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PJATK Workshop Week
Interactive Text and Creative Coding
8–12.03.2021

How can we achieve meaningful human-technology interactions 
amongst the plethora of possibilities? During this Interactive 
Week 2021, we will explore topics focused on AI, ethical 
design,machine learning, generative design, writing, holograms, 
and Virtual Reality. Through experimenting with different 
mediums, we will animate, code, write and shift our perception 
of typography and text. Join us to transgress the boundaries 
between human-human and human-digital interactions and 
help us shape the world of the future built on stable and 
sustainable foundations. 

Interaction is the subject of nine workshops combined with 
lectures (1 lecture introducing the subject of each workshop) and 
one open lecture at wednesday afternoon.

Working time: 5 days, 6 hours a day on-line × 9 parallel groups 
of 10-16 participants per group. The expected number 
of participants is 100 people, checked and confirmed 
by registration.

Workshops are part of the Future Text research and educational 
project, carried out at the Faculty of New Media Art PJAIT 
thanks to a grant from the Polish National Agency for 
Academic Exchange.

Ewa Satalecka

Ewa Satalecka is Professor at Polish-Japanese 
Academy of Information Technologies 
in Warsaw and leader of its motion 
typography class. She represents Poland on 
the international forum of ATypI (International 
Typo-graphy Association). Satalecka organizes 
international design workshops, conferences, 
and exhibitions of typography and information 
design. Her work includes kinetic typography 
installations presented at the "Liquid 
Page" Symposium in Britain’s Tate (2008) 
and as a part of the international "Moving 
Type" Exhibition in the Gutenberg Museum, 
Mainz, Germany (2011). Edited by Satalecka: 
MOTYF2013, MOTYF2014, Fajrant (available 
on issuu, prized TDC 2012 certificate). Her 
articles were included in Very Graphic: Polish 
designers of the 20th Century, edited by Jacek 
Mrowczyk, (IAM, 2015) and 365×typo: 365 stories 
on type, typography, and graphic design, 
edited by Linda Kudrnovska(Etapes, 2015).

https://workshopsnema.editorx.io/futuretext/interactive-design
http://https://workshopsnema.editorx.io/futuretext/interactive-design
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Design holographic installation
of interactive typography
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moving from tech dystopias to 
responsible tech futures
Natalia Domagala

Rewilding our Cities 
Using AR and animation to inspire 
the rewilding of future urban 
environments.
David Morris

Workshops and tutors

Dates:
8–12 March 2021

Duration:
5 days, around 
8 hours per day

Special lecture:
10th of March at 17:00

Lecture and 
discussion: 
To be annouced

Final presentation:
Friday at 13:30

Number 
of participants:
10–15 participants 
per workshop



Timetable



Natalia Domagała

Natalia leads on data ethics policy 
at the Cabinet Office, Government Digital 
Service in the UK. She previously advised on 
open government and open data policies 
for the Department for Digital, Culture, 
Media and Sport in the UK, and implemented 
open data challenges for 360Giving. She has 
research experience in anthropology, gender, 
civic tech, and economic development. 
She has also recently co-edited a book: 
Situating Open Data: Global Trends in Local 
Contexts. Natalia received her MSc in Local 
Economic Development from the London 
School of Economics and Political Science 
and her BA in Anthropology and Media 
from Goldsmiths, University of London.

Learning overview
Ethics is no longer optional in a world where technology, politics 
and economics are impossible to disentangle. We are living 
through the birth of a new era of extraordinary technological 
advancements that will fundamentally change the way we 
live, work, and interact; this presents both an opportunity and 
a warning. The online world has morphed with our offline reality 
and has begun to shape it, creating as much promise as peril. 
This lecture will cover the risks that this new status quo presents, 
including examples of biased artificial intelligence, algorithms 
that reinforce harmful stereotypes and produce discriminatory 
results, and real-world implications of technologies. Following 
the analysis of these tech dystopias, we will focus on 
finding solutions. The lecture will provide a set of practical 
recommendations and give an overview of tools and methods 
to build responsible tech tools. It will prompt students to reflect 
on the future and the long-term impact of technology on our 
society and humanity overall. 

