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Introduction 

Welcome 

About The Open College of the Arts (OCA) 
OCA is a leading provider of flexible, open learning courses, a thriving 
educational charity, and part of the University for the Creative Arts (UCA). UCA 
are a leading specialist arts institution that have validated the educational quality 
of OCA courses for many years. 

Founded in 1987 by Michael Young, Lord Young of Dartington, OCA’s charitable 
purpose is to widen participation in arts education. OCA achieve this through 
embedding values of openness and flexibility into how courses are designed, 
structured and taught. This means producing high quality learning materials that 
are open and flexible enough for all students to have meaningful learning 
experiences, and a teaching model that allows you to work flexibly, where and 
when you want. Supporting this approach are tutors, who are experienced 
educators and creative practitioners, also working flexibly, and at a distance. 

About your course 
Welcome to Interior Design 1: Exploration through Experimentation. The 
course unit is designed to introduce you to different design processes. Using 
these processes, you will be encouraged to challenge the notion of interior 
design and experiment with the parameters of space. It will encourage you to try 
different methods of prototyping and development, including 2D and 3D play 
and experimentation for initiating concepts and designs. It will encourage you to 
consider scale, materials, atmosphere, senses, environment, purpose and 
communication. It will explore various ways in which you can approach a design, 
explore a subject or theme and analyse a building or space by its occupation, 
vernacular and history, and develop your concept skills in communicating a 
response to them. You will then formalise the process of experimentation and 
translate the concepts into 2D technical drawings and visuals, which will develop 
technical skills, presentation and communication skills. 
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The unit will encourage the study of cross-disciplinary design subjects to explore 
different methods of process and experimentation. These multiple lines of 
enquiry will be recorded and evaluated throughout and help to contextualise 
your work and deepen your understanding of process and experimentation. 

You will be expected to write a manifesto and supporting critical essay that 
defines your position on process and experimentation. Developing your visual 
identity as part of this output is also encouraged. The supporting essay critically 
analyses the unit using theories and precedent studies from interior designers, 
architects and examples from other disciplines in order to identify personal 
learning. 

 As a Level 1 (HE4) course unit it introduces you to higher education study, and 
encourages you to develop a rigorous approach to acquiring a broad knowledge 
base; employ a range of specialised skills; evaluate information, using it to plan 
and develop investigative strategies and to determine solutions to a variety of 
unpredictable problems; and operate in a range of varied and specific contexts, 
taking responsibility for the nature and quality of outputs. 

The course unit was written by experienced academics and creative practitioners 
in collaboration with OCA and aims to: 

● To allow you to explore and challenge the 2D and 3D design processes of 
spatial experimentation and develop skills in creative thinking and 
problem solving. 

● To allow you to formalise concept designs by translating them into 
technical and professional presentations that adhere to standard drawing 
conventions. 

● To broaden your knowledge and skills through research and critical 
analysis of precedent work, design processes and cross-disciplinary 
methods of other designers. Situate these findings within your own work 
through contextualisation. 

● To develop and articulate your individual style and identity through 
drawing, presentation, reflection and articulation. 

 

The course unit is divided into Five Parts, each with a series of projects, research 
tasks, exercises, and assignments.  

In Parts One and Two we will be looking at the Design Process - the way in 
which designing happens - and examining different parts of that process to 
understand how each step fits within an interior design project timeline. 
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We will explore and experiment by using unconventional ‘tools’ such as children's 
toys and found objects to try and develop a freer, more creative approach to 
thinking about spatial design development. 
 
We will look at several established designers, artists and architects and learn 
about how they also use playful methods in their own spatial design projects. 
Whilst the initial parts of the course are designed to free up your thinking, in the 
next two you need to distil your thoughts and find out about how to define them 
into a manifesto or a statement of your design-beliefs. To help you do this you 
will research other design manifestos and explore both those that are written 
and also some that are not. 
 
Parts Three and Four also focus on ideas of ‘lived’ space and the notion of 
‘dwelling’; what does the word ‘house’ mean and is it always a ‘home’? 
 
Part Five of this course pulls all of these processes, ideas and skills together. 
Drawing on your own design-beliefs, defined by your manifesto, you will design a 
micro-home for your client. You will be supported through the course unit by 
receiving formative feedback from a tutor, to help you develop your work. At the 
end of your course unit, if you are working towards a qualification, you will be 
able to submit for summative (formal) assessment. 
 

The learning outcomes for the course unit are: 

● Begin to demonstrate creative thinking and problem solving and an 
understanding of design processes through a range of 2D and 3D skills 
including sketches, model-making, ICT skills and material experimentation. 

● Develop the ability to formalise concept designs by translating them into 
technical and professional presentations that adhere to standard drawing 
conventions. 

● Consider new found knowledge and skills and critical analysis of precedent 
work, design processes and cross-disciplinary methods of other designers. 
Communicate these findings within the context of your own work 

● Begin to recognise your individual style and articulate this identity through 
drawing, presentation and reflection. 
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Getting started 

If you are new to OCA and to distance learning, the following research tasks, tips, 
and exercises will help you get started. If you have already studied another HE4 
or Foundation course with OCA, you may want to use this section as a refresher. 

The research tasks and further reading signpost resources you are likely to 
use throughout the course, and tips provide useful pointers.  

The seven short exercises establish the groundwork for your course unit by 
setting up a learning log, considering your working space and study schedule, 
preparing for your initial contact with your tutor, and saying hello to fellow 
students.  

You should be able to work through these activities reasonably quickly, and the 
time invested will help you throughout your studies.  

Being an OCA student 
As a distance learning student you receive learning materials that take you 
through the content of each course unit. Your materials provide case studies, 
links to resources and suggested research, and are typically structured into five 
parts covering a number of different topics. Each part contains research tasks, 
exercises, and projects that encourage you to undertake your own research, 
make work, and reflect on your progress.  

Work your way through one part at a time in chronological order, undertaking 
any tasks and documenting your work as you go in your learning log. These tasks 
are designed to be as accessible as possible, so all students, regardless of their 
circumstances can participate. There is usually room to adjust tasks to suit your 
needs and this is something OCA can support you with. Once you complete a 
given part, you will submit a selection of your work and your learning log to your 
tutor, who will review it and provide you with formative feedback. 

Research task: Study tips 
Visit OCA’s WeAreOCA blog and read through the study tips section: 
https://weareoca.com/category/students/study-tips/ 
These posts are regularly added to, so keep an eye open for new additions. You 
can also comment on existing posts, or contact OCA if you would like to see new 
posts on a specific topic. 
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Research task: Student handbook 
You will have received a current Student Handbook when you enrolled. Read 
through it to find out more about how OCA works and what it can offer you. 
Refer back to your Student Handbook if you have any questions at a later date. 

