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Week 1 is where I explored my op-
tions for my self-iniated brief. I per-
sonally found that creating a project 
plan for these four weeks helped me 
ensure I met my objectives, aims and 
relevant for my audience.

Looking at this brief now, I realise the 
gender didn’t matter for my audience; 
if will consider if that is really neces-
sary going forward.

Subject

https://jesswhatley.design.blog/week-1-2/3/


Week 2 allowed experimentation with 
my brief; I knew I was going to make 
the text fundamentally important as 
the brief covered ethical subjects 
therefore I applied it strategically into 
the five mock-up experiments. 

I pushed myself to do different styles; 
some digital, some editorial, some 
illustration, as I really wanted to ex-
plore the different moods that could 
be created from visual language. My 
audience needed to be able to re-
cieve the appropriate content for the 
subject of smartphones and mining.

I also wanted a bit of light-hearted-
ness in this project, which I think was 
effective in the outcome due to the 
clever play on words.

Prototypes

https://jesswhatley.design.blog/week-2-3/5/


Week 3 encouraged me to utilise pri-
mary resources and to not overthink 
my ideas. This worked wonders as I 
just had fun playing with witty Mineral 
puns and editing some photography 
of my Fluorite collection. I was also 
able to play around with scale in rela-
tion to the project brief and message. 

This resulted in the Fluorite being 
used as a clipping mask for the 
t-shirt texts. which is visually fitting 
for the brief of exploring minerals in 
smartphones.

Scale

https://jesswhatley.design.blog/week-3-7/3/


Editorial “Why smartphones are not sustainable”

https://jesswhatley.design.blog/week-4-3/3/






The editorial I have developed involved approaching the research in a way that was different 
to what I normally do. I identified early on that my subject was going to be surrounding ethical 
standards, and instead of putting images in first and then text, I did text first and then image. 
This was a learning curve for me as I now understand how sensitive media (image and video) 
can be to accompany text; it has to be really precise and considerate to the audience. 

A beneficial part of my process was creating the five prototypes in week 2. As it was such a 
short project, this really encouraged my creativity and just to let ideas flow without overthink-
ing. As a result, I amalgamated the two concepts I created as I felt they suited the purpose 
well when put combined. Had I not had the opportunity to complete the five prototypes in 
week 2, I don’t think I would have combined charity t-shirts with my editorial concept.

The main consideration in this project is my audience and how they react to it. I tried to bring 
home the narrative without being too overwhelming, as I had to consider everybody personal-
ly; we are not all the same. Many people find slavery and child labour sensitive topics and this 
editorial was a test to bring back in what I have learnt in my experience as a designer so far. 
Considerations such as knowing when to introduce with gentle typography (an opening state-
ment), and when to make it bold (proposing a question). 

I have surprised myself with this project, considering I had picked something that wasn’t in 
my comfort zone (the ethical side, not the Minerals). As a designer I tend to sway away from 
political context and so this was really great practise for me - I strongly believe as graphic 
designers we need to be aware and interpret what is going on in the world around us. This 
project has helped with that.

To be critical, there are different ways I would have liked to have pushed the project further. 
One is to bring in more colour, and be braver with how I present text. Number two is to not be 
afraid to record processes even if I think they’re unsuccessful. The perfectionist in me finds 
it hard to document failures. I think there are less than normal because this project was re-
search heavy. Overall, I am pleased with the outcome for a short four week project and have 
learnt something new.

Critical evaluation

https://jesswhatley.design.blog/week-4-3/3/
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Mental health
In week 5 I researched current arte-
facts on the market targeted at those 
who suffer with issues relating to 
mental health and wellbeing. Three 
examples I found were: Nest (John 
Lewis), Morrama’s Smarter Phone 
and Mindnosis. Looking at work that 
is made to target an audience who 
struggle with their mental health, 
helped me to understand my audi-
ence and the problem for my project. 

