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Digital Landscapes
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Unit Code: ENVT1008
Unit Co-ordinator: David Watson
Element(s): Thejourney isthereward

Garden of theimagination
Virtual Landscape design
Proportion mark: 35% + 35% + 30%

Year Group: FDAL2, PDAL3 & 3DD2
Tutor(s): David Watson
Period: Term 2

This course has a number of aims:

To develop avisual understanding of Landscape

To develop amore “painterly” method of Landscape Survey

To explore the various ways by which a Landscape may be experienced
To develop an understanding of and to construct design narratives

To introduce students to paperless presentation methods

To introduce non-traditional methods of Landscape representation

To introduce students to Landscape generation software

The course runs over 12 weekly sessions. Thisisadigital design course and most work will need to
be undertaken outside of the contact/teaching time since this will mainly be used to introduce and
teach the skills required and to give design feedback. It is essential, that students attend all of the
sessions in order to successfully complete the project work.

Assessment

The course isdivided into 3 main projects, each with its own timetable but the assessments for each
project will be made on the basis of the final portfolio submission at the end of the course. The 3
main projects are: The journey is the reward, Garden of the imagination, and Virtual landscape
design.

Assessment for this unit will be by the methods and proportions described below:

Project Assessment Method % age of course total
The journey isthe reward Crit/Portfolio 35%
Garden of the imagination Crit/Portfolio 35%
Virtual landscape design Crit/Portfolio 30%

Crit dates for these projects are indicated as * on the course calendar at
www. coursestuff.co.uk/ENVT1008

Please make sure that you have backups of all computer files used for this course. Loss of data will
not normally be considered a valid excuse for non submission of work.
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Course User Guide
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Y ou may, from time-to-time, be pointed to online tutorials that cover specific areas of computer
skill; however, it is your own responsibility to take sufficient notes during the workshop sessions
to enable you to complete the project work. Learning materials can be found at CADTutor.net
and specific resources at CourseStuff.co.uk.

It isrecommended that all students buy a USB flash drive at the start of this course (if you do not
already own one) so that it can be used for personal archiving, backups and presentations. Y our
allocation of space on the University network will not be sufficient for all your project work. In
most cases, a 1GB capacity drive will be sufficient.

All project work must be handed-in (irrespective of assessment method) on a CD-R unless
otherwise specified. Discs will not normally be returned, so make sure you keep an additional
copy of your finished work.

Please ensure that all submitted disks are readable. Check after burning a CD that it can be read.
All disks submitted must be clearly labelled with the course code and title, project title, your
name, your year group (e.g. FDAL2), the academic year (e.g. 2005-06) and your email address.
If you are submitting a PowerPoint presentation, please ensure that any linked media such as
video and audio files are included on the disc and that it has a title slide with your full name, and
the coursetitle on it.

Generally, students will use the available software on which the course is based; however,
students may use any software available to them at home or a work to complete projects
providing that the project brief is satisfied. Students are encouraged to use new and innovative
software wherever possible and to experiment with presentation techniques.

Students who are unable to attend a workshop session must inform the course tutor by email in
advance (if possible) so that aternative arrangements can be made.
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Thejourney isthereward (project 1)

Project Overview:

You areto create a presentation describing a journey that you have made. The presentation will be
made from your personal (subjective) point of view. You must consider how your presentation
differs from an objective view of the same journey. The presentation may be CD or web based and
will be shown to the class on the day of submission.

Project Aim:

The aim of this project isto allow you the freedom to convey a personal experience of a landscape
as you travel through it. This project is designed to develop a visual understanding of the existing
landscape, and to develop an appreciation of how the perception of landscape may vary from person
to person and from time to time. It also aims to improve your understanding of the sensual
landscape (texture, colour, sound etc.). Landscape survey often requires objective consideration and
although thisis necessary, it is not always conducive to freedom of expressiorn/design. In this
project, you will consider the differences between your perception of a landscape, those of others
and the objective view. You will also need to consider what influences caused your particular
reaction to the various landscape stimuli as this will help to improve the self reflective aspect of
your work. The project is also intended to improve your digital graphic and presentation skills.

I ndicative Software/Techniques used:
Photoshop, PowerPoint, Movie Maker, Flash and/or others.

Brief:

Plan a journey. This could be awalk, atrain or bus ride; journeys by car are not suitable as the
comfortable/familiar environment is not conducive to detailed observation. The journey could be
long or relatively short. The journey could be rural or it may be urban (“landscape” is a broad term)
It is better to plan a journey with which you are not familiar; thiswill allow you the luxury of
observing new things for the first time.