Learning outcomes 
During this lecture, students will gain an understanding 
of the negative implications of biases in artificial intelligence 
and algorithmic tools facilitating decision making in a variety 
of sectors. They will learn to consider all potentially negative 
and often unintended consequences (‘what is the worst 
that can happen’) from the very beginning of every tech-
related project, and familiarize themselves with techniques 
helpful in questioning and examining projects from an ethical 
perspective. The lecture will provide a set of data and AI ethics 
tools and guides that students can use in their work, and offer 
practical advice on innovating responsibly. It will also present 
a set of provocations on the wider role of technology in society 
for students to reflect on. 

on MS Teams
code: hvpqcqk

10th of March 17:00

Ethics is no longer optional:
Moving from tech dystopias to responsible tech futures 



David Morris

David Morris is the founder of Design 
Exchange and has been experimenting with 
augmented reality and print for over 4 
years with an aim to explore new territories 
of publishing. Each edition of Design 
Exchange is like a mini-laboratory, offering 
experimental research in new technologies 
available whilst inspiring readers with the 
latest concepts and ideas. More like a book 
than a magazine Design Exchange is printed 
just once a year and will sit on the shelves 
of bookstores until printed copies sell out.

Design Exchange is a London based experimental interactive 
magazine, that aims to innovate and bring together technology 
and print using augmented reality. 

This talk will introduce an open call to students to work on and 
create inspirational ideas that will push the boundaries of AR 
by tapping into existing platforms such as Facebook Spark, 
Instagram apps or indeed any other similar technologies. It is a 
live artist-led project that will turn the streets of Warsaw and 
London into interactive garden walks, to help inspire our cities 
for the future. The virtual garden walk will then be translated 
onto a front cover of the ‘rewilding” edition of Design Exchange 
Magazine along with interactive films and other live animated 
featured work. 

After David's lecture there will be a discussion between 
him, Aleksandra Hojszyk and Łukasz Kroenke moderated 
by Josh Plough

on MS Teams
code: hvpqcqk
11th of March 5PM

Rewilding our Cities. Using AR and animation to inspire 
the rewilding of future urban environments. 



Adam Słowik

Polish interdisciplinary artist, designer, 
scenographer and independent curator,
graduated from the university of the arts 
in Berlin UdK. He works on the threshold 
between art, science and technology. In 2016 he 
was invited by Prof. Peter Weibel to the Center 
of Arts and Media technology Karlsruhe (ZKM), 
where he worked as associated artist and 
researcher developing several spatial notation 
formats. In his work „Alphabet Space“ he 
reduced the entire latin alphabet in to one 
spatial form. Słowik’s works have been shown 
in diverse cultural institutions worldwide 
as well in the art as in the science context, 
together with Manfred Mohr, Gottfried 
Wilhelm Leibnitz, Daniel Liebeskind, John Cage, 
Salvador Dali, Sol Le witt, or Ramon Llull, 
among others. Adam Słowik currently 
lives and works in Berlin.

Description
The appearance of the mysterious power of imagination, allowed 
humans to extract images from phenomena and abstract 
them into codes since ancient times. Cave drawings became 
pictograms, getting simplified and evolved into cryptic writing 
systems. Those became after a long process of metamorphosis, 
finally the Alphabets as we know them today. 
In the analogue world all writing systems are two-dimensional, 
symbols are always arranged on flat surfaces. In case of the latin 
Alphabet, that has not been significantly developed since 
the renaissance, letters are listed linearly from left to right. 

This narrative of listing signs linear from one 
point to the other, has affected our thinking structure, 
our culture and the way we interact.

In the essay „The Crisis of Linearity“, media theorist and 
philosopher Vilém Flusser* mentions already in 1988,  
our linear alphabet, is in the process of being replaced 
by different structured codes. While being aware of our 
contemporary communication we might understand his 
hypothesis better, while navigating through digital interfaces: 
posting & sending jpgs, memes, videos, sound sequences, emojis, 
snapchats, or operating with fractured hypertext links by 
clicking us trough the web. 

However the source code underneath all digital communication 
is still two-dimensional. Computer programming languages and 
machine codes ( binary code ) are symbols listed in lines. 
 
Course content
In this workshop we will develop multi-dimensional, visual codes. 
Designing sculptures, architectural objects or landscapes that 
can be read in different ways. We’ll create new spatial alphabets 
using 3D modeling software; smartphone 3D scan apps or mixing 
other digital and analog technics.
We learn how to use a 3D application for architects ( Google 
Sketch up ), to create spatial typography. 3D models can be 
reproduced as 2d renderings, drawings, animations, VR formats 
or 3D printed objects. In the end of the week every one will 
choose what format is suitable for her/his outcome. 

