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PROLOGUE

“The first concussion cut the rocket up the side with a giant
can opener. The men were thrown into space like a dozen
wriggling silverfish. They were scattered into a dark sea;
and the ship, in a million pieces, went on, a meteor swarm
seeking a lost sun.”
Kaleidescope, Ray Bradbury

10

11

SPACE, JUNK

PROLOGUE

PROLOGUE
In “Kaleidoscope,” astronauts are violently thrown
from the safety of their ship into the unforgiving
vacuum of space. With their communication devices
still active, the crew members are able to speak to
one another. In varying stages of grief and terror, they
are hurled into the unknown and, ultimately, to
their deaths. Bradbury wrote this story in 1949, well
over a decade before Yuri Gagarin completed the
first manned-space ﬂight.
Outer space is vast and harsh. Even before we could
reach space, balloonists risked their lives to better
understand our atmosphere. In 1862, the first scientific high-altitude balloon ﬂight was attempted by
James Glaisher and Henry T. Coxwell. During this
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ﬂight, these men became aware of the effects of oxygen deprivation, which almost cost them their lives.
By the time they reached 33,000 feet Glaisher
had lost the ability to move or speak, and Coxwell
struggled to pull the release valve to keep the
balloon from ascending even higher. A similar ﬂight
attempted thirteen years later yielded more
tragic results; two of the three balloonists died from
oxygen deprivation.1

Illustration of Glaisher
and Coxwell struggling
with the effects of high
altitude. Image Credit:
Illustrated London News.

PROLOGUE

collisions, but with the unpredictability of unseen
debris the space station is always in some level of
danger.5 In other words, the space station crew is
playing a game of chance.
Similarly, life on Earth can be considered
a game of chance. A world-ending asteroid could collide with earth tomorrow, or
even today. In 2013, a 13,000 metric ton
asteroid entered the Earth’s atmosphere
undetected over Russia. The Chelyabinsk
meteor, as it was called, exploded midair
with enough energy to match the blast of
an atomic bomb. In addition to the mass
destruction it could’ve caused, a fascinating result
of the Chelyabinsk meteor’s descent toward Earth
was the way the world took advantage of the opportunity to participate in a shared experience. Due to
high rates of insurance fraud, dashcams are common in Russian cars. As the meteor streaked across
the sky, it was recorded simultaneously by dashcams and CCTV cameras across the region. This
was a blatant reminder that a meteor can strike
Earth at any moment, but instead of causing mass
panic and fear, it inspired wonder, intrigue, and a
sense of commonality.6

In the early days of space exploration, agencies operated on the “Big Sky Theory,” which asserted that
ﬂying objects were unlikely to collide due to the vastness of space in comparison to the tiny size of the
objects.2 Predictably, as the number of satellites and
debris increases, the probability of collision becomes
more likely. Today, there are over 500,000 pieces
of space junk tracked by NASA and the Department
of Defense. This ongoing tracking of space junk
allows satellites and spacecrafts to maneuver safely
out of the path of the debris. Danger remains,
however, due to untraceable debris, which ranges
from a few inches to a few millimeters in diameter
and can travel at speeds up to 17,500 mph.3 These
tiny particles, although small, can cause catastrophic damage. Impacts from objects as small as
paint chips have caused windows on the International Space Station to require replacement.4 In
2015, an untracked piece of debris forced the ISS
crew to take shelter in the Soyuz capsule, in case
the station took a direct hit. Normally, the ISS can
move to a higher orbit to avoid these potential

Life is unpredictable, space junk can crash into the
earth at anytime, and, whether by space junk or by
some other force, we are all going to die. Why does
this matter? Our fears of an uncertain future are
utilized by those in power to suppress and control.
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1. Nicholas De Monchaux. Spacesuit: Fashioning Apollo. (Cambridge, Massachusetts, The
MIT Press, 2011), 18-19.
2. Brittany Sauser. “Anticipating Collisions
between Spacecraft and Space Junk,” MIT
Technology Review, December 10, 2010.

3. Mark Garcia. “Space Debris and Human Spacecraft,” NASA, last modiﬁed August 7, 2017.

5. “ISS Astronauts Dodge Flying Russian Space
Debris,” The Telegraph, July 17, 2015.

4. Chris Bergin. “Crew Replace Pane on ISS Cupola Window,” NASA Spaceﬂight, April 15, 2017.

6. Meteor Strike: Fireball From Space, directed
by Andrew Barron (Pioneer Productions, 2013).

Dashcam video
uploaded to Youtube

Micro Meteor Orbital
Debris strike on a
window of the ISS.
Image from NASA
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Legislation is built around the fear of death, the
fear of poverty, the fear of harm coming to loved
ones, etc. What if instead of fearing uncertainty we
accepted it? If we design systems to embrace variability and randomness, will we fear uncertainty
less? Graphic design that embodies uncertainty can
diminish angst caused by the unknown.
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Dashcam Images: Bugvision. “Amazing Russian
Meteor Dash Cam Footage Compilation 2013
Part 1.” YouTube, 24 Feb. 2013, www.youtube.
com/watch?v=S_ILTQwYeN0.

JUNK
RECLAIMED
Today, we surround ourselves with mass-produced,
intentionally obsolescent junk. Eventually, everything around us will be thrown away. Biodegradable
items will disappear without a trace, while plastics
and other long-lasting materials will remain, ostensibly, forever. Even the buildings we occupy will
be renovated, demolished, and replaced. According
to Rem Koolhaas, the “product of modernization is
not modern architecture but Junkspace. Junkspace
is what remains after modernization has run its
course, or, more precisely, what coagulates while
modernization is in progress, its fallout.”1 Junk is
a byproduct of advancement and, as designers, we
are heavily involved in this continual creation of
garbage. No matter how well something is designed,
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1. Rem Koolhaas. “Junkspace.” October 100
(2002): 175-90.
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it will end up in the trash. So, it is important that
we reevaluate the junk around us in order to find
new value, so that we aren’t just continuing to
mindlessly create new junk.

The blighted house
was located in
Detroit’s Poletown
East Neighborhood.

In 2015, I was part of a team that harvested material
from a blighted home in Detroit and used it to create
a new structure. Because the city had undergone
a massive population loss, having dropped almost
two thirds since 1950, there was a large stock of
abandoned houses sprawled across the city.2 Many
of these homes were in a state of deterioration that
made them unsuitable for habitation. The Detroit
Demolition Program had 40,000 structures slated
for demolition at the time of the project, but with
large-scale demolition comes massive waste.3 Of all
of the solid waste filling landfills in the United States,
one third consists of demolition and construction
materials.4 My team sought a more sustainable solution. Deconstruction is a method of dismantling a
structure, board by board, with the intent of retaining any usable material.
The lumber we reclaimed
from the structure was
actually stronger than
lumber you can buy at a
local hardware store. The
reclaimed lumber was
originally harvested from
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old-growth forests. Lumber today is cut from fastgrowing trees, which leads to wood that is less
dense and structurally strong.
Reclaiming lumber is one way to challenge the
presumption of junk. In this case the “junk” has a
monetary value, but what about junk that has
been thoroughly used and is void economic worth?
Richard Meadow, Director of the Peabody Museum’s
Zooarchaeology Laboratory states that “much of
what archaeology knows about the past comes from
trash, if trash is defined as the products of human
consumption. Trash is a proxy for human behavior.” 5 The pottery shards and broken
tools we see in museums, along with
preserved food remnants and bits of
charcoal help archaeologists determine
eating habits, cultural behaviors, and
the wealth of ancient peoples. But what
happens if we examine today’s trash
like archaeologists of the future might?
The University of Arizona’s Garbage
Project has been excavating and documenting landfills in order to better understand
our habits. One conclusion is that there is a discrepancy between what people say and what people
throw away. William Rathje, director of the Garbage
Project, states that “what people have owned — and

