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Dumb Ways to Die was a railway safety 
campaign video created in 2012 by Met-
ro Trains in Australia. The video became 
so popular that it was turned into a game 
app in 2013 developed by Julian Frost and 
Samuel Baird. In the game you are faced 
with quick challenges you need to com-
plete before the time runs out, if you do not 
complete the challenge you lose a life by 
‘dying’. The game is challenging as each 
of the individual tasks require different ac-
tions like tilting the phone, tapping or slid-
ing objects across the screen with care 
and alongside this the game speeds up 
the more tasks you complete. The charac-
ters are colourful and playful with recogniz-
able traits. This game and campaign vid-
eo inspire my project as they cover safety 
in an exaggerated and fun way as well as 
the strategy of having simple actions in the 
game to draw the player in. I intend to cre-
ate my final outcome with this game in mind, 
picking a simple action like a click or tap 
to be the goal of the reward-based activity. 

DUMB WAYS 
TO DIE



Safe Baby Handling Tips is a book written 
in 2015 by David Sopp and Kelly Sopp. 
It is a humorous book filled with simple il-
lustrations and minimal text created as a 
way to help new parents de-stress dur-
ing their more serious research on how to 
take care of a baby. I really enjoy this book 
as it has the desired humorous effect with 
very minimalistic visuals and it is instantly 
recognizable and playful. There is also a 
very limited colour scheme as only black, 
white and red are used in the book. If I de-
cided to use AI in my final project, I would 
like to incorporate the playful humour and a 
twist on the basic illustrations of this book.

Depending on what I create at the end of 
this project I would like to consider making a 
small booklet of illustrations to accompany 
my piece inspired by this illustrated book. 
I appreciate simple and minimalist graph-
ics and illustrations like these, especially 
when conveying playful humor, as they 
clearly portray the intention of the artist.

SAFE BABY
HANDLING TIPS



POCKET MONEY
LOANS

Pocket Money Loans is a project created 
by artist Darren Cullen as a way to draw at-
tention to how advertisement companies, 
alongside banks and quick loan schemes, 
targets children from a young age. Pocket 
Money Loans allows children to take an ad-
vance on their pocket money with a small 
interest rate of 5000%. Cullen began this 
project by launching a website and was 
met with a lot of angry feedback meaning 
many people were actually tricked to be-
lieve this was a real thing rather than an 
art project. Cullen then created an exhibi-
tion space in London which made Pock-
et Money Loans seem even more real.

Cullen’s other artworks experiment with the 
same root issue of advertisement and prop-
aganda. One project called ‘ACTION MAN: 
BATTLEFIELD CASUALTIES’ involved 3 
short films advertising ‘new toys’ dealt 
with the issues which arise from joining the 
armed forces like PTSD. The project was 
meant to tackle how propaganda is used 
to recruit 16 and 17 year olds into the army.

I enjoy Darren Cullen’s playfulness por-
trayed in his artworks as he tackles very 
challenging topics and manages to be 
controversial but at the same time it’s al-
most like he’s pulling a prank on some 
of the viewers. He takes an issue or a 
problem, like advertising, and creates art 
works which bring awareness to these 
issues in a fun, playful and unusual way. 
I hope to take inspiration from Cullen to 
create something which can be engaging 
and occupying as well as fun and playful.  



Jessica In
Jessica In is a great inspiration for this 
project and seeing her talk inspired me 
to experiment and play with code and to 
consider how work should be displayed. 
Her works like “NORAA” and “She draws 
with code” are extremely playful projects 
which I really enjoy. Jessica In expressed 
the importance of taking digital work into 
physical space as well as mentioning 
how important it is for designers to keep 
and maintain sketchbooks, not just note-
books. I think I will take this advice when 
moving forward in Design Domain Part 
2 and I will try to experiment with show-
ing different and maybe even several re-
sponses to my own idea in the form of 
prints, film/video and possibly live code.



Andreas Refsgaard is an artist and crea-
tive coder who experiments with machine 
learning and algorithms. Andreas Refs-
gaard has created multiple varying projects 
which incorporate machine learning and AI 
software to create interactive works. I really 
enjoyed many of his works like ‘Eye Con-
ductor’ which allowed the viewer to play 
music with eye movements and facial ges-
tures. I also enjoyed ‘Doodle Tunes’ which 
was a collaboration with Gene Kogan and 
involved AI software which played certain 

