solving has now become a part of the way students think.

· On the whole students seemed to appreciate the huge change of mind set involved and how this enabled them to create a whole new level of work through creative problem solving.

Tied in with this project informally was a drawing class involving some of the first year students.  Whilst not an official part of the study Margie Hooper conducted her class whilst being aware of and involved in the students’ experience in the other studio sessions.  (The following – See Appendix C) are a summary of her works and as such will be utilised in the development of Introductory Drawing for Design in the new Visual Communication re-write such that it ties in with the remainder of the studio experience in first year.

Examination of how well the Graduate Quality is articulated in the current curriculum statements

An examination of existing subject statements reveals a certain discrepancy between what has been outlined and the emphases that we have evolved in our teaching of the subjects over a period of time.  It was agreed by staff that the statements do not emphasise enough the creative idea generation component.  Statements re certain skills based teaching and learning, especially in the Graphics/Illustration Design Studio, we discovered were not actually covered to that level.  The reality is that we place the most emphasis on creative thinking, and this is reflected in this exemplar project, and as a result the new subject re-writes.  Also it was felt that group work needed further emphasis and that the subjects Design Fundamentals/Process and Graphic/Illustration Design Studio should be combined into a new 9 point unit called Design Foundation Studio.  This will allow for an easier integration of existing subject disciplines and for interaction and the sharing of ideas between both staff and students.  The relevance of creative problem solving across different subject areas we felt would also be facilitated by this new approach.

Appendix D is a draft of the new Design Foundation Studio re-write:

Impact on future course structure

The result of this study reinforced the belief to facilitate

1 More transferability of knowledge learnt in one subject to another.

This we see as being of importance for students to be able to recognise the underlying principles involved in this whole subject area and how the various components in the different subject areas come together as a whole.  Students, in their comments, saw this as a positive feature in that similar concepts expressed in different ways facilitated understandings.  Also the opportunity for different lecturers to utilise different methodologies to express these underlying principles.

2 More integration of subjects was the common underlying principle in idea generation and creative thinking.

The subsequent subject re-writes will incorporate in more manageable ways the integration of subjects.  In the one instance old subjects physically being combined, but certainly a much greater emphasis on different subjects within particular semesters and across different semesters, and even across different year levels with idea generation and creative thinking being the common link.
3 More re thinking at the stage projects are given to enable transferability.

It has become obvious to us that staff teaching in any one year level need to spend more time at the planning stage of each semester to reflect on each other’s approaches, share ideas, ensure that common goals are being met and reinforced and that this is a consistency in terms the way the underlying principles in the course overall are being transferred to the students.  Also during the semester we are planning to allow time for staff to compare progress, for students also to compare progress across subject areas, and to make adjustments as necessary to the program.  At the end of each semester the opportunity to review all student work, results and approaches, and to make the any changes deemed necessary to the programme, whether it be content, methodology or assessment procedures.

4 Illustrations becoming more imaginative through idea generation as well as image or style.

It was noted that particularly with illustration students that there was a preconception that their course was very much to do with the learning of specific technical skills.  That is, “I will be good at air brush or felt tip marker renderings etc.”  It soon became apparent to these students that whilst these skills are an important component to the illustration designer of greater importance is the ability to utilise these skills in a creative imaginative way.  In effect an understanding of these basic underlying principles allowed for specific skills to be better understood and applied in a whole range of situations.

5 The confirmation of teaching design principles further into the course to make connection apparent and to emphasise the underlying importance of the principles to all work.

The importance of this is mentioned in the above four points and again is confirmed by the response of students, in particular the Honours students who worked with First Years.  They were able to reflect on their four year experience with this in mind, and quite often the comment was made that they could now see the importance of these design principles, whereas in the early part of their course this may not have always been apparent. 

APPENDIX A

DESIGN PROCESS

Subject Code: 10536

ART

S2

Points: 6

City West

Pre-requisites

Nil

Aim

To develop students’ awareness of and abilities in the process of designing by analysis of various theories underlying design practice through the use of a wide variety of design processes, creative processes, materials, purposes and experiences in the resolution of design briefs.  To establish the relationship between design theory, creative processes and practice as a general principle of design procedures.

