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FALL SEMESTER
59 Carroll Hall
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Visual communication is the most powerful tool for conveying 
information and Graphic Design is one of  the most important 
tools. ôDesignõ means that the graphics are organized according 
to a ôplanõ. The goal of  which is to bring order, hierarchy and 
clearness to the natural chaos. 

The World of  Graphic Design is intended to give you the 
basics for becoming a succesful visual comunicator, whether 
you wish to master page layout techniques, the creation of  eye-
catching posters, brochures or packages or to be aware of  the 
complex world of  informational graphics.
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Required readings

Graphic Design School
David Dabner
Thames&Hudson (2004)

Suggested readings

Exploring Illustrator CS2
Annesa Hartman - Thomson Delmar Learning (2005)

Adobe Photoshop CS2 one-on-one
Deke McClelland - OËReilly (2005)

Please note that purchasing these two books is not mandatory, as we will go
through the software in class. They can be helpful, though.

Items to purchase

CDs and USB stick
For submitting exercises and to back up your þles. Please, 
remember that you are responsible for backing up your work. 
No deadline can be missed due to loss of  data.

Sketchbook
Every design project will be sketched before you start work-
ing with the computer.

Course description

In The World of  Graphic Design you will learn to use the principles of  visual communication and to 
combine them successfully with basic production techniques. Also, you will gain awareness of  how 
important ethics and social responsibility are in the creation of  visuals.

During this class you will take your þrst steps with Illustrator, the main vector-based drawing software, 
and Photoshop, an image processing tool. You will master these by completing class exercises and 
projects. Therefore, attendance is required (unexcused absences will affect your þnal grade) and dead-
lines are absolute. If  you miss class, it is your responsibility to make up the work.

It is expected that students will conduct themselves within the guidelines of  the Honor System. All 
work must be completed with the high level of  honesty and integrity that this University demands.

Description and policies
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Assignments and grading
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Grading

This is a project-oriented course. Therefore, the grading will be based on three In-class/Take-home 
projects (logo design, book jacket and magazine spreads) and one Final project: poster, letterhead, 
bussiness card and informative brochure for a design company that is about to start competing in the 
market. See next pages for further details.

Components                                              Scale

Project 1: Logo design

Project 2: Book jacket

Project 3: Magazine spreads

Final pr.: Poster, letter, card and brochure

Total

Notes 

Please be aware that I reserve the right to raise grades at the end of  the semester in some cases ac-
cording to class attendance, participation in discussions and the overall quality of  your lab exercises.

It would be good to participate when we review your exercises in class. The main goals of  this course 
are to provide you with an overview of  the graphic design world and to build a small portfolio that 
you can enhance in years to come, but also to make you aware of  the virtues and ÿaws of everyday
design experiences.
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Assignments and grading

Grading criteria: In-lab exercises and projects

During the course we will be completing several lab exercises with Illustrator and Photoshop. These 
exercises will not be graded, they are intended to give you a bettter understanding of  the software 
tools and to get you ready you for the four main projects. Although, if  their quality is exceptional, they 
can be considered for raising grades in particular cases. We will do in-class reviews both of  exercises 
and projects.

Be prepared to work on projects outside of  class. You will have time during class for hands-on work 
but usually that will not be enough. Computer labs can be used outside of  class hours. It is your re-
sponsibility to organize your time in order to meet the deadlines. Consider your production speed and 
make plans accordingly. Always work in advance. And remember that I will be available to help you.

There are several expectations that you should meet in order to get a high grade. These are the main 
general grading criteria I will be using for the projects:

1. Every project must be completed on time
2. Spatial organization, structure of  the elements
3. Thoughtful use of  color or grays
4. Thoughtful choice of  type.
5. Aesthetic design choices in general
6. Creativity

You can check detailed guidelines and grading criteria for some of  the projects on the following pages.

Out of  class exercises

I will be happy to review out of  class exercises during ofþce hours or by appointment if you are
interested. However, it is very important for you to remember that these exercises will not be 
considered whatsoever for your þnal grade.
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Course calendar

Tuesday 30

Thursday 1

Tuesday 6

Thursday 8

Tuesday 13

Thursday 15

Tuesday 20

Thursday 22

Tuesday 27

Thursday 29

Tuesday 4

Thursday 6

Tuesday 11

Thursday 13

Tuesday 18

August

September

October

Introduction to the course, orientation to the lab, setting 
goals, complete student survey

Lecture What is Graphic Design

Lecture The creation process

Lecture Design Principles I

Lecture Design Principles II

Lecture Design Elements I

Lecture Design Elements II: color

Guidelines for the þrst project. Discussion about logos and 
brands

---

Lecture Typography I (Introduction)

