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CRITICAL
INCIDENTS

1.1 Application of Colour

Ambrose & Harris (2010) reflect on colour as 
a powerful communication tool, and up until 
about week 10 was a principle of design I was 
yet to effectively engage with.

With colour being used to immediately 
communicate without the aid of words and 
pictures, I found myself prototyping using 
colours that didn’t necessarily reflect the 
‘natural’ concept that I wanted HAY YOU to 
stand for.

However, once I further started developing 
collateral I came to the realisation that it was 
important to deliver a flat, bold, simplistic 
style free of gradients to reflect HAY YOU as 
‘natural’ and therefore to illustrate the lifestyle 
of Australian Farmers and products produced 
by the brand, and without the use of green 
and blue in particular, I wouldn’t have been 
able to communicate the brand as a whole. 

Additionally, developing a ‘natural’ colour 
palette gave me room to create a clear and 
coherent design solution that visually and 
effectively translated across the layout and 
design elements of all collateral. It allowed 
me to determine the most suitable concept 
solution to enhance the overall brand identity 
and characteristics.

This is a critical incident because if I had 
not made the choice to develop a ‘natural’ 
colour palette I wouldn’t have successfully 
communicated the message that the brand 
portrays, and therefore it could potentially have 
been misinterpreted by consumers.

The documents I have developed are now to 
a professional standard, similar to what you 
would see in the industry. They are also more 
presentable in terms of delivery of my major 
work and exhibition for the grad show.
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1.2 Depth of Research/Concept 
Development

Stage 2 of the Ambrose and Harris (2010) design 
process defines how important research is in 
understanding the problems and constraints, 
effectively allowing for the development of 
more precise design solutions.

When undertaking this project I had my mind set 
on the visual rather than theoretical elements 
at early stages of the process, and this is 
where I became stuck. I was having mediocre 
ideas with little evidence to support them, and 
it resulted in me becoming rather distant and 
uninterested in the project. In wasn’t until my 
feedback between weeks 6 and 9 with Gregor 
and Angelina that I realised I needed to return 
to stage 2 of the design process to clarify how 
I was thinking, and what evidence I was going 
to use to support this.

Originally, I intended to work on a trademark 
branding system, but after consultation with 

Angelina we discovered one already existed  
as the ‘Australian Organic Certification’. This 
was a turning point, and critical incident in 
my project as it changed the direction of my 
project to a brand of genetically modified free 
products, and encouraged me to go back and 
research in more depth surrounding Australian 
products, and genetically modified organisms 
in Australia. I think this was a happy accident, 
as I became more engaged, connected 
and focused on the new approach, and the 
theoretical and conceptual development had 
more depth.

I believe this was extremely significant, as I 
therefore changed the direction of my project 
but still followed the original idea of promoting  
gmo free and supporting Australian Farmers. 
Its application to the design process made it 
extremely efficient and  established the overall 
backbone to this project.
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1.3 Articulating Design Project

The aspect of articulating and clearly 
representing what your project is about was 
challenging for me for the first half of the 
semester. Although I knew in my mind what 
I was trying to articulate and communicate 
through my project, it wasn’t as clear to Gregor 
or Angelina. They understood my concept 
of gmo but didn’t quite understand how I 
wanted to apply it. At first I thought it was just 
miscommunication but as I started refining and 
preparing for interim submissions I became 
aware of just how unestablished it actually 
was, and how early it could be for someone to 
misinterpret exactly what I wanted to achieve.

I originally intended not to take sides with 
supporting or not supporting genetically  

modified products, but after consulting with 
Angelina I decided to approach the project with 
a different purpose and side with genetically 
modified free to support Australian Farmers. 
I therefore, was able to continue to ideating, 
implementing and selecting aspects of my 
project that were and were not working with 
small guidance from Angelina and Gregor.