Objectives

On completion of this subject students should be able to:

•
demonstrate an awareness of a variety of design processes

•
demonstrate an awareness of a variety of creative processes and lateral thinking processes

•
demonstrate an ability to resolve 2D and 3D design briefs

•
demonstrate an ability to relate various of design theories to practice

By undertaking this subject, students will progress in the development of the following qualities:

Graduate

Quality
1

Body of

Knowledge
2

Lifelong

Learning
3

Effective

Problem Solvers
4

Work Alone

& In Teams
5

Ethical

Action
6

Commun-icate

Effectively
7

Internat’l

Perspective

Indicative Point

Weighting


1
1.5
1.5
0.5
-
1
0.5

Syllabus

Analysis of ways of working.  Idea generation and the analysis of function; creative problem solving techniques.  Image management and time management procedures.  An introduction to design research techniques.  Application of Design analysis.  Materials and processes as a factor in the design process and projects based on using these for the exploration of ideas.

Teaching and Learning Arrangements

This subject will be delivered using the following means:

· Lecture (13 x 1 hr)    Tutorial (13 x 2 hrs)     Studio (13 x 4 hrs)

Textbook

Nil

References

Albers, J., The Interaction of Colour, Yale University Press, New Haven, 1975.

Bierut, M., Looking Closer, Critical Writings on Graphic Design, Allworth Press, New York, 1994.

DeBono, E. Lateral Thinking, Ward Lock, London, 1970

Gregory, U.L., The Eye and Brain, (3rd edition), McGraw-Hill, New York, 1977.

McKim, R., Thinking Visually,  Lifetime Learning Publication, Belmont, California, 1980.

Newcomb, J., The Book of Graphic Problem Solving, R.R. Bowker Company, New York, 1984

Wilde, J. & R., Visual Literacy: A Concept Approach to Graphic Problem Solving, Watson-Guptill, New York, 1991.

Wilde, R., Problem: Solutions,  Van Nostrand Reinhold, New York, 1986

Assessment

Assignments
100%

GRAPHIC  DESIGN STUDIO 2

Subject Code: 10536

ART

S2

Points: 3

City West

Pre-Requisites

Nil

Aim

To enable students to use the terminology and basic processes and methods of graphic design.  To introduce students to the role of graphic design in society.  To introduce equipment applicable to graphic design.  To develop students’ knowledge and abilities in basic graphic design processes and methods.  To give students a basic knowledge of typography and typesetting.  To acquaint students with visual codes in art, architecture, design and rituals of society.

Objectives

On completion of this subject students should be able to:

•
explain their solutions to basic visual communication problems using design terminology

•
prepare concept sketches and record ideas using a variety of rendering techniques

•
demonstrate an awareness of the creative process

•
manipulate various graphic design elements (photographic and illustrated images; letter forms and typesetting) to produce effective visual communications

•
demonstrate in their project work the principles of legibility and readability in textual setting

•
recognise and appraise visual codes

By undertaking this subject, students will progress in the development of the following qualities:

Graduate

Quality
1

Body of

Knowledge
2

Lifelong

Learning
3

Effective

Problem Solvers
4

Work Alone

& In Teams
5

Ethical

Action
6

Commun-icate

Effectively
7

Internat’l

Perspective

Indicative Point

Weighting


1.5
-
1.0
-
-
0.5
-

Syllabus

Type specification and grid systems, techniques and limitations of photo-setting and computer type-setting systems, visual codes in art, architecture and design and society rituals.

Teaching and Learning Arrangements

This subject will be delivered using the following means:

· Studio (13 x 3 hrs)
Textbook
Nil

References

Alexander, J.C. and Seidman, S., Culture and Society: Contemporary Debates,  Cambridge University Press, Cambridge 1990.

Carter, Day and Meggs, Typographic Designs Form and Communication, Van Nostrand Rheinhold, New York, 1985.

Freedberg, D., The Power of Images: Studies in the History and Theory of Response,  University of Chicago Press, Chicago, 1989.

