
DESIGN IN CONTEXT 7 

ART!
V !

DESIGN!



Fountain [Marcel Duchamp 1917] 

 



Marcel Duchamp [fountain 1917] 
Duchamp . . . and the readymade 
  
•  background in Dada: iconoclastic, anti 

- art etc 
 
•  act of ‘choice’ replaces act of 
‘creation’ 

•  found [mass produced] design objects. 

•  re-classified as art - changed the 
context in which they are seen. 

•  form v function? [art v design] 



Art v Design  
 
key differences . . . according to the 
modernist viewpoint; 
 
fine ART is part of HIGH culture 
 
DESIGN is part of LOW/MASS culture 
 
 
 
ART > HIGH > CULTURE < LOW < DESIGN 



the modernist viewpoint . . . 

Art / High Culture 
 
•  depth/meaningful 
•  high value 
•  intellectual 
•  elitist 
•  long lasting 
•  serious 
•  unique 
•  experienced 
•  preserved in 

designated buildings 
•  politically motivated 

Design / Low Culture  
 
•  emphasis on surface 
•  low value 
•  commercial 
•  popular 
•  transient 
•  gimmicky 
•  mass produced  
•  consumed 
•  part of everyday 

experience  
•  politically influenced 



 

 “High Art reflects the process of 
society’s spiritual and aesthetic 
development.”  
 Robert Hughes 

 
 

 “popular [or mass] culture is lived 
as well as preserved, and is 
composed not simply of the 
artifacts of everyday life, but of 
practices and rituals such as 
interaction and play.”   
 Jonathan Baldwin 









Postmodernism & visual culture 
•  1980’s onwards . . . . . . . . . 

•  blurring of HIGH and LOW 
culture 

•  regurgitation > reinventing the 
past > parody > nostalgia 

•  new media > new identities > 
surface and spectacle > new 
ways of creating & distributing 
images etc  

 



My Bed  [Tracy Emin 1998] 



Blur Portraits/CD design [Julian Opie 2000] 





Signs that say what you want them to say and not Signs that say 
what someone else wants you to say [Gillian Wearing 1992-3] 

 







Frieze Art Fair October 2014: http://www.youtube.com/watch?v=OhIygv7WDzQ 
 
 



postmodernism & design 
•  1980’s onwards . . . . . . . . . 

•  new media > surface and spectacle > 
change in the role/status of the designer 

 
•  rational [modernist approach] V 

experimentation/deconstruction 

•  ‘good’ design v noise 

•  designer as author [attaining the 
prestige and/or presence of an artist] 











Tibor Kalman Benetton Colours magazine [1990 -1995] 





Pod - The Breeders [Vaughan Oliver/4AD 1993] 



Big Baby  [Charles Burns] 



plurivectorial design - page layout/initial sketch from Building 
Stories by Chris Ware [2012] 



NoBrow exhibition stand 



Bruce Mau: Massive Change exhibition 2004 -6 







What are the 
key differences 
between a work 

of art  
and a piece  
of design ? 



a work of art . . . . 



a piece of design . . . 



Art v Design  
 
key differences; 
 
i) purpose 
 
ii) materials & processes 
 
iii) audience reception 
 
iv) context 



i) purpose . . . of art 
 
•  form > function 
•  concept centric 

•  self expression [artists vision] 

•  signifies originality or synthesis of pre-
existing elements . . . to create 
‘newness’ 

•  needn’t have a clear objective or 
provide a solution > may be process led 



i) purpose . . . of art ctd 
 

•  content often deals with intentionally 
complex or contradictory [eg beauty] 

•  to ‘intensify reality’ [arouses the 
senses] 

•  can be used as a critique [of modern 
life] 

•  modern art . . . is big business 

”Making money is art and working is art 
and good business is the best art." 

Andy Warhol [From A to B and Back Again] 



purpose . . . of design 
 
•  function > form 
•  content centric 

•  to impose a meaningful order 
•  to communicate clearly [has a 

purpose beyond expression] with 
text & image 

•  to mediate between individuals, 
commercial entities & audiences 

 
 



purpose . . . of design ctd 
 
design is used to;  
 
•  translate messages > to clarify, 

warn, inform, educate, entertain . .  
•  create narratives 
•  problem solve - to provide a 

solution 
•  to motivate . . . to inspire action 



!“the essential 
function of art . . .  !

is to intensify 
one’s perception 

of reality.” 
 

