
OVERVIEW

This book documents the progression of the self-directed Projects 1 & 

2 for GRPH-3011. Using my experiences as a tool for improvement, this 

book highlights the struggles I encountered and the ways in which I 

worked around them.



Project 1
For Project 1, I have forged a collector’s edition box of fan merchandise 

for my fictitious virtual pop singer, Synthia Lockheart. Her complimentary 

hit-song Born Again, articulates her transition from the physical world 

to the digital realm within her computer. The box is intended to be a 

treasured keepsake, sold only to enthusiasts. 

The purpose is for viewers to immerse themselves within the character 

and become as fond of her as I am, by granting access to top-tier 

spoils. Included in the box are 3 promotion photos, feature album cover, 

special-edition perler and a lyric book enriched with her backstory.  



Ideas for song writing and character development

Initial outline of box contents and front design



This product succeeds primarily because it embodies the personality 

I had envisioned for the character in a compelling design. The 

audience can form ideas about her individuality and can instantly 

admire Synthia without previous knowledge of her origin. Where this 

project failed is the medium. The paper used for the shell was not 

of the highest quality, resulting in an inaccurate print representation 

of image and colour. The frame of the box additionally caused 

external issues, due to it’s bizarre shape. To apply the skin without 

blemishes proved to be a trying task, many trials were performed 

in order to succeed. Perhaps if I had the opportunity to repeat this 

project, I would pay closer attention to the paper I printed on. If I had 

designated some spare time to test various options, I would’ve been 

more satisfied with the product. 

Reflecting on myself as a designer, I’ve observed several subtle 

improvements with both the initial planning of a piece, as well as 

software comprehension. When situations become the worst-case 

scenario, I’m quick to pursue another avenue rather than waste 

time trying to revive a dead idea. 

REFLECTION



Final product



A discouraging pattern of failure emerged from this project whether 

it be lack of resources or unfit tools of practice, but it forced me to 

put all of my knowledge and creative mojo into overdrive. I imagine 

these things frequently occur in the workplace, therefore I deem it 

as a valuable lesson learned from this experience.  

I fully intend to take this struggle with me through to the end of my 

educational journey at OCADU, reminding myself that the going is 

tough, but the tough keep going.

Process of making the perler



Makeshift home studio for taking photographs



Project 2
My objective for this video was to visually narrate the way in which Synthia 

was conceived. In the previous project, I had written an excerpt disclosing 

her provenance, so I translated the plot of that story into an animation 

for those who may have missed the reading. The intention was to bring 

the audience closer to the character by disclosing an interaction she 

would with someone in the real world. In this case, the main character 

is thrust from the physical realm into a digital space and experiences 

synchronicity with Synthia. Subsequently, the user awakes from her dream 

and contemplates whether her experience was an authentic one or if it 

was just a fantasy.



Storyboard for video



In regards to both projects, the act of generating a character from 

nothing but an idea was more of a thrill than expected. With a project of 

this size, I had to choose whether to dive in and learn to swim, or remain 

in my comfort zone and risk not receiving any creative benefit. Fear 

crept in on several occasions, because I knew that I was really putting 

myself out there for the audience to observe and ultimately critique. 

I was not at all confident in my singing voice being heard, however, I 

reluctantly chose to swallow my pride and give it my best shot. To my 

relief, the addition of several audio effects made it unrecognizable as 

my voice and I was able to feel more comfortable in presenting it.

One of the biggest challenges I faced during this project was using the 

projector. My hope was to first film a segment of Synthia performing, 

then play that clip overtop of myself while the camera was recording. 

The result was meant to mimic projection mapping, yet it did not 

produce the outcome I was aiming for. I’m unsure if the problem was 

due to the translucency of the clip or if the projection was too faint, 

nonetheless I was forced to come up with something else. I settled with 

editing the clip so that it came close to the desired projection mapping 

effect, though I’m not entirely pleased with how it turned out. Perhaps I 

am my worst critic.

REFLECTION



Video clipboard

Overlapping clips of faint projection and edited version



FINALE

If there is anything I will be taking from the completion of this dual-part 

project, it is the importance of having a backup. Though spending time 

planning out a method of execution is crucial to a designer, you must 

also remember that no plan is guaranteed. When things become the 

worst-case scenario, you have to be ready to either cut the tie or find 

a new way to fasten it together. Being prepared for things to go wrong 

sets yourself up for a softer fall and puts you one step ahead of the 

oncoming turmoil.


