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INTRODUCTION

Who are you?

| built a personal brand, mainly in the food sector, followed by
some peripherals. To help people encounter some problems in
daily life about eating and dressing, so that these become more
convenient and fast.

What makes you tick?

With the development of society, technology is constantly
improving, and young people are becoming more and more
lazy, lazy cooking, lazy sports, technology is getting more and
more high-end, human life is getting lower and lower, so | want
to create a brand that satirizes this situation.

What area of Graphics do you want to go into?

| want to work in the field of brand design because | like the
process of designing brands, such as logo design and brand
background ideas, | feel that | can put some of my ideas in
reality into the design, to feedback some of my personal
opinions and ideas about the real society.

Consider your contextual studies work, can
you FMP relate to this?

My research work is related to my FMP content, | feel
that young people are getting lazier now, | want to
feedback these problems through my FMP and research
work, to remind people that these problems should be
carefully considered, technology is developing, human
beings should move towards a higher level of life, not
degenerate.
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3. Humanization

People begin to advocate humanized service, humanized service
is the product of competition in catering industry. Humanized
service is the inevitable result of social development and
increasing consumption demand.

4. Be flexible

Modern catering enterprises operate in a very flexible way, in
addition to the traditional way, supermarket catering, take-out
catering, non-shop catering and other new ways of operation
continue to emerge.

5. Be healthy

Modern people pay more and more attention to health, and
health comes from reasonable dietary nutrition structure. As a
result, people are increasingly concerned about the calories and
nutrients absorbed during meals. People generally taboo too
much fat, advocating delicious and healthy delicious natural and
rural natural food.

Three members of the fast food family

1. Fast food: convenience food including staple food and non-
staple food, such as McDonald's, KFC, Subway, etc.

2. Convenience food: It refers to the food that is partially or
completely processed and mature, and can be eaten with little or
no treatment before eating. Such as instant rice, instant noodles,
frozen dumplings, canned food and so on.

3, leisure food: often refers to the traditional sense of snack
food. Such as puffed class, kernel class, melon seeds class stir-fry,
sugar products, etc.






"McDonald's"

Im lovin it




The Logo
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McDonald's
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What is the
economy?
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What is the
economy?
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The era of fast food refers to
speed and efficiency, but also

frivolous.
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What are your fields of study?

My fields of study are brand design, packaging design
and logo design.

What is your focus?

My focus is to build a mid-range fast food brand that
is accessible to most people, and will launch a series of
peripherals such as T-shirts, shoes, backpacks, etc. to expand
the industry.

What contextual work do you have
to support your area of focus?
| first researched the history and development of fast food,

and then | researched some well-known fast food brands,
such as McDonald's, Subway, Master Kong, etc.

Why is this your focus?

With the progress of society and the development of
science and technology, young people are becoming
more and more lazy, lazy to cook, either order
takeaway, or eat instant noodles or other fast food,
although convenient and fast, but very unhealthy,
so | want to create a fast food brand to satirize this

phenomenon.

What is your final outcome?

| will create a fast food brand, brand logo, brand

display and brand peripheral.



Who is your audience?

My audience is young people between the ages
of 18 and 35, and there are many young people
in China who don't have time to eat because they
go to work or school, and they can only choose
fast food that is convenient and fast, so | want to
create a series of products for them.

Who or what will influence
the visual direction of your
final outcome?

My brand logo design will be influenced
by minimalism. Minimalism is one of the
styles I've always loved, and | think it's full
of premium.

How are you going to produce
your final outcome?

I'll be using Adobe lllustrator for my brand logo and
brand merchandise, etc., and maybe Adobe Photoshop
and Adobe InDesign.

Are there any particular assets
you would like to work with?

| think there are many things that | want to develop
my drawing and use of Adobe lllustrator.

How will you evaluate your FMP?

| will do some surveys with my classmates and
mentors when the final project is completed, and
let them provide professional opinions to help me
improve my design in the future.