Record the journey. This may be done in any way you feel isright; photography, video, audio,
sketches, a collection of found objects, textual descriptions or a combination of some or all of these
things.

Present your journey. The presentation of your personal journey should be considered as “art”. It
will be your own interpretation of your journey and should draw upon any ideas or influences you
consider germane. The presentation is probably best based upon a narrative of the actual journey
but you are free to interpret it in any way you see fit.

Project development:

Thisisarelatively simple project but the freedom you are given has its own problems. One way to
approach the project may be to have no preconceived ideas about your presentation until after the
journey has been made. Thiswill allow you the freedom of choosing a suitable medium on the basis
of what you have seen, heard or felt. In some cases, this may necessitate a second journey, taken
with your preferred recording materials. Once you have gathered the materials, you may want to
create astoryboard of the journey and this may also serve as atemplate for the presentation. Further
guidance will be given at the workshop sessions.

Proj ect assessment:

The assessment for this project will be based upon the originality of your work, the visual quality
and clarity of your presentation and the innovative use of software and media.
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Garden of theimagination (project 2)

Project Overview:

You areto create a virtual landscape or garden from your imagination and to build a narrative,
event or journey within that place. The narrative will be played out as an animation and will bein
the form of a short video, presented on CD and shown to the class on the day of submission.

Project Aim:

This project is designed to develop an understanding of 3D digital design tools and animation
techniques. In addition, you will learn how to design a virtual landscape, using your own materials
and how to mix digital and traditional media. The project also amsto improve your understanding
of virtual 3D space and how it can be used to test design ideas.

I ndicative Softwar e/Techniques used:
AutoCAD, SketchUp, Bryce, MAX, Movie Maker and/or others.

Brief:

Create an imaginary landscape within which an event will occur or through which a journey will be
made. Your “site” is arectangle of 30m by 20m. Animate created objects in this landscape in order
to make a clear narrative. Present your work as a video file on CD.

Project development:

This project requires a high degree of technical skill and the workshops will provide much of the
detail needed to complete the work. Although Bryce is the software used during the workshops, you
are free to use whatever software you prefer.

Proj ect assessment:
The assessment for this project will be based upon the creativity and originality of your virtual
landscape, the inventiveness of the narrative and the degree of technical skill demonstrated.

Virtual landscape design (project 3)

Project Overview:

The idea behind this project isto demonstrate the advantages of testing your design ideas using
virtual landscapes. Using virtual environments and gaming technologies, the project hopes to
develop anew “real-time” method for 3D design development. Y our work should be submitted on
CD and presented to the class on the day of submission.

Project Aim:

The aim of the project isto explore an experimenta technique for visualising and presenting a
design for agarden or landscape. We will be using techniques not normally associated with
traditional landscape or garden design to see if there are better ways to “experience” our designs
before committing them to the real world.

I ndicative Software/Techniques used:
AutoCAD, SketchUp, Bryce, MAX, Maya and Blitz 3D.

Brief:

Design a new garden/landscape for the central area of the Maritime Greenwich campus. Build a 3D
model of the design using the software of your choice (we recommend AutoCAD but you may use
whatever you feel most comfortable with). Create a Blitz 3D virtual model that can be explored in
real-time.
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Proj ect assessment:

The assessment for this project will be based upon the creativity and originality of your
garden/landscape design, the ease with which the design can be understood within the virtual
environment and the degree of technical skill demonstrated.

WALKING IN A MOVING WORLD

BETWEEN CLOUD SHADOWS
INTO A HEADWIND
ACROSS A RIVER
THROUGH SPRING BRACKEN
UNDER A BEECH TREE
OVER A GLACIAL BOULDER
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All text pieces by Richard Long —www.richardlong.org

General Notes on Presentations

This isadesign course where you will be developing new skillsin digital design and in the use of
digital methods of presentation. It is important to understand that the course is not just about
designing “things”, it is about learning design methods and the process of design. When you present
work for this course, you will always need to tell two different but related stories. Thefirst isthe
story of the presented work. The second is your own personal story of how you designed it and the
techniques you used. At each crit, you will be expected to illustrate both stories. In practical terms,
this means that you should present all of the design ideas and your rough workings/sketches even if
they didn’t make it to the final design. The illustration of design ideas that you may have rejected is
just as important as those that you adopted because it clearly illustrates your design logic and
method.

David Watson - January 2010
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