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C O U R S E  D E S C R I P T I O N 
Application of the principles of graphic design to web publishing.  Emphasis on creative web site design solutions 
through image preparation, typography and color design for individual and corporate sites.  Macintosh platform.  
Prerequisite: Art 109 (Introduction to the Computer in the Visual Arts) , Art 305 ( Graphic Design II) or by permission 
from instructor.  This course is designed to introduce students to web authoring software used to create graphics for 
use on Internet web pages.  In this course, students will be planning, designing and launching  complete web sites 
with creative interfaces, strong graphics, functional site organization, and logical navigation.  This course addresses 
several of the new and /or Experienced Teacher Standards at the  information, Knowledge, or Skill levels.  The 
Professional Certification for Teaching Art  Folio located in the art Dept. office provides specific information. 
 
 
C O U R S E  O B J E C T I V E S 
- To provide a continuing experience and background in visual problem solving 
- To explore different methods of design implementation 
- Application of creative design principles to web design 
- Demonstrate the ability to research solutions and resolve problems with ideas that communicate in an original    
   and effective manner 
- Understanding of the process needed to arrive at a commercially successful web design 
- To express yourself visually and look for the extraordinary in the ordinary 
- To develop a professional on-line portfolio with professional presentation  
 
 
D E P A R T M E N T A L  O B J E C T I V E S 
- Understand and skillfully apply various media, techniques and technology in the production and    
  presentation of art work 
- Use knowledge of visual characteristics and purposes of art to effectively convey their ideas. 
- Choose and evaluate a range of subject matter, symbols, and ideas as   content for works of art  
  (to communicate meaning). 
- Understand the visual arts in relation to history and cultures. 
- Reflect upon and assess the characteristics and merits of their work and the work of others. 
- Make connections between the visual arts and other disciplines. 
- Communicate about art effectively in written and oral form. 
 
 
M E T H O D S 
- Teaching strategies for Graphic Design for the Web include: lecture, group work, discussions, slide presentations,        
   critiques, research, assignments, examinations and demonstrations.   
- These activities are consistent with the Conceptual Framework and the New and Experienced Teacher Standards. 
 
 
R E Q U I R E M E N T S 
- Completion of all assignments on the requested time/date and presented during critique   
- Participation in class discussions, critiques and consistent  attendance. 
- Folder for handouts / a note book for lectures, notes and instructions 
- Journal [Hard bound sketch book] for all of your thumbnail sketches, remarks and research. 
 Your journal must reflect and document each project you are assigned 
 These journals will be reviewed on a spontaneous basis and will influence your final grade 
 
 
P R E R E Q U I S T S 
- Art 109 Introduction To Computers In the Visual Arts 
- Art 305 Graphic Design II 
- Or permission from the instructor 
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T U T O R I A L S  
Macromedia Dreamweaver  
Macromedia Flash  
 
S U P P L Y  L I S T 
- See last page of document 
- You are required to have your supplies and tools with you each class 
 
 
G R A D I N G  S T R U C T U R E 
(Projects are graded on concept, design, execution and presentation.) 
- There will be a total of THREE (3)  major projects (each will count =  towards your final grade) [75%]   
- Exercises covering site plan, personal page and personal site = [10%] 
- Critiques / Consistent attendance / improvement / positive attitude / Folder / Notebook / Journal [15%]     
 
 
P R O J E C T S  O U T L I N E 
WEEKS1-5:  
Brief History of the internet: Networking The Nerds, Serving The Suits and Wiring The world.  
No-Brainers, The Video Guide to Life on The Internet. 
  
Web Authoring Software Macromedia Dreamweaver, the work area, web site basics, setting up pages, page layout 
basics, working with tables and images.  Review Adobe Photoshop and scanning software. 
We will also begin to look at Macromedia Flash. 
 
WEEKS 5-15:  
Begin exercises and projects. 
_______________________________________________________________________________ 
 
EXERCISE #1 Site Plan (about First-Generation sites) 
The Framers of the Web designed HTML to look good on ASCII (text only) terminals, black-and-white monitors, and 
low resolution color displays.  It needed to be functional, so scientists around the world could share their findings.  
 