Kinross, R., Modern Typography: An Essay in Critical History,  Hyphon Press, London 1993.

Larkin, J. Manipulating Space,  Thomas Nelson, Melbourne, 1989.

March, M. Creative Typography,  Phaidon Press, London, 1988.

Assessment

Projects
100%

ILLUSTRATION  DESIGN STUDIO 2

Subject Code: 10536

ART

S2

Points: 3

City West

Pre-requisites

Nil

Aim

To introduce students to a range of basic illustration techniques.  To introduce students to pictorial language and design approaches.  To introduce students to historic and contemporary uses of illustration and the theoretical foundations of modern illustration.  To introduce students to new technology  and work methods in contemporary design.

Objectives

On completion of this subject students should be able to:

•
execute a range of basic illustration techniques, drafting and design skills

•
demonstrate visual communication solutions to a design problem

•
evaluate, explain and resolve design solutions

•
relate contemporary practice to the history of illustration

By undertaking this subject, students will progress in the development of the following qualities:

Graduate

Quality
1

Body of

Knowledge
2

Lifelong

Learning
3

Effective

Problem Solvers
4

Work Alone

& In Teams
5

Ethical

Action
6

Commun-icate

Effectively
7

Internat’l

Perspective

Indicative Point

Weighting


1.5
-
1.0
-
-
0.5
-

Syllabus
Methods of experimentation in illustration techniques, draftspersonship and design approaches.  Introductory studies in drawing, painting in black and white and colour.  The role of the contemporary illustrator in society.

Teaching and Learning Arrangements

This subject will be delivered using the following means:

· Studio (13 x 3 hrs)
Textbook

Nil

References

Dormor. P., Design since 1945, Thames & Hudson, New York, 1993.

Greenhalgh. D., Modernism in Design, Reaktion Books, London, 1991.

Journals:

American Illustrators - Annual, Hearst Books International.

European Illustrators Annual, European Illustrators (Publishers).

Graphics - Annuals, Graphics Press Corp.

Illustrators of Australia - Annual, Illustrators Association of Australia.

Image - Annual, The Association of Illustrators, British Media Publications.

The Society of Illustrators Annual of American Illustrators, Watson-Guptill Publications.

Typography - Annual, Watson-Guptill Publications.

Assessment

Projects
100%
APPENDIX B

Summary of Student Questionnaire (140 Responses.  Dot points are a summary of the most common responses received)

Design Process Questionnaire

Design Studio

(Where possible use examples of your experience to answer questions).

1.
What were your expectations about the course at the beginning of the year and how have these changed positively or negatively throughout the course?

· Did not know what to expect, mostly.

· Thought it was a lot more challenging than previously thought.

2.
How would you describe the main attributes in a study of Visual Communications?

· Thinking creatively, solving problems

· Working in groups

· Being able to see
· Thinking openly

· Back to basics, a new way of thinking (for me)

3.
How would you define problem solving as it applies to your experiences in Visual Communication?

How do you problem solve?

· Brainstorming – all possible solutions to a problem

· Experimenting with a wide range of possibilities

· “Lots o late nights” (Yeah right)

· Opinions from others ‘stand in someone else’s shoes

· Challenge assumptions

4.
Has the course helped you to unblock preconceptions and make perception shifts in your thinking?

If so, how?

· Yes, now more open-minded

· Using angles not previously thought of

· “I look at things differently”

· More flexible thinking

· Challenge assumptions

5.
Did the course and approaches generate enthusiasm and motivation to push original thinking?

If so, how?

· While brainstorming

· Yes, freedom to explore ideas

· Especially with the push from lecturers

· Because of the competition

· Working in different environments and new people
6.
Compare and comment on individual and group work during the semester and how this has facilitated / hindered creative thinking.  

What particular skills were utilised in each situation.

· In groups you can build on an idea so much more

· Brainstorming in a group produced great ideas

· Being able to absorb and give comments to solve a problem combined

· A good experience using both

7.
Comment on the balance between skills based learning and process orientated learning.  

How well was this handled in the course?  What is more important, by how much and why? 