Research task: Online resources 
The OCA student site [www.oca-student.com] will be a key resource for you 
during your studies with OCA, so take some time to familiarise yourself with it. 
Log onto the OCA student website and watch the video guide to using the 
website. You can find the video here: 
[https://www.oca-student.com/study-guides/using-website]. 

The OCA discuss site [https://discuss.oca-student.com/] helps to connect OCA 
students together for subject related discussions and mutual support. 

Further research 
If you are new to Higher Education, you may want to undertake OCA’s 
Introduction to studying in HE course. This is a free online course that takes 
between five and ten hours to complete. It's designed to introduce you to some 
important concepts and practical techniques that will help you as you prepare to 
study in HE, possibly for the first time. 
https://www.oca-student.com/introduction-studying-he 

Feedback from your tutor 
Tutor feedback can be verbal or written, or a combination of both, depending on 
what you would rather receive. Written feedback will be in the form of a PDF 
tutor report. Verbal feedback will be provided online through Google Meet or by 
telephone with a summary written by your tutor. All tutor feedback will be timely, 
well-grounded, constructive, and challenging. It will reflect on the work you have 
produced and provide pointers on how you can improve. Tutors provide 
feedback at the end of each part of the course unit. 

Research task: The role of the tutor 
You can find out more about the role of your tutor through watching this short 
video: [https://vimeo.com/180282269]  

You may also want to find out what kind of practitioner your specific tutor is by 
looking at their profile: https://www.oca.ac.uk/our-tutors/ 
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Tip: Reflecting on your feedback  
It’s important to reflect on feedback in your learning log, identifying what you feel 
are the key themes and areas for development. This will help you develop a 
better understanding of what you are taking from your tutor’s feedback, help you 
develop a reflective approach to your studies, and help your tutor in how they 
tailor their feedback for you. 

If you’re using a public facing blog, and want to quote from the feedback, please 
refer to ‘your tutor’ rather than by naming them personally. You should act on 
this feedback as you progress through the course unit and can rework any 
elements prior to submitting for assessment.  

Assessment 
Once you have completed each part of the course and received feedback from 
your tutor, you can submit for summative assessment to one of three annual 
assessment events. For assessment you’ll need to submit a cross-section of the 
work you’ve done on this course unit, as outlined in your assessment guidelines, 
available from: 
www.oca-student.com/resource-type/assessment-guidelines 

Your work will be assessed using your degree assessment criteria, available from: 
www.oca-student.com/resource-type/assessment-criteria 

If you have any queries about assessment, make a note and ask your tutor. 

Further research 
While it’s useful to know how you are being assessed from the start of your 
course, there’s plenty of time to prepare. Further information about assessment 
can be found in your Student Handbook, and more detailed information in your 
Student Regulations. There is staged information throughout to help guide you 
through the assessment process. 
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Tanya Ahmed, Magnifying Student Work (colour photo) 

Supporting your learning 
Alongside providing learning materials and access to a tutor, OCA supports your 
learning by providing access to key texts, an online library, and other online 
resources. 

Throughout the course unit you will be asked to undertake research into the 
work of other creative practitioners or to conduct your own research. Use the 
library and other resources available to you. You might also want to access other 
reliable online resources. 

Research task: Accessing the library and key texts 
As an OCA student, you have online access to UCA’s online library resources. To 
find out how to log on, and what resources are available, please visit: 
www.oca-student.com/resource-type/online-libraries/uca-online-library 
To support your studies, OCA has provided a number of key texts related to your 
course unit’s reading list as scanned and downloadable articles, available from: 
www.oca-student.com/resource-type/scanned-library-articles 

Research task: Harvard Referencing 
At Level 1 you should start to cite any research you undertake in your learning 
log using the Harvard referencing system. The system can be applied to books, 
quotations, images, films and any other work you wish to reference. Through 
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written citations it helps locate work and prevents any accidental plagiarism. To 
find out how to use Harvard, please look at this resource: 
https://www.oca-student.com/resource-type/academic-referencing 

Exercise 1: What do you want /  
need from the course unit? 
At HE Level 4, the course unit aims to introduce some of the main ideas and 
practices of your creative discipline, and for you to begin to explore how you can 
creatively and critically respond to these. Level 1 is very much about exploration, 
so it’s a good starting point to consider what you might want or need to explore. 
To help you think about this, consider what you want and what you might need 
from the course unit? For example, whether there are areas you are keen to 
explore for the first time, gaps in your knowledge you would like to develop, 
areas you would like to expand, or study skills you would like to brush up on. 
Write a short paragraph or around 5 bullet points identifying what you want 
and what you might need from the course unit. 

To help support your learning it’s also useful for your tutor to get a sense of your 
own creative background, your expectations of the course unit, motivations for 
this level of study, and any other information you‘d like to share. Write a short 
paragraph or 5 bullet points summarising what you’re bringing to the course 
unit.  

Tip: Sharing your needs 
Exercise 1 may be a good opportunity to consider any personal or health issues 
that might impact on your ability to study. Contact Learner Support to make 
them aware, and to access guidance and support: [learnersupport@oca.ac.uk] 

Learning logs  
As an OCA student you need to keep a learning log as a way of documenting your 
creative responses to course activities, your reflections on your progress, and as 
a way of sharing your work with your tutor.  

A learning log should be a summary of your creative process, documenting the 
various stages you have gone through, with visual examples, and a brief 
explanation and reflection on your creative process and outcomes. It is helpful if 
your learning log makes reference to each part of the course unit including any 
exercise titles or research tasks.  
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OCA students choose to keep their learning log as an online blog, notebook, or 
as a digital file. One advantage of using a blog is that it allows you to document 
your work as you progress, in a format that is ready to submit to your tutor. It 
makes sharing your work simple, especially if you have a lot of digital elements. 
Keeping one blog per course unit makes it easier for your tutor and assessors to 
access.  

You may also find it useful to have notebooks to support their blog. For example, 
to take notes at gallery visits which can then be typed up with any photos onto 
your blog afterwards.  

Some students use their mobile phones to flick through sketchbooks to add to 
their blogs, rather than posting them. Alternatively, you can produce short audio 
or video logs (vlogs) to record your reflections on your blog. 

Tip: summarising your learning 
Whatever form of learning log you decide to use, get into the habit of going 
through what you’ve produced and summarising your key learning for your 
tutor. See this summary as a signpost to your learning, so you’re pointing out key 
moments or blog posts. This will save them having to read, watch, or listen to 
your entire log to find out what’s been important to you. It also encourages you 
to be more reflective and succinct in your approach. 

Exercise 2: Setting up your learning log 
Set up an online learning log use the OCA blog template guide to help: 
https://www.oca-student.com/resource-type/study-guide/oca-wordpress-blog-te
mplate 

If you’re not using a blog, establish how you might use folders, sketchbooks, or a 
digital file as your learning log. 

