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I would be resolutely remiss, if I did not thank all the great teachers I have known and worked with and also those I wish I could have known and worked with: without you, there would be no design education.

Thanks to the contributors to this book: without you, there would be no book. I hope that your methods will serve the community in which you practice and the students who you are preparing for a life in design.

Sincere gratitude goes to Kelsie Besaw, my editor on this book, for her devotion to this project and those persistent queries that served to improve the entire presentation, and to Tad Crawford, publisher, for his continued support.

Much gratitude to David Rhodes, President of School of Visual Arts (SVA/NYC) for his continued support in so many ways. To Anthony Rhodes, Executive Vice President of SVA/NYC. And especially to Lita Talarico, my co-chair of the SVA MFA Design/Designer as Author + Entrepreneur program for so many years of inspiring collaboration.

—Steven Heller


With the second edition of any book, there is a risk. When changing content, it is possible to throw the baby out with the bathwater. Hopefully in this case, we’re not exactly draining the entire tub, rather filtering the earlier edition and replacing it with some fresh content.

Still, something can be lost in the process. An argument can be made that the syllabi and course offerings in the first edition published in 2003 are as valid and useful today as they were then. Or, conversely, since the graphic design field has changed sufficiently enough, this book requires more rhetorically advanced and cross-disciplinary classes to best educate today’s graphic designer. Both are true.

Since this book is organized according to learning levels, the rudimentary and intermediary classes have not changed radically. Typography classes are still essential for teaching the language of graphic communication. However, some instructors, who have devised new or better ways to instill typographic fluency, were substituted in place of the more time-worn classes. In addition, this edition has some approaches by instructors at programs and schools that were not represented in the first edition that were worthy of publication. While it is worth noting that the older instructors are not any less effective than they were in 2003, it is important to circulate new blood through a new edition.

One of two areas have significantly changed in the passing years: digital (also known as emerging or user-experience) media has developed consistently with the growth of integrated technologies. Likewise, product design (especially in the realm of sprinting and prototyping) now represents a strong presence in the broader spectrum of graphic design. Both of these areas are responsible for social innovation being more prominent than ever before. Syllabi representing these disciplines have certainly refreshed the offerings in this edition and broadened its scope.

The purpose of this book has never been to teach teachers how to teach, but rather to provide an opportunity for those who teach now or have aspirations to do so later in their professional careers to learn what others are doing. Some of these classes are customized to suit the instructor’s strengths and passions while others are standardized to provide a programmatic learning structure for the field as a whole. As you will notice, some syllabi provide a detailed semester guide, while others are notations that allow for programmatic shifts and adjustments during the school year. It is useful to see how both strategies work.

I believe that all graphic designers can teach, yet not all graphic designers are great teachers. Teaching is a special skill requiring talent, instinct, passion, and organization. The talent, instinct, and passion are inbred; organization is acquired and usually found in a syllabus. This book is about syllabi. It is for all practicing designers and design educators who want to enhance their teaching skills and learn how experienced instructors and professors teach varied tools and impart the knowledge needed to be a designer in the current environment.

This second edition is much like the first, a summary of goals and outcomes, weekly projects, and descriptions of class projects. One thing that was, however, left out of the first edition but is a useful guide for any program or teacher is the expectations the school has regarding student ethics. All the programmatic excellence in the world is worthless unless there is a code that students abide by. This is as true for graphic design education as any other academic pursuit.

This statement taken from one of the syllabi might be the most important statement in this volume: academic honesty is the duty of every member of our community to claim authorship of his or her own work, and only for that work, and to recognize the contributions of others accurately and completely. Academic honesty is fundamental to the integrity of intellectual debate and creative and academic pursuits. All members of the community are expected to conduct themselves in accord with the standards of academic honesty. Students are responsible for knowing and making use of proper procedures for writing papers, presenting and performing their work, and doing research.

Plagiarism and cheating of any kind in the course of academic work will not be tolerated. Academic honesty includes accurate use of quotations, as well as appropriate and explicit citation of sources in instances of paraphrasing and describing ideas, or reporting on research findings or any aspect of the work of others (including that of instructors and other students). These standards of academic honesty and citation of sources apply to all forms of academic work (examinations, essays, theses, computer work, art and design work, oral presentations, and other projects).

It is the responsibility of students to learn the procedures for correctly and appropriately differentiating their own work from that of others. Compromising your academic integrity may lead to serious consequences, including (but not limited to) one or more of the following: failure of the assignment, failure of the course, academic warning, disciplinary probation, suspension from the university, or dismissal from the university.

Sounds as though that should be a class unto itself.
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Course Title

INTRODUCTION TO GRAPHIC DESIGN

INSTRUCTOR JULIE MADER-MEERSMAN

SCHOOL MINNESOTA STATE UNIVERSITY, MOORHEAD

FREQUENCY ONE SEMESTER (SIXTEEN WEEKS PLUS FINALS WEEK), TWICE WEEKLY

CREDITS FOUR

LEVEL UNDERGRADUATE

PURPOSE

This course is the first (beyond foundation studies in two- and three-dimensional design and drawing) in a program of courses leading to a BFA* in graphic design, tailored to prepare a student for professional practice in the graphic design field.

*Our BFA degree has selective admission; a BA in graphic design is also offered.

DESCRIPTION

This is an introductory course for majors in our department of art and design’s graphic design program. It involves studio inquiry into the nature of graphic design and visual problem-solving. Topics introduced in the course are symbols, typography, information design, visual concepts, and three-dimensional graphic design. The course also introduces the student to studio operations and procedures, client-designer relations, production processes for print media, and graphic design history. Lectures, readings, demonstrations, slide presentations, group exercises, class discussions, and one-on-one meetings with students are used.

Description of Classes

WEEK 1

•   Introductions: Syllabus review. What is graphic design?

WEEK 2

•   Symbol show-and-tell; Symbol lecture; Slides; Timed sketchbook exercise; Introduce symbol project; Studio

•   Session 2: Group research review; Studio

WEEK 3

•   Review thumbnails and roughs; Studio

•   Session 2: Studio; Mounting demo

WEEK 4

•   Preliminary design review

•   Session 2: Studio

WEEK 5

•   Symbol critique

•   Session 2: Anatomy of typography lecture (read Craig, pp. 12–23; 28–35); Introduce three-part type project; Group exercise (Koberg & Bagnall, pp. 52–65)

WEEK 6

•   Research thumbnail review

•   Session 2: Twentieth-century typography slide presentation; Studio

WEEK 7

•   Preliminary design review

•   Session 2: Open studio

WEEK 8

•   Typography critique

•   Session 2: Visual concepts and creative process lecture (read Koberg & Bagnall, pp. 8–34 and 78–91); Slides; Introduce project; Group brainstorming exercise.