Discussion First project review
Lecture Typography II

Lecture Typography III

Guidelines for the second project. Discussion about publica-
tion covers 

---

---

First day exercise

Introduction to Illustrator

Illustrator: In-lab Exercises

Illustrator: In-lab Exercises

Illustrator: In-lab Exercises

Introduction to Photoshop

Photoshop: In-lab Exercises

First project In-lab work on logo design

First project In-lab work on logo design

Due First project
Photoshop: In-lab Exercises

Photoshop: In-lab Exercises

Discussion Presentation of  the chosen 
characters for the 2nd project

Second project In-lab work on book cover

Second project In-lab work on book cover

Second project In-lab work on book cover
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Thursday 20

Tuesday 25

Thursday 27

Tuesday 1

Thursday 3

Tuesday 8

Thursday 10

Tuesday 15

Thursday 17

Tuesday 22

Thursday 24

Tuesday 29

Thursday 1

Tuesday 6

Thursday 8

November

December

FALL BREAK
NO CLASS

---

Discussion Second project review
Lecture History of  Graphic Design I

Lecture History of  Graphic Design II

---

Lecture The grid in publication design
Guidelines for the third project. Discussion about publication 
design examples

---

---

---

Discussion Third project review
Guidelines for the þnal project. Design as a tool for creating 
an identity

THANKSGIVING RECESS AND UNIVERSITY
HOLIDAY -  NO CLASS

---

---

---

---

FALL BREAK
NO CLASS

Second project In-lab work on book cover
Due Second project

Illustrator/Photoshop: In-lab Exercises

Illustrator/Photoshop: In-lab Exercises

Illustrator/Photoshop: In-lab Exercises

Third project In-lab work on magazine 
spread

Third project In-lab work on magazine 
spread

Third project In-lab work on magazine 
spread

Third project In-lab work on magazine 
spread
Due Third project

Final project In-lab work on poster, letter 
and brochure

THANKSGIVING RECESS AND UNI-
VERSITY HOLIDAY

Final project In-lab work on poster, letter 
and brochure

Final project In-lab work on poster, letter 
and brochure

Final project In-lab work on poster, letter 
and brochure

Final project In-lab work on poster, letter 
and brochure
Due Final project

Course calendar
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Assignments: Project 1

Logo design
A logo is a graphic that is intended to differenciate companies or products from their competition in 
the market. It includes the brand name and, sometimes, an allegorical graphic element, called òem-
blemó or òsymboló (in this case, in the professional jargon is known as a òcombination markó). The 
Nike mark is a symbol, for example. The IBM or the Canon ones, on the other hand, are called logo-
types because they are made by arranging type in a particular way.

We are going to produce a logo for the town of  Carrboro. Check http://townofcarrboro.org and visit 
the town. Do some research about how the place looks, what are its main features, what should be 
highlighted, etc. You can even talk to local people to learn what they think are the main characteristics 
of  the place. You can see the local seal below. Our logo will not substitute for this one, but could be 
used in ofþcial forms, documents, etc.

Goal

A logo must be a direct, simple and powerful representation of  the brandËs name and character. Avoid 
very complicated illustrations and types (unless you are very sure that is what you really need). This 
exercise is intended to make you think about how to simplify, how to convey a lot of  information (the 
personality of  a town) with a few strokes, letters and spots of  color. Check the examples below or 
look for more on the Internet.

Guidelines

Deadline September 29th.

What you must submit
1. A one page explanation about how you came up with this idea and how this particular logo þts and
conveys the needs and the personality of  the place (text þle).
2. Scanned copies of  your drafts and outlines of  the creation process. You can add brief  notes to 
them if  you think it might be easier to understand them (bitmap þle: jpeg, gif, tiff, etc).
3. A copy of  the Illustrator þle.

http://townofcarrboro.org
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Assignments: Project 2

Book jacket
This exercise consists of  the creation of  a book jacket (cover, back and ÿaps) about your favourite 
historical character. You must do some research about him or her and then develop the art work, both 
the design and the graphics. You can use photos but they must be either original or used as sources 
for creating an illustration (do not use photos from the Internet directly). On October 6th you will 
introduce your character to the other students in class.

You must come up with a title and we will suppose you are the author too. Write the text for the back 
cover and for the ÿaps.

A new company called òIndependent Booksó will be publishing it and they need a logo to use in 
their þrst product. So you should make them a logo too. They want to publish new young innovative 
authors from all over the country. Their staff  is very young and they want to convey to the reader a 
sense of  something new and fresh but, at the same time, serious.

Goal

Product covers are intended to tell the purchaser what the product is about. In this case, the cover 
should convey information about the character, it should tell me visually who he or she is or was. This 
will be a main grading criteria for this project.

If  you choose a sportsman you do not want your book to look like a literature theory book. If  you 
choose a human rights þghter you do not want your book to look like the latest Stephen King or Tom 
Clancy blockbuster (if  you do, you should have a good reason!).

Guidelines

Deadline October 25th.

Measurements:
 Total width (jacket spread) 16.5 inches
 Cover and back width 6 inches
 Flaps width 2 inches
 Spine width 0.5 inches
 Total height 8.5 inches




