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Mike Curb College of Arts, Media, & Communication 

DEPARTMENT OF ART, GRAPHIC DESIGN 

Art 200: ART, MEDIA & VISUALIZATION 
Louis A. Solis Louis.a.solis@csun.edu 
Art 200 Art Media Visual —3 UNITS (3) 
Fall 2020 - Mon. & Wed. 2:00 pm- 4:45 pm, AC404 

Art Department, Student Learning Outcomes  
The white SLOs are addressed in this course 

 
1- Acquire basic knowledge, theories and concepts 

about art; develop a foundation of art skills and a 
high level of craftsmanship; communicate ideas and 
concepts through writing, speaking and art making; 
acquire a competency with the tools and 
technologies associated with the visual arts. 

2- Broaden knowledge of ancient through 
contemporary art; develop an understanding of the 
theoretical, cultural, and historical contexts of art. 

3- Apply processes of generating and solving problems 
in art; analyze, interpret and question traditional 
methodologies and preconceived notions of art and 
art making. 

4- Explore and engage in interdisciplinary forms of art 
making. 

5- Develop an appreciation and tolerance of diverse 
perspectives dealing with art, culture, teaching and 
learning. 

6- Engage in individual and collaborative art 
experiences with other students, faculty and 
community. 

7- Develop a career path for an art profession or an 
art-related field; develop an understanding of the 
demands and expectations of that area of art 
profession or art field. 

 
MISSION 
The CSUN Art Department is committed to teaching 
students to experience and value visual thinking and 
creative problem solving in art, as well as recognize the 
concurrent importance of perception, 
experimentation, innovation, and critical thinking. We 
encourage students to understand the history and 
traditions of art with their relevance to social and 
community concerns as well as the art of different 
cultures. Students are also encouraged to utilize and 
interact with the services, facilities and technologies 
offered throughout the University as well as those 
provided by the Art Department. 
 
NOTE: Changes in content or activities may occur at 
instructor’s discretion based on course and learning  
needs, scheduling or other circumstances. SUCH 
CHANGES WILL NOT AFFECT COURSE POLICIES. 

 

Office hours and Location: 

Wed. 11am -2pm - Room TBA.  
Students should not get discouraged if office hours do not work 
with their schedule. The instructor is flexible and can meet on 
other days and times. Please inquire about other hours. 

Course Description: 

This course is a prerequisite for some upper-division non-general 
education studio art courses. It is a survey of the computer based 
electronic technology used by visual artists and designers. 
Projects explore the creative potential of basic program options 
and experience how each relates to the new electronic media 
environment. 

Course Student Learning Outcomes:  

• Research basic design principles and the reasons for 
developing a strong print design layout.  

• Apply technology & science through the optimization of 
images for electronic delivery.  

• Understand industry knowledge when discussing print design.  

• Demonstrate creativity with the design of basic print design.  

Program learning outcomes 

• Apply problem solving in the development of a creative 
concept of solution. 

• Execute the idea and conduct a final presentation to the client 
for evaluation. 

• Exhibit high level of design and technical skills in creative and 
visual messages. 

• Use effective written and oral communication skills through 
class assignments and discussions. 

Texts/Videos: 

All readings for this course will be online in Canvas. In canvas you 
will be asked to watch video tutorials and read website pages for all 
your assignments. In the Canvas course there are detailed 
information and instructions for each assignment/activity 

Suggested/Optional Texts/Videos: 

It is your responsibility as a professional artist to continue to learn 
outside of your academic career. Therefore, it is highly suggested 
you watch videos, read tutorials and tips to improve yourself as a 
professional artist. A master list of links/videos for further study 
are located in the Canvas course. Each week, a document called 
“Suggested links-video-readings” are included for further study on 
the software techniques 
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POLICIES  

 

SUPPLIES ATTENDANCE 

• USB (flash drives) will used for transferring data, but not 
to be used for storage.  

• 2 External hard drives (Western Digital is a good brand) 
(one for back up and the other for everyday working) 

• Students must have access to Photoshop CC, Illustrator 
CC, InDesign CC outside of class time. These three 
software packages are required in order to complete all 
assignments. CSUN students get this software for free.   
 