WEEK 9

•   Research review; Studio

•   Session 2: Thumbnail review; Studio

WEEK 10

•   Spring break, no class

WEEK 11

•   Preliminary design review

•   Session 2: Open studio

WEEK 12

•   Visual concepts critique

•   Session 2: Information design lecture; Slides; Introduce project; Group exercise (read Koberg & Bagnall, pp. 66–77)

WEEK 13

•   Research and thumbnail review; Studio

•   Session 2: Professional practice lecture (2:00–2:30 p.m.); Field trip to printer (2:45–4:30 p.m.)

WEEK 14

•   Preliminary design review

•   Session 2: Departmental portfolio reviews; no class

WEEK 15

•   Information design critique; Introduce 3D project; Slides

•   Session 2: Design firm field trips, no class

WEEK 16

•   Research and thumbnail review; Studio

•   Session 2: Open studio

WEEK 17

•   Preliminary design review

•   Session 2: Study day, no class

•   Final Critique (3D Project); Tuesday, May 7, 3:00–5:00 p.m.

Assignments

Samplings of two projects used in the course follow.

TYPOGRAPHY: PLAYING WITH TYPE

A three-part assignment follows.

PART I. WARMING UP: CRAFTING LETTERFORMS

Choose one of the two attached fonts to trace. Trace the font until the tracing looks and feels natural to do. Adhere your tracing(s) into your sketchbook.

Objective: This is a preliminary exercise that begins to develop your ability to craft typography and improve your ability to draw letterforms.

PART II. BRAINSTORMING EXERCISE: 100 THUMBNAILS**

Choose a letter from the alphabet. Use both upper- and lowercase forms of this letter (real or invented) and visually interpret it one hundred different ways. Consider cropping, touching, overlapping, intersecting, positive/negative space, composition, texture, scale, color, etc. You can use any kind of writing or drawing instrument for this, but no computer.

Use the grid template provided. Cleanly and squarely blow it up 160 percent on a black-and-white copier to fit on 11" × 17" paper. Do your design sketches directly on the 11" × 17" copy—not on the 8.5" × 11" template.

Objective: To encourage compositional play, risk-taking, and experimentation in form; and to test endurance and resourcefulness. The requirement of trying to find so many preliminary ideas can be exhausting. This is the critical point, when attention tends to wander and impatience begins to set in. By simply completing this demanding task, you will begin to believe in your own infinite possibilities.

**This part is a modification of an exercise in Wilde & Wilde’s Visual Literacy.

PART III. DESIGN: AN INTERPRETIVE COMPOSITION

Generate a composition using typography to express a specific emotional state. Each person will have a different emotion to express in his or her composition. We’ll draw those out of a hat today. For your design, you may work with found type, computer-generated type, and/or photocopied type elements. Use color if the concept dictates it. The size of the composition is to be 11" × 17". Develop a minimum of fifteen thumbnails for concepts by the time of the review.

Objective: To use type as an artistic element, to emphasize the interpretive potential of typographic form, and to communicate a specific meaning (the feeling of an emotion) through design.

Specs: Mount Parts II and III separately, each on a 15" × 20" photo-gray mat board with cover sheets. Turn in all preliminary work (neatly and chronologically packaged), as well as sufficient, documented evidence of research with your final designs. All parts are due at the time of the final critique.

DESIGNING FOR THREE DIMENSIONS: PROJECT AEROFONT

We will design a three-dimensional font called “Aerofont,” based on the theme of flying. Each person is individually responsible for designing and building two characters of the font (which we will draw from a hat today). As a group, your letters will form the whole font. The characters will be tied together solely by the theme.

Thoughts: You can express an interpretation of the theme through the design of the letter itself and/or through type and images applied to the surface of a form. The letterforms can be entirely invented by you, or you can use or manipulate an existing typeface. Many aspects of the meaning of “flying” as a concept should be explored in the developmental stages. Incorporate model building and experimenting with materials early in your process.

SPECIFICATIONS

Color. Use whatever supports your concept (polychromatic, monochromatic, black and white, etc.).

Size. Student’s choice, but no smaller than 12" high and 6" deep. Again, design your form to support your concept. Keep in mind that it may be easier to manage the forms if they are larger.

Medium/Materials. The forms can (but do not have to) use digital imagery. Use whatever materials it takes to successfully render your interpretation of the theme. Some possible materials: cardboard, foam core, handmade papers, newspaper, wire, metal, found objects, fabric, floral foam, dowel rods, t-pins, glue, paint, images to collage, digital output, balsa wood, chipboard….

Final presentation. Three-dimensional forms. Neatly compile and turn in all preliminary work and evidence of research at the final.

DESCRIPTION OF CRITIQUE

Critiques are conducted for all five of the main projects. Students are required to participate in a mandatory “preliminary design review” (a highly refined work-in-progress critique) that precedes the final critique for each project. The emphasis at the preliminary design review is on affirming the validity of the students’ concepts and analyzing form. The final critique is used to evaluate the evolution and resolution of the designs. In all critiques, students are expected to come prepared to present their concepts, discuss how the forms of their designs support their concepts, as well as describe the ways they arrived at their ideas/forms.

CONCLUSION

The course structure and content is designed to emphasize design as a noun and a verb. Students learn from the outset that how they make/think is as important as what they make. The process-oriented emphasis of this course is used to prepare students to function on an increasingly independent basis as they move through the intermediate and advanced levels of the program. Art/design students often have difficulty distinguishing between the many processes that affect their progress: their own individual creative process, the process of design as it relates to a professional environment, and various production processes related to the physical making of art/design. By structuring the sequence of studio activities and grading criteria to emphasize these distinctions, students are able to comprehend and perform more effectively, efficiently, and successfully.

Students are expected to move through specific phases of projects, which are scheduled in a cyclical fashion to provide a methodical means for navigating varied subject matter. Grading criteria is broken down to reveal strengths and weaknesses in specific areas of performance, which correspond with the phases of the process we use.

Course Title

DESIGN ISSUES: WHAT IS THIS THING CALLED GRAPHIC DESIGN?

INSTRUCTOR TERRY STONE

SCHOOL CALARTS

FREQUENCY ONE SEMESTER, FOURTEEN SESSIONS (ONCE A WEEK)

CREDITS TWO

LEVEL UNDERGRADUATE

PURPOSE

This course covers a range of answers to the question, and may generate more questions, as we look at various aspects of graphic design and the people who practice it. Included will be a survey of the design profession, basic components of the design, as well as methods of evaluating, discussing, and presenting graphic design. An off-campus studio tour of a graphic design firm in greater Los Angeles will provide a real-world examination of the topics covered in the classroom.