ALCHEMY OF THE ALPHABET
Notation in space



ALCHEMY OF THE ALPHABET
Notation in space

Workshop schedule:
Monday
9:00 Hello &introducing within the members.  

Lecture on CODE and NOTATION in the arts.  
Viewing examples of works related to the topic 
Introduction to the exhibition project: OPEN CODES.  
Q&A, Talking about tools and technics  
Introduction to 3D modeling software SketchUp Pro. 

15:00 Review, Q&A 

Tuesday, Wednesday, Thursday
9.00 SketchUp, introduction tools, exercises  

Open conversation, Q&A
11.00 Assignment 
15.30 Review, Q&A

Friday
9.00 Presentations, review, open conversation 
13.30 Public presentation of the results

Please check reference video link ALCHEMY OF THE ALPHABET

Required: 
SketchUp
Software provided by Academy

Make sure having access to SketchUp Pro 
before the course starts – write at a.hojszyk@gmail.com 
to get all of the information and passcodes. 

https://www.youtube.com/watch?v=qy8ioWyJYrw&t=147s&ab_channel=AdamSlowik


CREAT[L]IVE CODING

Ted Davis

Ted Davis is an educator / designer / media 
artist originally from the United States 
and based in Basel, Switzerland, where he 
teaches interaction design and coordinates 
the UIC/HGK International Master of Design 
program within the Visual Communication 
Institute, The Basel School of Design HGK 
FHNW. His research and teaching activities 
focus on generative design through creative 
coding, reactivating older ‘new media’ 
through newer programming means and 
the volatility of digital media through 
glitch. His open source projects (basil.
js, XYscope, P5LIVE) enable designers to 
program within Adobe InDesign, render 
vector graphics on vector displays, and 
collaboratively create live coded visuals with 
p5.js. With international exhibits, lectures 
and workshops, he empowers students to 
take hold of the computer’s ability to design 
possibilities beyond that of the hand or mouse.

Description
This workshop introduces participants to the realm 
of possibilities in generating designs by live coding as 
a technique of sketching. From iterative changes with 
instantaneous feedback, shapes, motion, typography can 
all be explored in ways that typical software packages can't 
provide. Using p5.js via P5LIVE, we'll learn the basics of creative 
coding, turn type into anchor points, and develop visuals by 
manipulating these coordinates with new geometric forms and 
motion. Finally we'll learn to control parameters with graphical 
user interface (GUI) elements, such as sliders, to create custom 
tools for our own usage and the public to explore. This workshop 
is given as live technical inputs, collaborative coding sessions, 
partner discussions and a shared output.

Course content and outcomes
This course will be delivered in synchronized form, with technical 
inputs the first couple days, followed by partner projects 
thereafter. Students will be brought up to speed with a crash 
course in p5.js, focusing on the functions and techniques 
necessary for our collective typographic focused project. 
The synchronized sessions will be recorded (only shared content 
and voices, no webcams), so that students can review material 
covered throughout the week. A website with an intro to 
programming and cheatsheets supplements these inputs to 
refer to in parallel. Throughout the project days, we'll take turns 
using breakout sessions for 1:2 discussions and code together 
in a collaborative environment (P5LIVE) to offer help where 
needed and work together.

Objectives
The core objective of this workshop is to explore how creative 
coding can extend the realm of possibilities for typographic 
expression in motion without our web browsers. Furthermore, 
students will gain:
• an introduction to p5.js, a powerful and easy to learn library for 

creating and styling shapes.
• an introduction to P5LIVE, an environment for collaborative 

live coding of p5.js
• drawing and customizing primitive graphic forms
• animation techniques with basic math
• turning type into points for customization
• implementing graphical user interface (GUI) elements for 

turning explorative sketches into useful tools
• techniques to combine basic building blocks of code into 

a complex program using logic, loops, and custom functions



CREAT[L]IVE CODING

Tools / materials / equipment / software
• Computer, laptop or desktop, not a tablet/phone (Mac, 

Windows, Linux are all fine)
• Web browser (ideally Chromium based, ie. Chrome, Brave)
• P5LIVE (will be introduced on first day)
 
This workshop will utilize p5.js (a browser based inspiration 
of Processing) via P5LIVE, a live coding collaborative environment 
created by the workshop author. We'll work entirely within our 
web browsers, programming virtually side by side.
 
