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3 The Design Process

Is there a snack shop or café somewhere in your neighborhood? The next time you're
passing it, take a good look. How does the place advertise itself? What signs do you
see? Is the type large and colorful? s there a picture—of a coffee bean, for instance, or
a pizza slice—that appears near the type? How do the graphics on the menus, cups, or
napkins make you feel? What's good about them? What's not so good?

Graphic designers do a lot of careful work before they produce their designs.
This work, which includes observation, asking questions, research,

planning, and a great deal of trial and error, is necessary to make
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memorable designs. Designers need to know how typefaces can affect their designs,

as well as how to find, create, and use a variety of images. They also need to know what

STUDIO SERIES

Communicating through
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By Kevin Gatta and Claire Mowbray Golding Features

. . . . e Available as an eBook and print textbook
Communicating through Graphic Design presents one of the leading art P

¢ Digital and traditional approaches to

careers to high-school students in an accessible, engaging format. Written each Studio Experience

with Kevin Gatta, a veteran Graphic Design instructor at Pratt and owner
of an independent studio, this curriculum was developed to address the
needs of contemporary graphic design programs, using both digital
and traditional media. Students learn fundamental design thinking,
drawing, and problem-solving skills that can be applied with either tradi-
tional or digital media. Students then move on to specific areas of design,
observe and analyze exemplary works from a variety of designers past and

present, and create their own solutions to real-world design problems.

e Design challenges that reflect actual
workplace practice

e Career profiles of contemporary
working professionals

e Art and design historical references

e A unique graphic design history
timeline that shows parallels between
the evolution of markmaking to
typography and logo design

e Extensive glossary

For more information, visit DavisArt.com, call 800.533.2847, or email ContactUs@DavisArt.com.
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PART ONE THE NUTS AND BOLTS OF GRAPHIC DESIGN

2 The Art of
Graphic Design

Anybody can draw a picture or take 2 photograph, right? Well anybody can put images
and text together to make a graphic design, t0o. Itis the way those images and text are
put together that distinguishes a good design from an ordinary one.

The design or arrangement of the parts on any s

Tips for Using the

called iti y creates g
most basic building blocks: the elements of art and principles of design.

This chapter introduces you to the elements of art and principles
of design as they are used in graphic design. Awareness of these elements and
principles will help you understand and interpret the multiple messages around you. It
will also help you communicate through your own designs.

In this chapter, you will:
* g6 10 know the elements of e and princiles o design.
ally as they ar

“Once you think

you have finally
solveda design
problem, putit
aside and start
over. Your next
solution might
be even better.”
Chava Ben Amos

Teacher’s Edition, Chapter 2: The Art of Graphic Design.
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Chapter 1: What is Graphic Design?
Chapter 2: The Art of Graphic Design
Chapter 3: The Design Process

Part 2: Graphic Design Challenges
Chapter 4: Identity Design

Chapter 5: Publications Design
Chapter 6: Advertising Design

Chapter 7: Environmental &
Information Design

Chapter 8: Digital Design
Student Handbook

Each Studio Experience in the Davis
Studio Series contains a Studio Assess-
ment Rubric. This analytic scoring rubric
defines levels of achievement and evalua-
tive criteria specific to the studios.

eBook Class Set

eBooks are accessed on Davis Digital, a
cloud-based online platform designed
specifically for K-12 art educators. Davis
Digital includes access to the same high-
quality content and images contained in
the print versions of our textbooks, but
with added features and flexibility.

¢ eBooks: Each eBook purchase includes
the Student Book, the Teacher’s Edition,
and the Reproducible Masters.

Davis Art Images Subscription:
Extend the fine art in the eBook with
access to more than 35,000 digital fine
art images from around the globe and
across time.

Curriculum Builder: A lesson planning
and presentation tool that allows you to
gather all of the content you need for
your lessons in one place.

e Portfolios: You and your students
can create online portfolios. Share your
portfolios with parents, classmates, and
colleagues.

e Student Accounts: Options include
30, 60, or 200 Student Accounts with
the purchase of each eBook.

¢ License Terms: Options include
4, 6, or 8 year licenses.

Components & Ancillaries
e Student Book (in Print or eBook)

e Teacher’s Edition (in Print or eBook)

e Davis Art Images Subscription
(with eBook)

e Portfolios (with eBook for Teachers
and Students)

e Curriculum Builder (with eBook)

e Teacher Resources (digital with eBook,
print versions available): Studio Support
Masters, Vocabulary Masters and Artist
Profiles, and Assessment Masters

Go to DavisArt.com/Sample to sample the eBook.

For more information, visit DavisArt.com, call 800.533.2847, or email ContactUs@DavisArt.com.