Statistics from Mentally Healthy and 
HR Zone really put the problem into 
perspective, and I wanted to create a 
toolkit to target this issue.

https://jesswhatley.design.blog/week-5-3/3/
https://jesswhatley.design.blog/week-5-3/3/


Current trends
Creating my brief in week 6 identified 
my audience and my solution. During 
the module, I went up to week 8 aim-
ing to create a project for ‘creatives’ 
and quickly realised I couldn’t get my 
solution refined enough due to such 
a large audience and varying factors. 
I went back to week 6 and focused 
my audience as ‘graphic designers’, 
and looked at specific problems in 
the industry (such as long hours and 
high screen time).

I needed to explore current craft 
trends to see what is popular from a 
graphic design perspective. Projects 
from graphic design studios (SPIN 
studio) and campaigns (WeTransfer) 
addressed the beauty of experimen-
tation. 
 
Areas highlighted in week 7 through 
research were social media challeng-
es, collage/printmaking and typog-
raphy. I wanted this research to feed 
back into the final workshop artefact.

“How can the use of analogue 
tools improve a graphic de-
signer’s health and wellbeing?”

https://jesswhatley.design.blog/week-6-7/4/
https://jesswhatley.design.blog/week-6-7/4/
https://jesswhatley.design.blog/week-6-7/4/
https://jesswhatley.design.blog/week-7-5/3/
https://jesswhatley.design.blog/week-7-5/3/
https://jesswhatley.design.blog/week-7-5/3/
https://jesswhatley.design.blog/week-7-5/3/


Concepts
Week 8 led me to develop three con-
cepts, and analysing these based on 
their format, functionality, and cost.

I identified that the business cards 
format would be better suited for 
individual use, not a workshop envi-
ronment. A large workshop stationery 
box could be costly and wasteful in 
to the environment.

This left me with the individual bro-
chure concept, which ticked all the 
boxes. It was transportable, recycla-
ble, and cost effective.

https://jesswhatley.design.blog/week-8-3/3/


Craft
Experimentation during week 9 
formed the basis for my brochure 
identity. In the workshop, I wanted 
experimentation to be encouraged 
and taught that it is acceptable to 
make mistakes. It’s part of the pro-
cess as a graphic designer. 

The best way for me to put myself 
into the audience’s shoes for my 
project was to partake in the activity 
I had designed. I printed out my first 
brochure layout and manipulated it. I 
cut and ripped it up, and glued ran-
domly to paper to create the word 
‘Activity’. Scanning it in created more 
interesting outcomes, further devel-
oping what I had created. 

This was successful as the message 
that this workshop should encour-
age craft, and stepping away from 
the screen, is clear through the bro-
chure’s identity.

https://jesswhatley.design.blog/week-9-3/5/


Colour
Further experimentation in week 9  
resulted in a colour theme being 
finalised. The brochure needed to be 
suitable for a creative environment. 
Through colour psychology I noted 
that:
Orange = Energetic, enthusiastic, 
stimulation. Yellow = Liveliness, opti-
mism, happiness, attention. Violet = 
Wisdom, truth, prosperity, sophistica-
tion.

These three colours form my palette, 
and I was pleased with the outcome 
as these colours portray the energy I 
want associated with the workshop. 
However I wasn’t satisfied with my 
outcome as it became too ‘digital’ 
and not hand crafted.

What was also successful is the 
‘tear-out’ page design, which makes 
the functionality easier for workshop 
attendees.

https://jesswhatley.design.blog/week-9-3/7/
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Cover and type
Jumping back into craft and away 
from the screen, I created more 
experiments using my manipulated 
paper in week 10.

I think this experiment was success-
ful, as the creative message is effec-
tive. The hand is a tool in this work-
shop; designers will be encouraged 
in all activities to leave their computer 
mouse behind and use their hands to 
hold stationery, paper and this bro-
chure. It is fingers that enable us to 
craft. I selected this as my brochure 
cover as I felt the message worked 
well.

In addition, I created a hand writ-
ten typeface. This highlights that 
hand-crafted, raw, imperfect identity I 
want throughout the brochure.

https://jesswhatley.design.blog/week-10-3/4/


For week 10 I printed out the design I 
had developed. I used it as a canvas 
to write on, for any adjustments and 
areas for improvement.

