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Art Courses

art100 - Art Fundamentals

An introduction to the formal issues of image-
making including the elements and principles
of art and historical awareness.

art102 & art202 - Computers in Design
Continuous upgrading of hardware and
software give students experience in image-
making with the computer for personal and
commercial purposes. Software used includes
Adobe lllustrator, QuarkXpress, Adobe InDe-
sign and Adobe Photoshop.

art103 - Design Foundations

An introductory study of the principles of visual
perception and organization with the visual ele-
ments of line, shape, value, texture, and color.
The course will primarily explore two-dimen-
sional design in an achromatic mode.

art108 - Survey of Art

A brief history of the Visual Arts, including
painting, drawing, sculpture, and architecture.
Global cultures from prehistoric times through
present day are covered.

art110, art111, art 112, art113 - Drawing |, I,
I, &IV

Four levels of drawing investigate the formal
foundations of the drawing process as applied
to observational and conceptual image mak-
ing. Media experimentation is emphasized.
Individual projects help students strengthen
their styles and techniques while exploring vari-
ous media.

art115 - Orientation to Graphic Communica-
tions

The study of the graphic communications
industry and production methods from design
through bindery. Emphasis is placed on cur-
rent trends for the professional preparation for
careers in graphic communications.

art123 - Color Theory

An advanced study of the principles of visual
perception and two-dimensional design with an
emphasis in color theory and the elements of
design including line, shape, value, texture.

art130, art131- Fashion lllustration | & Il

This course covers fundamentals of fashion
illustration with emphasis on fashion drawing
techniques, fabric rendering, materials, meth-
ods, and formats used by the fashion industry.

art139, art239, art242, art243 - Photography
L AL L &1V

Four class levels of photography explore tradi-
tional film photography. Camera and darkroom
techniques are developed. The place of pho-
tography in the fine arts is introduced. Students
are encouraged to develop personal visions as
the sequence of classes progress.

art151 - History of Art I

Western civilization through the historical
development and relationship of architecture,
painting, and sculpture from the Renaissance
to present day.

art157 - History of Graphic Design

Students will obtain an overview of the evolu-
tion of graphic communication from pre-history
through Postmodern Design and the Digital
Revolution. Students will be able to identify the
works of influential artists, movements, and the
impacts of world historical events, technology,
and social tendencies on graphic design.

art160, art260- Graphic Design | & Il

An introduction to the principles of the graphic
design field. This includes the study of typog-
raphy, layout, production methods, analyzing
client needs, idea and execution processes,
defining successful elements of good visual
communication, defining and analyzing trends
of the graphic design industry, and career
opportunities. Creative problem-solving using
hand tools and the computer.

art170, art171, art172, art173 - Ceramics I,
I, 1, v

Students are introduced to the fundamen-

tal principles, styles and forms of ceramics
working with hand-building techniques as well
as throwing on a wheel. Students will learn
the importance of texture, form, and unity of
design. Decoration and glazing techniques are
researched and explored.

art212, art213, art214 - Life Drawing |, I, &
1]

Students explore the human form using live
models while working with a variety of drawing
styles and media.

art220, art221, art222, art223 - Painting I, I,
I, & IV

Four levels of painting classes offer investiga-
tion into color theory, painting application,
content development, familiarity with historical
painting issues and diversity of expression.
Basic technical competency is developed into
a personal visual language. Observation and
imagination are used to develop imagery.

art230, art231, art232, art233 - Sculpture |,
I 1, &1v

Four class levels of sculpture explore the prin-
ciples and styles of three-dimensional forms
(natural, abstract, and synthetic) through the
use of clay, plaster, wood, fiber, plastic, and
metal. Students are introduced to the sculptural
methods of addition, reduction, and substitu-
tion. Emphasis is placed on exploring sculp-
tural materials, forms, and imagery as a means
of self-expression and communication.

art244 - Digital Photography

This class offers experience in the use of digi-
tal cameras, scanners, and computer software
in the image-making process. Adobe Photo-
shop is the primary image editing software
used.

art245 - Web Design

Concept, development, design and production,
registration and launching of web sites. While
visual design, color, typography, digital imagery

are explored using industry standard technol-
ogy.

