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A+D School of Art and Design

The School of Art + Design is committed to developing the creative, intellectual,
and academic capabilities of our students, enabling them to pursue a career in
the creative industries, in a studio practice, in education, or academia.

All our faculty believe that an education in art and design should be both
challenging and enjoyable, as are the career possibilities which follow. The
creative industries are now recognized as a vital and growing sector of the
national economy, employing around 30% of the working population. An
education in art and design is also an education through art and design,
enabling students to develop valuable transferable skills in creativity, commu-
nication, organization, problem-solving, and expanding the possibilities in a
world increasingly driven by visual media.
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Designers are powerful people. Everything around us in our consumerbased world
has been conceptualized, honed, and executed by designers of some sort. They are
constantly in direct contact with media that reaches the denizens of this planet on a
daily basis. Typically; the design education is viewed as one that is in preparation for
a career in a world filled with consumerism.

Discussions and projects in class encourage young designers to explore the con-
sumer world through internships (while in school) and after work for an employer or
branch off on their own to start their own companies. This is the usual and accept-
able model of design entrepreneurship. As educators we consistently reinforce and
nurture this venture, but at times neglect a very important part of the design educa-
tion: the ethics of working with particular clients and the impacts beyond the dollars
and cents of communicating the messages and making the objects we design.

Young designers are now entering a world in which change is ever present and
occurring at a much more drastic pace than ever before. The definite possibility of
their lives being affected by the current shifting in our climate is profound.

As populations are expected to grow by 3 billion in their lifetimes, the possibility is
real that new issues with resource availability will develop. A lack of resources might
fuel growing issues with socioeconomics of race and ethnicity; a growth in the divide
between the rich and the poor, a decrease in the availability of affordable health care,
and concerns over funding social programs and public education. Over the course of
their careers they will be presented with social and environmental problems they will
be forced to solve. Designers alone will not solve our social, economic and planetary
ills. They will need the help of other disciplines and methods of thinking.
Collaboration is key for the success of our students, planet and economy.

Our goal is to encourage our students into becoming citizens who happen to be
designers. Enabling them to better understand problems through a contemporary
lens so they can articulate social topics and be more proactive in their work. Rather
than leave change up to the government and the business sectors, designers can uti-
lize their skills as makers and communicators to invest in our democracy.
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“The identity of one

EDGE Course Assignments

I | perceives reality.”

changes with how one

Project 1: Digital Identity Supergraphic ~ Vithu Jeyaloganathan
(Canadian author)
Who am [? Who are you? In our fast paced media driven society, how often do we

actually get to ponder the person that we are? Where does the mediated self end
and the real self begin? Perhaps, the “true self” occurs at some intersection between
these two domains.

One of the central themes of EDGE is to help shape how the individuals in the class
view problems outside of the realm of the “deliverable”. How do designers cope with
issues of “good” and “bad” design? What does that mean in a profession of “bottom
lines” and “client satisfaction”? Understanding and articulating who we think we are
is an important first step in beginning to answer the many questions around morality;
appropriateness, and equality.

The self is a socially constructed entity that is usually created in tandem with the
idea of “the other”. This separation between “the other”and ourselves is what helps
us to cope with the injustices of the world. It’s not my country. It's not my body: It’s
not my home. It gets easier and easier to turn a blind eye when it's not perceived as
relevant to us.

By creating an abstract symbol that represents ourselves, the EDGE class hoped to
reconnect the ideas that we have in common and divorce ourselves from the physi-
cal, social, and constructed differences that we allow ourselves to adhere to on a
daily basis.

Assignment:

Write a two paragraph response to the lecture from the first day. How does the mate-
rial relate to how you view your own identity in terms of your ethnicity and cultural
background? From these two paragraphs create a personal code of ethics that you
will use and revise over the semester to frame how you approach each project. (You
will turn these essays in.) This writing will help you create a two or three-dimension-
al mark/symbol that represents how you view your identity. You will turn in your end
mark and also a vector version.