From your experience on previous OCA courses you may already have a learning 
log that you want to continue to use. If so, you will need to establish a way in 
which to clearly indicate when your old course ends and your new one begins, 
for example by tagging your posts. 
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Further reading 
You can find more guides on the OCA student website on Introducing Learning 
logs and Keeping an Online Blog. https://www.oca-student.com/ 

There are many blog posts on weareoca.com about learning logs. Do some 
research to see how other students have approached theirs. 
https://weareoca.com/?s=learning+log 

Exercise 3: Analysing and reflecting  
This quick exercise is designed to introduce the idea of analysing and reflecting 
on the work of others, and to give you some material for your first learning log 
entry or blogpost.  

Here’s a selection of creative practitioners that you will encounter during this 
course unit: Frank Gehry, Le Corbusier, Sou Fujimoto, Olafur Eliasson, 
Charles and Ray Eames, Gordon Matta-Clark and Rachel Whiteread. 
 

1. Choose one of these names and find a piece of work they’ve 
produced. 
Remember to reference the works you have chosen using Harvard 
Referencing, so it’s clear what you are looking at, who made it, and when.  

2. Pick one of the pieces and briefly describe it. Consider its qualities by 
trying to describe it. What are the different elements within the work and 
how do these elements work together? What do you think the work is 
trying to communicate? Imagine you’re describing the work to somebody 
over the telephone. Try to do this in no more than 50 words. 

For image based work, what you’re doing here is analysing the formal 
visual language of an image. This is known as visual research or, 
sometimes visual analysis. Writing can be a useful tool in visual analysis, 
but you can also annotate images with notes. 
 

3. Using the same piece, briefly write about how you relate to this work. 
Do you like it or hate it, find it intriguing, influential or outdated, and if so, 
why? Does the work connect to wider ideas or other creative practitioners? 
In other words, what’s your opinion on this work? Don't worry about 
‘getting it wrong’ or ‘missing the point’. Perhaps your reflection raises more 
questions than answers. Again, try to do this in no more than 50 words. 
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4. Use the text you’ve generated to create your first blog post or 
learning log entry. You may also want to be self-reflective by considering 
your experience of doing the exercise. Did you find it an easy or difficult 
task? Did it raise any interesting issues or areas you want to develop 
further? Write a sentence or two picking up on any of these points in your 
learning log. 

Managing your time 
Your course unit requires around 400 learning hours which can be undertaken 
flexibly, part-time, or closer to full-time study, depending on how quickly you 
want to learn. You have a maximum of two years to complete these learning 
hours, but if you spread your learning over too long a timeframe it’s easy to lose 
momentum. With this in mind, you might want to aim to complete this course 
unit within 12 months (working approximately 8 hours per week), 8 months (at 
14 hours per week) or at a full time rate of around 4 months (at 28 hours per 
week). These timeframes will depend on how much time you can commit to 
study, so it’s good to be realistic about what is manageable for you. 

Allow around 20% of your learning hours for reflection and keeping 
your learning log up to date. 

During the course unit your tutor will suggest dates by which your next 
assignment is due based on which of these time frames you want to work within. 
Deadlines can be renegotiated in discussion with your tutor, so long as they fit 
within the overall maximum time frame for the course unit. 

Allocating regular time for your studies will help you balance your course work 
with the rest of your life. It’s important to be realistic about what you can 
achieve. For example, don’t try to undertake the course full-time, while working 
full-time, and juggling everything else you do. You’ll end up seeing the course as 
‘another thing to do’ which won’t be useful for your motivation or creativity. It’s 
much better to give yourself some breathing space to enjoy the challenge of your 
studies. 

Tip: Pomodoro technique 
The Pomodoro references the popular tomato-shaped food timer. Developed by 
Francesco Cirillo as a technique to help manage working time, the technique 
simply structures your focus on a task into 25 minute blocks with short breaks 
in-between. It can help with concentration and focus, and promotes a sense of 
accomplishment by breaking tasks into short chunks of time. In other words. 
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1. Identify the task to be done. For example, doing a drawing or reading a text 
2. Set a timer for 20-25 minutes (it doesn’t have to be a Pomodoro!) 
3. Work on the task 
4. When the timer goes, have a short break.  
5. Then set the timer and start again 

After more than four cycles, take a longer break 

Tip: Asking for help 
Remember that if you have difficulty with any of your deadlines please get in 
touch with your tutor. Additional support is available from OCA Head Office: 

● Course Support [coursesupport@oca.ac.uk]  
for answers to course content or subject related questions.  

● Student Services [studentadvice@oca.ac.uk]  
if you have queries around study resources, time frames, finance and 
funding, or any general enquiries.  

● Learner Support [learnersupport@oca.ac.uk]  
if any personal or health issues begin to impact on your ability to study. 

Exercise 4: Managing your time  
Depending on your circumstances, you might allocate time in different ways - a 
day a week, an hour a day, larger blocks of time such as weekends or holidays, or 
a combination of approaches. 

Ask yourself the following questions? 
● How much time you can allocate to study each week? 
● What is my most/least productive time of the day? 
● How well do I manage time? 
● What is a realistic schedule to undertake Part One (around 80 learning 

hours) and when might you set your first deadline? 

Make some notes in your learning log and discuss your schedule when you talk 
to your tutor. 

Resources 
To get the most out of your study you will need to access OCA’s online and social 
resources, and develop your own physical resources and working/study space. 
These will differ depending on what subject you’re studying. 
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Try not to feel limited by the resources or space you have available at the 
moment, creativity can flourish anywhere and there’s plenty of time to acquire 
the equipment you need. Working at a distance can have advantages to working 
in University studios and classrooms as the resources you develop over time 
belong to you and meet your specific needs. 

 
General resources 
You may need drawing and writing tools, paper, sketchbooks.  

Having some photography equipment is an advantage when working at a 
distance to help document your work. The camera on your phone will often be 
fine. If you have an SLR Camera even better. A tripod or ‘gorilla grip’ style flexible 
mount (for camera or phone) will be really useful. You won’t need professional 
lighting but make sure you have a few sources of ordinary lighting, both to make 
sure you work in decent light levels at all times and to use for documenting your 
work. 

Digital resources 
Here is a list of digital resources and software you will need: 

● A personal computer you have reliable and regular access to, and is 
equipped with up to date software and has this operating system installed. 

● Google Drive, which is a free service provided by Google. It is an online file 
sharing system based on the cloud, so you can access it from anywhere. 
You will be expected to upload files from your computer and share them 
with your tutor, and submit documents for assessment using Google 
Drive. 

● Google mail, this service hosts all OCA email address as a free service 
through Gmail. Personal email addresses should not be used for OCA 
studies. 

