
Key Learning Objectives: 
to refine your ability to 
conceive, plan and execute 
a self directed project & to 
explore an individual way of 
constructing design practice.
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You are expected to undertake your final year is a competent, mature and 
professional fashion. Of particular significance will be issues of – etiquette both in 
class and online, discipline in work and delivery commitments, engagement with 
the group, respect for the subjects you study and for the people you interact with. 

Learner centeredness is the principle of giving over to you responsibility 
for your performance and outcomes. The other individuals in your tute 
– your tutor and fellow students - are for you to engage with in a mature 
fashion to help and seek help from to improve your delivery of the project.

The fourth year is a liminal period, a transition period, that marks the point at 
which you stopped going into the space of others to learn their ways and focus 
upon delivering a project using all that you have learnt, skills and knowledge, 
through the three years. For three years the project and the way it was to be done 
was set by the tutor – as in the lower and upper pool studios. Some of you may 
even have done studio projects in other disciplines and in universities overseas. 
You have thus a breadth of exposure to both the meaning of design and to the 
way design projects are done. You are therefore at a place where you need space 
and time to construct what will be both your way of constructing the meaning of 
design and developing your practice, which is your way of doing a design project. 

You will be looking to the world beyond university to be strategic about the final 
project – for this project can potentially be your calling card as you go about seeking 
work opportunities and professional alliances. You may even mount your own 
individual exhibition or set up you website to advertise your practice. In countries like 
India, where companies come to campus to do recruitment and where pay packets are 
high for designers, this project is what allows graduating students entry into specific 
industry sectors. In Australia we have a slightly different situation – here you may need 
to construct your practice and drive work to it in a variety of different ways. In this 
situation two things become crucial: one, is how easily people looking for an expert like 
you can find you, and two, your ability to project yourself as an assured and competent 
practitioner. For example in the cloud – say Wordpress blog – it is crucial for your voice 
to communicate an assurance and wisdom in discussing issues. On the other hand on 
Blip TV, which is where artists put up their works, you will need to appear creative 
and interesting. Your fourth year and your studios thus become a sort of dressing 
room where you clean up your act and prepare to deliver a masterful performance.

In all this your tutor has a specific role to play – in one sense his task is to bring 
(educe) something out of you, something to the fore, something that he can see but 
you may not be able to see all that easily. He will say be honest with yourself – and 
conflate your dreams with your project. He will say you can do more and offer other 
such words of encouragement. He will also ask you to behave responsibly. You make 
his work easier by being there, and doing your thing in an open and engaged fashion.

On learner centeredness and 
fourth year



Typically the learning contract has to simulate a proposal of work that you may submit 
to a design consultancy or agency who may contract you to do a project for them. 

Through the development of the learning contract you will learn to develop a key 
component of design practice. This is the planning and communication of work 
involved in realizing a blue-sky project. A contract of this kind differs from a document 
that is developed when piecemeal work is subcontracted to you as in the instance of 
your having to do a CAD model of a rendering that is given to you. The reason for the 
difference is that blue-sky projects are projects where a problem has to be solved through 
the  development of a design scenario involving visual depictions and three dimensional 
demonstration. In blue sky projects the quest for the significant (wow) solution is a 
risky and often engrossing journey where time lines and outcomes can easily be way 
of the mark. The risk in doing contracted blue sky projects is here - when the client 
refuses to pay you because he/she is dissatisfied with the result. A way to deal with this 
economic risk is to keep channels of communication open and get sign-offs at defined 
stages. In short the solution is to do your project in the glass-box way, where like in an 
aquarium the others can see your work as it evolves and participate in it. This is the way 
of design these days and it is, more importantly, at the core of open source practice.