I believe this critical incident was significant 
as it made me realise a critical error that I had 
made by not writing down my proposed design 
concept, and therefore, this shaped the overall 
direction of my design project as I worked 
to create a brand that worked in supporting 
genetically modified free products. 
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2.1 Illustration Enhancing Brand 
Identity

A huge learning experience for me was how 
using illustrations can enhance a brands 
identity, and be used to communicate their 
purpose and values. I have never been great at 
drawing with my creations always conveying 
small amounts of details, but for this project 
I pushed myself out of my comfort zone in an 
attempt to alter the use of negative space and 
turn it into positive space. 

My style consists of bold and bright in order 
to make things fun, and remove negative 
connotations, and I believe illustrations 
successfully contributed to this. Designing a 
brand identity, and using an adaptive character 
illustration to communicate aspects of 
Australian Farm life, sitting alongside the witty 
brand name of ‘HAY YOU’ taught me just 

 
how illustrations can be used in design styling 
to an advantage. For example, in the interim 
presentation the audience was immediately 
drawn to the character illustrations over the 
typographic brand name, and if this could be 
nationally recognised it would have a large 
influence on consumer and brand identities. 

This experience has proved that I have a 
skillset that can be differentiated from others, 
and could potentially be used in securing a job. 
Previously, I would have defined illustration as 
one of my weaker aspects of design, but now I 
can confidently say that I am skilled in aspects 
of this, and intend to apply this to future design 
projects, especially in order to contribute to the 
overall image and recognition of a brand.

DESIGN
EXPERIENCE



7

2.2 Communication and Constructive 
Criticism 

Another learning experience that I have 
established in the duration of this project 
is that of communication. This semester in 
particular I found it really beneficial to talk to 
not only  education advisors, but also to peers 
and family and friends, and to share your ideas. 
In my first few years of designing I was quite 
conservative when it came to sharing ideas and 
knowledge, and would have perceived design 
as more competitive and thought I needed to 
maintain this in order to be successful. 

However, this semester I have been frequently 
helping others by giving suggestions, 
constructive criticism, opinions and helping  

 
use design tools which has been extremely 
rewarding in my own learning as well as getting 
the same in return.  

By conversing with others about ideas, and 
taking any criticism constructively, I believe 
I have enhanced my overall experience as a 
designer to push myself to work to my highest 
potential, and aim to create projects that are 
perceived ‘outside of the box’. I think this 
has enhanced my confidence and ability to 
perform in any design environment, and intend 
to adapt this to any future design projects, 
and encourage other designers to discuss and 
engage amongst each others projects.
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2.3 Brand Vs. Brand Experience

In the duration of this project, I have learnt a lot 
about branding. After selecting Melissa Davis’ 
‘The Fundamentals of Branding’ as a core text 
which sits at the basis of my project, one of the 
most influential elements was the difference 
between the brand itself and the brands 
experience, and how this can be determined 
through design. 

Whilst a brand represents the personality of 
the company and is the interface between a 
company and their audience (2009, p.12), the 
brand experience brings tangible and intangible 
elements of the brand together, endeavouring 
to engage people with the brand at a level that 
captures their senses, allowing the brand to 
differentiate themselves.

I believe this was an important learning 
experience as it allowed me to strategically 
create a brand which in turn affects the 
improvement of customer experiences and 
attitudes towards environment and societal 
issues through the experience of design. 

By developing a brand, it represents just 
how important design is in communicating a 
message, and putting consumers at the core 
of every decision that is made to provide end-
to-end experiences. It is adaptable and can 
constantly emerge and develop with societal 
trends, and I believe by using genetically 
modified organisms as the focus of my brand 
strategy that it can move into the phase of 
having the ability to deliver the brand and 
emphasise their values. 
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3.1 Explore Texture and Gradient

One alternative outcome of my major project 
could have risen from the exploration of different 
textures and gradients. In the development of 
different stages of the ‘HAY YOU’ concept I 
included a small amount of gradients, however 
this could have been applied to the finishing 
product by investigating and implementing the 
use of gradients and texture in more depth.

By applying texture I could have further 
implemented visual interest and more detail, 
becoming associated with the consumer’s 
sense of feel in order to aid an emotional and 
‘real life’ response, which could have potentially 
contributed to the overall aesthetic appeal. 