● Online learning logs, are required for the update of supporting studies by 
the OCA as a distance learning institution. The OCA recommends 
Wordpress, however any online blogging platform may be used. 

Some courses require the use of specialist software, so along with a computer, 
you will also need to download and install these applications. Where possible we 
have highlighted ‘freeware’ options, that are available free of charge, as well as 
industry standard software you may want to purchase. 
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Course resources 
Here’s a general list of what you may need for this specific course unit:  

● a computer or laptop with internet connection 
● sketchbook/s of your choice  
● sheets of cartridge paper: A4, A3, A2 
● clutch pencil 
● graphite pencils 
● selection of black pens, fibre tips, fine liners, brush pens, etc.  
● paint and brushes (optional) 
● coloured pencils (optional)  
● coloured felt pens (optional)  
● PVA glue, UHU glue and glue stick  
● scalpel (Swann Morton no 3 scalpel handle with 10A blades) 
● an A4 file (with loose plastic sleeves – optional)  
● double-sided tape and masking tape 

 

Think about any other materials, tools, or other resources you might need, as 
well as items from the above specialist subject-related equipment that would be 
useful.  

Tip: Student discounts on software 
All students enrolled with OCA are encouraged to register for an NUS card. The 
card entitles you to discounts on thousands of products including software and 
apps, as well as buying materials in local art shops. 

Your working space 
You will need a space to make your work, be it the kitchen table, a spare room or 
an existing studio space, somewhere to work on your learning log or work 
digitally, access to a computer, and space to read and reflect which could be 
much more flexible and also slot into other times, for example reading on the 
train on the way to work. 

Exercise 5: Identifying resources 
Prepare a list of the equipment and other resources you might need to use. 
What do you currently have and what might you to get? Don’t worry if you don’t 
have everything now, there’s plenty of time to build your resources as you 
progress through the course unit and degree. If you’re not sure of what you 
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need, then prepare a list of questions to ask your tutor.  

What space or spaces are you going to work in? Consider where you will do most 
of your study, and prepare it so it’s an environment you’ll enjoy working in and 
you are able to store your equipment and resources.  

You may want to take a photo of your studio space to share with your tutor via 
your learning log. 

Social resources 
While it might often feel like you’re studying on your own, it’s worth 
remembering that there are lots of other OCA students doing the same. Your 
fellow students can provide fresh perspectives, feedback and encouragement, 
and creative opportunities for collaboration or sharing. 

You can make contact with fellow students through our OCA discuss site: 
[https://discuss.oca-student.com/].  

You’ll find a welcome section here: 
https://discuss.oca-student.com/c/welcome-introduce-yourself-here 

You can also talk through your email group, which you were added to when you 
enrolled onto your course unit. Its purpose is to make it easier for students 
studying the same course unit to talk to one another, upload images and critique 
one another's work. Through these groups you have access to the experience of 
students who are further along in their studies who can offer advice and 
guidance and you can take comfort in knowing there are others at the same 
point as you starting off, who may share the same worries or concerns. These 
course discussion groups utilise ‘Google groups’ to operate. Click here: 
https://www.oca-student.com/content/course-discussions-feature-launched for 
more information. 

Remember to communicate respectfully and responsibly with other students and 
OCA staff online. For further information listen to this short piece on Netiquette: 
https://www.oca-student.com/resource-type/online-guide-elements/getting-grips
-netiquette 
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Research task: OCASA 
OCA’s Student Association (OCASA) [www.ocasa.org.uk] is available to you as a 
student. One of their activities is organising joint study visits with OCA tutors. 
Visit: https://weareoca.com/category/study-visits/ to identify any study visits you 
would like to attend, either virtually or in person. 

Exercise 6: Saying hello to your fellow students 
Get in touch with other students to say hello, and to share something about you 
or your practice. Use the OCA discuss site and/or the email group. For example, 
by sharing your online learning log URL, your work on Exercise 3, or a photo of 
your studio space.  

Exercise 7: Say hello to your tutor 
For your final exercise, get in touch with your tutor to arrange a 15-20 min 
conversation. This is an opportunity to say hello to your tutor and put a voice to a 
name. It’s also a chance to discuss how best to schedule your time, document 
your work, and share it.  

The previous exercises and research tasks will have helped you prepare for this 
conversation and identified any questions you’d like to ask. Use your notes from 
these exercises as a starting point. 

Reflect on this conversation in your learning log as a way to identify any key 
points and as a starting point to refer back to later on. Don’t forget to refer to ‘my 
tutor’ online rather than by name. 

Finally, you may want to reflect on doing this introduction as a whole. Has it been 
useful and are there things we could do differently? Make some notes in your 
learning log and feel free to get in touch with OCA directly or use the forums to 
help us improve our support if you have any ideas. 

Starting your course unit 
You should now be ready to start Part One of your course unit. Don’t worry if you 
are still getting to grips with using your blog, adjusting to this form of learning, or 
don’t have all the resources you need. There’s plenty of time to develop these as 
you progress. Remember that if you get stuck along the way there’s support 
available from OCA and encouragement from your fellow students.  

Enjoy the rest of your studies! 
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Part One 

Design Process 
underpinned by 
Play 

Catherine Byrne (2020) Image courtesy of the course developer. 
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Introduction 

In Part 1 we will be exploring the notion of the Design Process - the way in which 
designing happens - and looking at different parts of that process, examining 
them thoroughly to see where they fit in the time-line of a completed Interior 
Design project. A series of exercises will unpack the first stages of the design 
process, encouraging you to be playful and inventive in your responses. You will 
experiment with 2D drawing and 3D modelling - learning to explore and take 
risks in order to develop your own creativity. Your first Assignment draws on 
these exercises and asks you to put the beginning of the design process into 
practice to ‘discover and define’ your client and the spaces that they need. 

What is the design process for Interior Design? 

Developing a process-led approach to generating design ideas is a dynamic way 
to work. A process can have multiple stages, and allows ideas to change and 
develop as you work through them. You can define a process before you begin, 
or develop it as you go, adding in more stages as the work progresses. 

Creativity and design process 

When designers start a project it can often be daunting; with a whole world full 
of previous examples to draw on it is often hard to know where to start. 
A common worry is the fear of the blank page where you may find it difficult to 
make a start on your work (the first mark on the blank page) for fear of ‘getting it 
wrong’ or ‘making mistakes’. 
 
A simple way to get around this is to pretend that this is not work, and that you 
are not being serious. You are just going to play. 
 