Your own computer: As you already may be aware, the Apple 
or PC and the Adobe software are the main tools for the 
execution of communication design. It is recommended that 
you purchase a laptop computer. The computers in the 
classroom are not up to date and lab hours are scarce.  
 

 

Studio/Lab courses, such as this, strongly take into 
consideration the entire learning and work habit process as 
well as required assignments. Directions, demonstrations and 
presentations will not be repeated. Each student is expected 
to stay the full length of the class from beginning to the end. 
Do not miss class on days that projects are due because of 
unfinished projects. It is important you still receive 
information on those days. It is your responsibility to get 
missed information due to absences or tardiness. 
 
In a professional studio you would be paid a salary.  Your 
academic career is training for the profession. You will be 
paid with a grade starting at 100 pts. Any work not 
conducted in the highest level of effort and quality will 
require payment (grade deduction)—so please take this into 
consideration when you perform your academic duties. 
 

WORK OUTSIDE OF CLASS SICK DAYS 

If you do not have a computer, it is recommended you use the 
computer lab outside of class or your own computer at home. 
Lab-time is not regulated, but it is up to you to get as much 
experience using the computer. The majority of the work in this 
class will be completed on the computer, but be aware that the 
computer is just a tool and that fundamentals and concepts are 
what we are emphasizing in this course. “There is nothing 
worse than a sharp image of a fuzzy concept”. It is your 
responsibility to always keep your files backed up and 
organized. 
 

Like a job, you have sick days. You have 2 sick days for the 
whole semester. These are paid days where you will not be 
docked pay (grade) for missing these sessions. Any absences 
after the excusable 2 sick days, must have a proof through 
written documentation of reasons for absence. If a student is 
absent for 5 or more classes in the semester, they will fail the 
course. No exceptions unless you have proof of a viable 
excuse. If you take any additional absences after your free 2 
sick days, your final grade will be deducted 10 points for 
every absence. So in essence, the more absences the more 
closer you are to failing.  

The 2 sick days (excused absences) can be used for 
anything. Therefore, it is recommended student save these 
free days for emergencies or sickness. If an illness or 
emergency requires more than 2 sick days (absences), official 
documentation will be required. Attendance and promptness 
will greatly affect student’s overall final grade. 

NO CELL PHONES OR SOCIAL MEDIA ACTIVITY 

All cell phones should be turned on silent. Wait for the break to 
respond to any calls or text messages. No internet browsing, 
social networking (Facebook/Twitter), video-gaming, text-
messaging. If you have an emergency and need to access your 
messages or place a call during class, please inform instructor 
in advance. 

OTHER VALUABLE INFORMATION 

Students with Learning Disabilities 
If you have a learning disability or feel that you may have a 
learning disability, it is suggested that you contact the 
Center on Disabilities (codss@csun.edu; 818-677-2684). You 
may be encouraged to register in order to be eligible for 
accommodations. 

Code of Student Conduct:  
Essential to the mission of CSUN is a commitment to the 
principles of academic integrity and ethical behavior.  Because 
the integrity of the academic enterprise of an institution of 
higher education requires honesty in scholarship and research, 
academic honesty is required at CSUN. Adherence to the 
Academic Honesty Policy reflects the commitment of our 
community to the value of learning and our core principle of 
social responsibility. For information about the Code of 
Student Conduct, go to 
http://www.csun.edu/a&r/soc/studentconduct.html 
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PROJECTS  

 

DESCRIPTION OF ASSIGNMENTS TIME TO WORK 
The course will cover the strongest assets of the software 
programs needed to be a professional designer. The course 
will also act as a survey for students to develop a general 
idea of what the field of Communication Design offers and 
the various topics around communication design.   
 

You will generally have time to work on each project during 
each class period.  You will often require time outside of class 
to complete properly. More complex projects will be given 
more time. Exercise (discussion forum) assignments might be  
started and introduced during class time, but should be 
completed outside of class time.  