This was a fundamental step in my 
brochure design process as I identi-
fied through feedback, that the layout 
impacted the reverse page when cut 
out. I was able to visualise what lay-
out would alternatively work best and 
draw on the page.

One of the reasons this step was 
so important is because it is what 
graphic designers do on a daily basis 
in projects, and in doing so they cre-
ate more informed outcomes. It’s the 
basic principle of design practice.

Mock-up

https://jesswhatley.design.blog/week-10-3/5/


For week 11’s development, I want-
ed to utilise my hand-drawn scribbles 
and amendment mark-ups scanned 
in from the mock-up. This added 
further details which hinted at jotting 
down creative thoughts, doodles and 
anything that relates to each activity 
challenge.

The colour scheme has been applied 
to the text, along with educational 
information about typefaces that 
are part of the activities. I needed 
this journal to be an educational 
tool alongside being a document for 
graphic design development.

Crafted details

https://jesswhatley.design.blog/week-11-3/4/


Graphic design workshop brochure

https://jesswhatley.design.blog/week-11-3/5/








Opportunity
To finalise my project in week 11, I 
wrote a SWOT analysis. I identified 
an opportunity to develop an app 
(mock-up) and create a community 
of graphic designers after attending 
my workshop.

The brochure would be kept after the 
course and could even become an 
ongoing journal, therefore wouldn’t 
it be great if there was an app where 
progress could be shared with other 
graphic designers? 

I think this is a succesful design, 
solely on the idea that this app con-
cept could continually expand, and 
offer various ways that a community 
could be developed.

https://jesswhatley.design.blog/week-11-3/6/
https://jesswhatley.design.blog/week-11-3/5/
http://SWOT analysis
https://jesswhatley.design.blog/week-11-3/6/
https://jesswhatley.design.blog/week-11-3/6/


The workshop brochure I have developed went through a design process that involved craft 
to enhance its identity and meaning. When beginning the project, I hit a wall. I had researched 
my audience which was really broad as ‘creatives’ in general, but soon realised I needed to 
define the audience to ‘graphic designers’. By simply identifying the core issues that graphic 
designers face nowadays through statistics and research, I knew I needed to develop an ana-
logue toolkit that would enable graphic designers to step away from the screen and fall back 
in love with hands on craft and creativity.

A beneficial part of my research was exploring current trends in the creative world such as 
journals, social media challenges, already existing workshops and studio projects in the 
graphic design industry. This has helped me conclude the identity of the brochure and how 
it will be designed. In order to encourage the hands-on craft, the brochure has been made 
suitable for manipulation, where the designers can tear-out pages and cut up, rip or scan in 
pages to achieve different outcomes. The workshop brochure needed to be fluid in its design 
so it would enable creativity to flow; with hints at quick scribbles, and sketches using mixed 
media to spark ideas for the activities. 

The main element behind this workshop brochure is that it actively encourages mistakes and 
more importantly, experimentation. Graphic designers need to branch out and expand their 
ideas during the development process in projects in order to get from one destination to the 
other. Without taking these steps, their outcome risks being un-informed and not on brief, 
as they haven’t explored all of the possibilities. This is subtly also introducing the delegates 
to the basic elements of design practice and in order for projects to be successful, graphic 
designers need to consistently re-evaluate and develop their ideas.

I have really enjoyed developing this project. I believe the outcome is successful in that it 
could just keep expanding. There never really seemed to be a time to “finish” as the concept 
was so open to experimentation and development - this is exactly what I wanted. This could 
definitely be a project I continue with in future as a self-initiated project. Being critical, I would 
have loved to do more hands-on experiments, and participated in more of the activities. It 
could be interesting to see how they will influence the identity further, and activities. I actually 
think running the workshop would be fantastic, to review the content and its success.

Critical evaluation

https://jesswhatley.design.blog/week-12-2/2/