Many volunteers helped
in the deconstruction of
the house.
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2. Detroit’s population dropped 61% from
1,849,568 in 1950 to only 672,795 in 2016.
Source: US Census Bureau
3. “Detroit Demolition Program,” City of Detroit.
http://www.detroitmi.gov/demolition

4. “Sustainable Management of Construction &
Demolition Materials.” EPA. February 09, 2018.
5. Laura Allsop, “Trash or Treasure? Sifting
through Ancient Rubbish for Archaeological
Gold,” CNN, October 04, 2011.
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thrown away — can speak more eloquently, informatively, and truthfully about the lives they lead
than they themselves ever may.” 6
Junk is easily forgotten after it is thrown away —
out of sight, out of mind. But if we embraced our
junk, instead of disregarding it, we would find
that our junk still has worth. If we saw junk as a
resource instead of a hindrance, we would find
that junk still has the potential to be useful, like
material harvested from blighted homes. But even
junk that doesn’t have the same financial value
or usefulness anymore can tell us about who we
are and what we do and don’t care about. My
work attempts to reevaluate, learn from, and
reclaim junk to tell stories about who we are and
the society we live in.
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6. William L. Rathje and Cullen Murphy, Rubbish!: The Archaeology of Garbage (Tucson, AZ:
Univ. of Arizona Press, 2003).
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EVERYTHING
I OWN
IN A SHOWER
Everything I Own in a Shower is a self portrait. I
took almost everything in my apartment, moved
it from its typical location and stacked it in my
bathroom. My stuff reveals a lot about myself,
from what brand of laundry detergent I use and
my habits as a consumer, to my social class
and what aliments I have.
Of all the stuff I own, most of it is junk. The plastic cups,
Amazon boxes, paper towel rolls, and bottles of soap are
all things that I own, but I don’t care about. They have no
emotional value. This recontextualizing of my junk is a
reminder of how much stuff we have and how much of it
will be thrown away.

This is everything I own in a shower.
I own a lot of junk.
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LEFT Alan Shepard, the ﬁrst American in
space, sitting in the “Freedom 7” capsule.
Image credit: Getty Images
RIGHT

Me, sitting in a capsule of my own junk.
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Keen observers will notice that these pictures
aren’t in my shower and don’t consist of absolutely everything I own, but Almost Everything
I Own in my Shower and the Rest of my Bathroom is a bit of a mouthful.
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Everything I Own in a Shower hanging in
Vernacular Spectacular
at RISD
Vernacular
SpectacularExhibition
in the Gelman
Gallery
at the RISD
Museum.
Curated
by Cem
Museum’s
Gelman
Gallery.
Curated
by Eskinazi
Cem
and Drewand
Litowitz.
Image: RISD Exhibitions
Eskinazi
Drew Litowitz.
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WHAT
WILL
REMAIN?
It’s easy to forget about garbage after it’s thrown out.
What Will Remain? draws attention to this by crafting
letterforms out of trash and using them to spell out
the question: What will remain after we are gone? The
trash typography is photographed in nature to emphasize the contrast between the natural and the man
made. This project is a reminder of the trash we create
and what impact we have on the world around us.

The letterforms were based on Helvetica and
were crafted by stapling and taping together
bits of found garbage.

A
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The trash letters were placed in Illinois Beach
State Park by abandoned or decommissioned
man-made structures.
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The large building in the background is the
Zion Nuclear Power Station, located in Illinois.
The plant was decommissioned in 1998.
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The letters were made of things like a broken
mouse trap, candy wrappers, 7-Eleven receipts,
sponge pieces, a cat toy, and an Advil box.
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PAUL SAHRE
VISITING DESIGNER
LECTURE POSTER
Paul Sahre’s work is an eclectic mix of book covers, spot
illustrations, music videos, and unconventional graphic
design. This made for a particularly difficult design challenge: how to design a lecture poster for someone that
doesn’t fit into a category? In his bio, Paul states that he
“built and destroyed a life-sized monster truck hearse.” I
was fascinated that destruction was given the same importance as construction.
The design of the lecture poster utilizes destruction as a means of making something new. An
initial type-based poster was designed, printed
and torn up. The resulting pieces were formed
together and photographed.
This design process required me to get off my computer
and make something with my hands, which echoed the
advice Paul gave during his visiting designer lecture.

Reading Paul’s book, The Two-Dimensional Man
helped put me in the right mindset for designing the poster series.
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Join Us,
They Might Be Giants
Album Cover

Remains of the LifeSize Monster Truck
Hearse used in the
They Might Be Giants
When Will You Die?
music video.
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The destruction of the
Monster Truck Hearse

Torn album covers
from Sahre’s TwoDimensional Man

Stills from Tesla,
a They Might Be Giants
music video

Samples of Paul’s work that inspired the lecture
poster series. Images from paulsahre.com
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There were ﬁfteen versions of the poster
with varying amounts of “join us” stickers.
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LEFT The Paul Sahre posters next to Elaine
Lopez’ Graduate Open Studios posters,
Nick Adam’s Nelly Ben Hayoun poster, and
Angela Lorenzo’s Writing Center poster.
UP The mock-up of the torn-up poster was
hung in order to accentuate the shadows
between the layers.
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UP Posters hanging in the entry of Fleet Library
and in the elevator lobby of the CIT building.
LEFT Posters hanging in the 7th ﬂoor elevator
lobby of RISD’s Design Center above Olivia de
Salve Villedieu’s Unbound Book Fair posters.
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LEFT

Posters outside RISD’s Fleet Library

UP Poster outside RISD’s Fleet Library the day
after the lecture. Photo credit: Paul Sahre
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I HAVE
A
PROBLEM
Zines are ephemeral. Made of cheap paper and sold at a
cheap price, with hopes that, for a short time, someone
will enjoy it before it falls apart or is thrown away.
Made in collaboration with writer Sarah Karner,
I Have A Problem celebrates ephemeral moments
of hilarity. The short story is about the author’s
struggle to not find clumsy people funny. The
imagery comes from Youtube videos where people
fall over, trip, or crash into each other.

An edition of 100 of the 2.75" x 4.25" zine
were on sale at the 2017 RISD Unbound Art
Book Fair and the 2017 Yale Odds and Ends
Art Book Fair.
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The zine’s text talks about finding
humor in uncomfortable situations.
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The imagery is pulled from Youtube
videos of people falling over and tripping.
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Unfolding the zine reveals more content,
as well as the writing and design credits.
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MARTIAN
HALF-YEAR
CALENDAR
With SpaceX founder Elon Musk claiming that there will
be colonies on Mars by 2030, and many private companies entering a new space race, it had me wondering what
the standard wall calendar would look like on Mars in
the Earth Year 2049?
One of the challenges of creating a Martian calendar is the length of the day and year on Earth is
different than on Mars. A Martian day is about
37 minutes longer than on Earth, and a Martian
year is almost twice as long.
This problem was solved by placing both the Earth and
Martian dates on the calendar. The Martian date is large
and counts up from the first day of the year, 001, to the
Martian Half New Year, 344. The Earth date is represented as the bar that runs above the Martian date.
The calendar uses the structure of a Chinese
lunar calendar, but instead of including horoscopes, the calendar is packed with speculative
advertisements to reference the commercial
nature of this new space race.