MAIN PROJECTS – 40% EVIDENCE OF LEARNING 

There will be 4 main projects assignments. Each project is 
related to design and the software (Illustrator, Photoshop, 
and InDesign) (10pts each) 

• #1_MP_TYPE_TREATMENT (Typographic Design) 

• #2_MP_BRANDMARK (Brandmark Design) 

• #3_MP_ADVERT (Advertisement for Magazine) 

• #4_MP_EDITORIAL (Music Magazine Design) 
 

• Development of concepts that are complete and show 
professionalism. 

• Careful attention to execution, technique and completion 
of projects 

• Effective visual and verbal presentation skills 

• Active and verbal participation in class activities and 
presentations 

• Attendance with the necessary materials and assignment 
preparation. 

• Personal challenge and effort in project development 

• Deadline compliance 

• In class work 

• Demonstration of abilities and growth 

• Demonstration of work ethic: responsible and reliable 
 

MOCK-UPS- 12% 

In design digital mockups are a way to display your work as 
realistic as possible.  Each main project will include a digital 
mockup (mockups will be explained further). All mockups 
will be provided and every student in the class will have the 
same mockup but unique designs. (4pts each) 

• #5_MOCKUP_01 (Typographic Treatment) 

• #6_MOCKUP_02 (Brand mark on 3 mockups) 

• #7_MOCKUP_03 (Mockup of Editorial Spread & advert) 
 

PORTFOLIO- 12% EVALUATION CRITERIA 

Part of the final project will be a portfolio of your work 
throughout the semester, so keeping a copy of all projects is 
very important. You should back up all your work in case 
there is some failure of hardware.  Do not wait till the end of 
semester to back up.  Loosing work is not a valid excuse.  
You will have to redo everything if you lose everything. 
(12pts) 

• #8_PORTFOLIO (Portfolio of course assignments) 
 

Students will be evaluated on the basis of: 
–  Class participation, interaction, and discussion. 
–  Evidence of initiative, creative and imaginative 

responses. 
–  Projects: Initiative + time management + art direction + 

execution + final result 
–  Attendance 

Project grades will be issued on a numerical scale, based on 
the following criteria: 

–  Strength of concept (originality) 
–  Self-motivation and reliability 
–  Use of principals taught in class Aesthetics 
–  Completion and quality of product 

 
INSTRUCTIONS  GRADE BREAKDOWN 

All instructions for each assignment are located on the 
Canvas course page in the “Assignments” links.  Completed 
assignment are to be submitted to the assignment link on 
the date due specified.  You have the opportunity to 
improve your submitted assignment at any time during the 
15 weeks.  However, it is your responsibility to make sure 
the new revised grade is posted. 

 

40pts - Main Projects 
12pts - Mockups  
12pts - Portfolio  
36pts - Discussion Form (Exercises) 
__________________________________________________________ 

100pts  
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DISCUSSION FORUM  

 

DESCRIPTION EVALUATION CRITERIA 

Online discussions pose an opportunity for rich and 
meaningful learning and interaction. Active and regular 
participation is important as a means of learning and 
reflecting on course content and making higher level 
connections between weekly topics. 
 

Each week your discussion forum postings and responses will 
be graded on these criteria: 

• Demonstrate a thoughtful approach to the content, not 
just a summary. 

• Cite research, class readings and supporting evidence in 
your discussion posts and responses to demonstrate your 
understanding and to share your reasoning with other 
participants. 

• Incorporate quotes from other participants’ responses as 
a way of synthesizing and extending the conversation. 

• Relate new content to what you have already learned in 
the course to date. 

• Relate content to your own personal experiences, 
professional experiences or current events. 

• Critically analyze the content, be grammatically correct 
and proofread for spelling errors. It counts in the real 
world, so it counts here too. 

• Make your initial posts early in the week giving others 
time to keep the discussion going.  

• Initial postings and responses need to extend discussions 
already taking place, or pose new possibilities or opinions 
not previously stated comments. 

• Demonstrate that you have interesting and provocative 
things to contribute to the discussion. 