We are all familiar with the experience of playing from when we were children, 
when we become so fully engaged with a toy, or in a making process, that we 
lose track of time and any sense of the world around us, but are completely 
immersed in the activity. However, as adults, our ability to play often diminishes 
through our self-consciously wanting to be taken ‘seriously’. Psychologists have 
understood for a long time that, as well as giving pleasure, Play is a vital 
component of any creative activity; it allows us to become absorbed in a self or 
group-defined challenge, and presents us with an ongoing process through 
which we can be transformed. In this way it is a learning process that promotes 
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physical ability, cognitive skills and social skills. It is increasingly used in the 
workplace, particularly in the technology sector.  
 
This flexibility of play as a process is incredibly helpful for creative practitioners, 
as it allows for a process to be made and remade as we work through it. When 
we play, we are using our imagination, testing the ideas we have in how they 
might be made or constructed, experimenting with possibility and sharing our 
ideas conceptually, technically and visually. 
 
We will examine the ways in which designers ‘play’ whilst designing - the 
processes they use - and try to understand why this might be a helpful approach 
for you in your own design practice. 

Exercise 1: What is your creative or design process? 

The aim of this exercise is to identify the steps that you will take that collectively 
make up your own creative design process. What do you do first, second, third…? 
How do you prioritise these ‘moves’ in your design-game? Which, if any, do you 
re-play? 
 
Take a look at the following list of words: 
 

Making Analysing 
Procrastinating Drawing 
Researching Changing 
Doodling Evaluating 
Finding Developing 
Refining Testing 
Modelling Feeding-Back 
 
Choose from the list of words and rewrite your own list in a sequence that you 
think you may use when approaching a design problem. You do not need to use 
all of the words listed, but you can if you think they are necessary or relevant. 
You may also want to add some of your own words too. 
 
You have written a list of the steps in your design Process. 
Is it a linear process? ie. - does it have a start, a middle and an end? 
Or does it loop back to one or some words at different points in your process? 
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“Process is more important than outcome. When the outcome drives 
the process we will only ever go to where we’ve already been. If 
process drives outcome we may not know where we’re going, but we 
will know we want to be there.” 

Bruce Mau, An Incomplete Manifesto For Growth, 2010-14 
 (www.manifestoproject.it/bruce-mau) 

 

Generating ideas/connections through mind mapping 
There are many ways in which designers might begin the process of ‘designing’... 
you may have heard phrases such as ‘mind-mapping’, ‘mood boards’,  ‘visual 
research’, or ‘contextual background’ - there are lots of different words to 
describe ways in which the process can start but essentially they are all ways of 
having ideas and organising ideas. 
 
A Mind Map is a graphic representation - or a word-drawing - of something; 
rather than a written sentence that would describe that something in a linear 
way. A mind map enables you to see connections between different parts of the 
‘something’ - the idea or process - that you may not see if it was written in a 
linear way (ie. if it was a written sentence.). 
 
It is a helpful way to think quickly and identify multiple possibilities and 
associations; it allows you to broaden the scope of your initial idea. 
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Catherine Byrne, Weather mind map (2020) Image courtesy of the course developer. 
 
If you start with your main theme in the centre of the page - in this case Weather. 
Then, trying to use single words or very short phrases, draw ‘branches’ radiating 
out to all of the sub-themes that you can think of (sun, wind, snow, seasons, rain 
etc. - you may have more). Then try to add at least three or four ‘twigs’ to each of 
these ‘branches’ (Snow: cold, igloo, boots, ski, sledge.). It may seem very random, 
but it is supposed to be, as it is a way of helping your mind think in a freer way. 
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Exercise 2: Mind mapping 

Using the mind mapping techniques described above, choose one of the 
following words and create your own mind map. Use it to create as many, and as 
varied, connections to the word as possible.   
 
Choose one of the following words and make a mind map: 
 
Home House Dwelling Abode 
 
You may want to repeat the exercise using another one of the words, or using a 
word from your first mind map. 

Informing your design process  

● In order to get started you may decide to find some relevant research. If 
you are designing a living room, for example, you might look for pictures 
of living rooms. 

● In order to get started you may decide to put together examples of some 
materials, colours and textures that you enjoy. 

● In order to get started you may decide to research your site or space, and 
find out all you can about it.  

● In order to get started you may decide to write down key-words, from the 
brief, that have stood out for you. 

● In order to get started you may decide to make a mind map. 
 
The way that you collect and organise all of these pieces of information  will 
determine how your design develops - it will determine your design process. 

An iterative process 

You may find that looping back to some of the steps will help you re-evaluate 
your design - your design Process may include this looping back as a form of 
Evaluation (or re-evaluation). Thorough, well considered design process is not 
often a simple move from A to B - from ‘right’ to ‘wrong’ - it is not often a linear 
process. 
 
Good design is often described as an ‘iterative’ process. 
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An iterative process is one which goes through several ‘iterations’ - that is, it is 
made, and then re-made, a number of times. Different ‘iterations’ imply that it is 
a progressive process - one ‘move’ leads to the next. 
 
Definition of iterative: adjective 

doing something again and again, usually to improve it. 
 
Definition of process: noun 

a series of actions that you take in order to achieve a result. 

Exercise 3: Repeating the process 
The AIM of this exercise is to try to understand how reworking your ideas can 
help them to develop. A common problem for a designer is to arrive at a solution 
too soon. It is sometimes a good idea to keep re-working and re-working until 
the solution starts to repeat itself; when the difference between each successive 
solution starts to become smaller and smaller - you know that you may be 
getting towards a final answer. 
 
You will need a piece of paper, a pencil, and an eraser. 
 
Take one of your mind-mapped words from the previous exercise. Using your 
mind-map as a starting point, try to draw a two-dimensional image to represent 
the ideas of House or Home that you explored in the exercise. Sketch the spaces 
that you think may represent your word. 
 
You should draw in two dimensions only (not a 3D view of a room for example) 
but can choose to draw either in plan - looking straight down - or elevation - 
looking straight ahead. Sometimes it is useful to work in both plan and elevation 
together so that the relationships between spaces can be rationalised more 
successfully. The idea of the exercise is to encourage you to sketch and ‘think 
with a pencil’. The act of sketch drawing, or doodling, the space should help you 
to work out what goes where. 
 
Your drawings should be quick and loose - don’t worry too much about straight 
lines or mistakes. The most important part of this exercise is to get your ideas 
down on paper, and then think through your ideas whilst drawing. 
 
Once you have made one sketch; repeat the process; and then repeat it again. 
Keep repeating your drawings until you are happy with the arrangement of the 
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spaces. You might like to use overlay paper to trace parts of your previous 
sketch, or you may enjoy just starting anew each time. The exact method is up to 
you, and will become part of your own design process. 
 
Document your work and record your findings in your learning log. Remember 
that you need to document the process - so will need to include a series of your 
iterative sketches. 
 
Reflect on the freehand sketching process that you have developed and try to 
identify the parts of the process that you found most helpful or creative. 

