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Utilizing the resources provided as a guide 
define/frame/shape your essential creative 
vision/principles/convictions and ultimately 
communicate why you are a designer and 
what you stand for... personal design 
manifesto  

100 words minimum / 500 words maximum. 

WRITING COMPONENT

3



Based on what you construct in terms of the 
written framework, develop a corresponding 
design project that actively translates and 
transforms your beliefs into a artifact that 
visually reflects/illustrates the words. This new 
work will be digital, static or dynamic, it 
should be experiential, consider sound, 
animation, think about how you can 
engage the viewers senses. This will be 
installed on our online web-based exhibition.  

VISUAL ARTIFACT
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1. Final version of your written Manifesto  

2. Design Artifact Prototype:  

• a)  Concept of your artifact in detail including all components prototype.  

• b)  Wireframe sketches and user interface layouts.  

• c)  If your project contains animation; storyboards complete with all narrative 
included.  

• d)  If your project includes AI; storyboards complete with all narrative included.  

• d)  Sound file of your manifesto narriation complete.  

• e)  Music/noise file if using complete.  

3. Final Capstone Exhibit Website Presentation  

• a)  Each Student will have a webpage for your artifact to live within at the 
Capstone Online Exhibition. you will have a secondary page for your process work 
to be showcased.  

• b)  Be sure to consider all your design choices to work within the showcase 
branding as well as the unique design of your Manifesto.  
c)  Use all your senses in this designed online experience.  

4. Production Schedule  

Include a production schedule for your project

FINAL CONCEPT 
PRESENTATION
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WRITING THE MANIFESTO
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MANIFESTO DRAFTS  
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MANIFESTO DRAFTS  
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MANIFESTO DRAFTS  
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MANIFESTO DRAFTS  
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I’ve always loved brainteasers. Brainteasers are easy.  

That’s not true at all. They’re not easy, but they are simple. Brainteasers have established rules and 
specific pieces that lead to the solution of the problem they pose. They provide a practice field for 
testing your wit and keeping catalogue of solutions with the comfort of knowing that there is a right 
answer. They’re not just time-wasters, they’re lessons.  

They teach me to face trial and error head on, challenging me not to succumb to shortcuts, but to 
have the grit to see the problem through to the end.  

They teach me to roll with the punches, meet deadlines, and work in the present without forgetting to 
anticipate how I’ll effect the future.  

They teach me to cherish the things that make each situation different, and to use those very 
differences to work towards even stronger solutions.  

They teach me to be patient and adapt, even when the outcome is uncertain, and to know when I 
am the only person standing in my own way.  

They teach me to analyze obstacles, consider roadblocks, and calculate outcomes without losing 
sight of the fun that I should be having.  

They teach me to go after those glimpses of seemingly unattainable goals knowing that I have all of 
the pieces to complete the journey there.  

So, I treat every day like a brainteaser. My regular roadblocks are a lot like puzzles, and puzzles can be 
solved if I am patient and persistent enough. I may not know the exact outcome or even the next 
step, but I will eventually. I can learn from my missteps and work with the curveballs having the 
confidence that I can get to the end,  

Because it’s just brainteasers, and I can figure it out. 

FINAL MANIFESTO



ARTIFACT IDEATION
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From the start, I had the idea that I wanted to have those interacting with my manifesto to be able 
to play games alongside reading. This was going to require me to mesh together a few design 
practices, but most importantly- coding. I had some experience in a basic HTML/CSS course, but I 
hadn’t ever learned Javascript, so this project would require me to do a bit of crash coursing on 
the topic.  

I started the process by trying to figure out roughly what games it was I wanted to code, and then 
scoured the internet for tutorials on those ideas. This required me to do some tutorials here and 
there to gauge if something was customizable enough for me, or worked in the way I wanted to, 
and then I could make more solid decisions from there. 

After nailing down some basics, like wanting a card game and pentominoes, I was able to start 
moving towards the design process, but the ideation followed along, as a lot of tweaks and 
changes had to be make to make sure the pieces would be compatible with Squarespace, and 
wouldn’t effect other student’s pages.

IDEATION PROCESS
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IDEATION PROCESS
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Html images of practice 

PRACTICE CODING



Html images of practice 

PRACTICE CODING

Html images of practice 
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By the end of this coding journey I had decided on four games, 

• An altered version of pentominoes 

• An edited down version of set 

• A version of marble or peg solitaire 

• A slider image 

As the process continued, the first two would stay as is, the third would become peg solitaire, 
and the fourth became a “fill in the missing letter” puzzle, as I was having difficulty customizing 
and embedding the code for the slide game into Square space right off the bat.

IDEATION FINALIZED (ISH)
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CREATIVE BRIEF
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MANIFESTO IDENTITY DESIGN
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FINDING A PALETTE

IDENTITY DESIGN

#76A154 #007BB8 

#E05852 #FF9622 #FFC214 #C1C9D3 
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ITC AVANT GARDE GOTHIC PRO 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

1234567890 

AMERICAINE 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

1234567890 

OSWALD 
ABCDEFGHIJKLMNOPQRSTUVWXYZ 
abcdefghijklmnopqrstuvwxyz 
1234567890

IDENTITY DESIGN
TYPE STUDY

OPEN SANS 
ABCDEFGHIJKLMNOPQRSTUVWXYZ 
abcdefghijklmnopqrstuvwxyz 
1234567890 

RALEWAY 

ABCDEFGHIJKLMNOPQRSTUVWXYZ 

abcdefghijklmnopqrstuvwxyz 

1234567890 

MONTSERRAT 
ABCDEFGHIJKLMNOPQRSTUVWXYZ 
abcdefghijklmnopqrstuvwxyz 
1234567890

I wanted the type in my project 
to feel like my handwriting. I 
didn’t necessarily want to have 
handwritten elements, but I am 
quite infamous for very big and 
all-caps penmanship, and I 
wanted a font that emulated 
that same energy. 

