
GDS puts your design knowledge to work 
inside digital spaces and workflows, 
while preparing you to stay on top of 
ever-changing software.  

Distinctly not a 
tutorial class, 

Prerequisite: Intermediate Graphic Design (ART 3330). 
Laptop computer and Adobe Creative Cloud required. 
GDS is a 3 credit course, repeatable with permission.

Learn to work back-and-forth between digital  
and physical forms, understanding both the potential 
and how to overcome the limits of digital tools.

Lessons incorporate photo imagery, vector graphics, 
typography, print production, and mixed-media 
forms. Lessons use Adobe InDesign, Photoshop, and 
Illustrator. You’ll also work toward developing good 
digital habits, documenting your work, and explaining 
your ideas.

As a course bridging ways-of-making, projects focus on 
probing and articulating your personal design process, 
culminating with the production of a process book.
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OVERVIEW

Graphic Design Software (GDS) is a class 
for learning to use graphic software within 
a design process. But, because software 
changes rapidly, we cannot effectively 
learn the tools in a tutorial-based course. 
Instead, GDS is designed so that students 
learn how-to-learn software through play 
and exploration, by applying internet search 
skills and information literacy, and through 
the use of a flipped-classroom where 
homework-time is used to watch Lynda.com 
lessons to learn basics and classwork-time 
is used to learn techniques and ask higher-
level questions. 

This course aims to bridge digital and 
traditional ways-of-making, which requires 
examining and understanding your creative 
process. Where software experience is 
the base-level learning goal, the higher-
level learning goal deals with creativity 
and process. You will practice explaining 
your work as it develops, examining how it 
develops, and reflecting on the origin and 
outcomes of your ideas. 

Project Mediums
Project work will cover a range of mediums, 
including photo imagery, vector graphics, 
typography, and print production, as well 
as mixed-media forms. Students are also 
encouraged to examine image/form making 
techniques that bridge traditional and 
digital media. 

Project Methods
Each assignment will ask you to develop and 
articulate a personal design process, and the 
semester culminates with the production of a 
process book. There will be a strong focus on 
developing good digital habits, documenting 
work, and articulating ideas. Each project 
requires you to try multiple things, examine 
what is and is not working, then narrow and 
refine the work to arrive at a final piece.

COURSE POLICIES

Academic Values
You are encouraged to take on challenges 
and to try new things. This is a powerful 
means of advancing your ideas and abilities 
within design. But, to do this requires that 
you make an enormous amount of work while 
being comfortable with failure. As such, if 
a project’s outcomes are, in some respect, 
failures, then you can have your project 
grade re-examined by submitting all of 
the following: 
1. Evidence of an extensive body of 

studies, experiments, and iterations 
that clearly demonstrates enormous 
effort committed to the project.

2. A critical self-reflection essay, 600-
800 words, that analyzes the project’s 
outcomes and process, and which 
clearly explains the significant and 
impactful lessons (related to graphic 
design) you gained as well as how 
you can apply them to future work.

You are permitted to rework a project for a 
higher grade. 

You are permitted to modify project 
constraints/outcomes based on your own 
goals or the needs of your ideas/designs as 
they develop, but you must offer a defense 
of any change to both the instructor and 
the class. 

Etiquette and Responsibilities
Respect the limited workspace you share. 
Keep large or unnecessary items out of 
the way. Care for your classmates’ and the 
University’s property better than you would 
your own.

You are expected to contribute to 
the intellectual spirit of the class by 
participating in discussions and critiques. If 
you come to class with questions, problems 
(even crises!), solutions, or random 
thoughts, then everyone benefits. 

Attendance and participation is important in 
a studio-based course. This type of creative 
work requires critique and discussion, so 
that you can feed off and respond to each 
other’s work and ideas, and a classroom 
environment able to support it. Missing class 
hurts not just your project work, but also that 
of your classmates. 

You are expected to arrive on time, ready to 
participate; have materials printed before 
class begins; visibly show your progress 
for each project or lesson; participate 
in critiques and class discussions; meet 
deadlines for assignments; and find out 
about any assignments missed due to 
absence or tardiness.

Digital Filekeeping
A portion of this class is devoted to instilling 
good digital habits. You are expected to 
keep all of the digital files from your work 
(including draft versions and constituent 
parts, like “links” to images) and to name 
and organize them in a logical, searchable 
structure. Loss or inaccessibility of data will 
not be accepted as an excuse for missing a 
due date. Backup all of your data!

Scanners and Printers
High-resolution scanners are located in both 
the Graphics Design Lab and the General 
Lab and are available for student use after 
you have been instructed in their proper 
use in this class. These are not your home, 
consumer-grade scanners, and you are 
expected to treat them as the delicate pieces 
of professional equipment that they are. 
Leave the scanning beds clean and free of 
streaks and debris.