The color choices for the Martian calendar were
inspired by different ’60s and ’70s science-fiction paperbacks. Shown here is the low-price
Bantam Books 1975 reprinting of Ray Bradbury’s
The Martian Chronicles.
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The Martian New Year takes place on the Martian spring equinox, which in 2049, will take
place on Monday, April 26.
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In Earth Year 2049, Tesla will be the exclusive provider of autorovers. Unauthorized
importation or production of autorovers will
be subject to the maximum penalty under
Joint Martian Territorial Law.
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The Martian Wars were fought between the
SpaceX colonies and the Amazon Prime colonies.
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Oxygen is a utility in the Mars Colonies. Colonists can either pay more money for premium
oxygen or settle from cheaper options.
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The birthday of the Great Elon Musk
is a worldwide holiday.

College tuition is still expensive.
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GEMINI MONO
TYPEFACE
AND SPECIMEN
Gemini Mono is a typeface for the space race. The design
is inspired by the stencil lettering of “UNITED STATES”
on the side of NASA’s Mercury, Gemini, and Apollo space
capsules. The main challenge in the design of the typeface
was figuring out how to extrapolate an entire font from
only eight uppercase letters. The 45 degree angles in the
original letterforms were a key factor in the construction
of the typeface, especially in the lowercase letters.
The type specimen is a website containing information and imagery about the space race. The
content is from NASA’s archives and is spread
over a large area of the site. In order to discover
the content, the user must scroll in multiple
directions like they are traveling through space.
The content also moves at different speeds. The
larger images travel faster, while the smaller
things travel at a slower rate, which gives the
webpage a sense of depth.

I pronounce Gemini like many of the original
NASA engineers do. So, Gemin-EE, instead of
Gemin-EYE.
LEFT Full-scale mockups of a Mercury and
Gemini capsule. Image: NASA
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The content on the web specimen is about
the space race and comes from NASA’s
archives. To discover new content, users
can scroll in any direction.
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Smaller content, like the Gemini X Agena
moves at a slower pace, while larger content
moves faster to give a perception of depth.
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Smaller “space junk” moves at a slower speed
in the background, while larger content moves
quicker to give a sense of depth.
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Aa

Oo
Bb
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Pp

Qq

Rr
Ss

Ee

Cc
Ff
Hh

Dd
Uu
Gg
Ii

Jj
Mm

Tt
Vv
Ww

Xx
Kk Ll
Nn

Yy
Zz
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LEFT

Listed are the sixteen Gemini astronauts.
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STS-52-L
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Challenger

82

84

SPACE, JUNK

JUNK RECLAIMED

85

NASA
UNITED STATES

SPUTNIK
LUNAR LANDER

USSR
GAGARIN
Gemini 7 spacecraft from the hatch window
of the Gemini 6 spacecraft during rendezvous.
Image credit: NASA
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One
small
for [a]

step

,
n
ma

One giant
leap
for
mankind
.

Slow-scan camera footage of Neil Armstrong’s
first step onto the lunar surface. Armstrong
claimed he said “one small step for a man,”
instead of “one small step for man,” but admitted it couldn’t be heard on the recordings.
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IT’S A MESS
SOME THINGS LOOK CLEAN, BUT AREN’T
The Flint Flat Lot was a 2013 design competition for
a summer pavilion that occupied eight downtown
parking spots. The winning entry, designed by the
London-based design firm Two Islands, presented
a mirrored, Tudor-style home appearing to float
midair. The renderings were beautiful. The house
floated poetically above its surroundings and seamlessly reflected the city back to the audience. The
renderings almost appeared magical — the seams
were hidden and the mechanisms camouflaged.
But the built installation was quite different. In the
conceptual images, the building appeared to be a
mirrored glass. The actual surface was a thin mylar
film that seemed hastily applied. Bubbles under
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The conceptual rendering of the Flint Flat Lot
pavilion. Credit: Flint
Public Art Project

The built pavilion.
Credit: Scott Atkinson
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the metallic film made the surface wavy which distorted the reflection.
The way the project was covered by design websites was particularly challenging. Designboom’s
article on the pavilion presented heavily photoshopped images along with a summary praising the
mylar film’s “stretching and wrinkling with varying
amounts of moisture in the air” as a “visually intriguing display.” In stark contrast to the complementary article, the comment section was filled
with people blasting the project and the unethical
practice of showing heavily doctored images. Many
of the commenters claimed to be from Flint and
saw the pavilion first hand. Commenter TommieDot
summed up the tone of the comments when he
wrote “the city of Flint and it’s people
were taken advantage of by these
con artists. Now they want to pass
this monstrosity off as well executed
job. They took our money and our
faith and quite frankly pissed on it.
It makes me doubly angry that
they are now adding insult to injury, by lying about the job. What was
promised wasn’t delivered.”1

impact on the design field. This way of presenting
history is easy to understand, but it is an oversimplification of the intricacies that go into design work.
Design is a collaborative field. This “neat” version of
history favors the single big name designer and
neglects the influence of the people that work with
them. It also favors the work of designers with
privilege and overlooks the work by minorities. For
example, the work of white men is featured more
prominently than the work of women and people of
color in museums like MoMA2 and in history books
like Megg’s History of Graphic Design. In contrast
to this conventional retelling of history, Martha
Scotford proposes including “designers who do not
work alone but in changing collaborations” as a way
of embracing the messiness of design.3

When we think about design history,
we usually think of the achievements of a few great
men. In graphic design, it’s Paul Rand, Saul Bass,
and Massimo Vignelli. In architecture, it’s Le Corbusier, Mies Van Der Rohe, and Frank Lloyd Wright.
It’s one man with one vision that had a profound
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1. “Two Islands’ Award Winning Mark’s House
Complete in Michigan,” Designboom Magazine,
November 08, 2013.
2. Jerry Saltz, “Where Are All the Women?”
New York Magazine, Art, http://nymag.com/
arts/art/features/40979/.

3. Martha Scotford. “Messy History vs. Neat
History: Toward an Expanded View of Women in
Graphic Design”. Visible Language. 368-388.
4. The Project for a New American Century was
a conservative foreign policy think tank
many Bush administration members were part
of. 911hardfacts.com blames this group for
the 9/11 attacks.

SOME THINGS LOOK MESSY, BUT AREN’T
Conspiracy theories on first glance appear to be
convoluted and overcomplicated. There is an interconnected web of details, facts, theories, opinions,
and encounters. The images associated with these
topics tend to focus on minute details that somehow signify something else entirely. But when it
comes down to it, conspiracy theories are fairly
simple: they assert that a small group of powerful,
influential people are committing heinous acts in
order to gain control. Theories include the notion
that 9/11 was an inside job carried out by the Project for a New American Century,4 that the Rothschild family used chemtrails to control the weather
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A graphic warning of the
dangers of chemtrails
from theunexplainedmysteries.com

“The Twin Old Geezers
Go Downriver,” Ep. 1
Traveling down a stream,
the Geezers meet an
injured nuclear reactor.
This nuclear reactor
tells them to take another stream, or they will
meet others like her.
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in order to hold cities for ransom,4 and the New
World Order secretly built an apocalypse shelter
underneath Denver International Airport.5
This complication of information is a tactic
used to chip away at the accepted truth. No solid
evidence is presented, but it encourages people to
question what they know. Peter Pomerantsev and
Michael Weiss, in their article about Russia using
information as a weapon, explain that “the purpose
of disinformation is not to convince. The purpose
of disinformation is to confuse.” 6 Conspiracy theorists present a mess of information in order to
make it seem like something more sinister is going
on, but once you get past the mess, their claims
are actually quite primitive.

