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The Taming of the Shrew. Sketches and 
poster for the Center for Theater Studies at 
Columbia University. Design: Luba Lukova.

01 Start sketching. After 

defining the basic purpose and 

parameters of your project, get 

some paper and a pencil and start 

making quick, small drawings.

02 Set a time limit. In a twenty-

minute period, shoot for at least 

twenty sketches. Put many small 

drawings on each page so that you 

can compare them.

03 Keep moving. Rather than 

erase and refine a single sketch, 

make alternative views of the 

same idea. Review your work and 

choose ideas to pursue further.

How to Make a Visual Brain Dump

The convergence  
of two ideas is 
greater than the 
sum of its parts.

Traditional brainstorming is a verbal activity that is often performed in groups. 

The technique shown here transforms brainstorming into a visual medium 

better suited for working individually. Designer Luba Lukova is known 

worldwide for creating hard-hitting posters that revolve around a single strong 

image. In many of her pieces, two ideas converge to create an arresting visual 

statement. This collision of concepts creates a third meaning that is more 

powerful than the sum of its parts. The resulting posters simmer with humor 

and conflict. Lukova’s design process begins with intensive sketching. After 

defining the emotional or political content she wants to convey, she creates 

dozens of small sketches that search out different combinations of imagery. 

For a poster for The Taming of the Shrew, Lukova sought out surprising 

ways to depict the age-old theme of the battle of the sexes. Her initial ideas 

included a bra made of two faces, a high-heeled shoe bearing down on a 

man’s body, and a heart squeezed in a vise. Several sketches show a woman 

wearing a horse’s bridle; the final image compresses the idea further by 

equipping the woman with a muzzle shaped like a man.—Ellen Lupton

Visual Brain Dumping
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Visual Brain Dump 
01 Start sketching.  
After defining the basic purpose and
parameters of your project, get some paper and a pencil and start 
making quick, small drawings.
02 Set a time limit. In a twentyminute period, shoot for at least 
twenty sketches. Put many small drawings on each page so that 
you can compare them.
03 Keep moving. Rather than erase and refine a single sketch, 
make alternative views of the same idea. Review your work and 
choose ideas to pursue further.
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Blue Is The New Black. Students in a sophomore-level 
basic design course were asked to create a poster for 
a lecture about why contemporary women report being 
unhappy, despite all the apparent economic and social 
gains they have collectively achieved over the past 
several generations. Each designer made dozens of quick 
sketches about the lecture’s theme before developing 
concepts visually. Design: Kimberly Gim.

No Man’s Land. In a workshop led by Luba Lukova, 
designers developed sketches and finished posters for 
a production of No Man’s Land, a brooding existential 
play about some drunken and confused literary types 
spending a long and terrible night together. Design: 
Virginia Sasser.
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Design Challenge:  Brain Dump 
Sketch ideas in 30 minutes aim for 
20 ideas. 

The Taming of the Shrew. Sketches and 
poster for the Center for Theater Studies at 
Columbia University. Design: Luba Lukova.
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