You may make reasonable use of the printers 
in the 304b classroom by installing drivers 
under my instruction. Color and large-format 
printing is available at charge in the General 
Lab on the 3rd floor of the Fine Arts Building.

Class  304b Fine Arts | Tu/Th 11:30 a.m. – 2:30 p.m.
Website  class.witdesign.me
Instructor  Derek Witucki, drwitucki@uh.edu
 Meetings are by appointment

A B O U T  T H I S  C O U R S E
In this course students learn to use the computer to work back-and-forth between digital 
and physical forms. They gain an understanding of graphic software toward maximizing each 
application and overcoming issues specific to computer-based work. Students work with photo 
imagery, vector graphics, typography, and print production, as well as mixed-media forms
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YOU WILL NEED
• Laptop (preferably Macintosh platform)
• Adobe Creative Cloud subscription 

(with Illustrator, Photoshop, 
InDesign, and Acrobat installed)

• Houston Public Library card (for 
free access to Lynda.com)

• Have completed+passed or be enrolled in 
“Intermediate Graphic Design,” ART 3330.

Laptop+Software Requirement
Like all upper-division courses in the Graphic 
Design program, you are required to have 
a laptop computer and the Adobe Creative 
Suite/Creative Cloud. These are required for 
all course work, both in class and at home. 
Failing to have the Creative Suite or access to 
a computer by the end of the first full week 
of classes will result in one absence for every 
day missing. The “Laptop Requirement” page 
has purchasing and financial aid information 
for students without a laptop and has details 
on Adobe Creative Cloud subscriptions.

There are only three workstations available in 
the classroom, and students needing to use 
them must request permission on or before 
the first day of class. 

Library Card Requirement
In lieu of a required text, you will need a 
Houston Public Library card which will grant 
you free access to Lynda.com, an online 
resource with software-specific videos and 
tutorials. The Lynda.com page will explain 
how to get a library card, and then how to use 
it to access Lynda.com.

General Supplies Required
• A file backup solution (cloud 

or external HDD)
• Funds for color and large-format printing
• Mixed-media sketchbook
• Bainbridge Letramax Superblack 

Mounting Board (3 sheets 20x30)
• Tracing and butcher paper for designboards
• Artist tape (not masking or painter’s tape)

Suggested Supplies
• External Hard Drive, 1TB or above
• Optical 3-button mouse + mousepad
• USB-C adapter/hub for Macbooks 2016+
• External monitor for home/dorm use
• Basic bookbinding tools
• Tools for cutting paper

Resources That Will Aid You
Lynda.com design software guides. See the 
Lynda.com page or the classroom website for 
links to specific videos.

Digital Foundations: Intro to Media Design 
with the Adobe Creative Suite by xtine 
burrough and Michael Mandberg. An open 
source text, freely available online.

A Short Guide to Research (for Designers) by 
Meredith James [ISBN 978-1533514790]

C O U R S E  R E Q U I R E M E N T S  A N D  S U P P L I E S
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Grading
Each assignment will be graded accordingly 
and averaged to one final grade 
per assignment. 

Grading criteria are:
1. Conceptual content: intent, 

experimentation, effort 
2. Composition/Creativity
3. Craft/Technical skill: attention to 

detail and precision with all tools
4. Process: the way in which you 

approach and work through a project, 
including maturity, persistence, 
problem solving and dialogue with 
classmates and the instructor.

Final grade reflects the average of all 
assignments and:
• Attendance and punctuality
• Timely completion of projects
• Class participation + preparedness
• Development throughout the semester 

Learning Outcomes
Students will leave this course with a range 
of skills, being able to demonstrate:

• Beginner to intermediate knowledge 
of tools and techniques for Adobe 
Illustrator, Photoshop, and InDesign.

• Ability to document and organize work.
• Ability to articulate ideas 

and creative process.
• Understanding of design concepts 

through writing, form, and critique.

Distraction Policy
The use of cellphones is not allowed in class: 
no texting and no phone calls. If there is an 
emergency or other special circumstance, 
please let me know. Using social media and 
other off-task apps/websites during class 
is prohibited. Please use the time to work 
on projects or work with/discuss course 
related content with your colleagues in 
the classroom. You may listen to music at 
levels that do not disturb others; however, 
remain aware of your surroundings and turn 
off your music when discussions, demos, or 
similar begin. 

Late Work and Assignment Completion
Unless instructed otherwise, all assigned 
items are due, ready for collection and 
viewing at the beginning of class the day of 
the project deadline. Assignments not ready 
at the beginning of class on the date due 
will be considered late and will lower the 
grade accordingly.

Late assignments will automatically be 
dropped one full letter grade. Failure to turn 
in even one assignment can be destructive 
when that zero is averaged in with your 
other grades.

Attendance
More than 3 absences by a student, unless 
excused, during the semester will result in a 
reduction of their final course grade by one 
letter. More than 6 absences will result in 
course failure.

