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Standards 

 

1.1 The Creative Process: All students will demonstrate an understanding of the 

elements and principles that govern the creation of works of art in dance, music, theatre, 

and visual art. 

D. Visual Art 

 Students Will: 

1. Distinguish innovative applications of the elements of art and principles of design 

in visual artworks from diverse cultural perspectives and identify specific cross-

cultural themes. 

2. Translate literary, musical, theatrical, and dance compositions by using them as 

stimulus/inspiration for corresponding visual artworks. 

 

1.3 Performance:  All students will synthesize those skills, media, methods, and 

technologies appropriate to creating, performing, and/or presenting works of art in dance, 

music, theatre, and visual art. 

 D. Visual Art 

Students Will: 

1. Synthesize the elements of art and principles of design in an original portfolio of 

two- and three-dimensional artworks that reflects personal style and a high degree 

of technical proficiency and expressivity. 

2. Produce an original body of artwork in one or more art mediums that 

demonstrates mastery of visual literacy, methods, techniques, and cultural 

understanding. 

3. Organize an exhibit of personal works of visual art that convey a high level of 

understanding of how the expression of ideas relates to the art media, art 

mediums, and techniques used. 

4. Analyze the syntax and compositional and stylistic principles of two- and three-

dimensional artworks in multiple art media (including computer-assisted 

artwork), and interpret themes and symbols suggested by the artworks. 

 

 

1.4 Aesthetic Responses and Critique Methodologies:  All students will demonstrate 

and apply an understanding of arts philosophies, judgment, and analysis to works of art in 

dance, music, theatre, and visual art. 

 A. Aesthetic Responses 

Students Will: 

1. Use contextual clues to differentiate between unique and common properties and 

to discern the cultural implications of works of dance, music, theatre, and visual 

art. 

3. Develop informed personal responses to an assortment of artworks across the four 

arts disciplines (dance, music, theatre, and visual art), using historical 

significance, craftsmanship, cultural context, and originality as criteria for 

assigning value to the works. 

 

 B. Critique Methodologies 

http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
http://www.njcccs.org/ContentAreaTabularView.aspx?code=1&Desc=Visual+and+Performing+Arts
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Students Will: 

3. Determine the role of art and art-making in a global society by analyzing the 

influence of technology on the visual, performing, and multimedia arts for 

consumers, creators, and performers around the world. 
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OBJECTIVES:  

 

o Understand that visual relationships hold relevant proportion to the 

substance of the ideas conveyed in the class.  

 

o Organize research procedures to solve graphic design problems. 

 

o Learn to create a concept to amplify content, while also developing 

sensitivity to typography, symbolism, language and text. 

 

o Define the hierarchy of information through the ordering of elements into 

a comprehensive visual unity. 

 

o Harmonize the integration of all elements with a conscious understanding 

of the intention with which elements are chosen, organized and created. 

 

o Work with formal design principals in the approach to solutions. 

 

o Emphasize analysis and process in the development of visual ideas. 

 

o Reinforce the human potential in varied approaches to design with regards 

to the integration of technology. 

 

o Create excellent portfolio pieces that visually communicate through the 

embodiment of form and function. 

 

o Have fun exploring all of the above. 

 

 

 

 

Students must keep a project folder and a sketchbook: 

 

project folders: Students keep a workbook that documents the process of each project, 

from rough ideas to finished design pieces, usually a folder or binder will do the trick. 

 

sketchbooks: Students are to keep a sketchbook of interests, notes, found objects, 

drawings, etc. 

 

 

LESSONS: 

 

Intro: Index cards: Write your name on one side of the card and on the other students 

write three words that describe themselves. Discuss the history of corporate branding. 