First generation sites are linear.  The page displays a top-to-bottom, left-to-right sequence of text and images, 
interspersed with separators like bullets, and horizontal rules.  First generation sites were often gray.  Some sites had 
banners and were well organized; most had edge to edge text that ran on for pages, separated by meaningless blank 
lines.  At best they looked like slide presentations shown on a cement wall. 
 
For this exercise you will research an existing site and create a detailed site plan based on that site. The site you 
choose should not be too complex (meaning, do not choose the Nike site for the site plan)  
     
DEADLINE:  
_______________________________________________________________________________ 
 
EXERCISE #2,  Personal Page  (First/Second-Generation) 
In the Spring of 1995, Netscape announced a set of extensions to HTML  People played with the extension and had 
fun with the <BLINK> tag.  Second-generation sites began to sprout.  Second-generation sites are basically first-
generation sites with icons replacing words, tiled images replacing the gray background, red and blue borders around 
the images, and banners replacing headlines.  They use a top-down, home page model to present a hierarchy of 
information.  Although first-generation sites still dominate by volume, second-generation sites are more popular 
because they have more graphics.  
 
For this exercise you will use Macromedia Dreamweaver  to create a  “first/second-generation” web page 
about you.  The site will include the following information: Header, brief biographical information, a self portrait, one 
favorite link and contact information. Hierarchy of information must be clearly presented. The site can incorporate 
icons and 3-D graphical representations of buttons and a tiled background image. 
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DEADLINES 
Thumbnail layouts:  
Rough page:  
Final page:  
_______________________________________________________________________________ 
 
 
PROJECT #1 Redesigning a corporate web site 
Step I 
Choose an existing corporation and create an electronic identity for that corporation. Your task is to redesign the 
companies existing site, making improvements on ease of navigation, page design + organization, and the overall 
look of the site. If you wish you can also design a fresh new logo for the corporation, as it may work better for your 
vision for the redesigned site. At this point It is best to stay away from corporations that are too large and have too 
many complex  pages on their site.   
 
 
Step II 
• Choose a theme for the web site. 
• Collect visuals to support your theme. 
• Collect copy to support your theme.   
 
Step III 
• Design a new logo. 
• Design a home page. 
• Design a core page.  
 
DEADLINES 
Talk about the site:  
Thumbnail layouts:  
Rough site:  
Comprehensive site:  
_______________________________________________________________________________ 
 
 
PROJECT #2,  Web site about your favorite Artist 
Locate information about one of your favorite artists, collect as much information as possible and keep a list of URLs 
(at least 25 URLs) that relate to the artist. You will then present the list to classmates, discussing similarities or 
differences (in site design or content) among the sites you found.  
 
You will use Macromedia Dreamweaver MX, and/or Macromedia Flash MX to create a web site that will showcase 
your favorite artist.  The site will include the artist’s bibliography, pictures, links, work/accomplishments and other 
pertinent information .  Capturing  the character, style, and essence of the subject in the site is essential.  You will use 
colors, and fonts in the layout that you think are suitable for that person/persons.  Don’t forget the major elements in 
your site; home page, navigation system, core pages and subsequent linked pages and contact information. 
 
DEADLINES 
Talk about the artist (URLs):  
Thumbnail layouts:  
Rough site:  
Comprehensive site:  
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PROJECT #3,  On-line Portfolio  (Third-Generation) 
A third-generation site is wrought by design, not technological competence.  Third-generation sites give visitors a 
complete experience, from entry to exit.  Great function and design makes the difference.  Third-generation sites pull  
 
 
visitors through using metaphor and well known modles of consumer psycology.  Just as retailers spend a lot of time 
tuning their environments to the customers passing by, third-generation site designers spend hours making their 
pages enticing to the audience they seek. 
 
Your task will be to create an on-line portfolio.  A portfolio is a body of work.  It is used in the graphic design 
professions as the measure of one’s professional ability.  A prtfolio consists of anywhere from twelve to twenty pieces 
of exceptional work, but keep in mind fewer is better as long as they are excellent.  Quality counts far more than 
quantity.  The portfolio should include a range of projects that reflect your ability to solve different types of design 
problems. 
 