Other designers’ design processes 
When trying to define your own design process it is often helpful to look at other 
designers’ ideas of creative process. For an exhibition at the Musee des Arts 
Decoratifs, Paris, in 1969 - titled Qu'est ce que le design (“What is Design”) - the 
American designer Charles Eames (1907 - 1978) was asked: 
 
“What is your definition of design Monsieur Eames?” 

Eames - one of five international designers invited to participate in the exhibition 
- presented answers to questions about his approach to the design process. In 
addition to answering the defined questions Eames also produced a diagram to 
explain his idea of the design process as a place where the requirements of the 
designer, the client, and society as a whole, overlap. 
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Charles and Ray Eames, Eames Design Diagram, What is Design? Exhibition at the Musee 
des Arts Decoratifs in Paris, France. (1969) 
https://www.eamesoffice.com/blog/why-did-charles-and-ray-eames-make-models/ 
  
The notes in the diagram read: 
“1. if this area represents the interest and concern of the design office… 2. and 
this the area of genuine interest to the client… 3. and this the concerns of society 
as a whole… 4. then it is in this area of overlapping interest and concern that the 
design can work with conviction and enthusiasm… NOTE these areas are not 
static - they grow and develop as each one influences the others.” 

Research task: Charles and Ray Eames 
Investigate the design process and philosophy of the American designers Charles 
Eames and Bernice "Ray" Eames in more detail by watching the following videos 
or conducting your own library or online research. How did the Eames define 
their design process? What do you think you can learn from their approach?  
 
Reflect on these questions in your learning log. 
https://flashbak.com/charles-eames-30-answers-to-what-is-design-1969-378352/ 
https://www.youtube.com/watch?v=3xYi2rd1QCg 
 
You may want to extend this research task by finding other designers to 
research. 
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Play well 
Most people are familiar with Lego - whether you played with it yourself as a 
child, or you see others playing today. Lego is a toy - a ‘play-tool’ - that has stood 
the test of time. 
 
The word Lego is an abbreviation of the Danish words ‘leg godt’ meaning to ‘play 
well’ and it is this notion of playing ‘well’ that is interesting when using Lego as a 
tool for creative exploration. Playing ‘well’ could be interpreted as playing 
creatively, playing imaginatively, playing productively, or playing freely... 
 
Basic Lego blocks are not prescriptive in any way - except that you need to fit 
them together - but just how you fit them together is entirely up to you. You are 
free to make any shape, size, assortment or arrangement that you want. The 
blocks help the user to ‘play’ freely and explore their own ideas, without dictating 
how that person should play. 
 
Simon Nicholson talked about the lack of creativity in rigid, static, spatial 
environments, where there is no opportunity for play. He extended this idea 
further to write his Theory of Loose Parts (1971) stating the importance of 
‘variables’ (Loose Parts or ‘things which can be moved around’) in the pursuit of 
creativity. 
 
Lego blocks could represent the ideal Loose Part. 
 
“In any environment, both the degree of inventiveness and creativity, 
and the possibility of discovery, are directly proportional to the 
number and kind of variables in it.” 

Nicholson, S. (1971) The Theory of Loose Parts. Open University 
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Catherine Byrne, Play Well; Lego (2020) Image courtesy of the course developer. 

Serious Play 
The concept of Serious Play was originally developed in the mid 1990s by Bart 
Victor and Johan Roos, both professors at the International Institute of 
Management Development (IMD) in Lausanne. Working with the Head of Product 
Development for Lego Education, Robert Rasmussen, it was developed as a way 
of facilitating communication and creative thinking, often in a  business or 
commercial environment. Participants use Lego blocks to build three 
dimensional models of their ‘ideas’ and then they use these models to 
communicate these ideas in discussion.  
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Catherine Byrne, Serious Play; Lego. (2020) Image courtesy of the course developer. 
 

Lego has also been used as a tool in art projects concerned with ideas of 
collaboration and collective thinking around future city planning. 
In 2005 Olafur Eliasson Studio delivered 3 tonnes of assorted white Lego blocks 
to Tirana town square in Albania. Local people were invited to build with Lego 
blocks, and create their own ideas of what a future city could be. 
 
The intent was to engender a feeling of personal investment and belonging 
amongst local communities; to give local people the opportunity to have a say in 
the future development of public spaces within their own cities. By using Lego as 
a play tool it was hoped to make the process fun and creative so that people 
could be as imaginative as possible without feeling restricted by conventional 
planning rules and regulations. 
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Olafur Eliasson in conversation with architect Alejandro Aravena about the idea 
of communities (the occupants) reclaiming public open spaces within cities: 
 
“... I want to ask about who has the mandate for public space. Who in 
our society helps shape those pockets of physical space… 
fundamentally it’s not really about public space itself but about our 
sense of collectivity, our shared experience and knowledge. For me 
public space should give us the keys to interconnectedness.” 

Eliasson O. 2019. In Real Life. London: Tate Publishing. 
 
The project was repeated in Oslo, 2006; Copenhagen 2008; and New York, USA, 
2015. 
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Olafur Eliason, In Real Life, London (2019) From M, Godfrey (2019) Olafur Eliasson: In Real 
Life. Tate Publishing (p.115) 
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The use of toys for tools is also becoming popular amongst other architects and 
spatial innovators too. They promote the use of tools traditionally seen as ‘toys’ 
that have real value in designing through play. 
 
"Lego proportions are really the golden ratio of architecture," Ingels 
told Dezeen. "I think for testing ideas quickly it can be quite powerful." 

"Lego is a good way of explaining what architecture, at its core, is 
really about. It's the rigour and rationality of the Lego bricks that 
create these infinite possibilities of combination." 

Bjark Ingels BIG 

 

At The Future of Storytelling summit in New York (Oct 2014) Danish architect 

Bjark Ingels spoke about his idea that architecture should be more like Minecraft: 

“More than 100 million people populate Minecraft where they 
can build their own worlds and inhabit them through play… … These 
fictional worlds empower people with the tools to transform their own 
environments… … architecture must become… the craft of making our 
world, where our knowledge and technology doesn’t limit us, but 
rather enables us to turn surreal dreams into inhabitable spaces; to 
turn fiction into fact.” 

Taking this idea one step further - into the ‘real’ world - Minecraft is currently 
used as a serious spatial design tool in many countries around the world. Since 
2012 UN-Habitat, the United Nations Human Settlements Programme, have used 
Minecraft in South Africa, Egypt, Indonesia, Mumbai, Kosovo, Tunisia, Kenya - and 
many other countries - as an urban planning tool; working with local 
communities to help inform the design strategies used in their towns, cities and 
public spaces. 