DISCUSSION FORM (EXERCISES) – 36% 

Each main project will include exercise assignments. 
Exercise assignments will be submitted in the discussion 
form section of canvas. (3pts each) 

• #1_EX (TBA) 

• #2_EX (TBA) 

• #3_EX (TBA) 

• #4_EX (TBA) 

• #5_EX (TBA) 

• #6_EX (TBA) 

• #7_EX (TBA) 

• #8_EX (TBA) 

• #9_EX (TBA) 

• #10_EX (TBA) 

• #11_EX (TBA) 

• #12_EX (TBA) 
 
 

 
****VERY IMPORTANT **** BANNED FONTS 

If a student has any of the following items, they will receive 
an incomplete on the assignments and will be asked to re-
do. (This means even if money has been spent on printing 
and mounting.) 
Therefore avoid the following at all cost: 

1. Pixilated images or graphics 
2. Misspelling or grammar problems 
6. Any font not approved by professor  

None of the following fonts can be used. 

• Script fonts must be approved before using.  
(If you are not sure ask)  

• Fonts w/ city names -Chicago, Monaco, New York, Geneva  

• Chancery or any calligraphy style 

Arial (use Helvetica) 
Bauhaus 
Comic Sans  
Courier 
Hobo 
 

Palatino 
Papyrus  
Peignot 
Mistral 
Myriad 
Sand 

Skia 
Tekton  
Times  
Trebuchet 
Verdana 
Zapfino 

LATE PROJECTS GRADING 
DO NOT TURN IN LATE PROJECTS. The design profession is 
based on deadlines. If you choose to turn in a final stage of a 
project late, you will receive zero credit. Turn it what you can 
the day that it is due. 
 
Project improvements can be made, but not to improve your 
grade. What you turn in the day it is due is what will be 
graded. This is a senior level class and there are no 
exceptions. 
 

NO LATE WORK IS ACCEPTED. IF YOU ARE NOT HERE WHEN 

WORK IS DUE, YOU WILL RECEIVE ZERO POINTS. 

Project grades will be issued on a numerical scale, based on 
the following criteria: 

• Strength of concept (originality) 

• Use of principals taught in class Aesthetics 

A 
A- 
B+ 
B 
B- 
C+ 

93-100 
90-92.9 
87-89.9 
83-86.9 
80-82.9 
77-79.9 

C 
C- 
D+ 
D 
D- 
F 

73-76.9 
70-72.9 
67-69.9 
63-66.9 
60-62.9 
59.9 - below 
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Work Ethic  

 As a student, and member of Communication Design area, designers are considered 
members of a community, a studio. Designers are paid for the work they do with a grade.  
Every designer in a communication course has equal pay, a letter grade “A.”  Please read 
the following below.  But also read over the syllabus attached.  Then signed the Agreement 
of Understanding form.     

Responsibility and Reliability... 
is key to success in the communication design program and in the professional practice of 
graphic design. You will be required to follow a specific work ethic. You will need to do the 
following: 
 

 1. Produce quality work 

 
 
 
 
 
 
 

* You might think you can 
multi-tasks, but this is 
untrue and a myth. 
Cognitive studies show, 
you have to reset your 
brain when working on 
multiple things. 
Multitasking is often 
mistaken for focusing or 
blocking out multiple 
things. 

 
* * You do not want to see a 

client meeting go array or 
be canceled. The idea is to 
ask questions if you are 
not sure how to handle 
something. If you are not 
prepared and the quality 
of the work is not up to 
standard, a long painful 
discussion will ensue.  
Remind your self to pay 
attentions to details and 
meet all deadlines.   

 As a communication designer working in a professional studio (course), you will be ask to 
produce completed projects at the highest quality. It is important that your ideas, 
execution, and presentations be clear and clean. Projects should meet the criteria and 
guidelines listed. Spend quality time on projects and do not waste time with multiple 
things.*   

2. Pay attention to detail 

 Give yourself enough time to review your project and make changes before you submit 
any project to professor (or client). Look for spelling, consistent spacing, typeface usage 
and consistency, alignment, and accurate content. All design must be reviewed and 
approved by instructor before submitted (or shown to client.)  Therefore give yourself 
some pre-deadlines to obtain that approval. If a project has details that are not approved 
by instructor, your grade will reflect this. ** 

3. Be aware of effective design and research In the field 

 Research and examine good quality curated design works. You are required to completed 
projects that look comparable to the work from a particular industry or product. Read 
articles and become members of on-line groups for designers on typography and design.  
Use what you have learned when working with clients and team members.  This 
information is your knowledge that can be used to validate decisions and suggestions for 
future projects. 