Where did logos come from? Talk about ancient and universal symbols. Homework - 

bring in a magazine ad or logo from a corporation or institution. 
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Magazine Collage:  Students will all bring in a magazine and or newspaper that contain a 

variety or text sizes and imagery. Students are to create a visual stimulating collage using 

pieces of existing ads and editorials found in the supplied periodicals. Collages are to be 

mounted on heavy stock paper. The goal is to train the student’s eye in an effort to look 

for color, imagery, and typography. Students will have to create harmony out or chaos. 

 

Text/Line Play: Students using the computer will experiment with the use of different 

size/types of fonts and the use of lines to separate ones art board. Students will work on 

dividing the page and training the eye to move around the hierarchy of the page layout. 

Assignment one: Create a composition using only lines, dots, and dashes. 

Assignment two: Create a composition using one font, no more than three letters and 

endless font sizes. 

 

Expressive Text: Students will be given a series of words (Transition, Expansion, 

Migration, Disruption, Compression, Repetition, and Elimination) in which they must 

choose three. Students will learn that you can express the meaning of a word or an idea 

through the space and sizing or letters on a page. Designers often think this way when 

creating logotypes, posters, or editorial headlines. Note: The font Futura may be most 

suitable for this project due to its round “o”. 

 

Symbols: To explore how we communicate through the use of symbols, color, and 

language (both visual and typographic). Create a personal logo that reflects your persona. 

Once symbols are complete ask the students if their symbols represent in anyway the 

three words written on the index card? 

 

Invitation: Creation of an invitation and matching envelope to an event (personal or 

public). Emphasize the importance of designing an exterior that draws a viewer in. 

Discuss the importance of content placement. Examples of different approaches students 

can use are (humor or contrast, a strange perspective, color). 

 

Political Poster Design:  Discussion on poster design and the function of a poster. Show 

samples of political posters from different countries through different time periods. Have 

student’s select and important historical event that impacted the world we live in. 

Students will convey a unique perspective of the event in their poster. Students will write 

the texts as well as create the visual language ant mood of the poster. Each student will 

present his or her poster to the class. Students must to include all sketches and historical 

sources used in the creation of the political poster. 

 

CD Cover Art: Music holds important standards in our society and is very influential. 

The assignment is to develop and create Album Artwork that is reflective of the artist. 

You can create your own album from any known artist, underground artist, or a garage 

band. Picture yourself gazing over hundreds of different albums—what will make your 

album stand out among the allotment of others. Homework—Bring in three of your 

favorite CD’s explain their importance to you—Did you choose these albums for the 
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content inside or because of the artwork on the album? Show slides of some important 

album covers. 

 

 

Skateboard/Snowboard Graphics: Using a provided template students will have the 

opportunity to create graphics for a skateboard/snowboard. The ideal design will “work” 

front and back and relay a common theme or style. Students will plan out and execute a 

full design theme for their snowboard/skateboard project. A demonstration or there 

design will be presented to the class along with a reflection and purpose or their design. 

 

Awareness Brochure/Booklet: This project is to encourage students. As designers, they 

have a powerful voice and can develop the tools to communicate and affect their future 

world. The goal is to design a brochure or booklet to bring awareness to a situation. 

Students must determine their audience and exactitude the project accordingly. 

 

3-5 Slide Narrative (Cartoon or Commercial): Students will have a choice concerning 

the direction of this project. We will be creating a 3 to 5 slide narrative. Students will 

create either a cartoon strip or a simple storyboard for a commercial. We will look at 

several examples or cartoon strips and commercial storyboards to help guide students 

through the creative process. Projects art to be developed and produced in full color. 

 

Graphic T’s Design: Graphic T’s have become a very important part of pop culture. 

Students will have the opportunity to express what they want on T-shirts. T-shirt designs 

will be simple one-color designs. The use of imagery, text and symbolism will hold very 

important in the Graphic T-shirt design process.  

Bonus: Students will create a silkscreen of their T-shirt design and will be able to ink out 

a small series (no more than 3) of their T-shirt designs. (Students will provide T-shirts for 

this project.) Colors or ink will vary by availability. 