art250 - Printmaking

An introduction to a variety of traditional and
contemporary printmaking processes, includ-
ing on and off press techniques. Historical
styles of printmaking and application to current
trends are explored. Method of transfer used
will include relief, intaglio, screen printing, and
lithography.

art254, art255, art256- Silk Screen Printing
L&

Three levels of silk-screen printing explore
screen printing techniques from paper stencil
to photographic technique as applied to fine art
and commercial art.

art264 - Art Portfolio - Graphic Design
Selecting and presentation of a Graphic Design
portfolio along with interviewing techniques
and employment searches. (The student is

in their final semester of the Graphic Design
program for this class.)

art265 - Graphic Design Internship
Students will learn job-interviewing skills and
gain real world experience with the opportunity
to utilize learned graphic design skills. The
experience will involve duties associated with
entry-level graphic design.

art281 - Intro. to Digital Prepress - File
Preparation

Introduction to the digital prepress process
that follow a digital file from proper design
techniques through output and contract proof.
Emphasis proper use of fonts, graphics and
page layout applications to achieve predictable,
accurate results.

art282 - Digital Prepress - Advanced Color
Correction

Learn advanced color correction techniques
that will turn almost any image into quality
artwork. Focus on color theory (as it relates to
digital media), image quality, and color calibra-
tion to achieve predictable, high quality results.
Also learn proper scanning and image capture
techniques for line-art, grayscale, and color
originals.

art283 - Advanced Prepress

Analysis of digital prepress files for proper con-
struction. Emphasis on prevention for prepara-
tion and troubleshooting problem files.

art285 - Variable Data Publishing

An overview of variable data printing technol-
ogy. The course will focus on merging data and
images to digitally print personalized products
for data driven communications.

art290 - Prepress Internship

Cooperative work experience in digital pre-
press.

To see a full list of Art courses at MCC visit online: mcckc.edu/main.asp?G=Classes



When your client asks you why you made a specific choice
about any element of your layout, you always want to
be prepared with a well thought out answer. You’ll be
prepared with these answers if you carefully consider each
visual decision you make.

A designer’s primary concern must always be
communication. Simply being visually pleasing is never
enough; a design is only truly successful when it transmits
its intended message to the audience effectively.

