
THE WORK OF

Adam’s Students



STUDENT WORK

Design Journals
Term: Summer 2018  
Course: Graphics, Interaction & Architecture
Role: Instructor of Record & Curriculum Developer 
Skills Taught: Thumbnail Sketching, Composition

Daily drawing, writing and compositions were 

an integral part of my Graphics, Interaction & 
Architecture class. Students were given an empty, 
unruled notebook at the beginning of this course,  
and each day asked to respond to 1-2 prompts.

Examples:

• Create a composition that represents you, your 
passions, your goals, and/or a favorite thing. 
Use a 2-page spread.

• Create a balanced composition / 
advertisement for this class using: 1 or more 
of the letterforms you photographed in a 
large scale, 1-3 colors (consider analogous, 
complimentary, etc), 1 or more shapes. Use a 
2-page spread.  

• Write 1 or more paragraphs reflecting on the 
first week. Which periods in design history are 
most interesting to you? Who/which firm is a 
new favorite designer? Have you changed your 
mind about anything since the week started?

• Write a list of building types, architectural 
styles, etc… that you’d like to learn about 
during this weekDraw 10 thumbnail sketches of 
images you took with your phone’s camera on 
our walking tour of Sacramento last week.

• Draw an object you see (can go outside); 
Shrink it and make a symmetrical pattern with 
it; Zoom into the object—draw a detail of it 
enlarged; Draw it from a different perspective.

• Create a composition using images and text 
clippings from Architectural Record magazines 
from the 1940s-1970s.



STUDENT WORK

Historic 
Typography 
Studies - Stamp 
Carving
Term: Fall 2017 & Fall 2018  
Course: History of Visual Communication
Role: Teaching Assistant 
Skills Taught: Stamp Carving



STUDENT WORK

Historic 
Typography 
Studies - 
Calligraphy
Term: Fall 2017 & Fall 2018  
Course: History of Visual Communication
Role: Teaching Assistant 
Skills Taught: Calligraphy



STUDENT WORK

Creating Narrative 
Environments
Term: Fall 2017  
Course: Narrative Environments Workshop
Role: Instructor 
Skills Taught: Exhibition Design

I led this workshop in the Fall of 2017 to teach 
graduate students in the Department of Design 
at UC Davis about how to create a narrative 
environment. I presented about different 
methodologies, incuding how to translate 2-d ideas 
into 3-d spaces, scale, hierarchy, sight-lines, color, 
and typography.

Participants worked in pairs to then plan out 
the elements of a brand new imagined narrative 
environment using topics chosen at random. I gave 
them the floorplan of the UC Davis Design Museum 
and let them get to work imagining the different 
components of their spaces.

We ended the session with a critique session. 



STUDENT WORK

Model Making - 
Chipboard Models
Term: Summer 2018  
Course: Graphics, Interaction & Architecture
Role: Instructor of Record & Curriculum Developer 
Skills Taught: Analog Modeling

During the 3rd segment of the Graphics, Interaction 
& Architecture course, we began by taking an 
information gathering fieldtrip, observing details 
of architecture and the built environment from 
new perspectives. Thereafter, I gave several short 
lectures about the history, methods, materials, and 
critique of architecture. I invited two guest lectures 
for the students: a licensed architect from a firm I 
used to work for and an architectural historian who 
is a faculty member at UC Davis. 

Students had the opportunity to learn about rapid 
prototyping; quickly iterating architectural forms 
using simple materials like chipboard, paper and 
glue. After they had mastered this skill, we moved 
into the digital space with sample projects using 
SketchUp and Revit. 



STUDENT WORK

Model Making - 
3D Modeling
Term: Summer 2018  
Course: Graphics, Interaction & Architecture
Role: Instructor of Record & Curriculum Developer 
Skills Taught: Revit, Sketchup

During the 3rd segment of the Graphics, Interaction 
& Architecture course, we began by taking an 
information gathering fieldtrip, observing details 
of architecture and the built environment from 
new perspectives. Thereafter, I gave several short 
lectures about the history, methods, materials, and 
critique of architecture. I invited two guest lectures 
for the students: a licensed architect from a firm I 
used to work for and an architectural historian who 
is a faculty member at UC Davis. 