Exercise 4: Serious Play 
We can see, from UN Habitats’ use of MineCraft, and several spatial designers use 
of Lego, that playing - as a process to develop spatial ideas, and create actual 
built spaces - is used in the real world. Using a kit-of-parts, a set of components 
defined by the makers of Lego and MineCraft, designers have created spaces and 
objects that can be further developed into real-world places and things. 
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The aim of this exercise is to see how you can make three-dimensional spaces 
quickly, in model form, with found objects. 
 
You will need a number of ‘component parts’. These could be Lego blocks if you 
have them, or another child's construction toy (wooden building blocks, 
magnablocks, sticklebricks, meccano etc..). Or you could choose to use 
household objects - but you will need a lot of them and they need to be regular, 
repetitive shapes. For example you could use sugar cubes, cocktail sticks, 
penny-coins, matchsticks, paper cups, beads, bamboo skewers etc.. 
Using your found component parts, play with the shapes and combine them to 
make a solid form that could contain or define a space. 
 
Try to think about how the space might be used and make some suggestions for 
ways in which it could either be occupied or occupy a space itself (as a piece of 
furniture for example). 
 

   
Catherine Byrne, Serious Play, Found Objects (2020)  
Image courtesy of the course developer. 
 
Document your work using photographs and record your findings in your 
learning log. Reflect on the processes that you have used in finding suitable 
components and making your models. Did you use a found ‘figure’ to inhabit 
your space? 
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“Out of a playful movement of elements whose interrelations are not 
immediately apparent, patterns arise which an observant and critical 
intellect can only evaluate afterwards. The creation of something new 
is not accomplished by the intellect but by the play instinct acting from 
inner necessity. The creative mind plays with the objects it loves. ”  

Carl Jung Instinct and the Unconscious 

Person Space Context 
Person, space, context refers to the three most important considerations in a 
spatial design project - the client (the person), the brief (the space they want) the 
setting (everything else around that space or brief). The following three exercises 
aim to explore these concepts individually, understanding exactly what each part 
plays in the Person-Space-Context relationship. 

Exercise 5.1: Person -Space-Context 
The aim of this exercise is to understand the importance of the PERSON that 
inhabits or uses a space. Interior design is about creating spaces - and the usual 
purpose of a space is that someone will eventually ‘inhabit’ it in some way. This 
exercise will explore that person, or character. 
 
You are going to invent a ‘person’, ‘character’ or a ‘client’. 
 
‘Client’ is often seen as a scary word; but fundamentally the ‘client’ is a person 
just like you or me – with a current life, some history - a backstory, and a 
requirement for something to change. That person has a character and it is the 
character of the client that it is really important to consider, and understand, as 
an interior designer. 
 
Write 3 short paragraphs about your newly invented character. 
 
Describe your character in as much detail as you can. 
 
Limit yourself to approximately 100-150 words per paragraph; if you find it easier 
you could make a series of bullet points instead of a paragraph. 
 
The first paragraph should describe who they are ‘now’. 
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The second paragraph should give a little history and backstory to your 
character. 
 
The third should describe any aims and ambitions your character has for the 
future. 
 
Be as imaginative as you can – try to be concise, but give a really rounded picture 
of who your character is. 
 
Remember to document your work in your learning log and reflect on the 
process and the outcome of the exercise. 

Exercise 5.2: Person-Space -Context 
Take 3 household objects (for example a thimble, a cheese-grater, a roll of tape, 
a large hardback book) they can be any type of object but for maximum fun – 
and play opportunities – try to choose objects of varying size, shape, material 
and purpose. Your objects should be able to contain or define a space. 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Catherine Byrne, Person, Space, Context. (2020) Image courtesy of the course developer. 
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Examine each object carefully and thoroughly, and write a list of its’ physical and 
material attributes – try to be as objective as possible using words that describe 
the physical qualities of each object rather than words which attach emotion to 
that object. 
 

● Definition of objective adjective: 
Expressing or dealing with facts or conditions as perceived without distortion by 
personal feelings, prejudices, or interpretations. 

- objective art 
- an objective history of war 
- an objective judgement 

 
● Definition of subjective adjective: 

Peculiar to a particular individual: personal 
- subjective judgements 

Modified or affected by personal views, experience or background 
- a subjective account of the incident 

 
Again - remember to document your work in your learning log and reflect on the 
process and the outcome of the exercise. 
 

Exercise 5.3:  Person-Space-Context 
Place one of your objects in another setting. Try to move your object around, 
reposition it, make the object ‘contain’ or ‘occupy’ a space. Think about whether 
your object contains space - or is contained by the surrounding space - or both? 
What is the space around your object? What is the context? For example, if you 
had chosen a large hardback book you could open it out and sit it up – so that 
some space is contained within the open pages of the book; if you had chosen a 
thimble there may be space contained within the ‘cup’ of the thimble. 
Take photographs of your object in its setting – use the photos and write words 
to describe how your object sits within its context, and how the 
contained/containing space is defined. As before, record and document your 
photos and descriptions in your learning. Reflect on the process and the 
outcome of the exercise. 
 
In order to play and experiment with the relationships between the person, 
space and context it is often useful to have a freer, less structured approach to 
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three dimensional shape-making. One way to do this is to act more as a sculptor 
might; creating three dimensional sketch shapes to explore ideas of space and 
context without being driven by a use or purpose. Once these ideas have been 
thoroughly explored they can then be related to the person who might occupy 
the space - further along in the design process. Removing the purpose (the 
needs of the person occupying the space) from the puzzle can often free up 
design thinking. 
 

Working with models as a tool, Frank Gehry 

The Canadian American architect Frank Gehry (1929 - ) is renowned for his 
expressive and sculptural buildings that have an air of playfulness to their 
composition and structure which is rare in many other architects’ work. He is also 
well known for working in a very creative and hands-on way using models and 
modelmaking as an iterative sketching method to develop these imaginative and 
sculptural spaces. 
 

 

Image from Cobb, H. N. (1986) The Architecture of Frank Gehry, Rizzoli, International 
Publications. P.35 
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Research task: Frank Gehry 

There are several films available that look at the work of Frank Gehry but one of 
the best is Sketches of Frank Gehry directed by Sidney Pollack. There are scenes 
which show how Gehry works - with an architectural design team - to create 
sculptural iterative models for building projects. See if you can find this film and 
look at the ways in which Gehry uses modelmaking to explore spaces. 
 

 

Image from Cobb, H. N. (1986) The Architecture of Frank Gehry, Rizzoli, International 
Publications. P.71 

 
You could also search for a short clip made by Atelier Tsuyoshi Tane Architects 
called Manifesto by Frank Gehry for a useful insight into the reason why it is 
important to make and then remake and remake your idea. For Gehry the 
process is the means by which he develops the design - by remaking a model of 
something he refines it, and considers it, and then does the same again. 
 