Some notable Graphic Designers

* Robert Appleton
e Dana Arnett

e Saul Bass

* Herbert Bayer

e Peter Behrens

e David Berman

e Michael Bierut

* Massimo Vignelli
* Neville Brody

e Stefan G. Bucher
e Anne Burdick

e David Carson

e A.M. Cassandre
e Mori Chack

* Margo Chase

¢ Deanne Cheuk

* Seymour Chwast
¢ Everaldo Coelho
* Roger Cook

* Wim Crouwel

* Fortunato Depero
e Stephen Doyle

e Elliott Earls

e Paul Elliman

e Shepard Fairey

¢ Ed Fella

¢ Alan Fletcher

* Evan Gaffney

e Eric Gill

e Milton Glaser

* April Greiman

e Fons Hickmann
* Kim Hiorthgy

e Armin Hofmann
* Andy Hunt

e Jib Hunt

e Edward Johnston
e Chip Kidd

e Ernst Kirchner

e Tibor Kalman

e Karlssonwilker

e Gustav Klutsis

e JiLee

e Jan Lenica

e Charles Leo

* El Lissitzky

e Harmine Louwé
e Ellen Lupton

* Tony Malone

¢ John Marsh

e Karel Martens

e Noel Martin

¢ Peter Max

e Jason Mayo

e Jan Mlodozeniec
* L4szl6 Moholy-Nagy
* Morteza Momayez
* Piet Mondrian

e William Morris
e Alfons Mucha

e Josef Miiller-Brockmann

* Hideki Nakajima

¢ Otto Neurath

* Art Paul

e Paul Rand

* Michael Rock

* Wieslaw Rosocha

* Alex Rutterford

* Stefan Sagmeister

e Paul Sahre

e Peter Saville

e Paula Scher

e Christopher Simmons
* Edward Taylor

* Bradbury Thompson
* Henryk Tomaszewski

e Henri de Toulouse-Lautrec

e Jan Tschichold

* Edward Tufte

* Rick Valicenti

* Rudy VanderLans
e James Victore

* Mieczyslaw Wasilewski
* Kelly D. Williams
* Martin Woodtli

* Doyald Young

* Hermann Zapf



Measuring Student Success

Role/Description of the A.A.S. Graphic Design program

This program is designed to prepare individuals for entry-level graphic design positions in the visual communication
industry. Graduates of the program can pursue roles in design studios, design firms, creative departments within
companies, printing companies, and/or pursue starting their own business (freelance). Most of the courses in this
program also serve as the first two years of a Baccalaureate degree program.

Entry Requirements
# General college admissions requirements.
@ Successful completion of Art102 — Computers in Design | and meeting 80% or above in project assessments and

technical skills/lknowledge assessments. The competency testing would include design terminology and software tools
(Adobe lllustrator, Adobe Photoshop, Adobe InDesign).

Intended Student Learning Outcomes (Graphic Design Program Outcomes)
General behaviors and skills needed to succeed in the program:

4 Demonstrate the ability to learn and apply required software and technical tools according to industry standards.
@ Apply technical skills and critical thinking skills to solve visual communication problems.

@ Work with others by engaging in collaborative efforts to solve design problems and manage projects.

& Demonstrate effective time management and communication skills — both written and oral.

& Demonstrate professional ethics, apply effective business practices and project management skills

Skills/Critical Thinking Measurement Guides

» Demonstrate ability to draw vector-based graphics using industry established tools

» Demonstrate skills and understanding appropriate to industry standards for image-editing and raster-based
graphics

» Demonstrate skills and understanding of layout software purpose according to industry standards for the creation
of visual communication designs

» Demonstrate the ability to combine the tools of the various software applications to execute design solutions

» Create portfolio-quality design solutions using software tools according to standards in the industry and employing
basic design theories and principles

 Arrive at successful design solutions through analysis of and working within project parameters (including format,
colors, audience, message, production constraints)

» Define roles and responsibilities for members of collaborative design projects typical in the industry

» Demonstrate ability to work collaboratively with others to manage aspects of a project and arrive at a successful
design solution

» Execute effective design solutions within given time and physical parameters

* Analyze and describe attributes of successful design solutions (especially as they relate to design principles and
graphic design standards)

+ Identify and define the ethical standards within graphic design profession

» Apply professional ethics, communicate clearly and professionally, hear, follow and give directions, in both verbal
and written formats

What does this mean to me?

Computers in Design | (art102) is considered the first core course of the Graphic Design program. At the end of
that semester you will be asked to take a skills test that assesses your overall technical understanding of the
software used and your ability to follow directions as you design a layout using a set of instructions provided by
the instructor/program coordinator. While MCC does not yet require a minimum success rank on that skills test
for entrance into the program, it is highly advised that a student meet at least an 80% of accuracy.

Another skills test is given at the end of the semester in Graphic Design Il (art260) at which point a student
should have a greater mastery of the software and design concepts taught throughout the program. An 80% suc-
cess rank must be met at that time.

The final assessment tool for successful completion of the program is the student portfolio which is compiled
and polished in art264 - Portfolio. This final portfolio is reviewed by professionals from the industry.



Tips for Academic Success

& Mix General Education courses with Art

courses in your semester schedule. Don’t
think you're doing yourself good by getting
Gen. Ed. classes “out of the way”. (Refer to
your planner worksheet).

College can be more challenging than high
school. Your grades may not be as high as
they were in high school. Adapting to a new
environment and higher expectations will
take a little time.

Outside commitments such as
employment, family responsibilities, social
activities, etc., can be a drain on your
time and energy. Be sure to establish your
priorities smartly.

Be informed about art and the design field.
Read your textbooks, the art and design
books and periodicals in the department
collection and school library. They are also
great idea generators.

ALWAYS meet your assignment deadlines.
Budget your time. You may have several
projects due on the same day. You must
learn good time management.

Do most of your work in class where you
have the benefit of your instructor’s help
and your classmates’ feedback. Working
at home may be more comfortable but little
will develop in a creative vacuum.