Schedule
Monday, Tuesday 

Technical Inputs on p5.js (intense crash course!)
Wednesday, Thursday 

Partner projects with individual critiques and guidance
Friday 

In the morning, gathering all projects, assembling into 
shared website to present



You will open this door anyway.
A primer of Interactive Storytelling

Maja Starakiewicz

Graphic designer, illustrator, researcher 
working in the field of image and text 
intersections, keen on visual and hybrid 
adaptations of literature, fan of video 
games with a kink on anything indie. Author 
of Model i metafora. Komunikacja wizualna 
w humanistyce (Model and Metaphor. Visual 
Communication in Humanities) and Pociąg 
do opowieści (Story-driven, activity book for 
children). European Forum Alpbach alumni 
(granted Swarovski scholarship). Co-organized 
conference on visual narration (Narrakcje) and 
live-drawing competition Bitwa Rysunkowa 
(Drawing Battle), participated in numerous 
courses on visual culture and storytelling (e.g. 
MOME Budapest, Digital Cultures Conference).

Description
Stories that move us are those in which choices made by 
characters have certain weight, don't go without consequences. 
Interactive fiction is unique form of storytelling that gives 
the audience agency to perform those decisions (and check out 
their outcomes) in fictional world.

The course gives fundamental knowledge and skills in non-linear 
and interactive storytelling. You will try to come up with simple, 
yet unique and moving story involving interaction based on 
meaningful choices made by the audience. Workshop focuses on 
the conceptual, rather than technical side. All the work will be 
made individually with tutor help provided during consultations 
and discussions.

The story can be told through various means and 
the proportions of image and text will be up to you. Possibilities 
are endless: text-only, image-only and of course everything 
that’s between. 

If you don’t feel comfortable with writing in English, you can 
stick to your native language, but you’ll be asked to summarize 
your story to the tutor to get the critiques of your work. 

Objectives
Workshops aims at helping to answer following questions:
• Why do we love interactive stories?
• How to look beyond over-hype in interactive stories?
• Are interactive stories inseparable from digital?
• Why interactive storytelling should learn from literature?
• How to combine image and text in non-conventional ways?
• How to make choices in my story meaningful?

Content
• Preliminary talk describing the assignment + Q&A session
• Lecture/presentation loaded with images and references to 

keep your imagination well-nourished
• Storytelling “canvases” and other structures provided to help 

you overcome writer’s block
• Guidance through the creative process
• Individual consultations and group discussion
• Final evaluation

Portfolio outcomes 
You will create short story combining visuals and texts with 
meaningful branching and interactions. Story can be told with 
text, with visuals and with combination of both. 
It will be delivered in the form of paper prototype or concise 
digital experience.



You will open this door anyway.
A primer of Interactive Storytelling

Tools / materials / equipment / software:
Minimal:
• Computer
• Microphone 
• Camera 
• Stable internet connection 
• Zoom 
favorite drawing/painting supplies for sketching, prototyping 
and final work (if you don’t want to go digital)
scanner or camera (to document your work for consultation)

Additional:
• Adobe Photoshop and/or Illustrator (for artwork)
• Adobe XD/InDesign/ web design tools of your choice 

(for interaction)

Doing digital work is not necessary, paper prototype will 
be sufficient to complete the course, as the story itself, not 
the presentation of the story, will be our main focus.

Schedule
Monday
 Task-Giving + individual work (looking for inspiration, 

creating a story, sketching) and consultations 

Tuesday
 Individual work (creating a story, looking for visual 

form) and consultations + presentation on interactive 
storytelling and branching narrative structures

 
Wednesday
 Individual work (combining text and image, reflecting on 

branching of the storyline) + group review of the progress/
discussion

Thursday
 Individual work (polishing the visuals, testing) + last 

individual consultations

Friday
 Preparing final presentation + evaluating the workshop



Interactive Type using P5.js

Prof. Hartmut Bohnacker
Hochschule für Gestaltung 
Schwäbisch Gmünd

Born in 1972 in southern Germany. Beginning 
in 1992: studies in mathematics (discontinued) 
and a degree in economics in 1997. 1998: 
studied communication design at the HfG 
Schwäbisch Gmünd. Since completing studies 
in 2002: independent designer in Stuttgart, 
specializing in conception, design, and 
prototypical implementation of projects 
in the field of interface and interaction 
development; teacher of digital media. 
Since 2009: professor of interaction 
design at the HfG Schwäbisch Gmünd.

Description
p5.js (https://p5js.org/) is a Javascript library that takes the spirit 
from Processing and translates it to Javascript. Its goal is to 
make coding accessible for designers by making it as easy as 
possible to draw graphical output to the screen. 