OR 

Are facts very useful as opposed to understandings of basic ideas.

· There was a good balance between skills based learning and process orientated learning.  Understanding of basic ideas was very useful.

· It is the process that makes the skills, you have to understand the basic ideas before you can use the facts.

8.
Can creative thinking be taught?  

Have there been examples of transfeasibility from outside to influence your studio work and from your studio experience into other aspects of your life?

· Mostly yes (large majority), the concept of thinking is smothered after childhood but can be relearned with an open mind, creative influences and inspiration.

· It must be experienced and can only be encouraged.

9.
Describe other educational experiences that relate to your work this semester.  

How was it different and how did it contribute to the current programme?

· Things like videos and group work added to the course interest.

· High school art and design does not compare.

· Enjoy subject within the course – relates in some way to each other.  “I found that just walking down the street was educational”.

10.
Was the work set challenging was it hard enough?

· It was hard

· The work sounded easy, but certainly not

· It was always challenging
11.
Have you changed your thinking or the way you look at things?  

Explain.

· Yes, definitely

· Find everything interesting now, because it can be

· I look at things differently

· I see more than what is just there, and at the same time I see what is just there.

12.
How did one area of study in your course help with another area, or did it? 

Were concepts reinforced by seeing them applied in different disciplines? 

OR 

How did Design Process, Studio Design, Drawing, Theory, Computer Imagery relate?  

Did you make links of your own?

· Subjects reinforced each other

· They were all relative to some aspect of creative thinking

· A few thought Computer Imagery did not relate

13.
Make a brief comment on how other Graduate Qualities have been addressed in your course this year.  (See separate Graduate Quality list).

· Responsibility

· Group work and on our own

· Communication skills

· Effective problem solving

14.
How did the set lectures fit into the programme?  How useful were they and in what way?

· Very useful

· Provided the theory behind what we were doing

· And showing examples of work etc. provided us with a starting point

15.
How useful were the review sessions in developing understandings and ideas?  Did they provide constructive feedback?

· Essential, very useful and important

· A lot of learning done in this time

· Good to see your work and ideas developing and reflect

· A good chance to ask questions

· Good feedback, criticism

· Lots of different view points to bring idea to full potential
16.
Are there any indicators that can effectively demonstrate your increased ability as a creative problem solver.

· Don’t give up on an idea anymore, stick it out and work with it

· Come up with better ideas as a result

· Increased ability to solve problems creatively

· Changed ways of working and thinking, more aware.

17.
What was the best thing about your experience?  What was the worst?

Best

· Learning how to create, develop ideas, creative thinking

· Meeting people

· Becoming more open minded

· Beach castle day

Worst

· Buying materials, eg photography

· Visual Literacy

· Computer Imagery

18.
What would you change about the course to improve it?

Problems with:

· Course structure

· Re-scheduled lectures

· Computer Imagery

· More studio time 9 – 5 blocks

19.
Other comments (from your own list of questions not covered above).

· Better facilities, more computers

· Computer Imagery was unliked

· Smaller classes

· Internet Access

· Some very funny and non-relative comments in this section also.

APPENDIX C

University of South Australia

Margie Hooper - Lecturer in Drawing

Graduate Qualities
Drawing

Problem solving interpretation and strategies for teaching:

The act of drawing is usually the student’s first attempt at mark-making followed by the interpretation of the marks into a meaningful concept, picture or diagram. The notion of problem solving in drawing sessions is based on how can the reading of these various marks combine to make the same sense to the viewer as that intended by the maker/drawer.

To help students understand the role that drawing plays, I have divided drawing into three main areas: record, process, and product.

1.
Observational drawing - record

Observational drawing is how the student records visual data from the 3D world, using various conventions of interpretation such as Renaissance perspective, schematic diagrams, Eastern (or oblique) perspective, etc.

The student is encouraged to investigate/explore the logic of the drawing being a 2D illusion or simulation of the 3D world, and not in any way a “real” depiction.