 

Fashion Design: Students will have the opportunity to create their own clothing for a 

fashion line wither it be a dress, business suit, school uniform, sneaker, or baseball cap 

design. The project is entirely up to the student’s creativity. Every aspect from templates 

to colors and patterns are to be created by the students. A final copy must include all 

product information and a front and back view to all designs. 

 

EVALUATION: 

Evaluation will be based on the development and demonstration of clear intent in all 

levels of approaches to each project. These include research, analysis, and visual 

exploration, from concept to completion. Class participation, attendance, effort, 

adherence to deadlines, improvement, and striving toward design excellence will 

contribute to the final grade. 
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PURPOSE 

 

o In this course one will explore the creative process of making images that 

can move ideas and information to the minds of others. 

 

o The general principals studied and practiced in this course is the 

foundation of creative thinking and successful solutions for graphic 

design, illustration and advertising problems. This course includes and 

goes beyond mere page layout and media techniques.  

 

o Understanding how we respond to imagery is a key to creating pictures 

and works that communicate a message. All work becomes complex but 

can be described as conceptual or perceptual. 

 

o A perceptual response concerns the significance of imagery. A conceptual 

response will require the picture elements to stand for something; they 

must be represented in a new invented relationship. 

 

o Students will become familiar with perceptual and conceptual solutions to 

each assignment. Each assignment explores a different aspect of the 

creative communication process and generally presents visual problems 

that can be solved using a variety of media. Class time will be divided 

among instruction, lecture, assignment work, and critiques. Students will 

be asked to critique their classmate’s work. This type of evaluation is 

important in the development of self-analytical judgment. 

 

 

COURSE 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, and photography. It is also a goal of the course to develop the understanding 

that communication is an active process between people and not just a statement of the 

artist’s self-expression. In order for us to create complete works we must interpret the 

significance of the information, allowing us to take a key roll in the communication 

process. 

 

Objectives 

1. To define the scope of the imagery, both real and mental, --visual, verbal, aural, 

and even tactile—and its impact on human behavior. 

2. To gain a rudimentary understanding of semiotics. 

3. To demonstrate the power of simultaneous presentation of pictorial elements with 

conflicting or contrasting meanings. 

4. To explore the use and usefulness of various production and dissemination media 

in the communication process. 
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5. To show that visual communication is up-front, with no apologies, and that its 

ultimate achievement is to persuade others. 

 

Rationale 

The creative process of problem solving through imagery does not come instinctively or 

equally to everyone. This course lay a solid foundation and dependable method for 

creating meaningful, imaginative, communication solutions through research and analysis 

of communication tasks and their target audiences. 

 

Evaluation 

Each assignment is evaluated on: 

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

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

3. Fulfillment of assignment physical specifications (10 percent) 

4. Deadline adherence (10 percent) 

 

Materials 

Most assignments are designed to challenge students with problems that can be solved 

using a full range of production media—collage, computer graphics, illustration, 

photography, typographics, etc. 

Students may use any technical (computer or optical) tools or materials to produce 

finished work.  

 

Required  

 Weekly assignments to be completed on due date. 

 Class participation. 

 Adherence to the technology agreement. 

 

Grades 

Semester grades will be based on the performance of the criteria listed as well as 

attendance, punctuality, and class conduct. Loss of files due to misplacement will result 

in a zero for each assignment in question. All work must be saved in student individual 

database. 

 

I. Color Theory (2 weeks) 

 

a. Communicating Color 

b. Color Application 

c. Complementary Colors 

d. Contrast and Dominance 

 

II. Visual Space (2 weeks) 

 

a.  Spatial Location 

b.  Visual Direction 
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III. Thinking Outside the Box (2 weeks) 

a. Willingness to take new perspectives to day-to-day work. 

b. Openness to try different things and to do things against the norm.  

c. Striving to create value in new ways. 