This workshop introduces the students to p5.js and to the basics 
of programming in that environment starting from zero. So, no 
knowledge of programming is necessary beforehand. As a little 
project we will to do some experiments on interactive type. 
Interactive type means that type will be drawn using code and 
modified by user interaction. The students may work in teams 
of two or three people.

Objectives
Drawing graphics with code is different from drawing with 
pen or using software like Adobe Illustrator. Instead of placing 
shapes manually, one have to find rules for the machine to follow. 
The students learn how to think algorithmically and to write 
the appropriate code. 

They will explore the drawing abilities of p5.js like dealing with 
color, shapes, type, 3d space and how to make their graphics 
interactive and animated. 

Content
The first part of the workshop will be an introduction to 
algorithmic thinking and to the basics of coding with p5.js. 
This will be done with lectures and exercises.

After that the students develop their ideas using sketches, 
discussing it, putting it to code and searching for interesting 
visual parameters to make as many good variations as possible.

Tools / materials / equipment / software
The course outcomes will be delivered in the form of p5.js 
programs. You can have a look on the results from last years 
workshop to get an impression of what we try to achieve: 
https://hartmut-bohnacker.de/pjait2020/

Schedule
Monday 

Setting up our environment and introduction to p5.js
Tuesday 

Introduction to p5.js and starting the workshop project
Wednesday 

Discussing the project ideas and start coding
Thursday 

Work on project
Friday morning 

Finalizing the project for presentations. 

Work hours: 9:00 to 12:00 and 13:00 to 16:00



Typography in Animation

Philip Pachucki

Philip  is an Animator and Previz
artist. He gain an experience in Poland and
abroad working with such companies like
Cd Projekt Red, SEGA, Ubisoft, currently
he is working as a cinematic animator in
Platige Image. He’s most known for projects
like GWENT, Another Day of Life, Ghost
Recon Breakpoint, Assasin’s Creed Odyssey.
Recently he started helping Young artists
get to the industry by teaching them 3d
animation and by sharing his experience.

Description
During the workshop, we will build short animation 
in three dimensional environment. 

Typography will be our main source of inspiration. 
Student will have to prepare short storyboards, pick the right 
music, move into 3d environment, add effects in after effects 
and edit in adobe premiere. 
 
Type of class
Classes are combined with lectures where I’m going to show you 
my own workflow and the Revisions. Each day of the workshop 
we will meet on the revisions where we will discuss issues about 
your and how we can improve them. 

During the workshops student will learn 
• Camera work in 3d
• Editing
• Making right artistic choices
• Menaging projects
• Polishing projects

Objectives
Create appealing 3D animations 

Content 
We will start our workshop from principles about 
directing and storytelling. 

Portfolio
Student will be able to add their animations to the portfolio. 
And show their motion design skills. 



Storytelling with machines: 
The future of creative writing

Liam Porr

Hi my name is Liam Porr and I’m a UC Berkeley 
alumni with a degree in computer science. 
In the past I’ve worked as an engineering 
intern for several companies, including 
Facebook, Nvidia, and Symantec. I recently 
worked on a project involving OpenAI’s new 
GPT-3 natural language processing model, 
which was featured in various news outlets 
like the New York Times and MIT Tech Review. 
This project has sprung me into the world 
of AI ethics and forced me to consider how 
we consider the role of Artificial intelligence 
in our future. I also host a personal blog and 
a blog on natural language processing. 

Description
This course investigates the role of artificial intelligence 
in creative writing. We will be investigating the purpose behind 
different forms of creative writing, including literature, stories, 
and poetry, and how that purpose may change or be seen 
in a different light when it’s written by a machine. The class will 
be a hybrid of a lecture, seminar, and a studio. The students 
will have the chance to learn about how these algorithms 
can be used, and discuss the ethical implications. In addition, 
the students will have the chance to generate their own short 
stories using cutting edge AI. 

Objectives
The students will learn about current AI models and how they 
can be used for stories. Current AI is good, but not perfect. 
They will learn about how these models are flawed and how 
they may be improved using creative techniques. In order to 
do this, the students will gain a basic understanding of how 
these models work and why it leads to certain strengths 
and weaknesses. Improving AI technology does not mean it 
will replace creatives. Rather, they can be used to augment 
the creative process to produce new and unique works. 
The students will explore the larger role machines will play 
in the creative process.