At the same time, the student is instructed to select data which best represents the idea being expressed, and use conventions such as chiaroscuro - light and shade through the fall of light to show volume; aerial perspective - detailed darker areas in the foreground as opposed to blurred and light areas in the background to show distance; colour theory - warm and cool colours to express movement, atmosphere, emotion, space etc.

At this stage the students are invited to look through a view finder to select a critical area based on their design studies and extend their data collection by utilising the theory of pictorial composition.

2.
Imaginative drawing - process

As students begin to discover, record and give meaning to the design elements found in the natural world, a second area of drawing begins to make progress. Imaginative drawing is introduced by using a piece of text, music or non-visual stimuli from which the student can use his/her worldly experiences to process a drawing. Here the students are encouraged to abandon their prescriptive, literal or pre-conceived notions of illustration or “abstraction” and use the range of marks and conventions practised in their observational drawing sessions.

3.
Technique - product

Before the student can successfully finish a drawing, the materials used need to be considered. It is here that the intention of the drawing is refined, and the student is taught the application of a range of techniques to best communicate the meaning of the drawing. Many students feel more comfortable using one media or another, but need to experience a wide range of materials to be able to choose more confidently. Charcoal is not necessarily the best medium for a delicate flower, whilst coloured pencil may not be suitable for the expression of a heated emotion.

By alternating between these three areas my students have tended to stay motivated. 

General comments
However, as the course is taught by a range of people not necessarily from a design background, one of the problems is imparting this information to these non-design drawing teachers. It is considerably easier to transfer and connect design philosophies across subjects when staff are situated in the same building, and discussing regularly the aims and objectives of the entire course.

As a possible solution, it may be fruitful to introduce block teaching to the drawing component, where the imported teachers could work alongside the design staff for fewer but more intensive and longer sessions, rather than individual weekly, separated sessions on another campus. This could also help in the breaking down of barriers between “fine art” and design, and not only educate the students but increase knowledge and eliminate predjuces of staff.

As I have conducted Introductory Drawing both as a Winter School and as a weekly session during the second semester, I believe the intensity of the former produced better results. Not only does the social interaction improve, but the discussions and interest in the activity escalates, often resulting in students wanting to work through lunch breaks and after hours to ‘finish’ what they were doing. The down side is that some of the students, particularly the Graphics students, do not continue with drawing practice during the ensuing semester, forgetting that all preliminary sketches require some kind of observation and recording of the tangible world.

Drawing is a fundamental study for all designers be it drawing with type, drawing with computers, drawing with pencils, paints or fingers in the sand. Transfering the importance of drawing to all students requires dedication, passion and perseverance. 

Therefore, I believe that drawing should be an integral part of any design/art course and offered as the base for other subjects rather than an alienated, separate subject which students often find difficult to apply.

Margie Hooper

30.11.1999

APPENDIX D

DESIGN FOUNDATION STUDIO

(incorporating Design Fundamentals and Graphic/Illustration Studio 1)

Subject Code: TBA

ART

S1

Points: 9

City West

Pre-requisites

Nil

Aims

· To develop students’ awareness of and abilities in the fundamentals of designing by introducing  the theory and analysis underlying design practice through exposure to a wide variety of  applications of fundamental design principals.

· To establish the relationship between design theory, creative processes and practice as a general principle of design procedures.

Objectives

On completion of this subject students should be able to:

•
demonstrate an awareness of a variety of design principles;

•
be familiar with and be able to use a range of creative idea generation theories and methods to basic design applications;

•
demonstrate an effective application of materials, processes and visual solutions thereby generating new ideas based on the perceptive resolution of design briefs.

By undertaking this subject, students will progress in the development of the following qualities:

Graduate

Quality
1

Body of

Knowledge
2

Lifelong

Learning
3

Effective

Problem Solvers
4

Work Alone

& In Teams
5

Ethical

Action
6

Commun-icate

Effectively
7

Internat’l

Perspective

Indicative Point

Weighting


2
1
3
1
-
2
-

Syllabus

The utilisation of diverse approaches to creative problem solving based on the methodologies and conceptual frameworks employed by contemporary designs.  Through practical studio based projects introducing students to the nature of design, the elements and principles of design and their relationships; the psychology of perception and the nature of colour and its characteristics.