 

IV. History of Art & Design (2 weeks) 

a. Project based look into past and present artists. 

b. Art Theory and Practice  

c. Artist Methods and Mythologies 

d. Computing and Visual Culture 

 

V. Text Theory (2 weeks) 

 

a. Anatomy/Size 

b. Classification/Families 

c. Hierarchy 

d. Thinking with Type 

 

VI. Photo Manipulation (4 weeks) 

 

a. History of image manipulation 

b. Technological advances in Photography 

c. Digital Image Editing 

1. Basics of image editing 

     2. Image editing programs 
     Adobe Photoshop 

     Adobe Image Ready 

     3. Digital data compression 

     4. Image editor features: 

      Selection 

     Layers 

      Image size alteration 

      Cropping an image 

      Histogram 

      Noise removal 

      Removal of Unwanted elements 

      Selective color change 

      Image orientation 

      Merging of images 

      Special effects 

      Change color depth 

      Lens correction 

      Contrast change and brightening 

                                   Sharpening and softening images  

                                  Color adjustments 

VII. Layout Design (2 weeks) 

http://en.wikipedia.org/wiki/Digital_image_editing#Basics_of_image_editing
http://en.wikipedia.org/wiki/Digital_image_editing#Image_editing_programs
http://en.wikipedia.org/wiki/Digital_image_editing#Digital_data_compression
http://en.wikipedia.org/wiki/Digital_image_editing#Image_editor_features
http://en.wikipedia.org/wiki/Digital_image_editing#Selection
http://en.wikipedia.org/wiki/Digital_image_editing#Layers
http://en.wikipedia.org/wiki/Digital_image_editing#Image_size_alteration
http://en.wikipedia.org/wiki/Digital_image_editing#Cropping_an_image
http://en.wikipedia.org/wiki/Digital_image_editing#Histogram
http://en.wikipedia.org/wiki/Digital_image_editing#Noise_removal
http://en.wikipedia.org/wiki/Digital_image_editing#Removal_of_Unwanted_elements
http://en.wikipedia.org/wiki/Digital_image_editing#Selective_color_change
http://en.wikipedia.org/wiki/Digital_image_editing#Image_orientation
http://en.wikipedia.org/wiki/Digital_image_editing#Merging_of_images
http://en.wikipedia.org/wiki/Digital_image_editing#Special_effects
http://en.wikipedia.org/wiki/Digital_image_editing#Change_color_depth
http://en.wikipedia.org/wiki/Digital_image_editing#Lens_correction
http://en.wikipedia.org/wiki/Digital_image_editing#Contrast_change_and_brightening
http://en.wikipedia.org/wiki/Digital_image_editing#Sharpening_and_softening__images
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a. Three Eyes of Design 

1. Visual-eyes:  Examine closely all types of printed material,  i.e. 

physically see/look at what everyone else is/has done. (What catches or 

eludes your attention, and why?) 

2. Critic-eyes:  Separate the good from the bad. (What provokes the ad?              

What motivates you?  Those things that don't catch your eye — why?) 

 

3. Analytical-eyes:  Select the element that makes it a good design. 

 

       b. Three Qualities of Design 
1. Vision:  To be able to detect an idea and then to toss it around in your 

head (objects, tones, shapes, colors — everything around you). 

 

2. Imagination: To be able to use an idea effectively, i.e. brainstorm the 

idea and bring it to a state where it will work. 

 

3. Judgment:  To be able to assess the idea's value and correct place and 

use, i.e. limitations always arise after you come up with an idea. 

 

VIII. 2 Dimensional Digital Illustration (2 weeks) 

 

a. Image Construction 

b. Principal and Form 

c. Tools and Application 

d. Logo Creation 

 

IX. Product & Package Design  (2 weeks) 

a. Product Creation 

b. Levels of Packaging 

c. Industrial Design 

d. Innovative Designing 

e. Corporate Identity 

 

 