Content
The course will be a combination of lecture, assignments, and 
discussions. I will spend time lecturing to introduce and explain 
topics. Students will also be given relevant reading material 
which will also be presented in class. The students will work on 
generating their own creative content using machine learning 
models, which will be discussed and critiqued in class.

Portfolio
By the end of the course, students will have their own unique 
piece of AI-generated creative writing in a form of their choice.

Tools / materials / equipment / software
None

Schedule
Monday 

Welcome, course outline, opening lecture 
Tuesday 

Online lecture, discussion of readings, introduction 
of assignment

Wednesday 
 Online lecture, initial assignment critique and discussion

Thursday 
Online lecture, assignment finalization

Friday 
1:30 pm presentation



Type in space
Design holographic installation of interactive typography

Aleksandra Hojszyk

Junior product and Mixed Reality designer 
especially interested in spatial
applications, UX&UI and ethical design.

Teacher of UX, Mixed Reality and Design 
Process at PJATK. Curator and designer 
of Future Text Virtual Exhibition. Alumni 
of the department of New Media Arts
in PJAIT and Modern Art – Expertise
and Business at Collegium Civitas.

Description 
The perception of holograms as everyday objects takes 
the definition of Human-Computer Interaction to a completely 
different level. How to use three dimensional space to design an 
installation and how to design Voice User Interface? In the first 
Mixed Reality device — HoloLens, there are multiple ways 
to interact with holographic objects, but how to make that 
interaction meaningful?

During the workshop we will work with the objective 
of interactive spatial typography installation, learn how 
to design Mixed Reality app prototypes and how to not 
overload human cognitive load during the experience 
of multimodal interaction. 

Workshops will be held online, but there will be a possibility to 
test HoloLens and deploy your application to HoloLens. Students 
will design interactive typography installations which will 
interact with us by voice commands and gestures performed.

As a part of working with Voice User Interface, we will also look 
from the critical point of view on the essence of communication 
and what elements enable us to create connection and relation 
with another human or digital meaning.

Through theoretical seminars students will :
• Acknowledge basics of how to design and develop Mixed 

Reality applications
• Will explore subjects of spatial typography as well 

as spatial interface

• We will investigate how artists of last decade interpreted 
space in design and architecture

• We will work with movement of typography in space
• What are the possibilities and limitations of technology
• What is Voice User Interface and how to design it
• We will develop interactive Mixed Reality application 

with 3D type installation and design and specification 
of a spatial interface

Type of class
Hybrids of lecture, studio work, consultations and discussion. 
Students will work on development with pre-recorded tutorials 
with live assistance and in the project part, they will work 
intensively on predefined short-term assignments. 

Objectives 
During the workshop students will learn:
• Critical thinking 
• User oriented design
• How to manage complex project in time and how to conduct 

design process 
• What are the basics rules in designing Mixed Reality 

interactions
• How to design Voice User Interface
• Basics of Unity 
• Basics of project presentation
• UX principles, body and brain — storming



Type in space
Design holographic installation of interactive typography

Content
We will start the workshop with a lecture about principles 
in designing for Mixed Reality, types of interaction and our 
future with holograms. Then students will be introduced to 
the final assignment form and we will start from ideation part 
and make a research about our possibilities of developing 
the first idea. We will draw our ideas on paper and make a body 
storming presentation to explain our project to the others. 
After writing project specifications, we will learn about designing 
VUI and work on spatial representation of our type installation. 
After setting first principles we will start work in Unity, to 
develop first steps of application. We will do iterative testing 
and redo the design and development. After all we will collect 
all of the outcomes from each of the design processes and learn 
how to present them in an easy to understand way, and also 
work on storytelling in presenting tech apps.

Portfolio
After the workshop students will deliver a case study of their 
design process which can be included into the student's final 
portfolio. We will have a Mixed Reality application that can be 
deployed into the device. 

Tools / materials / equipment / software
• WINDOWS (on mac it’s also possible to work, but for the final 

development Windows is a must, If you are really interested 
in that topic but do not have device please write to me 
beforehand but I can have only one student without Windows) 

• Illustrator
• Unity 
• Visual Studio (with .net library)
• Mixed Reality Toolkit

More specific requirements will be delivered on the weekend 
before a workshop. Installation Unity and Visual Studio before 
workshop will be highly appreciated, as it takes quite much time 
and space on computer disk.