MACHINE LEARNING AND AI
instruments when a drawing of a specific 
instrument was detected creating music. 
During his talk Refsgaard mentioned ‘fake 
information’ when he was talking about a 
project he is currently working on which 
created a new fake Wikipedia page for 
you if you give the program your picture 
and name. The program goes on to make 
up your bibliography including family life 
and major life achievements. The outcome 
is going to look just like a real Wikipedia 
page, but the information will not be real, 

everything on the page apart from what 
you provided in the beginning will be a 
‘story’ made up by the computer. It’s in-
teresting to think about and analyse this 
idea further and to consider other things 
computers may be making up around us 
like for example news articles. I think this 
would be an interesting though process to 
incorporate into this project as ‘plugging 
in’ and tuning into the internet is an ex-
perience which has been changing ever 
since it began. Due to new algorithms 
ran by machines some would say com-
puters are choosing what we view like for 
example advertisements which appear 
after browsing a shopping website and 
Instagram order of timeline feed. I think 
it would be extremely interesting to play 
with this idea and rather than creating a 
static sculpture I could add machine learn-
ing to drive the feedback either it being 
sound or visuals portrayed on a screen. 



’IS THIS YOUR FUTURE?’ - Dunne & Raby



David Shrigley’s sculpture ‘Really Good’ 
was displayed in London in 2016 at 10 
meters tall and made of bronze. This 
work was created to encourage onlook-
ers to do better and create a better world 
and environment around us. It’s almost 
as if making the message big and visi-
ble enough will somehow make it true.

David Shrigley 'Really Good' is a really 
good example of the kind of playfulness, 
rule-breaking and humour I would like to 
convey. I am already considering my final 
output for this project and I realise I will 
need to carefully choose material, shape 
size and perspective just like Shrigley's 
work was considered. If I do follow through 
with my current idea of creating a sculpture 
of a plug you can put your fingers in, I am 
already considering the size to be bigger 
than what a normal socket is, this also ties 
into my research of child/baby based work 
which suggests a baby's perspective of a 
plug being bigger than what we see, I also 
believe this will have a bigger appeal to the 
audience as it will be unusual even though 
it's something we see and use everyday.

‘Really Good’



EXPERIMENTS

Sketches created in processing driven by audio input using the FFT library.



Overview
Going forward I would like to experiment 
with Code and video. I am aiming to 
represent a Speculative Design pos-
sible future and to achieve this I think 
it is necessary for me to consid-
er staging in Design Domain Part 2. 

Darren Cullen’s ‘Pocket Money Loans’ pro-
ject is extremely influential to what I hope 
to create during this project as he pre-
sents a real-life scenario that is complete-
ly outrageous and unthinkable and that’s 
what I aim to achieve. It’s about coming 
up with an idea that starts a conversation 
between people and possibly changes 
the direction in which the world is head-
ing in. It’s almost about the shock factor, 
as if causing someone to be outraged is 
forcing them to care or at least think and 
consider things that are happening around 
them from a new perspective. I hope to 
combine my idea with Speculative Design 
where I can stage my work in a clear, sim-
ple and effective way by considering things 
like limiting my colour palette, inspired by 
minimalistic humour in ‘Safe Baby Han-

dling Tips’ where a minimalist approach 
draws attention in a playful manner. 
In terms of methods that I aim to use to 
explore and present my idea I know I defi-
nitely want to work and play with code but 
I am hoping to create a very minimalistic 
sketch for my final piece maybe combined 
with a viewer interaction. I will be consider-
ing the logistics and layout of this in Design 
Domain Part 2.  I also want to push myself 
to work with video as I feel it is an area, I 
lack skill and knowledge in and I would love 
to get better at it. Taking inspiration from 
artists such as Dunne and Raby I think I 
will be looking closer at what makes their 
work so successful and interesting to try 
and add those techniques to my own work. 

Rather than looking at similar works I re-
searched varying artists who work in dif-
ferent mediums as I believe this provides 
a lot of creative inspiration that might be 
otherwise missed. It also requires more 
imagination and problem solving to try 
and find similarities as well as differenc-
es between the works while noticing how 

different artists approach large topics.
 
When continuing with this project I would 
like to learn more about Machine Learn-
ing and Artificial Intelligence as I was very 
inspired by Andreas Refsgaard and he 
opened up many possibilities. I really enjoyed 
many of his projects and I can see myself 
trying to create something with the same 
commitment and thought that Refsgaard 
clearly puts into each one of his projects. 

I would love to make something as grand 
and risqué as David Shrigley’s sculpture 
and to me it seems like the reaction and 
critique of the viewers is just as important 
as the piece itself, so the aim is to create 
something unexpected and interactive. I 
will keep Shrigley’s project in mind when 
moving on to the second part of design 
domain as a reminder of what kind of im-
pact I would like to have on an audience. 