GRADING

Students will be evaluated on the following:

•   Completion of assignments/presentations

•   Participation in class discussions

•   Final Exam (based primarily on required readings)

•   Attendance

COURSE REQUIREMENTS

Class assignments will include finding designed artifacts, doing research, reading from textbooks, writing reports, and making presentations. Class time will be based on the assignments, and all students are expected to participate.

Description of Classes

SESSION 1: GRAPHIC DESIGN

•   Introductions and Course Overview: What is Graphic Design?

•   Presentation: The basic definition of graphic design is that it is a commercial art form that uses words and imagery to represent or communicate ideas for a purpose.

•   Discussion: Design is all around us. A look at graphic design in the real world; review/discussion of candy mints packaging and cookbook design samples.

•   Homework: Bring in retail store shopping bags and discuss the design ideas represented (basic research and analysis project to evaluate design awareness).

SESSION 2: THE DESIGN PROFESSION

•   Guest speaker: TBA.

•   Presentation: Overview of the graphic design profession.

•   Discussion: Graphic design in the real world; the shopping bag exercise, discussion of the ideas represented, a preliminary discussion of design elements visible.

•   Homework: Students typeset their names in two ways: one that couldn’t possibly represent them and one that definitely does represent them. Also, bring in a logo that is meaningful to the student.

SESSION 3: TYPE AS IDEA

•   Exercise: On a 3" × 5" card, each student quickly writes three words that describe themselves. Put name on the reverse side. (Later in class these get matched up to the typeset student names, and we will evaluate if the typography represents the descriptive words.)

•   Presentation: History of corporate identity. What is branding? Where did logos come from? Brief introduction to the profession of identity design.

•   Discussion: A look at identity design, by reviewing the logos brought in by students, as well as the typesetting of their names. Introduce the idea that design has repercussions; read from Culture Jam: How to Reverse America’s Suicidal Consumer Binge—Any Way We Must by Kalle Lasn (Quill, 1997). Designer as responsible citizen.

•   Homework: Bring in book covers; find animate and inanimate imagery that represents the concept/idea of “good” and another cover that represents “evil.” Read textbook chapters from Becoming a Graphic Designer: A Guide to Careers in Design by Steven Heller and Teresa Fernandez, Second Edition (John Wiley & Sons, 2002) on type and book design.

SESSION 4: IMAGE AS IDEA

•   Discussion: Review book covers. Imagery as representational ideas. Designers are responsible for making choices and should understand that certain images are loaded with meaning. Discussion of the profession of book designer. Review a series of image styles and represented ideas taken from recent books and publications. Also discussion of inspirational source material—encouragement to look at the vernacular, the original texts, fine arts, and not be derivative of other's work.

•   Homework: Students begin thinking about a graphic designer that they would like to make a presentation about.

SESSION 5: DESIGN RESEARCH TOUR OF THE LIBRARY AND ASSETS.

•   Discussion: Introduce design trade magazines and design annuals. Discuss the reasons for archiving design and studying graphic design history. Introduce A History of Graphic Design by Philip Meggs, Second Edition (John Wiley & Sons, 1992).

•   Assign: Graphic designers and outline presentation requirements. Students to begin work on their designer.

•   Homework: Prepare presentations.

GRAPHIC DESIGNER PROJECT

Each student will be making a presentation on a graphic designer in order to better understand the variety of people who practice design and the types of work they produce. Each student will select one designer to prepare a presentation on.

Using three 20" × 30" black illustration boards and color printouts/photocopies,

Include the following:

•   A short bio of the designer (forty to seventy-five words)

•   The designer’s firm’s logo/identity

•   A photo of the designer

•   A photo of his or her staff and/or office

•   Client list

•   Mission statement and/or philosophy (according to designer)

•   Three to five projects (samples of the designer’s work) that are representative of the designer

•   Your comments on the designer and his or her work (fifty words)

SESSION 6: DESIGNER PRESENTATIONS

•   Guest speaker: TBA.

•   Presentations: Students present their graphic designers.

•   Homework: Read Understanding Comics, reprint edition, by Scott McCloud (Kitchen Sink Press, 1994), Chapter 7: The Six Steps. Also bring back the graphic designer presentation boards to class for continued discussions and evaluations.

SESSION 7: THE SIX STEPS

•   Discussion: Presentation of “The Six Steps” ideas so that students will have criteria and language by which to begin to evaluate graphic design objectively. Review last week’s designer presentations to begin to reevaluate each designer using the standards learned in “The Six Steps.”

•   Written assignment in class: Students revise their written comments about the graphic designer they researched.

•   Homework: Students to bring in their three favorite CDs and be prepared to discuss the designs. Read chapter in Becoming a Graphic Designer about music business design.

SESSION 8: DESIGN FOR THE ENTERTAINMENT BUSINESS

•   Guest speaker: TBA.

•   Presentation: An overview of design for the entertainment business, including music, TV, and films. How do designers work? Who hires them? How do they get their ideas? What is it like to work with music clients?

•   Discussion: Students present their three CDs and discuss the design, the ideas represented, and review whether or not these CDs have any relation to the three words the students used to describe themselves. Introduce the concept of connotative/denotative design.

•   Homework: Students each get a partner and choose a magazine category. Bring in two magazines (show cover, TOC, standing column, and feature.) Be prepared to discuss how the idea of “beauty” is represented (beauty of the subject, beauty of the design, objectification) in the publication. Read chapter in Becoming a Graphic Designer about editorial design.

SESSION 9: EDITORIAL DESIGN

•   Presentations: Student presentations of the various publications.

•   Discussion: Life as a publication designer. Review design of magazines over time, a look at publications from different eras, and a discussion of trends. Introduce ethics, particularly the concept of copyright and plagiarism.

•   Homework: Prep for studio tour. Students to research the firm we are visiting by going to their website online. Read chapter in Becoming a Graphic Designer about environmental and exhibition design.

SESSION 10: DESIGN STUDIO

Studio tour.

SESSION 11: DESIGN LANGUAGE

•   Guest speaker: TBA.

•   Discussion: Observations/reactions regarding the studio tour.

•   Presentation: Discussion of design and production terms, as well as slang. Additional review of “The Six Steps” from Understanding Comics and further discussion of successful use of language in design presentations. Brief introduction to design criticism and the sources of critical writings on graphic design. Introduce the concept of the value of being well read, as well as culturally literate, as a designer.

•   Class Assignment: Students to go online and find a sample fifty to seventy words of “design speak,” print it out, return to class, then read their samples. Discuss the meaning in class.

•   Homework: Students to bring in a favorite movie DVD and be prepared to discuss the opening titles in class. Read chapter in Becoming a Graphic Designer about motion graphics design.