Schedule
We will schedule the proper date to test HoloLens 
in school (meetings will be safe, we will follow all 
of the pandemic restrictions)

Monday 
Introduction lecture 10-11, 11-13:00 Ideation and research 
13:00-16:30 Independent students work with live assistance

Tuesday-Thursday 
Development of the application

Friday 
Finishing projects and discussion



VR Typography:
Designing a reading experience for a virtual environment

Hilary Kenna 

Dr Hilary Kenna is a lecturer in visual & user 
experience (UX) design at IADT. She has 
taught interaction design, graphic design 
and typography in the BA(hons) in Visual 
Communication for nearly 20 years. She is 
current the Programme Chair of the BA(hons) 
in Interaction & User Experience Design and 
teaches on the Masters in User Experience 
Design and the postgraduate Certificate 
in Design Thinking at IADT. Hilary has a PhD 
in Design Principles for Screen Typography 
from the University of Arts London. She 
designed the awarding winning app The Waste 
Land by T.S. Eliot, which was the subject of her 
TedX talk, Words Made Usable. Hilary has 
led research projects in data visualisation 
and her work was granted two US design 
patents and commercially developed into 
a product. She has lectured about and 
published her work internationally.

Robert Griffin

(BA (Hons), MSc, MSc) teaches at IADT and has 
been involved in all aspects of course design, 
teaching, promotion and assessment. He has 
expertise in ICT, UX/UI, Cyberpsychology, VR. 
He is currently researching increasing empathy 
towards the visually impaired using virtual 
reality. Rob is Programme Chair of the MSc 
in Cyberpsychology, and has a special interest 
in Virtual Reality. He has been at the forefront 
of encouraging students to engage with 
emerging technology at IADT, championing 
Virtual Reality projects in the Institute as 
much as possible. Rob is very interested 
in seeing how VR can be adapted across 
the spectrum of traditional subjects. He wants 
to see filmmakers, model makers, computing 
students and psychologists getting to work 
together on VR projects to see what they make

Description
The workshop will introduce the basic principles of virtual reality 
for designers and how they apply to the design of information 
and typography in a virtual environment. Concepts such as 
composition, interaction and audience perspective will be 
explored practically through designing and learning to build 
a simple prototype. 

Students will learn the basics of Unity and how to design 
information for a VR environment. The aim of the workshop is 
to design and prototype a simple VR reading experience. Prior 
knowledge of 3D software is helpful, but not essential. Students 
will work in pairs.

Good examples of information design and typography in virtual 
environments are still rare, so this is an opportunity to explore 
the future possibilities.
 
Objectives
The following are the main objectives for this course: 
• Students explore the design of typography and the reading 

experience in virtual environments
• Students learn about design principles for 

virtual environments
• Students develop practical skills in design and prototyping for 

virtual enviroments



VR Typography:
Designing a reading experience for a virtual environment

 
Content
 Course content will be delivered in the form of: 
• Class lectures and workshops on design principles and 

methods for VR typography, introduction to software (Unity, 
Sketchup etc) supported by relevant reference material.

• Class discussions on student-generated content of learning 
portfolios and critique

 
Portfolio/outcomes
Course outcomes will produce short video sequences rendered 
from Unity. 
Support materials will include sketches, moodboards, design 
mock-ups and storyboards.
 
Tools / materials / equipment / software
Required Software
Unity (latest version) – you must download and test that it works 
before starting the workshop 
Sketchup (latest version) – if you are a beginner, or any 3D 
software (Blender, 3D Max, Maya, Cinema 4D etc) of your choice if 
you are experienced at using 3D. 
Google Chrome browser 
Google Fonts – you will be given a list from which to choose 
1-2 typefaces.
Video editing software – optional
A3 paper for sketching & storyboarding, drawing materials 
(pencils, pens, markers)
Camera phone to take photos of your paper work for uploading.
 

 
Schedule 
Monday 
AM – Introduction to workshop and project brief, VR Typography 

lecture + discussion 
PM – Unity 1 workshop – basic principles, setup, asset generation 

or design research

Tuesday 
AM – Designing the Reading Space / concept and design 

exercises (plan+storyboard)
PM – Unity 2 workshop – animation, text mesh pro, sound, 

camera moves / design treatement preparation
 
Wednesday
AM – Design presentation (treatment+design mock-ups) / 

Sketchup workshop – introduction & basics / design tests 
from storyboard

PM – Unity 3 workshop – importing Sketchup/3D files + 
navigation

 
Thursday
AM – Unity 4 workshop – building the prototype, adding sound / 

design review 
PM – Production of final design and prototype

Friday 
AM – Final rendering and export of Unity projects as MP4s and 

EXEs / Complete slide presentation showing workshop 
outcomes & process.