On contracts



Cloud Computing
Innovation is the key ability people look for in 
a designer. Innovation comes from a capacity 
for intellectual fearlessness where the ridiculous 
- both as humour and neglected ways - offers 
up potential for insights and innovations. 
In their turn the frontiers of design practice 
are characterized by designers exploiting 
opportunities such as the cloud for adding a 
spirit of aggression to practice. Writing is crucial 
tool for designers as is a complete familiarity 
with social and online media. In fact when 
ideas are aired they become open to comment 
and poor ideas get treated badly. The cloud has 
other benefits to offer such as giving voice to 
your practice and making you both reflective 
and bold. Performance in the cloud is a crucial 
requirement in studios and tutes I run.

Blackboard
You will treat Blackboard as both a Collaborative 
space and a place for submissions. Your work 
may need to be kept under wraps - while it is 
in process, and at this stage it is good for you 
to see the work of your colleagues and for you 
to show them your work. When I upload your 
documents for others in the tute group to see 
- blackboard becomes a collaborative space in 
the best traditions of co-design. All your work 
is to be submitted electronically to simulate 
current trans-national practice in design, and 
all your feedback will similarly come to you 
electronically from me - simulating the role of 
your client. Your performance in BB is a crucial 
component of your project.

Research
At the core of design is the person. A good 
design project is one which demonstrates a keen 
understanding of the person who will acquire, 
use and treasure the design. An understanding 
such as this is a search and hunt for insights 
into the way of people. A very large number 
of research tools and methods have been 
appropriated by design over the years and new 
methods are being tried out by designers as we 
speak. Your task will be to visualize the approach 
and research method for your project and to 
execute the research in a well-documented and 
analyzed fashion.

Design Process
There are three things you have to do in your 
project - do innovative research to come up 
with an insight, undertake design development 
resulting in a unique solution, and construct a 
communication package explaining the project 
in detail. For your clarification your can ask for 
information about the quantitative expectations 
for each of these work units. It is recommended 
that you complete your research for submission 
by May 2009.

Outcomes
A designed outcome has first got to be 
poetic. The engineering of a design and its 
manufacturability, the simulation of the design 
in 3D and CAD, the illustration of the idea in a 
well drawn sketch or illustration are all necessary. 
However these aspects of design are in a sense 
peripheral to the project - in some countries like 
China and India there is an industry that can 
be subcontracted to do all this work. Design is 
therefore those timeless attributes - the form, 
the meaning of design and its impact on society. 
Your project will progress in a stage wise manner 
with periodic submission events . You will have 
to develop this with due consideration to the 
semester calendar and the collective course 
schedule. In your schedule you will need to 
describe what each submission will contain as 
this is of relevance to the next item. Focussing 
upon the goals of your project – impact of your 
design or the awarding of prize in a  competition 
is recommended.

Penalty Clause
Contracts are a necessary part of a collective 
undertaking such as a project. They are drawn up 
to make the project run smoothly and to ensure 
that the collective team is not impacted by the 
performance of individuals. Most contracts 
have a clause where the failure to deliver on 
contractual obligations is discussed. In this 
section you will need to specify an automatic or 
negotiated penalty that you will incur each time 
you fail to deliver on the contracted work.

Learning Contract You are required to deliver a learning contract in week three. 
The learning contract is to be carefully drawn up and is a docu-
ment that sets out in detail the work you will undertake over 
the course of the year as part of your studio project - which will 
be done in the PreMajor and Major studio courses. Below you 
find the guidelines to help you draw up this document.

Grade and level of work
Most work may have rival bidders for the 
contract. The decision on awarding contract 
takes into consideration capability (track 
record), and level of engagement. Needless to 
say the work plan of the bidders will vary and 
this will impact upon the economic valuation of 
their bid. Often the lowest bidder fails to receive 
the contract – and this is due to the value-add 
in design that the winner demonstrates through 
their proposal. Therefore the level of work 
delivered is based upon individual capacity 
and approach. In this simulation of the project 
you are required to write down an alphabetical 
grade that you wish to aim for. This aim has to 
be reflected in the work-plan you draw up. You 
are allowed to renegotiate your grade at specific 
instances through the period of your project. 
An independent panel of peers reviewing your 
work at the end of the semesters will go through 
a process of validating your grade. You will be 
allowed to discuss with the panel and your tutor 
the final grade that will be awarded.