SESSION 12: MOTION DESIGN

•   Presentation: Students present their movie titles and discuss the design. Screen an Eames and Saul Bass film.

•   Discussion: Motion graphics trends. The difference between motion graphics and print or online design. What issues arise visually and technically when design moves? A brief introduction to the profession of motion graphics design.

•   Homework: Students to choose a beverage company to research on the web. Bring in color printouts of four pages from the site (top page, two feature pages, an e-commerce page.) Be prepared to discuss the design. Read chapter in Becoming a Graphic Designer about web design.

SESSION 13: WEB DESIGN

•   Guest Speaker: TBA.

•   Presentation: Students present their beverage website and discuss the design.

•   Discussion: Web design trends. The difference between web design and other design for the screen. A brief introduction to the profession of web design.

•   Homework: Students to review required readings and class notes in preparation for final exam.

SESSION 14: FINAL EXAM

Course Title

COMMUNICATION DESIGN 1

INSTRUCTOR ASHLEY STEVENS

SCHOOL PRATT INSTITUTE

FREQUENCY FIFTEEN WEEKS (TWICE PER WEEK)

CREDITS FOUR

LEVEL UNDERGRADUATE

PURPOSE

The goal of this course is to develop the student’s ability to give visual form to information, ideas, and emotion. This course will offer a foundation in visual problem-solving that will equip the student with the tools necessary to inform, persuade, educate, and entertain using typography, photography, drawing, video/animation, storytelling, interaction, and space.

By the end of this course, students will be able to:

•   Communicate in visual terms.

•   Design within constraints of project specifications.

•   Identify the design specifications including fonts, colors, graphics, and layouts.

•   Articulate their own personal style or marketing goals/positioning.

•   Present a portfolio of work in a professional manner.

•   Evaluate their own work and the work of their peers based on objective design principles.

COURSE DESCRIPTION

Communication Design 1 is an introduction to the study of visual communication. Topics include conceptualization, graphic imagery, aesthetics, and symbolism for the communication of information through graphic design. The class will consist of lectures, group discussions, workshops, group and individual critiques, and various readings that aim to guide students in creating portfolio-worthy work that informs, entertains, persuades, and communicates thoughtfully and with the highest level of craftsmanship.

The class will operate as a studio where students are expected to present ideas, sketches, and design iterations thoughtfully and with intention. Some projects will overlap with each other, which will require students to develop their sense of project management. Students are expected to work in class as well as independently. The class will meet project goals together, with a series of group critiques and one-on-one feedback.

Assignments and Projects

Assignments will consist of problem-solving projects related to the design profession that are intended to build a portfolio, as well as less-lengthy projects meant to develop your skills as a graphic designer. All projects are important and will be graded.

Projects include (but are not limited to):

•   Magazine layouts

•   Poster design

•   Identity design

•   Branding

•   Advertising/promotion

ASSIGNMENT 1: POLITICAL POSTER SERIES

Students will create a series of three posters that represent a political cause or party. The three posters should be distinctive yet with common design elements that make them a cohesive unit. Each poster will be 11" × 17" and will contain visual imagery of the student’s choice with one chosen headline that conveys the chosen political cause.

Students will be evaluated for their skills on:

•   Communicating a message in visual terms.

•   Using imagery and type to create a compelling composition.

•   Creating a finished piece based on inspiration, sketches, and several rounds of revisions.

ASSIGNMENT 2: MAGAZINE LAYOUT

Students will be applying newly learned design principles to create a feature spread in Dwell—an American shelter magazine devoted to modern architecture and design. This assignment will develop students’ knowledge of visual storytelling, the principles of unity, typographic hierarchy, color, and grid systems. Students will create layouts that are clear, communicative, yet engaging and interesting to read with compelling photography and/or illustrations.

Students will be evaluated for their skills in:

•   Communicating in visual terms.

•   Designing within constraints of project specifications.

•   Identifying design specifications including fonts, colors, graphics, and layouts.

•   Adhering to a grid, creating typographic hierarchy, and using color and imagery to create an intriguing editorial piece that speaks to the Dwell audience.

•   Using inspiration, sketches, and feedback to create a finished piece.

ASSIGNMENT 3: BRAND IDENTITY

Students will create a compelling brand identity for a new business. This project will lead students through the branding process and will require them to complete research, generate mood imagery, sketches, multiple design iterations, and branded collateral material executed at the highest level of craftsmanship. Students will design a logo with accompanying visual system and branded material that communicates to the audience in a unique and effective manner. The brand identity should be relevant to the audience, acknowledge competition, and speak to the brand values.

The final deliverable imagery, final logos at various size iterations, visual identity overview, branded print piece, branded digital piece, and a third branded piece of the student’s choice.

Students will be evaluated for their skills on:

•   Conducting research and creating mood imagery that contributes to the brand.

•   Using mood imagery, feedback from instructor and peers, and a process that incorporates multiple design iterations to create an intriguing and unique visual brand identity.

•   Using the Gestalt principles of design to create an effective logo.

•   Translating the visual identity effectively across all branded material.

•   Adhering to all design specifications, deliverables, and deadlines.

•   Presenting the brand identity in a coherent way and articulating all design decisions around logo, color, typography, and visual systems.

Description of Classes

WEEK 1

•   Introductions, class overview, procedures, and expectations

•   Class Discussion: What is communication design?

•   Due: Ten examples of communication design printed on 11" × 17"

•   Give project 1 brief

WEEK 2

•   Discussion 1: Gestalt principles of design

•   Discussion 2: Effective political posters throughout history

•   Due: Minimum of ten political poster inspirations, printed on 11" × 17", and chosen political phrase. Sketches of a minimum of five different poster concepts for chosen political slogan.

•   These sketches should be completed by hand and demonstrate how the posters will work as a series.

WEEK 3

•   Class pin-up and critique of poster revisions.

•   In-class work session with software instruction.

•   Due: Poster revisions—all posters should be in digital form.

WEEK 4

•   Due: Final posters, printed and trimmed to size

•   Students are expected to present their posters in a coherent presentation, articulating historical references and inspiration, type choices, and methods of execution.

•   Give project 2 brief

WEEK 5

•   Discussion: Grid systems and whitespace

•   Due: Ten inspiring pieces of editorial design. When looking for inspiration, consider visual storytelling techniques, captions, opening spreads, title treatments, callouts.

•   Based on found inspiration and your understanding of the article, sketch three layouts of the first spread and begin collecting/making sample imagery for your piece.

WEEK 6

•   Discussion: What makes a magazine?

•   Due: A minimum of three different sketched layouts for the opening spread.

•   Focus on one visual direction. Apply chosen design direction to following spreads.