Teaching and Learning Arrangements

This subject will be delivered using the following means:

· Lectures (13 x 1hr) to give understanding of the body of knowledge;

· Studio (13 x 8 hrs) to develop basic design, problem solving and independent and group  study skills whilst engaging in practical projects.

Assessment

Research Journal

15%

Studio Projects

85%

Text

Nil

References – to be announced

APPENDIX E

The following information provides support to the work currently being undertaken within this exemplar project.

Graduates failing work test

Quoted from The Advertiser, December 28, 1999

· Annabel Crabb

AUSTRALIAN graduates are being rejected by employers because they lack creativity, problem solving and business communication skills.

A survey of more than 1000 employers, commissioned by the Federal Government, has found three-quarters of graduates applying for jobs were found to be “unsuitable”.

While graduates accepted for jobs were found to be “reasonable” on the whole, their rejected colleagues were likely to be “considerably poorer”.

“The greatest skill deficiencies among new graduates were perceived to be in the areas of creativity and flair, oral business communications and problem solving”, the report says.

It also found that unsuccessful applicants were likely to lack the capacity for independent and critical thinking.

“This skill is of great importance to employers and seems to be the skill that most set apart successful from unsuccessful applicants”, it says.

The results of the study by AC Nielsen Research are contained in the annual Higher Education Funding Report.

Employers reportedly found little different between the graduates from the higher education sector and the TAFE sector, despite expectations that the former would be more skilled.

Art students learn another way of seeing

Quoted from The Australian, Wednesday 26 October 1999

· Dr Jennifer McMahon, Lecturer in Education, University of Canberra

Today’s art school graduates generally stand out as refreshingly unconstrained by set models of thinking or the mental procedures and values of any one discipline.

They seem to be able to think across disciplinary paradigms and are unfazed by new intellectual contexts.  They are able to suspend closure of a problem for long periods, allowing various viewpoints and possibilities to be considered.  They approach problems and life issues from unexpected angles; their solutions sometimes point to untrammelled paths.  They can focus in many ways; they know what is relevant within a number of different visual or intellectual configurations.  They can see what is data within a construct and separate it from the interpreted – to the degree that this is possible.  Then they can reconstrue the data.

Because of their experience of the contingency of the various possible perspectives, the fact that there are many voices to be heard, they bring a welcome humility to a project or discussion.  Most significantly, perhaps, they are not threatened by the unfamiliar.

..Art schools, through their focus on the perceptual (or creative problem-solving heuristics), offer a model to an education system struggling to find ways of ensuring that what they teach today will be of relevance tomorrow.

If you are looking for creative and flexible minds for your undergraduate and graduate courses or for your workplace, my advice is: enrol or employ an art school graduate.

AGIdeas 2000

Alliance Grafique International, design education for Australian students.

AGIdeas 2000 was the 10th International Student Design Conference held in Melbourne on the 11,12 & 13 April. Prominant designers from all design disciplines from across the world share their philosophy of design.

Attended by 1300 delegates representing over 80 Universities and colleges from throughout Australia and New Zealand and over 300 delegates from Asia and Europe, it is the largest conference of its type in the world.

In association with the conference there is a poster competition open to all student delegates with the award of an all expenses paid  trip to London to attend the UK equivalent of this conference plus work experience at a major design studio.The theme of the poster ‘The great thing in this world is not so much where we are, but in what direction we are moving’ (Oliver Wendell Holmes) is aimed at testing student’s creative thinking and communication skills, and is judged by the panel of international speakers at the Conference which represents some of the foremost designers in the world.

Of the 20 finalists in the competition 9 were students from the University of South Australia, Bachelor of Visual Communication. The winner was Eugenia Tsimiklis 3rd year Bachelor of Visual Communication. This is the second time the University of South Australia has won this competition in its three year history.

Justine Rice won this award in 1998. Justine is now teaching at La Salle College, Kuala Lumpar.            
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