lenges of living in proximity to the radiation.
Additionally, he considers the confusion
that government officials and media outlets
cause by presenting conflicting information.
Shiriagari’s approach utilizes scribbles and
smudges to craft the characters and scenes
that seem to be almost unfinished. This
style alters significantly from the whimsical
aesthetic that usually characterizes magna.
Shiriagari explains his fondness for sloppiness by saying “What is important, I think,
is to feel that something is real. I feel that
‘sloppy’ things are real. If I were asked ‘Why?,’
though, I could only reply, ‘Because that’s
who I am.’ I suppose I could puff myself up
and say ‘Because the world is a sloppy place,
that’s why.’ This world is half-baked, halfassed, all Buddhist ‘impermanence.’” The
contrast that Shiriagari’s sloppiness provides from
traditional manga makes his work appear more raw,
and the crudeness emphasizes the fact that everything isn’t okay.9

SOME THINGS LOOK MESSY BECAUSE
THEY’RE MESSY
In 2011, an earthquake and tsunami devastated
the Fukushima Prefecture, critically damaged the
Fukushima Daiichi Nuclear Power Plant, and
left thousands homeless. Compounding the problem, government officials withheld important
information about radiation levels in areas of displaced residents,7 and media failed to adequately
inform the general population about the effects
of radiation.8
Manga artist Shiriagari Kotobuki takes on some
of the issues resulting from the Fukushima disaster
in his collection of work entitled Manga Ever Since:
2011.3.11. Shiriagari’s work deals with the chal-
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4. Geoengineeringwatch.org claims that the
wealthy Rothschild family is manipulating the
weather and covering their tracking by purchasing stakes in weather forecasting companies.

5. Youtube channel Zaarali claims that a group
of elite people called the New World Order
created an underground apocalypse shelter
underneath Denver International Airport, and
that the group left clues in the artwork around
the airport.

Sniffin’ Glue and Other Rock ‘N’ Roll Habits was an
important monthly zine that focused on reviewing
punk bands in the United Kingdom in the ’70s.
The early issues of the zine look like someone drew
it with a felt-tip pen and photocopied it a bunch
of times, because that is exactly what happened. In
the early UK punk scene, not a lot of attention was
given to punk bands, so fans of the genre had to
make their own resources. The handmade quality

“The Twin Old Geezers
Go Downriver,” Ep. 3
The Geezers run across
a group of arguing birds.
One side claims the sky
is falling, while the other
claims everything is just
fine. The Geezers are
caught in the middle.
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6. Peter Pomerantsev, Michael Weiss, and
Institute of Modern Russia (New York, N.Y.),
“The Menace of Unreality : How the Kremlin
Weaponizes Information, Culture and Money.”
7. Norimitsu Onishi and Martin Fackler, “Japan
Held Nuclear Data, Leaving Evacuees in Peril,”
The New York Times, August 09, 2011.

8. Rebecca Basu, “News Coverage of Fukushima
Disaster Found Lacking,” American University,
March 14, 2016.
9. Mary Knighton, “The Sloppy Realities of 3.11
in Shiriagari Kotobuki’s Manga,” The Asia-Pacific
Journal 11, no. 26 (June 30, 2013).
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of Sniffin’ Glue actually fit the Punk Movement
incredibly well. The rough, ripped, and stitched
graphics supported the do-it-yourself, anti-establishment message that grew out of an overall
dissatisfaction of the political systems in place.10
A THOUGHT
When talking about the role of design, Massimo
Vignelli stated that “the life of a designer is a life of
fight, to fight against the ugliness. Just like a
doctor fights against disease. For us, visual disease
is what we have all around, and what we try to do
is to cure it somehow with design, by eliminating,
as much as possible, the people who make it. Not
physically, but at least limiting their possibility of
polluting the world.”11 To a certain extent, this is
true. Design should fight ugliness in terms of ugly
ideologies and practices, but designers should not
fight ugliness in terms of visual representation.
Because graphic design is a means to communicate
content, a designer should represent an ugly topic
with an ugly representation. The aesthetic should
match the content. Often, the principles of graphic
design are used to make murky issues, like companies with questionable ethics appear credible, or
make a poor concept appear attractive, like the
design of the Flint Flat Lot pavilion. Graphic design
should not be lipstick on a pig. Not every design
warrants a messy or ugly design solution, but if
something is murky, messed up, broken, or twisted, then it should appear that way.

Snifﬁn’ Glue, Issue 1,
Mark Perry

Snifﬁn’ Glue, Issue 5,
Mark Perry
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10. & Image Credits: Rick Poynor, Oh So Pretty:
Punk in Print 1976-80 (London: Phaidon, 2016).
11. Gary Hustwit, “A Rare Interview With
Graphic Design Legend Massimo Vignelli,”
Co.Design, April 28, 2017.

Snifﬁn’ Glue, Issue 4,
Mark Perry
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CRAZY WALLS
AND
COUNTER VIEWS
Crazy Walls & Counter Views focuses on gray areas and
murky issues. Each card frames an issues and presents
two conflicting sides of that issue. The imagery is made
up of news headlines, internet images, and other found
items collaged together. The imagery within the frame
relates with one of the two conflicting views and aligns
when the user rotates the card.
The back of the card contains a particular word
that relates to the counter views on the front of
the card. Each word is connected to the words
on the other cards by using other murky issues.
The cards can be arranged in the correct order,
but the viewer is encouraged to make their own
connections and create their own order.
The overall aesthetic of the cards is rough, imprecise, and
grainy, and is intended to be reminiscent of a crazy wall in
order to relate to the murkiness of the issues presented.

The inspiration for this project was The History
of the Bucaniers of America. Printed in 1699
and housed in the special collections of the
Providence Public Library, the book contains the
first-hand account of life as a pirate. The ocean
was the once the frontier for pirates — today it’s
the internet.
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Front of Refugee/Risk
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Back of Refugee/Risk
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Front of Tax Avoidance/Tax Evasion
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Back of Tax Avoidance/Tax Evasion
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Front and Back of
Anonymous Trolls/Hacktivists
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Front and Back of
Julian Assange Whistleblower/Agitator

103

104

Front and Back of
Marijuana Drug/Medicine
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Front and Back of
Chemtrails/Contrails
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Front of West Philippine Sea/South China Sea
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Back of West Philippine Sea/South China Sea
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Front and Back of
The Pirate Bay Innovator/Criminal
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Front and Back of
Edward Snowden Traitor/Patriot
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Front of Illegal/Immigrant
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Back of Illegal/Immigrant

111

112

SPACE, JUNK

IT’S A MESS

113

When arranged in the correct order, the back
of the cards reveal an interconnect web of murky
issues. The user can either line up the cards
correctly, or to make their own connections.
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I emailed simple questions to many heads of government
and business. I promptly received auto reply messages

Text

that thanked me for contacting them, but failed to provide
any answers to my questions. These auto reply messages
simulated a conversation, but lacked any real connection.

tin,

dimir Pu

t Vla
Presiden

In response, I took the auto replies and crafted a
conversation between myself and these heads
of government and business. Auto Reply is a
video installation of the fake conversations I had
with the head of Equifax, the Vice President
of the United States, and the head of the CIA.
These conversations take place in a computerized
world, between heads on computer screens
with digital voices to enhance the falseness of
these email connections.