Intertemporal Design

Carolina Laudon
 
Carolina Laudon is ATypI’s current president. 
She is an independent type designer and holds 
an MFA in Graphic Design from the School 
of Design and Crafts at Gothenburg University 
and has a broad university education in several 
disciplines, such as web development, 
literature, Artistic Research and Intellectual 
Property Rights. Her design studio, Laudon 
Design AB in Gothenburg specializes 
in corporate typefaces, which includes some 
of Sweden's most used corporate typefaces 
for companies such as Systembolaget, 
Länsförsäkringar, MTRX, Hemnet, Elon, Rusta, 
SmartEyes and the Unga Klara theater. She has 
been awarded the Berling Prize, Sweden's most 
prestigious typographic design award, and 
in 2014 she was presented with Stena A Olsson’s 
Cultural Prize including a major retrospective 
exhibition of her work at the Gothenburg 
Art Museum, the first exhibition of its kind 
in Sweden. Carolina is also one of Sweden's 
most respected university teachers, 
guest critics, lecturers and supervisors on 
typography, type history and typeface design.

Description
Intertemporal describes any relationship between past, present 
and future events or conditions. We will take this term and give 
it a design perspective through typography and iconography for 
a digital or printing end product. During this course the student 
will work independently and decide on his/her choosing 
of final presentation.

The course investigates:
• Through practice and seminar design esthetics and design 

principles
• The course introduces students to design history, design 

esthetics, iconography

Type of class: are hybrids of lecture, seminar, studio work, peer 
reviews, and presentation.
 
Objectives
The following are the main objectives for this course: 
After completing the course, you are expected to have: 
A knowledge and understanding for what defines a font 
typographic principles in different digital situations. 
Account for how history, tradition and cultural context are 
reflected in the typography,
A skill and ability to master the basics of a font editor (editing 
path, metrics and app navigation), 
A skill to set up an representative iconographic set 
of communicative symbols for digital or printing methods for 
a practical usage

A judgment and attitude through reflection and feedback 
evaluate own and fellow students' work with the course 
literature as a starting point.

• Students explore how typography has shaped its decennium
• Students learn about the evolution of communicative design 

in a practical way
• Students are introduced to the work of Giambattista Bodoni a
• Students investigate how iconography and typography 

are woven together in harmony and contrast in visual 
communication design

• Students develop skills to interpret historical design and 
critically discuss the design sphere.

Content
Course content will be delivered in the form of: 
• Class lectures
• Class watching/studying and discussions on relevant material 

to selected topics presented in lectures, and case studies. 
• Class discussions on student-generated content of learning 

portfolio, and critique of student generated content. 



Intertemporal Design

Portfolio outcomes
The goal of the task is to gain a better value ability by practicing 
critical reasoning and clear argumentation in the choice 
of iconography based on different approaches such as 
readability and aesthetics. Writing is a good tool, as writing 
creates structure and clarity, which helps the designer to 
formulate himself, choose appropriate language and in the final 
stage communicate clearly with a specific target group.

Tools / materials / equipment / software
Adobe Illustrator or Glyphs, pencils, pens, and paper. Further 
software will be up to individual student’s preference.

Schedule
Monday 

Introduction lecture 9–10, seminar 10–11 and workshop 
11–12. Independent students work 13–16.

Tuesday 
Lecture 9–10, peer review 10–11 and workshop 11–12. 
Independent students work 13–16.

Wednesday 
Lecture 9–10, seminar 10–11 and workshop 11–12. 
Independent students work 13–16.

Thursday 
Supervision 9–12, 13–16.

Friday 
1:30 pm we are going to start present and review outcomes 
selected by teachers

 



Workshop web creator 

Olga Kulish
https://futuretext.org/olgakulish/
olga@pjwstk.edu.pl

Future Text identity & web

Maciej Połczyński
https://laic.pl

Workshop moderator,
workshop identity,
VR Gallery curator

Aleksandra Hojszyk
a.hojszyk@gmail.com

VR exhibition
https://artspaces.kunstmatrix.com/en/
exhibition/4725493/interactive-week

Starts 14.03
link to a temporary exhibition,
changes every workshop

Workshop wepbage
https://workshopsnema.editorx.io/futuretext

Final exhibition on MS Teams
code: hvpqcqk

Future text project webpage
https://futuretext.org

Kompan font by Maciej Połczyński

Workshop & exhibition
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