19

The Book of -Photbgrapﬁ:

Yuze Li

Thrillers often have the meaning of p: g
cause thrillers often come from our internal

1t has never been supernatural and «
known self alone is enough to p.

have a huge impact on o

on the loose, and the Da
w he had to pursue.

He boarded the plane in a
hurry, not realizing this journey /
would be his last flurry. Sitting
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| developed three of the logos, one is to
simplify the image of the sloth, the other is
to combine the sloth with the instant noodle
bucket, and the other is to combine the sloth

with the text.
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A successful brand has
an impressive brand
IP, such as McDonald's
Joker, KFC's Colonel
Grandpa and so on.

“sloth”

ll'm"

| designed my brand IP
to be a chubby sloth, and
| wanted to express that
laziness equals obesity.

| put the initial "L" of
my brand name on its
head and put Chinese
"lazy" on its chest, and

| deliberately removed
the top half of the word,
because "lazy" wrote the
other half (spoof)

“Brand initials”




Typographic
Palette

Although my logo is a graphic logo, sometimes
my brand name will be added under the logo. At
this time, the font "Siyuan Heiti CN" will be used.
| wanted the font of my brand name to match my
logo image, so | chose this font.

EIREIR CN Heavy

LAZYER

FERE{K CN Bold

LAZYER

FYEE{K CN Normal

LAZYER
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To you unexpected persistence.
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I’ M LAZYER
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CRITICAL REFLECTION/
EVALUATION

In this project, | learned how to create a fast food brand, how to
reflect on today's social phenomena, and how to join my brand. |
am quite satisfied with the idea of brand IP design for this project,
but the disadvantage may be that | can't master the drawing skills,
resulting in the final brand IP is not very ideal, but this is already
the best | can do.

Secondly, | think that the things and ideas that my brand wants
to express are very good to satirize the laziness of young people
in today's society, but after finally doing it, | found that the
expression was not very obvious, did not fully convey what |
wanted to convey, and even went a little off, and may need to
express more experience in ideas.



INTRODUCTION

Who are you?

| wanted to combine the fast food brand | created earlier and
combine it with cyberpunk style to create a series of posters to
reinforce the idea of my fast food brand.

What makes you tick?

| wanted to make my two projects related, so | used posters to
make the two projects related. Why do it in cyberpunk style,
because | think cyberpunk is more in line with the concept that
my brand wants to express, cyberpunk is high-tech, low life, and
similar to the phenomenon that my brand wants to satirize.

What interdisciplinary field do you want to go
into?

| said earlier that | want to work in the field of brand design,
which is within the field of graphic design, and if | can, | also
want to work in 3D animation, and | think the combination of
these two majors will have a wonderful response.

Consider your contextual studies work, can
you FMP relate to this?

My research work is related to my FMP content, | feel
that young people are getting lazier now, | want to
feedback these problems through my FMP and research
work, to remind people that these problems should be
carefully considered, technology is developing, human
beings should move towards a higher level of life, not
degenerate.

Speculative




Fields of study

Promotional Cyberpunk

Posters posters aesthetic




RESEARCH

Cyberpunk is a word synthesized by Cyber
and punk.

Cyber: Cybernetics, invented and proposed by the American
mathematician Norbert Wiener in the famous book
Cybernetics: Control and Communication between Animals
and Machines in 1948. He believes that the transmission and
feedback of information are achieved in human nerves and
machine systems. The results are consistent.

In a narrow sense, artificial intelligence Al is its core content.
Some autopsyllists hope to synthesize simulated intelligence
through the analysis of the nervous system (such as the
brain) and gradually change it from the original machine
form to self-programming, and even achieve self-awareness.

Punk: Punk is a kind of rock music in the 1970s. However,
after several evolution, punk has gradually moved away
from rock and even beyond the scope of music, forming an
independent cultural symbol.