Students had the opportunity to learn about rapid 
prototyping; quickly iterating architectural forms 
using simple materials like chipboard, paper and 
glue. After they had mastered this skill, we moved 
into the digital space with sample projects using 
SketchUp and Revit. 



STUDENT WORK

Letterform Studies
Term: Winter 2018  
Course: Letterforms & Typography
Role: Teaching Assistant 
Skills Taught: Typography, Type Terminology, 
Composition

This project required the close examination of 
the form and function of letterforms. Students 
were asked to investigate the unique visual 
characteristics of a specific typeface and the 
aspects of composition — including juxtaposition, 
contrast, form / counterform, symmetry, rhythm, 
implied connection, and balance. 

The goal was to create strong visual and thematic 
relations. Students began by studying, tracing, 
magnifying, and cropping each letterform to a 
fraction of their original size within a square format. 
Letters needed to remain recognizable as A’s, B’s, 
C’s, etc. 

Students were asked to study the character of the 
positive and negative forms within each letter. And 
to select a series of 4 individual cropped letterforms 
and arrange them into a  grid composition.
 
The following pages have examples of the 
preliminary work that students did to start 
understanding the elements of letterforms. 

THUMBNAIL
SKETCHES

Second Iteration

1st Set of 
Compositions
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STUDENT WORK

Poster Design
Term: Summer 2018  
Course: Graphics, Interaction & Architecture
Role: Instructor of Record & Curriculum Developer 
Skills Taught: Photoshop, Illustrator, InDesign, 
Composition, Hierarchy

Students designed a poster to advertise the 
class they were taking: Graphics, Interaction & 
Architecture. They were challenged to consider 
hierarchy, typography, color, shapes, and images. 
They began by drawing thumbnail sketches in 
their design journals and we would discuss as 
a class what was successful and what needed 
improvement. 
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STUDENT WORK

Book Design - 
Cover
Term: Winter 2018  
Course: Letterforms & Typography
Role: Teaching Assistant 
Skills Taught: InDesign, Balance, Layout

Students were challenged to use their new skills 
in typography and grid system layout to create 
balanced compositions with the contents of Paul 
Rand’s: Design and the Play Instinct. They were 
given parameters to use only one font, and to only 
work in black, white, and one color. Otherwise they 
were free to choose the size of the book, number 
of pages, number of rows and columns, and any 
additional elements or motifs. 
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STUDENT WORK

Book Design - 
Interior Layout
Term: Winter 2018  
Course: Letterforms & Typography
Role: Teaching Assistant 
Skills Taught: InDesign, Balance, Layout

Students were challenged to use their new skills 
in typography and grid system layout to create 
balanced compositions with the contents of Paul 
Rand’s: Design and the Play Instinct. They were 
given parameters to use only one font, and to only 
work in black, white, and one color. Otherwise they 
were free to choose the size of the book, number 
of pages, number of rows and columns, and any 
additional elements or motifs. 
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To all the angels in the world.

Thank you for making the world more 
beautiful day by day.
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Copyright © 1965
by Paul Rand
All Rights Reserved

Book design 
by Vienna Li
UC Davis
Design 115
Helvetica Neue
11/16, 9/14, 8/13
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The crossword puzzle is a variation on the acrostic, a word 
game that has been around since Roman times. There 
have been many reasons given for the popularity of the 
game. One is that it fulfills the human urge to solve the 
unknown, another that it is orderly, a third that it represents, 
according to the puzzle editor of the New York Times, “a 
mental stimulation…and exercise in spelling and vocab-
ulary building.” 

6 But the play in such a game is limited           
to finding the exact word to fit a specific number of 
squares in a vertical and horizontal pattern. It allows for 
little imagination and no invention or aesthetic judgment, 
qualities to be found in abundance, for example, in the 
simple children’s game, the Tangram.

CROSSWORD
PUZZLE
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The Tangram is an ingenious little Chinese toy in which 
a square is divided into this configuration. It consists of 
seven pieces, called tans: five triangles, one square, and 
one rhombus. The rules are quite simple: rearrange to 
make any kind of figure or pattern.