I sent an emailed Vladimir Putin through
en.kremlin.ru. This is the pdf transcript of
the email. I’m still waiting for a response.
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BRANDON:
Hello Equifax,
Have you leaked my data?

Message sent to cust.serv@equifax.com on
Wednesday, September 13, 2017 at 12:43 PM
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EQUIFAX:
Brandon, Thank you very much for your email.
I am not the right person to address the issues
you have raised, but I have passed your email
on to the appropriate people who can address
your concerns. Thank you for your input and
your patience as we get back to you. If further
assistance is needed, please contact us via the
information below. Have additional questions?
Visit our FAQs page.

Message received on Wednesday,
September 13, 2017 at 12:43 PM
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BRANDON:
Mr. Pence,
Do you think you are doing a good job?

Message sent through whitehouse.gov on
Wednesday, September 13, 2017 at 1:09 PM
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MIKE PENCE:
Thank you for contacting the White House. We
are carefully reviewing your message. President
Donald J. Trump believes the strength of our
country lies in the spirit of the American people
and their willingness to stay informed and get
involved. President Trump appreciates you
taking the time to reach out. If you wish to
receive regular email updates from the White
House, please Click Here. You may also wish to
follow President Trump and the White House on
Facebook, Instagram, Twitter, and Youtube.

Message received on Wednesday,
September 13, 2017 at 1:10 PM
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I emailed Paul Ryan through paulryan.house.gov
asking about tax reform. This is the ridiculously
long auto reply I received.
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In order to send an email through the site, I had
to pretend I lived in his congressional district.
Luckily, my sister does, so I used her address.
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Honestly, I haven’t read the whole thing, but
that was probably the point.
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POSTCARDS
FOR MY
REPRESENTATIVES
In response to the executive orders signed by
Donald Trump implementing a travel ban on
seven middle-eastern countries and the construction of the border wall between the United
States and Mexico, I designed a series of postcards to send to my representatives.
The front of the cards have distorted maps of the affected
areas, in order to emphasizes the disorder created these
executive actions. The front also has excerpts from
Emma Lazarus’ “The New Colossus” and Ronald Reagan’s “Tear Down this Wall” speech. The back of the
card pulls hypocritical quotes from Donald Trump’s and
Mike Pence’s Twitter accounts.
As other issues arose, I created new postcards,
which included topics like common-sense gun
laws and tax reform.

I sent postcards to my representatives in
Michigan, Rhode Island, and Washington, D.C.
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Gary Peters is a member of the Democratic
Party and the junior Senator from Michigan.
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Here is an assortment of postcards I sent to
Vice President Mike Pence, Congressman Dave
Trott, Governor Raimondo, and others. I have
yet to receive a response.
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Postcards For My Representatives exhibited
in the RISD MFA Graphic Design Biennial, To
Whom It May Concern.
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TO WHOM
IT MAY
CONCERN
The RISD Graphic Design MFA Biennial in 2017
dealt with the role of graphic designers in a time
of political uncertainty and strife. Along with
the curation team, my role was to space plan for
the exhibition, which presented an array of challenges, but the main one was how to bring a
variety of specific issues together into a cohesive
exhibit without watering down the importance
of the work.
The decision was to give work that dealt with heavy
material more wall space, which allowed room for a more
intimate engagement. Designs that were experienced
at a quicker rate, like protest poster, were collaged on the
wall facing the street so that the tone of the exhibition
could be projected out to the public.

A wall of collaged protest posters designed by
RISD MFA students filled the front window of
the exhibition.
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GD MFA BIE

SOL KOFFLER

GALLERY

ENTRY PERSPECT
IVE

One of the early conversations the curatorial
team had involved “owning” the main wall in
the atrium. This is where we put the curatorial
statement, which was designed by Nick Adam.
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A view from the street into the exhibition
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One of the main challenges was deciding
which pieces go together. Some pieces were
very serious, while others were humorous.
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Views from the exhibition
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An early space planning sketch. A lot changed
during the planning process.
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Lauren losing it during the installation
of the poster wall.
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Making Monsters was the poster I designed for
the exhibition. The poster mashed together
images of Donald Trump, Julian Assange, Steve
Bannon, and Vladimir Putin.
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INDEX
FOR
END TIMES
Julian Assange has been confined to the Ecuadorian Embassy in London since 2012, but he has still had a major
impact on world events, in particular on the U.S. Presidential Election. Index for End Times centers around
Julian Assange’s use of government secrets for his own
gain and the potential results of his actions.
The book consists of 16 sections about powerful nations, political
figures, organizations, conspiracies, etc. Each section links to other
sections in the book. Instead of reading through linearly, the reader
is encouraged to follow their own interests, jumping from one section
to another in the order they decide. But if the reader ever chooses the
“End of the World” link, then it is game over. The “End of the World”
section has no links back to the rest of the book.
Index for End Times is a game starting with Julian Assange
and concluding with the end of the world. The book is a
reminder that the world is an interconnected system, and
there can be dire consequences for misguided actions.

The cover of Index for End Times contains
a thumbnail image corresponding with the
sections in the book.
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The first section of the book starts with Julian
Assange and Wikileaks as a way to reference
Assange’s use of government secrets and the
potential results of his actions.
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The book isn’t meant to be read linearly. The
red tabs allow users to jump from one section to
another when a new topic interests them.
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A spread from the “Julian Assange” section,
which includes leaked State Department documents and a link to the “Vladimir Putin and
Russia” section.
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The book also contains little games. Here you
can mash together Assange’s face, Trump’s hair,
Bannon’s nose, Pence’s eyes, and Putin’s mouth.
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Sections of the book include, Julian Assange,
Anonymous, Scientology, Putin & Russia, Global
Epidemic, Space, Hollywood, North Korea, ISIS,
Hillary Clinton, Donald Trump, Climate Change,
Edward Snowden, Chemtrails, Weapons of Mass
Destruction, and The End of The World.
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A spread from the “Scientology” section with a
link to the “Anonymous” section. This spread
shows the Anonymous-organized protest against
Scientology in the United Kingdom.
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If the user decides to select “The End Of The
World” section, then...
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That’s it. Game over. There are no links back to
the rest of the book.
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A foldout graphic of all the linkages in the index
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INTERVIEW:
MIKE THOMPSON
Mike Thompson is the editorial cartoonist for the
Detroit Free Press and a 2018 Pulitzer Prize finalist
for editorial cartooning. Mike offers commentary
on social issues, government problems, and local
politics through the use of satire and caricature.
He combines current affairs and humor in concise,
easy-to-understand panel illustrations and digital
animations.
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Congratulations on being
named a 2018 Pulitzer Finalist.
What does that feel like?

This is me.

Well, it’s a
huge honor.

This is Mike Thompson.

This is the fourth time I’ve been
a finalist, but I haven’t won. So,
the only thing worse than being a
four-time Pulitzer finalist is not
being a four-time Pulitzer finalist.

176

Detroit Free Press
Mike Thompson
September 28, 2017
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You work in Michigan, where
the number of people who lean
Democrat and the number
people who lean Republican is
more even than some other
states. It’s a state where the
governor is Republican and
the senators are Democrats.
Michigan went to Obama in
both of his election years, and
now, to Trump.

How does being in a swing state
affect the content you produce?

I sort of look at my job as
being a visual columnist.
I’m expressing an opinion.

I’m not sure being in a swing
state plays into my consideration of a topic too much,
because my job is to call
people out, whether they are
Democrats or Republicans.
I am certainly driven by my
ideology, but that certainly
doesn’t mean I’m going to
refrain from criticizing people who are on my side.
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Detroit Free Press
Mike Thompson
March 7, 2017
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To reach a wider audience, do you
ever feel like you need to reign in
your opinion or approach a topic
from a neutral stance?