WEEK 7

•   Due: A minimum of two different visual directions for all spreads.

•   In-class review and work session.

WEEK 8

•   Final spreads due, printed and trimmed to size.

•   Midterm Review: Students will have individual critiques where they present all work to date in a digital portfolio.

WEEK 9

•   Give project 3 brief

•   Discussion: Researching the audience and developing a brand mood board

•   Students should develop research on the brand, look for inspiration images, and create mood boards that reflect the tone of the brand, typography, audience. Students should make strategic decisions to ensure that found imagery works well together and that mood boards will serve as a guide through the branding process.

•   Due: Mood boards printed on 11" × 17"

•   Students should create a minimum of ten logo sketches by hand. Each sketch should be well considered and contain an original idea.

WEEK 10

•   Discussion: The branding process and the difference between a logo and a brand

•   In-class critique and revisions

•   Due: Modification of no less than three sketches in digital form in black and white

•   Print each logo on separate 8.5" × 11" (landscape)

WEEK 11

•   Due: Final color and black-and-white logos printed on 8.5" × 11" (landscape)

•   Next steps: How does the logo translate into an identity system? Now is the time to incorporate imagery, graphic elements, typography, and color into a cohesive identity system.

•   Discussion: Expanding the brand identity and defining the brand touchpoints

WEEK 12

•   Due: Final print piece

•   Discussion: How does your brand interact with your audience digitally? Create three versions of a digital piece for social media. Research successful digital campaigns—how does your competition present itself online? Consider series, repetition, and how your piece will stand apart amidst all of the digital noise.

WEEK 13

•   Due: Branded digital collateral. These can be storyboarded if it is a moving piece.

WEEK 14

•   Due: Third piece of branded collateral

WEEK 15

Due: Final presentation of brand book. The brand book should include:

•   Logo—large and small, color and black and white

•   Brand values

•   Mood board

•   Brand overview

•   Print collateral

•   Digital collateral

•   Designer’s choice collateral piece

•   Appendix: Branding process/sketches

Course Title

VISUAL COMMUNICATIONS I AND II

INSTRUCTOR JOSEPH ROBERTS (ORIGINAL SYLLABUS BY PROFESSOR EMERITUS DAVID GATES.)

SCHOOL PRATT INSTITUTE, BROOKLYN, NEW YORK

FREQUENCY TWO SEMESTERS

CREDITS TWO BFA CREDITS FOR EACH COURSE

LEVEL UNDERGRADUATE

PREREQUISITES ALL ART AND DESIGN OR ARCHITECTURE FOUNDATION COURSES. REQUIRED OF ALL GRAPHIC DESIGN, ILLUSTRATION, ADVERTISING, AND COMPUTER GRAPHICS MAJORS.

PURPOSE

In the Visual Communication I and II courses you will explore the creative process of making images that can move ideas and information to the minds of others.

The general principles studied and practiced in these courses are the foundation of creative thinking and successful solutions for graphic design, illustration, and advertising art direction communications problems. These are not courses in mere page layout, media techniques, or the making of beautiful pictures.

Understanding how we respond to imagery is the key to creating pictures and words that communicate a message. Responses can be varied and complex, but can be described basically as conceptual or perceptual.

A perceptual response deals primarily with aesthetic qualities of an image such as pattern of form, color, and beauty of execution.

Conceptual response concerns the significance of imagery. In order for us to respond conceptually, it is not enough for the image to be simply appropriate or beautiful—the picture elements must stand for something, and they must be represented in a new or invented relationship. If they are merely a representation of life as it exists, we not only don’t need to ideate, but also respond with “I’ve seen it before.”

Since we are already somewhat familiar with perceptual forms of art and design, these courses will stress conceptual solutions to assignments. If such an emphasis isn’t made, solutions tend to be pretty but mindless, with major emphasis on technique.

Each assignment covers a different aspect of the creative communication process and generally presents visual problems that can be solved in any media—from painting to photography to computer graphics. Most assignments are three weeks in duration: (1) roughs, (2) revised sketches, and (3) finished comps. There will be four to five assignments each semester.

Class time is devoted to lectures and critiques where students are asked to critique their classmates’ displayed work. Such evaluations are very important in the development of self-analytical judgment.

Description

GOALS

The primary course goal is to develop an understanding of the methods employed in solving communications problems in graphic design, advertising, illustration, computer graphics, photography, film, and video professions. It is also a goal of the courses to develop the understanding that communication is an active process between people and not just a statement of the artist’s self-expression or the passive appreciation of it. It will be shown that in order for us to act, we must interpret the significance of the information before us and therefore participate in the communication process.

OBJECTIVES

•   To define the scope of the imagery, both real and mental—visual, verbal, aural, and even tactile—and its impact on human behavior.

•   To gain a rudimentary understanding of semiotics.

•   To demonstrate the power of simultaneous presentation of pictorial elements with conflicting or contrasting meanings.

•   To explore the use and usefulness of various production and semination media in the communication process.

•   To dispel the tenacious rumor that communication artists use devious and covert methods to entice reaction. There is nothing covert about the communication process. It is all up-front, with no apologies—the ultimate achievement of the communicator is to persuade others.

RATIONALE

The creative process of problem-solving through imagery does not come instinctively or equally to everyone. These courses lay solid foundations and dependable methods for creating meaningful, imaginative communication solutions through research and analysis of communication tasks and their target audiences.

VALUATION

Each assignment is evaluated on:

•   Effectiveness of the imagery to provide a thoughtful response (50 percent).

•   Skill of execution of finished imagery (20 percent).

•   Fulfillment of assignment physical specifications (10 percent).

•   Neatness of presentation (10 percent).

•   Deadline adherence (10 percent).

MATERIALS

Most assignments are designed to challenge students with problems that can be solved using the full range of production media—collage, computer graphics, illustration, photography, typographics, etc.

Materials necessary for this course include any media and supplies that you prefer to use for the production of sketches and finished presentations. Mounting materials will also be required for each finish.

You may use any technical (computer or optical) tools or materials to produce finished comps—but these technical aids do not include computer clip art or stock photographs and illustrations, even when copied in a different graphic treatment. All of your visuals and copy must be original. Use of existing source material as your own is plagiarism. An exception to this rule would be a case in which material is used because of its recognizability and no attempt is made to claim it as original. But if this is the case, existing copyrights must not be violated.

REQUIRED AT EACH CLASS

•   Weekly assignment to be completed by deadline date.

•   All work completed for previous classes on that assignment.

•   Drawing pencil and pen with tracing or visualizing pad.

•   Class participation.

ATTENDANCE

There are no excused cuts. Students are expected to attend all classes. Any unexcused absences may affect your final grade. Three unexcused absences will result in failure for the semester.