Here is one possibility. Many design problems can be 
posed with this game in mind, the main principle to be 
learned being that of economy of means—making the 
most of the least. Further, the game helps to sharpen the 
powers of observation through the discovery of resem-
blances between geometric and natural forms. It helps 
the student to abstract: to see a triangle, for example, as 
a face, a tree, an eye, a nose, depending on the context 
in which the pieces are arranged. Such observation is 
essential in the study of visual symbols.

TANGRAM
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INTRODUCTION “I demand of art,” says Le Corbusier, “the role of the 
challenger... of play and interplay, play being the very 
manifestation of the spirit.”1

The absence in art of a well-formulated and system-
atized body of literature makes the problem of teaching 
a perplexing one. The subject is further complicated 
by the elusive and personal nature of art. Granted that 
a student’s ultimate success will depend largely on his 
natural talents, the problem still remains: how best to 
arouse his curiosity, hold his attention, and engage his 
creative faculties.

Through trial and error, I have found that the solution to 
this enigma rests, to a large extent, on two factors: the 
kind of problem chosen for study, and the way in which 
it is posed. I believe that if, in the statement of a problem, 
undue emphasis is placed on freedom and self-expres-
sion, the result is apt to be an indifferent student and a 
meaningless solution. Conversely, a problem with defined  
limits, with an implied or stated discipline (system of 
rules) that in turn is conducive to the instinct of play, will 
most likely yield an interested student and, very often, a 
meaningful and novel solution.

3

Similarly, there are badly stated problems in basic design 
that stress pure aesthetics and free expression without 
any restraints or practical goals. Such a problem may 
be posed in this fashion: arrange a group of geometric 
shapes in any manner you see fit, using any number of 
colors, to make a pleasing pattern. The results of such 
vagaries are sometimes pretty, but mostly meaningless 
or monotonous. The student has the illusion of creating 
great art in an atmosphere of freedom, when in fact he 
is handicapped by the absence of certain disciplines 
which would evoke ideas, make playing with those ideas 
possible, work absorbing, and results interesting.

The basic design problem, properly stated, is an effec-
tive vehicle for teaching the possibilities of relation-
ships: harmony, order, proportion, number, measure, 
rhythm, symmetry, contrast, color, texture, space. It is an 
equally effective means for exploring the use of unorth-
odox materials and for learning to work within specific 
limitations.

To insure that theoretical study does not end in a vacuum, 
practical applications of the basic principles gleaned 
from this exercise should be undertaken at the proper 
time (they may involve typography, photography, page 
layout, displays, symbols, etc.). 

The student learns to conceptualize, to associate, to 
make analogies; to see a sphere, for example, trans-
formed into an orange, or a button into a letter, or a group 
of letters into a broad picture. “The pupils,” says Alfred 
North Whitehead, “have got to be made to feel they are 
studying something, and are not merely executing intel-
lectual minuets.” 

4

If possible, teaching should alternate between theoret-
ical and practical problems, and between problems 
with tightly stated “rules” imposed by the teacher and 
problems with rules implied by the problem itself. But this 
can happen only after the student has been taught basic 
disciplines and their application. He then is able to invent 
his own system for “playing the game.” “A mind so disci-
plined should be both more abstract and more concrete. 
It has been trained in the comprehension of abstract 
thought and in the analysis of facts.” 

5

There are many ways in which the play-principle serves 
as a base for serious problem-solving, some of which are 
discussed here. These examples indicate, I believe, the 
nature of certain disciplines and may suggest the kind of 
problems which will be useful to the student as well as to 
the teacher of design.

Cubist Collage



STUDENT WORK

Interactive 
Installation - 
“Dear Past Self”
Term: Summer 2018  
Course: Graphics, Interaction & Architecture
Role: Instructor of Record & Curriculum Developer 
Skills Taught: Large-scale Installation, Prototyping

I lectured about large-scale and interactive 
installation projects from around the globe. For 
the final project, students were collectively tasked 
with determining the installation subject, location, 
materials and installation timeline. Together, they 
chose the theme of giving advice to your past self, 
and titled the installation Dear Past Self. 

Throughout this unit, the students learned how to 
prototype spatial ideas on both small and full-scale. 
The final installation was made on the UC Davis 
Quad and consisted of a taught rope tied between 
two trees, simple printed paper signs for the title of 
the project and instructions, and a series of printed 
prompts for visitors to respond to. The installation 
lasted four hours and received over 100 written 
responses from passersby. 