There are four key components to a good portfolio; 
 • Twelve to twenty professionally executed pieces 
 • A book of working sketches 
 • A designed resume 
 • A knock-out presentation 
 
Your on-line portfolio will incorporate the following;  
1. A resume that reflects your style or spirit in the design.  The resume should be neat and legible. 
2.  Twelve to twenty professionally executed pieces that are presented in a neat, clean, consistent manner*. 
3. An area that showcases your sketches or experimental work. 
4. An area that has contact information. 
5. Any other information that you feel should be added, for example a “favorite links” page.  
 
Remember your goal is to get a positive reaction from the visitor when they see your portfolio, then he or she is likely 
to remember or relate more to you and your art work.   
 
Don’t forget the major elements in your site; home page, navigation system, core pages and subsequent linked pages 
and contact information. You will use or Macromedia Dreamweaver MX, and/or Macromedia Flash MX to create your 
site.  This will be the final project for the semester. 
     
DEADLINES 
Thumbnail layouts:  
Rough site:  
Comprehensive site / final critique:  
                                 
 
C L A S S  P E R T I C I P A T I O N  &  A T T E N D A N C E 
- This is a studio course which will contain lecture, demonstration and time to work in class on current design  
   problems 
- You are expected to work on assigned problems in class as well as outside of class. 
- You should expect to spend the same amount of time and more outside of class to produce the highest level  
   solution to the given assignment. 
- You are expected to spend the entire amount of time the class is scheduled, two hours, minus break 
 
 
T A R D I N E S S  /  L E A V I N G  E A R L Y 
- Anyone leaving class early will be counted as one half attendance for that session. 
- class begins promptly  at the scheduled time,  and FOUR (4) tardiness will be counted as one absent. 
- If you are tardy it is your responsibility to bring to my attention at the end of class that you did attend part of the  
  class or you will be marked totally absent for that session. 
- Attendance problems will definitely affect your grade. 
- Four (4) absent days will result in a lowered final grade of one letter. 
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G R A D I N G: 
- There will be several major projects in the course. 
 
- Each letter grade will count equally towards your final grade.  
- Late projects will lose a whole letter grade, and if not turned in by the FOLLOWING class the student will receive  
   (F) on that specific project. 
 
 
P R O J E C T  E V A L U A T I O N  A N D  G R A D I N G 
P R O C E S S 
- The action of proceeding through each of a succession of development stages.  In the design process the stages  
   are:  
 - Thumbnails 
 - Roughs or concept development. 
 - Comps or concept refinement. 
   Did you follow the design process to arrive at your solution?  Have you explored a variety of options? 
   Failure to follow the process will affect your grade by a whole letter grade for that specific project.  NO EXCUSES. 
 
C O N C E P T (Creative Strategy) > What to say 
- Idea or general notion conceived in the mind. 
- The message, the idea or the creative strategy you seek to communicate through  your design. 
- It should demonstrate a clear understanding of the problem and should reach the intended target audience. 
- You should explore all of the different alternative solutions. (select the most promising one) 
 
D E S I G N > How to say it  
- The selection and arrangement (layout) of elements (type, color, image (photo, illustration) 
- All of the chosen elements should appropriately relate to the subject matter. 
- The elements should compliment each other and reflect a design sensitivity. 
  
E X E C U T I O N > Executing the above design elements 
- Skill and careful attention to details, free of errors and mistakes. 
- Precision and accuracy. 
 
P R E S E N T A T I O N 
- Following the requested presentation instruction (size, format, and resolution) 
- Presenting the final project (if printed) on the requested paper stock and carefully mounted on the correct board. 
- Attention to details such as flapping, taping, and labeling. 
- Presenting your  work and yourself in a positive manner and showing understanding of the topic 
 
GRADING EXPLANATION 
 
A  =  EXCELLENT, superior, perfection based on all levels of evaluation, extra work, participation in class  
            critiques, and punctual attendance including meeting deadlines. 
 
B  =  ABOVE AVERAGE, good craftsmanship, extra time spent on projects beyond minimal student  
            performance. 
 
C  =  AVERAGE WORK, meets minimal student performance with some problems. 
 
D  =  BELOW AVERAGE, falls below minimum student performance.  Problems in several areas. 
 
