Learning in the Digital Era (ADPA4001)
Task 1: The most important Skills in Props & Set Design
I think that the commonly known 4 Cs (Which are “Creativity, Critical Analysis, Communication and Collaboration) are still fundamental for any kind of design Job you need to do. Creativity & Critical Analysis is important for creating new and innovative Products, finding new solutions to Problems and to become aware to what really happens in your surroundings. Communication and Collaboration is important to work in a team and to get tasks and Project done efficiently (Brown, 2015, p. 58-64). I strongly believe that these skills should be taught to every Student from day one on.
I also found out for myself that “listening” is a very important Skill as well. Not listening in a classical way as in “hearing”, but in a deeper meaning as “listening” of what the client or project really needs, or “listening” to the Materials you work with, find out how they react or even “listen” to yourself what you really want to achieve with the project you are working on (Schell, 2008, p. 4-6).
Also, on a long term “Working Safety” (Hart, 2013, p.26-27) and “Using the right tools” (Raoul and Monsos, 2015, p.1) is a big thing, since as a “Prop and Set Designer” you do work with a wide variety of different powerful tools and Materials. While on the one hand these Tools can be very useful if chosen and operated correctly, they can also, in a moment of unawareness, seriously injure you or can even be deadly. So, in an environment where the usage and permanent switching of such powerful tools is common and done on a regular basis, it is just a matter of time that something bad might happen to either the object you are working on, or even worse, to you as a Designer. Loosing a Finger or an Arm could mean that you can’t do your job properly anymore and therefore may have to quit it.
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Similarity Score: 12%
Since we´ve been told that a “good/average” Similarity Score lies between 5% and 15%, I think that my score of 12% looks good so far. For future submitting works I will generally follow the approach I did here and which I will explain further in my following self-graduation.

Self-Graduation:
I would award myself with 100% since I referred to Books and Articles I have owned, read, internalized and already implemented in my daily work life. I also chose topics that aren’t too similar to each other. Doublechecking that I did the correct referencing should secure me the “Exceptional rating” on this task. 

