ANNEX 2 — COURSE DESCRIPTION

Course Title Technology & Innovation in Graphic Design
Course Code DESG415

Course Type Elective

Level 4

Year /| Semester

Year 4 / Semester 1

Teacher's Name

Panayiotis Voulgaris

ECTS

5 Lectures / week 1 hours Laboratories / week 3 hours

Course Purpose and
Objectives

The purpose of this course is to investigate and explore the latest design processes
and technologies in the practice of graphic design to encourage forward thinking
and innovation. Technological change increasingly affects the processes
associated with designing and producing, therefore encourages the development of
a positive view of technologically driven change in the light of creative and practical
opportunities it presents. Students will be exposed to various cutting-edge
applications and less conventional techniques which can build on the potential for
delivering unique design solutions with impact and originality. Exploration through
seminars and instruction will serve as a starting point, prompting self-initiated
activity and further investigation on innovations and technologies that can shape
our creative future and redefine aesthetics and imagination in design and
advertising.

Learning Outcomes

On successful completion of this course, students will be able to:
learn through seminars, tutorials, instruction and self-

e Develop an understanding of unconventional materials, processes and
applications and how they contribute to design practice.

e Generate unique, imaginative and innovative ideas by considering and
newfound processes and technical applications in their future work.

e Employ new learnt skills and competences in solving set tasks and re-
generating a sense of play and diversity.

o Demonstrate the creative and functional use of technology and processes
effectively and to implement appropriately within their means.

e Evaluate and analyse work of others and the positive the effects of using
technology and processes whilst considering costs and safety issues.

o Demonstrate and deliver a final outcome in an oral setting with confidence
and professionalism.

Prerequisites

No Required Yes

Course Content

e Seminars and tutorials on revolutionary design processes and techniques.

e Workshops and field trips where students will be able to explore various
processes with experienced practitioners.

e Exercises and small tasks to generate enquiry, experimentation and
response to a problem.




e A Practical assignment to enable the student to experiment and apply
creative, innovative and functional use of technology and processes with
the appropriate means.

e Student presentation communicating final assignment idea that is
functional.

Teaching
Methodology

Seminars, videos documentaries and discussions will provide of an overview of
competitive edge processes and technological advances which have contributed to
the developing practice of graphic design.

Field trips to various establishments where students will gain knowledge and be
able to interact with practitioners and test processes and technologies first hand in
organized workshops such as ‘The Youth Makerspace’, Larnaca, CNC and Laser
Cutters, in-house 3D Printing, Virtual Reality Set, Wacom and Drawing Tablets.

Tutorials will introduce class workshops using a series of tactile and aesthetic
effects like paper lights, sound modules, conductive ink, and QR coding.

Small exercises and experiments will offer the opportunity for students to broaden
their knowledge and experience more productively through testing and making.

An importance on investigation and study skills through producing sketchbooks, the
student will be able to reflect on a range of aspects to expand their awareness of
the possibilities of technology and processes and their positive contribution to the
creative process of design. Students are encouraged to research and critically
analyse the way in which others have used processes and technologies in design
interaction, tactile and more tangible solutions.

This course will be delivered through a series of the following:

Seminars

Field trips

Tutorials

Exercises, tasks and experiments
Research

e Set Assignment
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Assessment

e Participation 10%
e Research & Development Book 40%
e Practical Content 50%

Language

English
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