# Open labs are available to use studio

space and/or equipment outside of class
time. Learn the open lab times and check
with your instructor for policies.

4 Budget money for art supplies according
to your class syllabus and direction from
instructor. Art majors tend to spend more
money than do most other majors. On
occasion, the Bookstore will not have what
you may need to execute an assignment,
you may have to get them from an art
store. Plan ahead.

4 Don't leave art materials unattended out

in the open. Keep them with you or store
them in your locker. Write your name all
over the back of mat board to avoid theft.

& Participate fully and show an interest in
class. Join in discussions and critiques.

*

*

*

.

*

4

Ask questions. Don’t be embarrassed to

ask a question. Your classmates may not
know the answer either. Pay attention to

lectures, information about assignments,
and take good notes.

Treat every class as if it were a real

job. Your boss would not tolerate too

many absences and chronic tardiness.
Don’t expect your instructor to be any
different. Establish good work habits and a
professional attitude early.

Arrive to class on time. By coming in

late you are showing yourself to be
undisciplined and unprofessional, and you
are a disruptive influence on the class. It
is also disrespectful to your instructor and

® Begin a collection of professional examples

of good art, design, photography, or
illustration that you may use as reference
material for future assignments.
Remember, though, that there is a fine line
between adapting existing art and stealing
an idea. Resource material is meant to be
idea generators — a STARTING POINT
in the development of a concept. Direct
“lifts” are plagiarism and may be copyright
infringement. If you are in doubt, ask your
instructor.

Save your assignments, especially your
strongest ones (A & B grades), and keep
them in good condition. You will need them
for both your portfolio, and for degree
completion.

Treat your academic time like a real job. You are developing the
skills needed to succeed in this very competitive industry!

classmates. Schedule your medical, dental 4 The quality of your portfolio is a very

and business appointments around your
school schedule as much as possible.
Demonstrate good time management.

Those times when you must arrive late,

quietly begin work and make sure you later &

inform the instructor that you are present.
If not you may be marked absent and the
end of the semester is too late to challenge
your number of absences.

Always bring your supplies and be ready

to work. Lockers are available so you won't &

have to carry your art materials around all
the time.

When participating in class critique, be
objective and honest. Base your comments
on sound design and artistic principles

as they apply to the objectives of the
assignment.

Critiques are not personal attacks. If
your work meets with an unfavorable
review, there ARE sound reasons. If the
instructor’s reasons are unclear, ask for
clarification so that you may learn from
them.

Tools of the Trade *- provided on-campus by MCC

CD-R/CD-RW/DVD-R Trade Magazines:

Flash Drive Print
X-Acto knife HOW
Metal Ruler

Black Mat Board Graphis
Sketchbook

Drawing Pencils Software:*

Portfolio Carrier
Specialty Printing Paper
Adhesives

Macintosh Computers*

Communication Arts

Adobe InDesign
Adobe lllustrator
Adobe Photoshop
Adobe Dreamweaver
Adobe Flash

CONTACTS:

important factor in finding employment.
Always work toward building a portfolio that
exhibits the range of your creative skills
and professionalism.

If you find that you are devoting a lot of
time to your art/graphic design classes
and you have consistently low-to-average
grades, think seriously about your chosen
field, it may be time to look at another
major. This is a highly competitive industry.

Keep track of your degree requirements
and responsibilities (credit hours earned,
course requirements, portfolio pieces, etc.)
Remember, you are ultimately responsible
for your education. Don’t rely on others to
lead you by the hand. You can only blame
yourself if you find yourself scrambling
toward the final semester(s) to graduate on
time. Use the forms within this packet to
help you do that.

Know that your education is a life-

long process and does not stop after
graduation. As a professional you must
continue to increase your knowledge of the
technologies and trends of the industry!

[not a complete list]

MCC Graphic Design Program Coordinator:

Darlene Town - 816-604-4757 / darlene.town@mcckc.edu

Humanities Division Chair:
Vicki Raine - 816-604-4273 / vicki.raine@mcckc.edu

816-604-4077

816-604-4020

MCC-Penn Valley Advising and Counseling

MCC-Penn Valley Business and Registration Center