F  =  FAILURE, serious problems with work and attitude in all areas    
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the following is the numerical grade points for each possible letter grade you may receive on your projects: 
 
A ______  4.0 
A- ______  3.7 
 
B+ ______  3.4 
B ______  3.0 
B- ______  2.7 
C+ ______  2.3 
C ______  2.0 
C- ______  1.7 
D+ ______  1.3 
D ______  1.0 
D- ______  0.7 
F ______  0.0   
 
 
R E D O ’ S 
- You may redo graded assignments as long as you turn them in  in the FOLLOWING class. 
- You may redo a specific project ONLY ONCE. 
- A redo does not guarantee a higher grade but you will not receive a lower grade. 
- You can not redo a project that was turned in late 
 
 
C R I T I Q U E S  A N D  E V A L U A T I O N 
- Rough reviews and critiques will be used for all major projects. 
- Failing to turn in ROUGHS / MARKER COMPS / COMPUTER COMPS  on the required time/date (beginning of 
class  
   period) will affect your grade by a whole letter grade for that specific project. NO EXCUSES 
- Your participation is required and sometimes graded. 
- Projects are evaluated on a variety of consideration: 
 - Basic standards and following assignment outline and requirements 
 - CREATIVITY (concept / design) 
 - EXECUTION / PRESENTATION 
 - plus any additional considerations necessary for certain projects  
 
 
F I L E S 
It is STRONGLY recommended that all work be saved on a "Jump Drive." Backups can be burned to a CD, copied to 
a hard drive at home, zipped in Win-Zip and saved in the Digital Drop Box, emailed to yourself as an attachment, etc.  
 
 
S T U D E N T  N E E D S 
In compliance with the Americans with Disabilities Act (ADA) all qualified students enrolled in this course are entitled 
to “reasonable accommodations”. Appropriate documentation of disability must be provided in order for 
accommodation of student needs. It is the student’s responsibility to inform the instructor of any special needs before 
the second week of classes. Respect for the diversity of peoples, cultures, worldviews and thoughts are essential to 
the pursuit of healthy intellectual inquiry and creative exploration, and will be expected from both faculty and students. 
 
 
A C A D E M I C  H O N E S T Y  P O L I C Y 
All students at Morehead State University are required to abide by accepted standards of academic honesty. 
Academic honesty includes doing one’s own work, giving credit for the work of others, and using resources 
appropriately. Please see the MSU Undergraduate Catalog for consequences applied to acts of academic dishonesty. 
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PRIMARY GOAL   
The primary goal for each student is to achieve a level of competence in their site design  which will make their 
portfolio competitive on the professional market. 
 
 
L A B  R U L E S  &  G U I D E L I N E S 
GENERAL 

- No smoking / drinking/eating inside the lab 
- Always have you late pass or student ID with you 
- The lab will only be open during scheduled hours 
- If you need help with machines or programs during lab time, ask the lab assistant on duty 

 
SPECIFIC TO COMPUTER 

NEVER switch peripherals (such as mice, keyboards, removable drives) 
 
SHUTDOWN 

ALWAYS  
1. Quit each program (closing a window does not quit the program) 
2. Go to “special,” drag to “shut down” 
3. Turn off monitor and CPU 

 
ETIQUETTE 

- Do not reconfigure (make changes to) a machine unless you reset it before shutting down 
- Do not take applications out of their folder. Leave things where they have been installed!!! 
- Do not copy programs from lab computers 
- Do not save any of your files to the hard drives of the computers in the lab. 
- Do not throw away any file or folder that is not yours.  
- If you put your items into the trash, empty the trash before shutting down 

 
 
 
S U P P L Y  L I S T 
 

-  Jump drive /  zip  disk 
 
- Blank CD-R /RW’s 
 
- rubber cement / spray adhesive 
 
- x-acto knife and extra blades 
 
- black mat board, two large sheets for now 
 
- a large sketch book for thumbnails 

 
- assortment of pencils and ink- pens for thumbs 
 
- masking tape (cloud white)  

  
 
A V A I L A B I L I T Y  
Deeno Golding : CY 213, ext 5170  or d.goldin@moreheadstate.edu   
Office hours: Tuesday and Thursday 12:50-02:50 