INTERVIEW WITH MIKE THOMPSON

No, I mean, my job is
to express an opinion.

And when you express an
opinion — I have a lot of
readers who love what I say,
but I also have a lot of
readers who turn to my stuff
because they hate me.

As long as I’m putting out an
opinion, and it’s starting a
debate and getting people to
think, then I’ve done my job.

180

Detroit Free Press
Mike Thompson
May 17, 2017
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Do any of your ideas
ever get rejected?

INTERVIEW WITH MIKE THOMPSON

No, not really. I talk to my editors
and I try to refine an idea. I’m
trying one right now. Stormy Daniels
is coming to Michigan.

It’s more a question of what I
want to say, and if I’m being
clear enough. Consulting with
other people can really help
in that regard. But having an
idea that is outright rejected,
I don’t remember the last time
that happened. But I’m pretty
sensitive to the fact that it
is not my job to simply shock
people. If they are shocked as
a result of what I do, then
that’s fine. An editor told me
one time, “If you make people
mad, make them mad for
the right reason.”

I always make sure that people
are going to be mad about my
cartoons for the right reason.

182
Detroit Free Press
Mike Thompson
April 19, 2018
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You mentioned you talk
to your editors. Who
are the people you reach
out to for feedback?

INTERVIEW WITH MIKE THOMPSON

It’s more running an idea by someone,
like the editorial page editor here,
Brian Dickerson. The Stormy Daniels
one for instance — I wouldn’t want
what I say to be misinterpreted, so I
talk to Nancy Kaffer, who is a female
columnist here. Not so much for an
idea, but just to get feedback.

But a lot of the time it is just me
racking my brain trying to refine
it. I will sometimes try to run
those ideas by other people just
to see how they play.

You are basically sitting by yourself
trying to come up with an idea. You
may think it’s funny, or you may
think it’s poignant. You are basically
telling a joke to yourself.
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Detroit Free Press
Mike Thompson
October 26, 2017

185

SPACE, JUNK

How do you judge
the success of a
particular piece?

INTERVIEW WITH MIKE THOMPSON

I think a good editorial
cartoon combines a
couple different elements.

First, there is a strong
opinion being expressed.

Second, hopefully it’s funny, if
the issue warrants it. But the
humor is sort of the sugar that
makes the medicine go down.

And third, it hopefully gets people to think
or react, and that reaction can be they
get upset and say “yes, I agree,” they take
action, start a conversation, or look at
issues in a different light.
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Detroit Free Press
Mike Thompson
December 22, 2017
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Are there things you can
get away with because you
are using humor?

Yes. You can say things in an
editorial cartoon that you can’t
in a column. You can especially
depict things in an editorial cartoon that you can’t in a column,
because it is a cartoon. Columnists would be unable to describe
the scenarios I set up.
For example, Trump in bed with a
fellow member of congress in a cartoon
about campaign finance reform.
Or Trump in bed with
the religious right.
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Detroit Free Press
Mike Thompson
January 19, 2017
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After the surprise result of the 2016
election, a lot of people were looking
for ways to change the opinions of
friends or family. What is the role that
humor or satire can play in that?

INTERVIEW WITH MIKE THOMPSON

Humor and satire have a huge role
in people’s opinion and, perhaps,
changing people’s minds. There is
the element of humor, which takes
people off guard. It might lower
their defenses and get them to examine something in a new light.
People are going to turn to something if they think they are going
to be entertained. So, if you can
entertain someone while simultaneously expressing an opinion,
that is beneficial.

You dabble in video animations,
as well. I am interested in how that
came about and what differences
video animations have versus the
single frame cartoon?
The power of editorial cartoons is in
the image. You can draw a powerful
image that conveys an idea.
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Animation is sort of a change up
because you are showing a series
of images over a longer period of
time. On the other hand, you can
use music to evoke emotion. You can
use techniques to drive your
191point
home that aren’t available in a traditional editorial cartoon. Things
like timing and sequence and even
the tone of someone’s voice. In some
ways it increases your toolbox.
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Have you received feedback on
the success of your animations?

INTERVIEW PROLOGUE
WITH MIKE THOMPSON

Yes, I think the animations do
extremely well online, and I think
people really seem to enjoy them.
I’ve been doing them for about 15
years, and it’s been a real learning
process because, for the most part,
I’ve taught myself how to do this —
no one directed me to do this.
It was just a matter of me seeing
where my industry was going and
wanting to take advantage of all
this new technology.

How do you decide what
to experiment with next?
I’m always looking for new ways
to express an opinion, or different
vehicles I can use, or different
technologies. Because the role of
an editorial cartoonist has
changed in the visual age.

192
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It used to be, when I started
this job, I was drawing five
black and white cartoons per
week. Now, I’m drawing five
color cartoons per week, plus
doing animations, plus doing
video, plus — like everyone
else
193
in the newspaper industry —
doing other jobs as the staff
shrinks. It is critical to be
aware of what is going on and
what tools are available for
you to use.
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What sort of opportunities
or challenges do you face by
focusing on a local area?

INTERVIEW PROLOGUE
WITH MIKE THOMPSON

The power of local cartoons is
that they are on issues that strike
people where they live. Also, in
this age of media saturation,
your work isn’t getting lost in the
hue and cry of national politics.

So, if you are talking about a local
issue, people are going to pay
attention. You are not competing
with other editorial cartoonists
and late night comedians. You
are the voice on this issue and the
head that carries a lot of power.
That means local cartoons are
very impactful.
With the reach of the Free Press
in the state, do you think your
work could impact an election?
I don’t set out saying, “Boy,
I want to sway this election.”
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What I try to do is express an
opinion and get people to
think, and hopefully entertain
them while doing so. The job
is that of a visual columnist,
195
talking about important
issues and conveying opinions.
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WITH MIKE THOMPSON

How do you feel
about the future?

We are probably headed for some
pretty rough times, because expectations have been set pretty
low by Trump. So, going forward,
it is going to be very hard to
bring the country back to some
sense of normalcy and a general agreement on the rules of the
game. He has really created an
abnormal atmosphere.

It is going to be very hard to restore notions
like civil debate, or people compromising to
reach an agreement on a political issue, because he has broken the mold and perverted the political process. Building it back up
again is going to take a lot of work.

Detroit Free Press
Mike Thompson
September 8, 2017
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INTERVIEW PROLOGUE
WITH MIKE THOMPSON

Do you think any good will
come out of our country
having gone down this path?

When you have Donald Trump,
who is so extreme, it is
going to motivate people who
might otherwise not be
motivated, because they’ve
finally had enough.

Apathy is a huge problem
in politics. People think
“it’s never going to change,
so why should I bother?”
Now, it is a matter of “it has
to change. I have to get
involved. I have to do things.”
It’s not just a benign neglect
of the status quo. The status
quo has been shattered.
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FUNCERTAINTY
Stanley Kubrick’s Dr. Strangelove: Or How I Learned
to Stop Worrying and Love the Bomb should scare
me more than it does. The 1964 dark comedy plays
with the fears of nuclear aggression between Russia
and the United States by creating a scenario where
a single person, through a series of errors and oversights, causes the end of life on earth. The scariest
part of the movie isn’t the nuclear weapons themselves, but the inability to stop the nuclear attack,
even with the US and Russia working together.
Without humor, this movie would be absolutely terrifying, but because Kubrick presents it through a
comedic lens, this alarming issue becomes bearable.
Humor is used as a filter, temporarily suppressing
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fear while allowing criticism of “mutually assured
destruction”1 to reach a wider audience.
Today we’re not as worried about being nuked by the
Russians, but concerns of an uncertain future are
affecting our national policies. Fears of terrorism
have led to policies discriminating against religious
groups. Fears of financial crisis have led to the
shifting of wealth from the public sector to the
private sector. So, how can design normalize
uncertainty in order to reduce the fear associated
with it? One way is to use humor and fun to embrace
uncertainty and ran- domness. If designers can make
work that is meant to adapt to future problems, then
change becomes less of a hindrance and less scary.