Although it can add extreme interest, if it isn’t 
applied correctly it can work as a distraction 

against the project. To implement it in the case 
of this project, I would have adapted it to the 
background of the illustrative elements. 

Intending to steer away from extreme texture, 
I could have incorporated subtle gradients, 
attempting to fade into a solid colour, or even 
to a less noticeable texture. However, the main 
illustrative elements would need to stand out 
from this for the visual interest to take place. 

For this project in particular, the textures would 
have needed to emphasise natural imagery, 
and therefore compromise things like the fresh 
look of green grass, or the rough look of patchy 
dirt. Implementing this would have infused life, 
vividness and warmth to the result. 

DESIGN
PRACTICE
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3.2 Combining Elements of 
Photography and Illustration

In terms of the conceptual development, and 
for an alternative outcome of the design project 
elements of photography and illustration could 
have been implemented to enhance the overall 
aesthetics and visual elements of campaigning 
material which represents the brands purpose.

In the ideate and prototype stages of the 
design process, I commonly separate the 
illustrative logo from the photographs, however 
an alternative outcome could have been to 
implement these together, using the illustration 
as an overlay on the photography in order to 
communicate a message. 

It would create a sense of individuality and 
compliment the overall colours and styles 
of the brand. Similar to that of Skype, where 
the clouds are implemented in the corners of 
promotional activity, the brands iconography 
and illustrative is clearly refined and identified 
without necessarily stating it. I think by starting 
with a style guide and further implementing 
it, this could have created a different feel and 
emotional connection for consumers to have 
with the brand. 
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BASED ON
EXPERIENCE

4.1 Approach Similar Design 
Situation

In approaching a similar design situation I 
would explore all aspects of the Ambrose & 
Harris (2010) design process as I believe these 
are all important in creating a clear, logical and 
coherent project, ensuring no crucial stages in 
the development have been missed. 

After reflecting on each of the 7 stages of the 
design process, it is clear that it has had a 
large impact on the contribution and outcome 
of theoretical and conceptual elements.

 

It has not only helped to structure the project as 
a whole, but has provided me with an extensive 
amount of inspiration from designers and their 
works that I have been completely unaware 
of, which has opened my eyes to the different 
methods and approaches that as a designer 
trying to solve a problem, can undertake. For 
me, this process acts as a guide that I can 
ensure will be applicable to all future projects, 
enhancing the overall outcome of each project. 
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4.2 Approach Different Design 
Situation

If I was approaching a different design situation 
in the future, I would intend to implement the 
define and research stages of the Ambrose 
& Harris (2010) design process to a higher 
extent. I believe that in undertaking this project 
I didn’t go into enough depth in these areas, 
and found myself constantly researching and 
trying to define what I intended to achieve with 
my project. 

 
I would intend to do it in a similar way to this 
project, but would implement it to a higher 
standard with more background details, 
included researching history of the brand and 
their values, intentions and what they wish to 
achieve as we work towards a design solution. 
In a different project, which involves a client, 
it would allow me to work in more depth, 
obtaining details in order to meet requirements.
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5.1 Preparation For Industry/ 
Post-Graduate Studies

The final outcome of the project engages 
thoroughly with the principles and elements of 
design, and specifically focused on illustration. 
It has given me improved confidence and 
enabled me to recognise how illustration can 
really interpret the image, and communicate 
the values and purpose of a brand. To ensure 
that any design project is clear and coherent 
though the application of the Ambrose & 
Harris (2010) design process is something 
that I will continue to apply with assiduity as it 
comprehends, influences and directs methods 
of thinking, and application of principles to 
projects, which makes the process clearer to 
me as a designer, as well as enhancing the 
overall outcome of the project.

The methods of thinking, creative development 
and researching that have developed from this 
project, have encouraged me to engage with 
the elements with more depth, and focus on 
using competitive sets to drive design solutions 
to the maximum potential, differentiating 
themselves from pre-existing brands. I think 
by showing I have the ability to demonstrate 
these qualities, as well as my passion towards 
design, it will influence and help me do great 
work in an industry context. 

BASED ON
OUTCOMES