GRADES

Your final grade for the course is based on the performance evaluation criteria listed as well as your attendance, punctuality, and class conduct. A grade of Incomplete (Inc) will be considered only for medical reasons or other serious reasons beyond your control. Last-minute service bureau problems or loss of files because you did not back them up are not legitimate reasons for an incomplete grade.

If you are majoring in advertising art direction, graphic design, or illustration, you are required to participate in a semester-end survey. Failure to do so will result in a grade of F for the course.

SUPPLEMENTAL ASSIGNMENTS

Other assignments may prove valuable in exploring other nonliteral solutions to visual communication problems. Most do not use the montage theory. They do, however, put visual elements in a new or invented relationship, thus invoking a conceptual response.

Derived from sophisticated literary devices, they also work as visual analogues. They are symbolism, visual metaphor, irony, and visual puns.

Course Title

TYPOGRAPHY I

INSTRUCTOR KALI NIKITAS

SCHOOL MINNEAPOLIS COLLEGE OF ART AND DESIGN

FREQUENCY ONE SEMESTER

CREDITS THREE

LEVEL UNDERGRADUATE

PURPOSE

This class will examine basic typography as a compositional tool; the architecture of type from the single letterform to an entire page layout.

OBJECTIVE

Upon completion of this class, students should have a clear understanding of hierarchy and typographic formalism.

Development of functional and visually engaging compositions using any volume of type within any given space.

METHODOLOGY

Lectures, demonstrations, group critiques, one-on-one critiques, working in both classroom and computer labs, formal exercises leading up to projects. Projects building off of one another. Critique and evaluation of success/failure.

In the beginning, typography is very intimidating (does that ever go away?). What is not intimidating and what is not “unfamiliar”? It is all that students have done leading up to the class. For years, they have worked with line and shape, both structured and organic. My goal is to teach them typography through their understanding of those elements. I have included slides and photocopies of some of the results. By

the end of the semester, students have a common lexicon, structure for critiquing, and hopefully an understanding, love, and appreciation for typography.

DESCRIPTION

Week-to-Week Description of Classes: contingent upon the development and rate of development for each class.

Assignments and Projects

•   Research and presentation on assigned typographers

•   A logotype

•   Introduction to the grid and a series of formal and typographic exercises

STAGE ONE

Working strictly with a grid and limited freedom; all information must be horizontal.

Rules for Stage One:

•   Form: compositions using only line, dots, and dashes

•   Typography: one font, in point sizes ranging from 7 to 12

STAGE TWO

Begin to break the grid. Show that it exists but loosen up; change in orientation allowed.

Rules for Stage Two:

Form: compositions using larger shapes and lines, issues of scale, greater hierarchy, positive and negative space

Typography: one serif, one sans serif, in point sizes ranging from 5 to 200.

STAGE THREE

Ignore the grid, use your own type, go mad!

Rules for Stage Three:

•   Form: no rules

•   Typography: no rules

FINAL PROJECT

Redesign two train schedules: one very legible, using a grid, style sheets, rules, and tabs (on the computer, of course).

The second schedule is experimental and done by hand (cut and paste). Students challenge legibility but capture the spirit of travel or movement.

READINGS

Students research two typographers: one contemporary, one historical. The department provides a bibliography for all of the design students. From there, they find most information and research additional texts.

DESCRIPTION OF CRITIQUE

Class begins with work from all students hung on the wall. There are three styles of critiquing that occur over the course of the semester:

The first: Traditional, all-class discussion where the student begins by talking about the work and asking his fellow classmates and instructor for guidance on improving. The length of the crit is four to five hours—rigorous but fruitful. Most work is discussed and reworked several times so that application of the comments are made and seen. All students have notes taken by a classmate so that they may focus on the discussion.

The second: Students choose a work on the wall and write a critique, which they read to a fellow classmate. The purpose of this exercise is to assist the student in finding the confidence to speak clearly and articulately about design.

The third: One-on-one with the instructor. Many times, other students from the class will sit in and hear what is being said.

Note: When discussing the work, students are given some suggested guidelines so that they have a context for critiquing. For example: composition, craft, hierarchy, positive and negative space, attention to detail such as letterspacing, and the bigger picture of “traditional rules of type.”

Note: The students do not work on the computer except in two instances: (1) to generate type (they are given nine to ten fonts to use, with the exception of the experimental applications); and (2) to produce one of their final projects, which is done on the computer and is used to introduce the students to tabs, rules, and style sheets.

Note: In the fall, I teach two sections of this course. Both classes become involved with one another, working together in and out of classes, stopping in to see what is hanging on the wall on their “off day.”

CONCLUSION

This is a very important class in terms of building a foundation of typographic understanding, commitment to fellow classmates, self-confidence, ability to critique, and pride in seeing that one can produce, by the end of the semester, something that they never imagined being able to do.

Course Title

DESIGNER AS IMAGE MAKER

INSTRUCTOR VIKTOR KOEN

SCHOOL SCHOOL OF VISUAL ARTS, NEW YORK

FREQUENCY FIFTEEN WEEKS

LEVEL UNDERGRADUATE

CREDITS FOUR

PURPOSE

Designer as Image Maker is an opportunity to experiment with different applications of image, type, and ideas by producing portfolio pieces based on concept development around real design-industry assignments. An opportunity to turn ideas into sketches and sketches into finishes while evolving into well-rounded designers as far as concept, method, and craft. A designer’s ability to be the source of ideas that combines imagery, type, and message has become paramount in today’s markets, where the borders between medias and mediums are becoming blurrier by the minute. A versatile portfolio and online presence full of visuals and strong ideas is one of the most important tools a designer can have, not only as something to showcase in order to receive assignments but also as an ongoing log of production and evolution in quality.

COURSE OUTLINE

Students will create individual works on various pragmatic topics. Ideas and sketches on the assignments will be analyzed and sharpened prior to the finishing stage. These exercises and their solutions will explore the students individual technical and conceptual strengths and interests while looking into their future professional direction and specialization.

LEARNING OUTCOMES

•   Ability to “digest” assignment briefs and manuscripts

•   Ability to develop a personal concept development process

•   Ability to visualize ideas on abstract but also specific subjects and turn them to sketches

•   Ability to evaluate ideas as far as quality, clarity, and impact

•   Ability to turn sketches into successful compositions of visuals and type

•   Ability to turn comps into deliverable finishes for presentation and production

•   Ability to develop image-making skills and focus on mediums of choice

•   Ability to research and methods for documentation of materials

•   Ability to experiment with composition, light, and setting of images

•   Ability to manage time and deadlines

INSTRUCTIONAL FORMAT

This course will be based primarily on critique of work in progress and assignments in various degrees of development, discussions on the creative process and industry practices, and occasional work in class. Students are strongly encouraged to take part in class discussions and practice, develop, and use their professional lexicon.