One of the ﬁnal scenes
in Dr. Strangelove
where Major T. J. Kong
rides the nuke down
to the target.

Architect Cedric Price provided a precedent for using variability and randomness within design. Commissioned by experimental theater director Joan
Littlewood in 1964, Fun Palace was a proposed cultural center that responded to the desires of the visitors. Utilizing steel space frames and mobile gantry
cranes, modular walls, ﬂoors, stairs, and ceilings
could be arranged to create unique spaces depending on what a certain activity required. The building
was programmable by the visitors. The organizers
claimed that Fun Palace allowed you to “choose what
you want to do — or watch someone else doing it.
Learn how to handle tools, paint, babies, machinery,
or just listen to your favorite tune. Dance, talk or
be lifted up to where you can see how other people
make things work. Sit out over space with a drink
202

1. Mutually Assured Destruction: Mutual deterrence between nuclear powers based on the
possession by each of the capacity to destroy
a substantial proportion of the population &
industry of the other in response to an initial
attack. Source: Oxford English Dictionary
2. Joan Littlewood and Cedric Price, Fundraising Brochure for Fun Palace (London, 1964).

and tune in to what’s happening elsewhere in the
city. Try starting a riot or beginning a painting — or
just lie back and stare at the sky.”2
Fun Palace would have been in a continual state of
change, but unfortunately it was never realized.
Although it wasn’t tested in actual practice, the concept of Fun Palace was inﬂuential because it
challenged what a building can be. In traditional architectural design, the program of a building is set
before it is built. If the program needs to change
in the future, which it normally does, adapting the
building is costly and time consuming. Fun Palace
was different because it intended for change to be
both expected and entertaining.
Another example of embracing randomness is
Youtube, at least back before Youtube’s algorithm
“recommended” videos. You never quite knew what
you were going to stumble on, whether it was a vlog,
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Fun Palace interior
perspective drawing,
Cedric Price, 1964.
Credit: Canadian Centre
for Architecture
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tutorial video, a school project, or just something
weird. It was easy to discover original videos.
In order to bring back the randomness of older versions of Youtube, artists Nick Briz and Anna Russett
created current.tube, a website that utilizes Youtube’s API,3 but displays the videos as they are uploaded in real-time. The artists describe uploading a video to Youtube as feeling like “you’re tossing
it into a vast sea of content, hoping it washes up on
someone’s shore.” 4 Each video on current.tube is
represented as a bottle thrown into the sea and is
only available for ten seconds before it disappears
into the distance. In this way, current.tube circumvents Youtube’s algorithm; the videos you see are
dependent on what time you are on the website and
if you are fast enough to click on the video before it
disappears.

FUNCERTAINTY

certainty is scary, but it’s also exciting. It’s the reason we consume media, travel, and converse with
one another. To embrace uncertainty, you must
also embrace the risk involved — there is no undo
button in life.

Incorporating uncertainty into the design process
through methods like random-generation code, user
input, glitches, etc. can produce new, exciting results,
but it can also produce work that is uninspired. It
requires a lot of attempts, iterations, and time in order
to produce distinct results, and these results aren’t
guaranteed. I’m interested in establishing methods
of design that utilize uncertainty and randomness
in order to create original forms. I want to create enjoyable situations that ask the user to play with the
risk of uncertainty; I want the user to associate fun
with uncertainty as a way to potentially reduce
the fear and anxiety related to the unforeseen. Un204

3. “An API (Application Programming Interface)
is a set of features and rules that exist inside a
software program enabling interaction with it
through software — as opposed to a human user
interface.” Source: Mozilla
4. We Undid Youtube’s Algorithm, dir. Anna Russett and Nick Briz, YouTube, October 24, 2017.

Each bottle represents
an video uploaded to
Youtube. The bottles are
only available for 10
seconds before they fade
into the distance.
Credit: current.tube
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A MACHINE
TO REPLACE
MYSELF
Leaning into the fact that automation is replacing
people’s jobs, I built to replace myself. This machine consists of a large screen, a printer, and a
laptop with buttons labeled things like “funky
business,” “stale fish,” or “Michael Buble.” The
machine prompts the user to click buttons until
the design is done. When the user decides the
design is complete, they can hit the print button
and walk away with their design.

The images produced by the machine are based
on the collage aesthetic I like to work with. I’m
allowing anyone to design like I do.
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“BARF”

“BOXING CHAMP”

“SWISS CHEESE”

“FRESH PAINT”

“SAMPLE PLATTER”

“ICE CREAM SPILL”

“FEATHERY”

“WORMING”

LEFT The machine consists of a canvas screen, a
laptop with buttons, and a printer. Each button
changes the canvas. The print button on the
interface allows the user to walk away with a
physical copy of their creation.
UP The following are a few of the button names
along with a sample of how clicking the button
changes the canvas.
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“GODZILLA”

“WETSUIT”

“QUICKSILVER”

“SLOW SCAN”

“CHOP’D & SCREW’D”

“PASTA SAUCE”

“FUNKY UNCLE”

“FILLING VIBES”

“FUNNY BUSINESS”

“SPACESUIT”
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Results from the initial user testing showed
that users liked buttons that had simple, quick
outcomes more then the complex options.
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The machine’s instructions are:
1. Press a button & wait for result
2. Press more buttons until art is done
3. Then hit print
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Examples of the printouts users receive
after they hit the print button.
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PLAYING
WITH
THEMSELVES
Chatroulette is an online platform that pairs random
users together for webcam-based video chats. Although
the site is intended for conversation between random
people, users will frequently encounter people naked or
masturbating in front of the camera.
Playing with Themselves is a project that subverts the expectation of the Chatroulette user.
The user is expecting to see another random
person, but through a method of recording the
computer screen, instead of seeing another a
random person, the user sees themself.
This project is a website archiving Chatroulette users
interacting and playing with there own reﬂection, or, if
you will, an archive of people play with themselves.
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Playing With Themselves is a web archive of people
interacting with their own Chatroulette webcams.
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The setup was simple. I turned my laptop
around so that my webcam faced my
Chatroulette partner’s video.
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Users expected to see a video from an another
random user, but were surprised to see themselves instead. This user was confused, then fascinated, then angry, and then things got weird.
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This user took the opportunity
to check himself out.
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This user seemed to experience surprise
and then confusion.
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This user appeared ashamed.
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TYPICAL
SCALE
FIGURES
Typical Scale Figures is a celebration that people are
different. People come in many shapes and sizes, which
makes it difficult for designers determine human scale.
This project challenges the scale figures used in architectural elevations, which show the correlation between the
height of person in relation with an architectural space.
Often, these figures are shown as six feet tall, but this is
problematic since most people aren’t that height.
This project is a collection of alternate figures that shifts people who
aren’t six feet tall up to the standard height. Whether it is through
the use of drones, monster-truck wheelchairs, or stilts, the figures
are a reminder that the six-foot standard is inadequate. The imagery
used is a mashup of pictures found on the internet, to reference the
common architectural practice of copying and pasting scale figures
from Google image searches.
The figures where printed out at 1:1 scale and hung in
architectural spaces as reminder that people aren’t a
standard height and that architecture needs to be designed for people of all heights.