Manifesto: “Frank Gehry: I have an Idea” Vimeo. https://vimeo.com/234301243 
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You may want to extend your research by finding out about other spatial 
designers and artists who use models, or modelling, in playful ways as part of 
their design process. One example is the artist Olafur Eliasson who creates 
installations that sometimes inhabit space - but also installations that define and 
enclose space. 
 

 

Olafur Eliasson, In Real Life exhibition. Tate Modern, London (2019)  
Image courtesy of the course developer. 

 
And there are many, many others who use model making as an integral part of 
exploring throughout their creative design process. 
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“I take pieces of card and hold them together, reconfigure, cut, pin, 
add, fold, subtract, assemble, carve, disassemble, reassemble. In each 
case the hand thinks. Sometimes there’s a mistake. One sketch elides 
with another to create something unexpected. A broken model 
suggests a new spatial arrangement. Accidents are part of the 
process. 

This is why we make models. Making by hand explores thoughts that 
are unpremeditated, pre-verbal, non-linear.” 

Why make models? Architects Journal, 22/01/2016. Gavin Henderson,  
Stanton Williams Architects 

 

Document your findings and reflections in your learning log. 

The Double Diamond Design Process 

We have already explored the idea that there are many ways of creating a design 
process. Whilst you develop as a designer you will figure out and refine your own 
ways of working, but as a starting point we will look at an established design 
process to gain an understanding of the different parts and methods used, and 
how they can relate to, and have a bearing on each other. 
 
A creative process describes the ways in which you initiate and develop your 
creative ideas. 
 
While this process can have many universal elements, it also differs from 
individual to individual and through different kinds of design practice. 
Understanding how this process works for you is useful in terms of being able to 
articulate how you work for potential clients, recognising its potential and 
limitations, and opening up the opportunity to adapt your approach for different 
kinds of projects. 
 
Recognising the similarity in creative approaches between different disciplines, 
the Design Council developed a ‘Double Diamond’ model that visualises the ways 
in which designers problem-solve. 
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Double Diamond diagram. Image courtesy of the course developer. 
 
Starting from the fixed point of the problem, designers broaden their approach 
through a Discovery phase of analysis and research. Having broadened their 
understanding of the problem, the next phase is to Define the area they are 
focusing on, bringing the process back to a Definition of the problem or the 
writing of a design brief. The same movement of divergent and convergent 
thinking starts again by developing potential solutions before focusing back on a 
solution (the Delivery). 
 
Mat Hunter, Chief Design Officer at the Design Council 2010-2015, explains that: 
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“In all creative processes a number of possible ideas are created 
(‘divergent thinking’) before refining and narrowing down to the best 
idea (‘convergent thinking’), and this can be represented by a diamond 
shape. But the Double Diamond indicates that this happens twice – 
once to confirm the problem definition and once to create the 
solution. 

One of the greatest mistakes is to omit the left-hand diamond and end 
up solving the wrong problem.” 

It’s worth remembering that not all creative processes are problem-orientated. 
You may want to develop a narrative, explore a set of ideas in a more 
open-ended way, engage an audience or simply don’t have a problem that needs 
resolving. Nevertheless, there is something in the Design Council’s visualisation 
of divergent and convergent thinking that is useful to any design practice. Like 
most creative processes, this diagram should be seen as iterative, so that the 
final conclusion could potentially be fed back into the process as a new problem 
that needs solving. Each of these stages will have a slightly different tool kit, 
depending on how you like to work, but they should all be rooted in a hands-on 
visual approach through which you make and develop your work. 

Exercise 6: Discover 
The aim of this exercise is to dispel the notion that you cannot make a space - or 
communicate it - in an effective three-dimensional way. 
 
Some people may feel that they cannot draw well - or successfully, or that they 
cannot make models. You should always try to remember that the drawing or 
model is simply a means of communicating your idea, object or space. Your 
drawing or model does not need to be ‘perfect’ but it does need to explain what 
your intentions about that idea, object or space are. You are going to explore 
your own creative process through playing and modelling - in order to analyse 
(Discover) an object. 
 
You will examine the size, shape and materiality of the original object; and then 
remake it several times. 
 
Method: Choose one of the objects from the previous Person-Space-Context 
exercises. 
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It can be the one that you examined in Context – or one of the others that you 
have not looked at in such depth yet. 
 
Using Frank Gehry’s ideas of playing through modelling - remake your object 
using a different material. Pay attention to the detail, size, shape and scale of 
your object - how can you communicate these effectively whilst using a different 
material? 
 
Once you have done this, do it again. 
 
Continue to re-make and refine your model/object creating a series of small 
rough models. Try to work quickly, and not be too precise. 
 
The point of the exercise is to produce a series of models that are like the quick 
drawn sketches that you made in Exercise 3. They do not need to be overly neat, 
but they do need to express what you have observed about the original object 
and the space it makes. 
 
If your object is small you may find it easier to make the models at a larger scale 
– this is fine but remember that you must still be able to recognise the original 
(object) idea throughout the development of the new models. 
 
Think about the materiality of what you are modelling. Think also about the 
space that your object can contain. 
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Assignment 1: The double diamond 
design process  

Discover and define: Your client, and the space that 
they need 
 
Make an illustrated narrative presentation of the exercises explored throughout 
Part 1. 
 
You are telling the Story of your creative process - starting with the ordering of 
your own sequence of (design) events in Exercise 1,  identifying your own design 
process. Then, focussing on the brief or requirement of House or Home, Abode 
or Dwelling, from exercise 2 work through your exploration of iterative process in 
your 2D and 3D sketches, and conclude your work by choosing a final 
presentation piece. 
 
A narrative presentation should present a story from start to finish and can take 
several forms, depending on how you want to approach the assignment. For 
example, you may want to use a PDF document, a powerpoint presentation, or a 
short piece of moving image. You can combine images or video with text or 
audio. For example, by having a presentation that shows images with a voice 
over or captions, or combining video of your model within your presentation. 
 

Your final presentation piece should draw on the work done in the 
Person-Space-Context exercises. 
 
Find a figure to illustrate the character that you defined in Exercise 5a. You can 
use a found figure (Lego, PlayMobile, a doll, teddy or toy etc.) that approximates 
to a human form, or make a new model figure if you prefer. 
 
Take one of the iterative sketch models from Exercise 6 and use this as your 
defined space or object (remember that the size of your model will have a 
bearing on the figure that you choose and vice versa.). 
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Locate your model in a setting (context or site) and take photographs of the 
whole ensemble (person, space and context) to illustrate your understanding of 
House, Home, Abode or Dwelling defined in Exercise 1. 
 
Document your illustrated Story in the manner of your choosing to become your 
final presentation piece. Reflect on the skills you have learnt in Part 1 and 
conclude your story with this final chapter in your learning journey. 
Upload the completed narrative presentation to your learning log. 
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