ASSIGNMENTS, EVALUATION, AND GRADING

Students are required to attend every scheduled class meeting, complete and present all required sketches and finished renderings, participate actively in class critiques, and present their class portfolio for review on the last day of the semester. Key means of evaluation will be based on achieved learning outcomes as far as artistic growth, concept methodology development, and technical skill. Quality of assignment work at home and participation in class crits are key as well.

Specifically, grades will be based on the following percentile breakdown:

20%    Technical ability & execution

25%    Preparation for class

30%    Individual progress

15%    Class participation

10%    Attendance

ATTENDANCE POLICY

Those who miss more than three class meetings will be assessed a half letter grade penalty to the final grade.

Missing four classes or more is grounds for failing the class.

MATERIALS AND SUPPLIES

Sketchbook, pencils, ink drawing supplies, color media of choice, tracing paper.

RECOMMENDED READING

Anything by Steven Heller, Louise Fili, and Mirko Ilić

STUDENTS WITH DISABILITIES

In order to receive academic accommodations due to a disability, a student must first register with the Office of Disability Services (ODS). Students approved for accommodations will be given an ODS Accommodation Letter to submit to their instructors. If a student does not provide an ODS Accommodation Letter to their instructor, they will not be eligible to receive accommodations in that course. All instructors are required to adhere to SVA’s policies regarding accommodations for students with disabilities. Students who have a need for academic accommodations, or suspect they may have a disability, should contact the ODS via telephone: (212) 592-2282, or email: disabilityservices@sva.edu.

Assignment List

ASSIGNMENT #1

•   EX LIBRIS—book plate label, must include family name, an illustration, and the words “ex libris”

•   Size: 4.8" × 4.8", full color

ASSIGNMENT #2

•   Symbol for a secret society, based on an existing or made-up society

•   Presentation: 8.5" × 11", one color

ASSIGNMENT #3

•   Series of three greeting cards, visuals, greeting ideas, and copywriting

•   Size: folding 5" × 7", full color

•   Subjects: End of year holidays, Valentine’s Day, summer vacation, or occasion of choice

ASSIGNMENT #4

•   MasterCard design and illustration for a not-for-profit organization of choice

•   Size: 2" × 3.5", original artwork to be done at 200 percent, full-color MasterCard template will be provided

ASSIGNMENT #5

•   Design and illustration of band logo, CD package, and merchandising

•   A) CD cover 5" × 5"—full color, name of performer and title must be included in the composition

•   B) T-shirt, max area: 8.5" × 8.5", 1 color

ASSIGNMENT #6

•   Philanthropy conference poster based on famous philanthropy quote of choice

•   Poster size: 13" × 19", full color

•   Selection of the best posters gets exhibited at the SNF International Philanthropy Conference every June in Athens

ASSIGNMENT #7

•   Illustration and design of airplane tail for British Airways

•   Size: 8.5" × 11", full color

•   Airplane tail template will be provided

ASSIGNMENT #8

•   The Learning Annex book series

•   Size: 5.5" × 8.5", full color

•   Book cover based on a Learning Annex course description, every student different subject

ASSIGNMENT #9

•   Door signs for the rest rooms at the Alternative Music Museum in Seattle

•   Size: Two illustrations 8" ×8", one color

ASSIGNMENT #10

•   Special edition, event specific, Swatch watch design; open choice of occasion (sports, culture, anniversary)

•   Presentation on 8.5" × 11" print, full color

•   Watch template will be provided

ASSIGNMENT #11

•   Bell Atlantic Yellow Pages (Tri-State area) cover design and illustration

•   Size: 5.5" ×8.5", yellow + one color

ASSIGNMENT #12

•   Book cover illustration and design for The House of Asterion by Jorge Luis Borges

•   Size: 6" × 9", full color, name of author and title must be included in the composition

ASSIGNMENT #13

•   Subject: Subway advertising campaign for SVA Continuing Education Department—“Live to Create & Create to Live”

•   A) three images for subway car overhead ads, size: 16" × 8", full color

•   B) Catalog cover illustration, 8" × 10", full color

ASSIGNMENT #14

•   Design and illustration of cover for poetry anthology

•   Students bring their favorite poem or favorite song lyrics and texts are randomly assigned as the base for the cover

•   Size: 6" × 9", full color, the title “Anthology” must be included in the composition
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Course Title

GRAPHIC IMAGERY

INSTRUCTOR JOHN DUFRESNE

SCHOOL CONCORDIA UNIVERSITY, SAINT PAUL, MINNESOTA

FREQUENCY FIFTEEN WEEKS

CREDITS FOUR

LEVEL UNDERGRADUATE

PURPOSE

This hands-on introduction to graphic design encompasses the fundamentals of design theory, process, and practice. Emphasis is placed on the development of creative problem-solving skills and processes, primarily through the creation of structured iconography. Students also explore visual communications-related professions and practices.

DESCRIPTION

Graphic Imagery is a studio/lecture class emphasizing the development of conceptual thinking, problem-solving, craftsmanship, and presentation skills. Students will learn to create and refine simple to complex imagery and compositions. Thumbnails, roughs, and hand-inked, scannable final art will all be utilized in introducing a creative problem-solving process. Technical, conceptual, and digital capabilities will be linked to previous course work and developed according to the highest demands expected and required by the graphic design profession. This course, through assigned readings, in-class discussions, and required extracurricular activities, will also introduce the student to the broader field of visual communications.

REQUIRED TEXTBOOK

Paul Martin Lester, Visual Communication: Images with Messages, Sixth Edition, 2013, ISBN 978-1-13330-864-5, Cengage Learning.

STUDENT LEARNING OUTCOMES (SLOS)

By the end of this course, students should be able to:

•   Produce highly crafted and conceptually considered iconography.

•   Understand and apply graphic systems management to create related sets of multiple images.

•   Utilize a strictly defined creative problem-solving process to produce iconography.

•   Express a understanding and appreciation of visual communications.

•   Effectively critique and analyze visual communications imagery.

•   Exhibit a portfolio of printed and digital graphic imagery.

Assessments

FOUND ORNAMENT (1 IMAGE) SLOS 1, 3, AND 5

Search out and discover a suitable example of two-dimensional geometric ornament.

Investigate the original design structure to create a detailed schematic (full-size layout) to guide and create a precise reproduction. Produce perfect scanable art and mount final icon for presentation and portfolio purposes.

Project micro objectives:

•   Introduce students to found ornamentation and architectural detailing.

•   Develop an appreciation for originality and craftsmanship.

•   Discover and recreate the underlying structure of often complex designs.