LEFT Drone Baby hanging at the X, Y, and Z:
Graphic Design in Space exhibition at the RISD
Exposé Gallery. Image credit: Paul Soulellis
RIGHT A “72" scale human” figure found in a
working file at an architecture firm.
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6' - 0"

Drone Baby
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6' - 0"

Monster Truck Wheelchair
The Americans with Disabilities Act provides minimum standards for designing
accessible spaces, but these standards
often don’t go far enough.
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6' - 0"

SAARINEN
EAMES

Robot Legs

Really Tall Baby

Stilts Kid
Architectural spaces are usually designed
for adults. Children grow up in a world not
designed for them.
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6' - 0"

Man on a Pony
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6' - 0"

Grandpa witha Long Cane

Monster Truck Wheelchair & Drone Baby printed
at 1:1 scale and hung in architecture space.
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THE GRADUATE
STUDENT LOUNGE
SIGNAGE
The Graduate Student Lounge is a new space on campus. It was once an office space, but it’s been converted
to be a place where grad students can go to get away
from studio, or to have a gathering, or to meet with
friends, or to, basically, use however they need.
But many grad students did not know what
they were allowed to do in the lounge. With
designers Elaine Lopez and Chris Cote, we
derived a solution that embraced the variability
of the space. The signage system is a long
run-on sentence that snakes across the windows listing many possibilities for the use of the
lounge. In order emphasize that the Graduate
Student Lounge wasn’t just an academic space,
some of the possibilities listed were serious and
some were humorous.

The winding run-on sentence signage has a
mix of serious and humorous suggestions for
the Grad Lounge’s usage.
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Sleeping and Crying.
For grad students, one of those things happens
too much, and the other doesn’t happen enough.
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A view from inside the Grad Lounge.
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I HAVE A DRAWING IN
MY ROOM AND I DON’T
UNDERSTAND WHY
“There is a Drawing in my Room and I Don’t
Understand Why” is a section in New Atlas, an
experimental book created in collaboration with
the RISD Graphic Design MFA class of 2018.
The project started with a series of prompts that
required collecting a diverse range of images,
texts, and videos. The collection then needed to
be presented in a cohesive way across 14 pages.
Because most of my collection dealt with my
relation to the places around me, Kevin Lynch’s
five elements from The Image of the City was
used to connect everything together. One spread
was dedicated to the elements of Edge, Node,
Path, Landmark, or District.

The title of the section comes from an interview
with Jinhwa Oh, where she talks about a drawing
she has, but isn’t sure why she’s fond of it.
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The Image of the City was a study that examines
the mental maps people create to understand the
city around them.
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According to Kevin Lynch, edges are the “linear
elements not used or considered as paths by the
observer. They are the boundaries between two
phases, linear breaks in continuity,” like walls,
rivers, or overpasses.1
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Nodes are “points, the strategic spots in a city
into which an observer can enter,” like squares
and junctions.1
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Paths are the “channels along which the
observer customarily, occasionally, or potentially moves,” like roads or sidewalks.1
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Landmarks are a “type of point-reference,” and
are usually “seen from many angles and distances, over the tops of smaller elements, and
used as radial reference.” 1
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Districts are the “medium-to-large sections of
the city” that seem to have ”some common,
identifying character” 1
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1. Kevin Lynch, The Image of the City
(Cambridge, MA: MIT Press, 1960).
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RANDOM
FORM
STUDIES
The following are form studies that utilize randomness
and variability in there creation. Some of the methods
used include random combinations of Photoshop filters,
variable parametric settings, random-generation javascript, and glitches.

This poster was derived from a pattern created
by a Photoshop glitch. The glitch pattern was
manipulated into the final composition.
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Inspired by the colorful shadows Tom Fruin’s
installations cast on the ground, I projected
patterns onto ﬂoors, walls and ceilings to create
distortions. I used the distorted patterns to
derive the forms within the posters.
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Inspired by Italo Calvino’s Six Memos for the
Next Millenium, I used different means of
random generation to create the designs. One is
made by running type through a series of
Photoshop filters, one is made through variable
distortion settings in 3DS Max, and one is made
by using Photoshop’s content-aware fill tool.
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These images were created by running scans of
different materials through a long series of
Photoshop filters. Then running the results back
through the same filters multiple times.
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A discovery during my random form studies
was that a specific combination of Photoshop
filters would break down type into a cluster of
contour lines.
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RIP
OR
RUIN
Rip or Ruin starts as a stack of paper fastened together
with a set of instructions asking the user to rip through
the pages, leaving at least two fasteners in each piece of
paper. The user is encouraged to tear through however
many pages they want.
Riping is often seen as destructive. The stack of
unripped paper, is an appealing object on its
own. The user must decide if they want to keep
the object the way it is, or take the chance at
creating something better through a destructive
means. If the user decides to rip the object, they
also must determine when the design is done.
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Maria right before she rips through the paper.

279

280

SPACE, JUNK

FUNCERTAINTY

These are the paper stacks before people
choose to rip or not.
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The point Maria decided the design was done.
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PROLOGUE

BACK INTO
ORBIT
When NASA sought a spacesuit that could protect
their astronauts from the harsh realities of space,
they first experimented with hard-bodied suits.
Made of aluminum and fiberglass, the AX-series of
experimental spacesuits were both simple in construction and appearance. The suits featured clean
lines that matched the popular space-age aesthetic
seen in science fiction and conceptual renderings
at the time. Architect and critic Michael Sorkin called
the AX-3 spacesuit “the most beautiful design object.”1
But this isn’t the spacesuit that adorned the Apollo
astronauts when they walked on the moon. The AX
spacesuits were beautifully designed, but they lost
out to a soft-bodied spacesuit that lacked the same
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BACK INTO ORBIT

visual appeal. The A7L, was a complex assembly of
layered fabrics. Nicholas de Monchaux describes
this version of the spacesuit as having “traditionally
been seen as a messy, almost embarrassing compromise.” 2 This untidy design wasn’t developed by
a top-notch engineering firm, but in collaboration
with Playtex, the bra manufacturer. The soft-bodied
suit was selected because its redundant layers kept
the astronauts safer than anything the sleek AX
spacesuits could offer.
Often, messiness is seen as a bad thing. It is a
reminder that things aren’t perfect. But by examining the chaos around us we can learn new things
about ourselves and the society we live in. The
neat and clean solutions aren’t always the right answer; simple representations of messy issues can
create more confusion. The goal of graphic design
should be to effectively communicate ideas. Like
the A7L soft spacesuit, sometimes a mess is the
best design solution.

An ad celebrating the
use of Dupont materials
A7L Spacesuit.3

The AX-2 Spacesuit
Designed in mid-1960s
Credit: NASA Ames
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1. De Monchaux. Spacesuit: Fashioning Apollo, 3.
2. Ibid., 3.
1. de Monchaux, Spacesuit: Fashioning Apollo.

1

de Monchaux, Spacesuit: Fashioning Apollo.

2. Image from the Illustrated London News.

3

Image from NASA.

3. Image from NASA.

2

Image from the Illustrated London News.

3. Allison P. Davis, “The Epic Battle Behind the
Apollo Spacesuit,” Wired, February 28, 2011.
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X-15 test pilots
goofing around,
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