Calendar:

W/Aug. 22: Class introduction/lecture. Project 1 assigned.

M/Aug. 27:10 icon sketches and writing due & individual critique.
W/Aug. 29: Digital Identity Supergraphic Critique

Goals:

Awareness of your own personal identity and others.

A deeper look at race, ethnicity, culture, and “otherness”.
Develop your own personal code of values/ethics in your work.
To create the class identity.

To create projects that live outside of the classroom.

Required Readings:
Mclntosh, Peggy. White Privilege: Unpacking the Invisible Knapsack.
Good. Should I Be Nice to Fveryone? p. 82-87.
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This mark represents my own goals to be adaptive
and firm in my core beliefs. The mark is bold and

full of movement. I wanted to capture a sense of flux
and growth. Half of the mark is free and evolving
while the center is structured and self-evaluative.
Together, these aspects mix to create who I am as a
person. Also, on a more basic level, the mark reflects
aesthetic attributes that I visually enjoy and associate
myself with



01 | IDENTITY

14

My icon reflects the exclusive nature of my commu-
nity and my distaste of their embarrassing behavior
and attempt to escape. I reflect on these relationships
in order to shape an identity [ am proud of.



My initial ideas for my identity icon represented

the many changes I am constantly experiencing
while trying to keep my life balanced. In my first few
sketches, I thought about representing a tool or a
working machine part, both of which are rigid and
inadaptable to change. This rigidity seemed like the
opposite of what I was trying to portray. My final icon
was based on a jellyfish, which is constantly flex-

ible and adapting to its change in shape. It looks as
though it is free flowing and constantly moving.
















your choices

By teaming up with two other students, we addressed
the recycling system here on campus. I started by
creating an identity that took elements from the
previous Recycling logo. From there, the identity was
applied to a series of posters to create self-promotion
and signage from the new recycling campaign.

V)

our choices

g

'RETHINK
RECYCLE
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The Sustainability Project has not only opened

my eyes to global issues, but has made me a more
globally conscience designer. I have a new outlook
on what designing means to me and how as a
designer for an ever-so growing global economy,

I am the one who can promote change, by not just
introducing new avenues of design but by simply
leading by example. My goal behind the recycling
system I designed was to make recycling a more user
friendly, simple, and effective process without the
confusion brought forth by past recycling design at-
tempts. My initial target audience was for tailgaters.

Aesthetically, the system is in a huddle formation
with the four elements recycled set circularly around
a trash receptacle in the middle. A Bar-B-Que-esque
lid with the word of the element designated for that

particular bin helps relay a visual and physical user
response, which makes the process more intimate
and literal. Formally and artistically speaking, the
ariel view of system evokes the qualities of a flower.
My intention was to, in a sense, plant these seeds of
recycling all over, not just campus, but the world.
And by doing so we are putting back in what we are
taking out. I want to see these systems all over the
world, in parks, on street corners, everywhere!
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Resources
e

EDGE: Ethics of a Designer in a Global Economy
By EDGE Class
http://wwwlulu.com/content/1878502

This book is the culmination of the work done by the stu-
dents of the EDGE (Ethics of a Designer in a Global
Economy) class taught at the University of Illinois by
Graphic Design Professors Eric Benson and John Jennings.
The book details how/why this design ethics course was put
together, catalogs the student work and also provides a
course “lessons learned” and bibliography for other educa-
tors to teach this kind of course again.

renourish
http://www.re-nourish.com/

. renourish is a resource for the graphic
re n O u rI S h design industry. When green design is usu-
ally discussed, most people think of build-
ents for the graphi - ty ings, products or even cars, but what
about packaging? Shouldn’t magazines,
business cards, brochures and websites be green? At renourish, we’re helping to start
the conversation on green graphic design by providing definitions, tips, and links to
sustainable resources designers can use to make their work a little greener
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