From the perspective of the senior social level, "punk” refers
to "counterculture" or "anarchism on the road". A punk is

a troublemaker, an anti-social rebel scoundrel. The punk
generation represents a possibility and multiple selectivity
in the direction of human development, which is a direct
reflection of the multiple contradictions of human beings.




Background of the times:

In the near future, the rapid development of science and
technology will change social life, and high-intelligent
products will emerge one after another. Bionics are common.
However, change does not mean improvement, and the living
standards of most people have not improved as a result.

Social background:

Higher science and technology leads to the flow of wealth
and force to science and technology oligopoly enterprises.
The social community is no longer divided by countries and
regions, but is all shrouded in a huge network controlled by
information technology, resulting in the collapse of the social
system and a wide gap between the rich and the poor.

Environmental background:

The development of science and technology has brought
double damage to the natural environment and social
environment. Acid rain, sandstorms, dark clouds covering
the sky and the sun, abandoned no man's land, crowded
slums, dense skyscrapers, and dark dungeons can be seen
everywhere.

Together, these two words
refer to the alternative
culture of high-tech
society. So "Cyberpunk”
was later extended to a
scene of the last high-

tech society: does human
control technology, or does
technology control human
beings?




Science fiction writer Bruce Sterling once had a very
classic description of this, which has always been
regarded as a high summary of cyberpunk:

High-end technology and low-class life are contradictory; prosperous societies and dilapidated
communities are contradictory; rich enterprises and poor refugees are contradictory; empty indoors and
forced factories are contradictory; gorgeous lights and sad atmosphere are contradictory.

Sterling said, "Some themes are repeated in cyberpunk, such as body invasion: mechanical
prosthesis, implanted chips, facial simulation surgery and gene mutations: more important
themes are mind invasion: human brain - computer interaction, artificial intelligence,
neurochemistry - these are all technologies that fundamentally redefine the essence of human
nature and self.

For science and technology, science and technology itself is innocent, but it has led to the
changes of human society. While promoting the development of science and technology, it has
also formed a confinement for social progress;

For human beings, they have to coexist with the high-end technology represented by mechanical
prostheses, from expectation, welcome, to fear and disgust, until they are used to it.

These are also contradictory and worth thinking about. Science and technology is an
indispensable part of human civilization, but why does technology that can liberate people often
become a shackle because of the social background?
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HIGH TECH; LOW LIFE.
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DESIGN DIRECTION

What are your fields of study?

My research area is poster design and incorporating brand
design into one piece.

What is your focus?

| have already completed the creation of my fast food
brand in another project, in this project | will do a series of
promotional posters to complement my fast food brand.

What contextual work do you have
to support your area of focus?
The style of poster | wanted to make was cyberpunk, so |

studied the cyberpunk aesthetic and learned the meaning
and content, which helped me a lot in making posters later.

Why is this your focus?

| mentioned my idea and intention to create a fast
food brand earlier, so this project | wanted to use to
complement my other project to strengthen my idea.

What is your final outcome?

| create a series of cyberpunk-style brand posters.

How are you going to produce
your final outcome?

I'll be using Adobe lllustrator for my posters, and
maybe Adobe Photoshop and Adobe InDesign.
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CRITICAL REFLECTION/
EVALUATION

First of all, what | found satisfied with in this project, the second and third
final posters, these two posters | used some 3D effects, which allowed me
to learn how to use 3D; There is also the research part, because | am very
interested in cyberpunk culture, | usually like to read some novels and
movies about cyberpunk, as well as play related games, etc., | enjoyed the
research process very much, | think the results of the research are also very
good.

There are actually a lot of things that make me dissatisfied, such as the
first poster, | planned to design a brand whose overall color tone is more
in line with my other project, but in the end, | found that | was not very
satisfied, but it was okay, so | still used it. The second is the idea of this
project, although the cultural background of cyberpunk is well related to
my idea for another project, but | did not take advantage of this condition
very well, and after the final work, | was not very satisfied, but | did not
have a better idea to do it, | felt still inexperienced.