4. Establish independence but also take initiative 

 Learn to train yourself through books and on-line resources. Practice, read, and make it a 
habit to problem solve and find information on your own. The profession changes and new 
ideas and technologies become prevalent, so go on on-line and look at resources. Share 
with your associates in the studio (Classroom) and aid all those in need. 

5. Presentations and deadlines 

 We want to show the highest quality to a client and art director, so doing high quality work 
and meeting deadlines establishes trust with the professor. So, make sure you do your part 
to make the project successful and meet all internal and external deadlines. If you are 
asked to make a presentation, make sure the presentation is at the highest quality possible 
and it should always tell a story and provide a visual representation of your proposal. 
Establishing trust is key to designer- to-client success. This trust is the same from designer 
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to professor as the professor acts as client and art director.  This trust is established 
through high quality presentations, achieve goals, and meet deadlines. ** 

 

Work Ethic (cont.) 

 6. Communicate and respond with director and/or team members 

*** We will be using the 
platform, Canvas, for all 
submissions and 
UpToDate information. 
Canvas is our main form 
of communication.  
Please expose yourself 
as much as possible to 
this system. It is your 
responsibility to check 
your email and Canvas.  
Download the app on 
your phone and make 
sure you respond and 
participate in this 
platform. 

 Obtain as much one-on-one assistance and guidance as possible. Clarify what the task is at 
hand and inform all parties of your process on a project. A successful project must have 
the assistance and approval of the art director (professor). If you are working with a team, 
communicate with your project manager and team members.  Make sure you are available 
via email or other forms to respond to needs on a project. Response time is crucial with 
real client-based projects. *** 

7. Verbal and non Verbal cues 

 Conducting yourself in a professional manner is just part of being a professional 
communication designer. How you hold your head, look at people and move your body is 
essential to establishing trust with a client and colleagues. While in this course you will 
need to follow along, take notes, be attentive, and show confidence when working 
individually or with team members and especially with the client/ art director (professor). 
Making eye contact, avoiding looking at a laptop screen and introducing yourself are all 
part of behavioral traits of a professional designer. If a client or guest is present (even if 
they are not your client or your guest), you should still show the same respect.  
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SCHEDULE 

This is an overview of the schedule for this course.  You must go on to Canvas and follow the schedule as 
indicated.  Assignments, exercises (Discussions) and Lectures will all be located on the course Canvas site.  

WEEK TOPICS PROJECT 

Week 01 Introductions & course overview -- 

Week 02 Illustrator #1 TYPE TREATMENT Typographic Design 

Week 03 Illustrator #1 TYPE TREATMENT Typographic Design 

Week 04 Illustrator #2 BRANDMARK logo Design 

Week 05 Illustrator #2 BRANDMARK logo Design 

Week 06 Illustrator #2 BRANDMARK logo Design 

Week 07 Photoshop #3 ADVERTISMENT Design for Magazine 

Week 08 Photoshop #3 ADVERTISMENT Design for Magazine 

Week 09 Photoshop #3 ADVERTISMENT Design for Magazine 

Week 10 InDesign #4 EDITORIAL Design for Magazine 

Week 11 InDesign #4 EDITORIAL Design for Magazine 

Week 12 InDesign #4 EDITORIAL Design for Magazine 

Week 13 Photoshop #5, 6, 7 MOCKUPS (1, 2, & 3) 

Week 14 Photoshop #5, 6, 7 MOCKUPS (1, 2, & 3) 

Week 15 -- #8  COURSE PORTFOLIO 

Exam Week Final submission of all work Present Portfolio 
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