I went with ITC Avant Garde 
Gothic Pro
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ARTIFACT DESIGN PROCESS
3D PROCESSES
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Modeling my pieces

The first step I needed to complete in my design 
process was modeling. I wanted to show off my 
fabrication skills alongside my graphic design 
skills, and while I didn’t have studio access at 
the time- I knew if I built models I could have 
them printed and shipped to me. This would 
also allow for me to have them printed in a 
much more fine material than what’s available 
at the school labs and would reduce the 
amount of variability in my post-processing. I 
chose to model them off the measurements of 
pieces I already had, adjusting them just slightly 
to better fit my board (I should get to use my 
manifesto pieces too!)

3D PROCESSES
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3D PROCESSES
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3D PROCESSES
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3D PROCESSES

I received my pieces about three weeks 
after they’d been sent out and when I got 
them they were in great condition. There 
was a few little rough spots to VERY finely 
sand, but largely they were ready to go. I 
washed the pieces off to remove any 
residue or dirt that may have gotten on 
them, primed them, and painted them to 
follow the four main colors of my palette. 
After which I photographed each piece in 
my mini Lightbox so that I could pull them 
from their background and color correct 
them to the digital colors to use in the code.

Post-process and photography



Modeling mock-ups

I wasn’t done with modeling after the 
puzzle pieces. While I didn’t really have the 
access needed to create a lot of 
fabricated elements, I did have the skill set 
to model them. I used Rhinoceros and 
KeyShot back and forth to create the 
mock-ups for all of the game boards. Since 
the pieces would be dimensional, I wanted 
the boards to be too.

3D PROCESSES
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3D PROCESSES



3D PROCESSES
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3D PROCESSES
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3D PROCESSES
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ARTIFACT DESIGN PROCESS
2D PROCESSES
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CARD DECK

Another piece that would need time to be 
produced and shipped was the playing 
cards. The game I wanted to base mine off 
of has a deck of 81 cards, essentially three 
shapes in three colors and three shadings 
with a one, two, and three card. A big 
complaint with the original version is that the 
red, green, and purple color scheme is not 
color-blind friendly, so I was excited to use 
the pallets I had, which would include red, 
blue, and yellow- which is a much more 
universal shade range. I also chose to simplify 
the shapes to better match my other games.

2D DESIGN
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CARD DECK

Once these were shipped, they went 
through the same process as the earlier 
pieces. They were photographed in my 
little lightbox, and then moved onto my 
computer to be color corrected and 
removed from their backgrounds. 

2D DESIGN



CREATING LABELS

After my models were built, they needed 
the visual identity elements applied. I’d 
decided the general layout of my site by 
this point, and knew that I wanted to 
incoorporate pieces of the manifesto into 
my banners. The banners drew inspiration 
from game instructions. I added a few 
essentials to game night— a few pencils, 
an eraser, and stray puzzle pieces to make 
sure the look and feel of the page didn’t 
get too clean to be believable. 

RENDERING
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RENDERING: ILLUSTRATOR
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RENDERING: INITIAL KEYSHOT
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RENDERING: INITIAL KEYSHOT
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RENDERING: FINAL KEYSHOT
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RENDERING: FINAL KEYSHOT
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RENDERING: FINAL KEYSHOT
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WEB & LAYOUT
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WIREFRAMING

Before I was event too far into either 2d or 
3d processes, I worked on my wire framing. 
It was hung up on my closet door, so I was 
able to walk up to it and edit and change 
it around as I worked. This was my guide to 
the layout even more so than the nicer 
digital mock up I made later on.

2D DESIGN
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WEB DESIGN
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WEB DESIGN
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CODING

I actually ended up using a pretty basic bit 
of java to code most of the site. 
Squarespace is compatible with Java, but 
as I am a relative beginner, I was struggling 
to get a lot of stuff to work, so I opted for 
what I could get working and tried to mold 
it into as many forms as I could. This little bit 
of code (and some extra bit of finessing) 
allows user to click and drag and place 
objects anywhere within its Squarespace 
box, allowing for the user to play with easy 
controls and their own pacing.

WEB DESIGN
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WEB DESIGN
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WEB DESIGN
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WEB DESIGN
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WEB DESIGN
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FINAL PROTOTYPE
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I am so, so happy with how this project turned out. Of course it would’ve been nice to have this 
show in person, and to have had the ability to make all of these things physically, but on the other 
hand, I had the opportunity to work on skills like JavaScript and 3D modeling that I wouldn’t get to 
use much under normal circumstances. I encountered a half-dozen twists and turns while working 
(but let’s be honest who didn’t), but that ability to jump right back and not get discouraged was 
critical. I am so pleased with what I learned from this project, and I am a little bit sad to finally have 
it out there. My last big DVC project out there all on her own- they grow up so fast! Of course I 
could sit here and nit pick and contemplate what I might’ve changed forever, but where’s the fun 
in that? I am very proud of my little project, and I am so happy to see it out there! 

I want to thank my all my professors, especially Amy and Wes for putting up with us during this 
crazy past year. I want to thank my grandparents and my parents for helping me get through 
school (and for listening to me complain about school). And lastly my lovely friends and roommate 
who’s poor, poor souls had to suffer through me shoving my designs in their face at all hours of the 
day asking for critique these last four years. I am very grateful to have the support of all of you!

REFLECTION
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