Milton Glaser 



!“Design is in !
everything we make, !
but it’s also between 

those things . . . !
it’s a mix of craft, 

science, storytelling, 
propaganda, !

!and philosophy.” 
 

Erik Adigard 



ii) materials & processes 
 a work of Art and a piece of Design 
may use similar materials [eg 
appropriation of new media] but the 
processes will be different . . . 

 
art; 
•  artist has authorship . . . 
•  . . . over concept & implementation. 
•  doesn’t have to conform to rules, 

guidelines, instructions or deadlines. 
•  materials used to suit concept.  
•  artist as practitioner/author > process 

may reflect artists own development. 
•  ownership? 



ii) materials & processes 

 design . . . 
 
•  has a fixed starting point [brief etc] 

•  works within set restraints [medium, 
format, deadline etc] set by client. 

•  often collaborative > aims/decisions 
often decided in a team. 

 
•  references visual culture - designers 

are keenly aware of cultural trends. 

•  copyright? 

 



iii) audience reception . . . 

. . . for art; 
 
•  identifiable target audience? 
•  successful works of art create a 

bond between artist and audience. 
•  successful artists require the 

support of a cultural elite. 
•  open to interpretation - may need 

specialized knowledge. 
•  good art is taste . . .  

 



iii) audience reception . . . 

. . . for design; 
 
•  serves the purposes of others 

[clients]  
•  is part of a commercial exchange 
•  has an identifiable target audience 
•  a piece of design is successful if 

the audience understands the 
message or narrative [. . . and is 
suitably motivated]. 

•  good design is opinion 

 



iv) context 
context for art; 
•  housed in specific sites of ‘cultural 

capital’ 
•  stands apart/comments on the 

prevailing culture? 
•  made from a privileged vantage 

point 

context for design; 
•  consumed though a range of 

media - saturation 
•  part of the culture - seen widely 
•  may reflect cultural trends etc 

 

 



good art . . . 
•  form centric 
•  inspires 
•  is interpreted 
•  is open ended 
•  is a taste 
•  is a talent 
•  expresses a 

message [emotionally]  

•  is singular [in vision] 

•  is exhibited 
•  is self referencing 
•  stands apart 
 

Art v Design : key signifiers 
 
 good design . . . 

•  content centric 
•  motivates 
•  is understood 
•  is close ended 
•  is an opinion 
•  is a skill 
•  communicates a 

message [clearly] 
•  is universal [in vision] 

•  is distributed 
•  references  
•  is part of [visual culture] 



20th November - deadline for 
Assignment 1 

presentation of Game Concept 
•  15 mins pitch of game concept - 

including intro to team and visuals [think 
through format]. 

•   + questions [5 mins max]. 

hand-in of;  
•  group CD/DVD with all visual and 

written elements [see brief]. 
•  include group evaluation 
•  handed in to schools office - by 4pm 



item 
written elements  
[designed as a game design doc/
booklet] 

word 
guide 

1 game title & company title n/a 

2 character biographies/back stories 
[written as monologues] 

50 -100 
wds 
each 

3 
summary of game plot + overall 
objective of game - including brief 
examples of game play/level scenarios 

800 
wds 

4 marketing sound bite 
100 
wds 
max 

5 

contextual research: explain the games 
setting, time and place [ideological 
centre] and give an overview on the 
historical and cultural themes that have 
informed the project. 

500 
wds 

6 
group evaluation/overview of progress 
and individual role & contribution to 
game concept. 

500 
wds 

7 
full bibliography of any research sources 
[published and digital] used over the 
course of project. 

[use 
Harvard 
ref] 



item visual elements requirements 

1 annotated decade mood boards 
[from each member of group] 

one from 
each group 
member 

2 game specific mood boards: 
settings, props, characters etc 

selected 
examples  

3 character design: full cast of main 
characters in game 

complete cast 
- some in 
settings 

4 
level maps, settings & background 
designs [with or without GU 
interface] 

selected 
examples 

5 company logo/corporate identity a range of 
designs 

6 packaging design for final game one final 
design 

7 magazine advertising mock-ups two final 
designs 

+ 

any relevant sketches/work in 
progress/discarded ideas etc – 
labelled & organised in a separate 
folder. 