•   Reproduce long-lost designs using only design tools and adhering to strict grid structures.

•   Demonstrate the confidence gained through fully thought out design solutions where production becomes proactive rather than reactive.

•   Establish craft expectations.

•   Define or reintroduce basic design fundamentals.

•   See Blackboard for detailed description, examples, and instructions.

ABSTRACTION SETS (2 IMAGES), SLOS 1, 2, 3, AND 5

Produce a set of two abstracted icons that employ all of the lessons learned in our first assignment (Found Ornament). One should communicate the concept of PLANT. The other should communicate the concept of BUG.

Project micro objectives:

•   Build on ornament assignment.

•   Introduce abstract design influences and interpretations still using only tools and strict grid structures for execution.

•   Explore the nuances of set design.

•   See Blackboard for detailed description, examples, and instructions.

REPRESENTATIONAL SETS (3 IMAGES) SLOS 1, 2, 3, AND 5

Produce a set of three icons that clearly communicate what they represent.

Project micro objectives:

•   Build on previous assignments.

•   Introduce stylized recognizable design influences and interpretations once again using only tools and strict grid structures for execution.

•   Expand upon the nuances of set design.

•   Recognize and categorize style variations.

•   See Blackboard for detailed description, examples, and instructions.

EXPRESSIVE MARKING SYSTEM EXERCISE (1 IMAGE) SLOS 1, 3, AND 5

Produce a representative icon that clearly communicates the essence of an assigned subject. Effectively utilize an expressive marking system visually reminiscent of cut paper.

Project micro objectives:

•   Expand on previous assignments.

•   Explore marking systems and graphic stylizations without the use of traditional tools or the application of any apparent grid structure.

•   See Blackboard for detailed description, examples, and instructions.

CONCEPT/SPEED EXERCISE A (1 IMAGE) SLOS 1, 3, AND 5

Utilizing everything learned this semester about effective icons, create a logo for the made-up business “xxx.” You may choose a marking system best suited to your concept. You may not use type or typography in any significant form.

Project micro objectives:

•   Expand on previous assignments.

•   Introduce conceptual problem-solving.

•   Accelerate the creative process.

•   Explore subjectivity in assessment.

•   See Blackboard for detailed description, examples, and instructions.
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CONCEPT/SPEED EXERCISE B (1 IMAGE) SLOS 1, 3, AND 5

Utilizing everything learned this semester about effective icons, create a logo for the combined concepts “xxx.” Envision a xxx featuring xxx. You may choose any marking system best suited to your concept. You may not use type or typography in any significant form.

Project micro objectives:

•   Expand on previous assignments.

•   Introduce conceptual problem-solving.

•   Accelerate the creative process.

•   Explore subjectivity in assessment.

•   See Blackboard for detailed description, examples, and instruction

COLOR EXPLORATION SLOS 1, 2, 3, AND 5

Explore how color is added to black-on-white logos similar to those we’ve produced this semester.

Project micro objectives:

•   Expand on previous assignments.

•   Introduce color considerations and variations.

•   See Blackboard for detailed description, examples, and instructions.

BOUND PRESENTATION BOOK (2 BOUND BOOKS) SLOS 1,2, 3, AND 5

Design and lay out a presentation book containing all of the black-and-white icons you produced this semester.

Project micro objectives:

•   Record and summarize the semester experience.

•   Produce printed and digital applications.

•   Stress image optimization.

•   Work within defined constraints.

•   See Blackboard for detailed description, examples, and instructions.

FINAL FOLIO (2 HINGED BOOKS) SLOS 1,2, 3, AND 5

Collect previously produced logo sheets in a loose 11" × 14" folio constructed with two sheets (or one large scored sheet) of matt board.

Project micro objectives:

•   Record and summarize the semester experience.

•   Produce printed and digital applications.

•   Stress image optimization.

•   Work within defined constraints.

•   See Blackboard for detailed description, examples, and instructions.

WRITING ASSIGNMENTS (5 PAPERS) SLO 4

Write five separate one- to three-page responses to the readings assigned in our Visual Communications: Images with Messages text.

Project micro objectives:

•   Provide a context for graphic design as a visual communication component.

•   Personal reflection and connection to course content.

•   Vocational exploration.

•   See Blackboard for detailed description, examples, and instructions.

Course Title

VISUALIZATIONS

INSTRUCTOR CHRISTOPHER OZUBKO

SCHOOL UNIVERSITY OF WASHINGTON SCHOOL OF ART, DIVISION OF DESIGN, VISUAL COMMUNICATION DESIGN PROGRAM

FREQUENCY ONE QUARTER, ELEVEN WEEKS

CREDITS FIVE

LEVEL UNDERGRADUATE

PURPOSE AND GOAL

To examine the ways in which complex ideas and messages can be interpreted and represented in visual form, thus offering clarity or deeper meaning and understanding to the intended receiver.

DESCRIPTION

Interpretation, conceptualization, and visualization are basic to the practice of design. This class is intended to address these issues through a series of problems stressing visual representation and expression in visual communications.

Experimenting with a variety of different image generating techniques, students will interpret and produce visual solutions based upon specific assigned problems. Emphasis will be placed upon original concept development and the exploration of diverse processes, techniques, and methods. Drawing, photography, xerography, abstraction, color, typography, collage, and photo mechanical methods are stressed. The computer and other electronic illustration and image development systems are not encouraged but experimentation in traditional medium is. In order to develop greater originality, students may not use existing (source) photography or images that preexist as finished art. This does not exclude “found art.”

Students will be expected to experiment and explore, thereby expanding upon their visualizing skills. Problem solutions are expected to transcend mere object representation and expressively communicate subjects and ideas. There will be three projects, each differing in scale and format—this is intended to accommodate possible limitations related to specific processes or materials.

Grades will be based upon: class participation/interaction, project preparatory development, final project concept development and project execution/presentation.

The problems this quarter are intended to address different circumstances faced by designers as visualizers:

•   Visualizations that represent or symbolize a subject through presenting its attributes or character.

•   Visualizations that express a topic or issue and are intended to evoke a desired response.

•   Visualizations that explain a topic and are intended to inform the audience.

Assignments and Projects

PROJECT 1

The first exercise is to design a series of covers for an educational journal/magazine (any level) that deals with science/nature and our current world. The solution requires identification of the subject matter with at least one word (specific name or topic) and a periodical number (arbitrary) integrated into the composition. Develop an image/concept that presents this subject in an exciting and original way. The final format is 9" × 12" (vertical). You select and research a subject area—any topic related to science or nature, e.g., geology, earthquakes, bio-technology, archaeology, astronomy, nano-technology, etc.

Three solutions are required for your series. Establish a visual format for continuity.
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