Absences during critiques will be viewed as 
a lack of interest in other’s work and in the 
class generally. This will be reflected in your 
process grade.

Unable to Participate
Coming to class without your supplies, 
your work, your computer, or the data files 
needed to participate in the day’s lesson or 
classwork will count as being absent.

Late Arrival
Each late arrival to class after 3 will be 
marked as an absence. A late arrival occurs 
after I have called roll. If you arrive late, you 
are responsible for notifying me at the end of 
class, otherwise you will be marked absent. 

Arriving more than 1.5 hours late will count as 
an absence, though students are encouraged 
to come to class anyways to assess missed 
material and get feedback on project work.

Excused Absences
If you miss class due to a severe illness 
or family emergency (death, unforeseen 
hospitalizations, or other traumatic life 
events), you must contact me as soon as 
possible to receive an excused absence and 
to make arrangements for missed instruction 
and late work. Please note, common illnesses 
like flu, colds, and stomach viruses do not 
warrant an excused absence. 

Religious Holidays
If you expect to miss class due to religious 
holidays not recognized by the University, 
inform me one week in advance of the 
holiday to receive an excused absence and to 
make arrangements for missed or late work.

Accommodations and Wellbeing
In accordance with the guidelines of the 
Americans with Disabilities Act, I will make 
every effort to reasonably accommodate 
students who request and require assistance. 
If you have any questions about this policy, 
please see me privately.

Counseling and Psychological Services (CAPS) 
can help students who are having difficulties 
managing stress, adjusting to college, or 
feeling sad and hopeless. You can reach CAPS 
(www.uh.edu/caps) by calling 713-743-5454 
during and after business hours for routine 
appointments or if you or someone you know 
is in crisis. Also, there is no appointment 
necessary for the “Let’s Talk” program, 
which is a drop-in consultation service at 
convenient locations and hours around 
campus. www.uh.edu/caps/outreach/
lets_talk.html. 

STA N D A R D  C L A S S R O O M  P O L I C I E S 

This document as well as the structure and requirements of project assignments may change 
during the semester as necessary to meet the needs of the students and the University.
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G R A P H I C S  L A B  A N D  C L A S S R O O M  R U L E S

What is the “Graphics Lab?”
The Graphics Lab is a bring-your-own computer lab (with a couple exceptions) and an area for 
working on projects.

As a shared production and classroom space, its use is limited to graphic design Block students, 
graduate students, and undergraduate students enrolled in the Graphic Design Software course. 
Classroom use takes priority. Friends and family of students are not permitted in the lab. 

The lab is located in 302b and 304b in the Fine Arts Building; that’s the joined pair of rooms 
between the Junior (304) and Senior (302) Block studios.

Available for Use
• External monitors (limited number)
• High-Resolution Scanners
• Black and white laser printers
• Paper trimmer
• Self-healing mat

Specialty Equipment
The vinyl cutter and lighting kits in room 302b of the Graphics Lab are reserved for use by Block 
students under the instruction of a professor. Do not attempt to use these at any point without 
direct permission and instruction from the Graphic Design faculty.

Cameras and some other, limited, equipment may be checked-out for use at the discretion of 
the Graphic Design faculty. 

A cutting surface is provided in 302b. Never use an unprotected surface to cut materials—that 
means desks, lighted tracing tables, and any general purpose workstation or table.

Keep it Clean and Recycle
• No food or beverages in the lab.
• Keep computer screens clean. Don’t touch them, point instead.
• Clean-up your work area. Remove all trash and paper from lab.
• Recycle paper as much as possible. Put partially printed paper in the recycling 

boxes near printers so it can be printed on its reverse side. Put completely used 
paper in the blue recycling containers located in the senior and junior studios.

Harmful Fumes, Vapors, and Chemicals
The Graphics Lab is not equipped to ventilate fumes. Do not use aerosol sprays, including spray 
mount, indoors. Limit the use of messy materials, like paints and inks, to rooms with sinks and 
clean-up supplies.

Respect
Take care to not disturb any project work stored in 302b by Block students.

General Lab
Paper trimmers, high-volume color printers, large-format printers, a large-format scanner, a 
graphics pen display, and a vinyl cutter are available to School of Art students in the General 
Lab. Most equipment requires training. This lab is shared with all students in the School of Art, 
and its use is a privilege—follow all instructional and warning signs. When in doubt, ask for help.

LAB COMPUTERS 
Limited Access – First Come, First Serve
There are a limited number of computers 
available. Those without a personal 
laptop may alternatively use the 
design workstations located in the Fine 
Arts Building’s General Lab, the Art 
and Architecture Library, and the MD 
Anderson Library’s Media Lab. Speak with 
the appropriate facility’s staff to inquire 
about availability and policies for use.

No Computer Customization
• Students are not permitted to 

customize lab computers.
• Students are not permitted to load 

personal software on computers with 
the exception of typefaces. If you load 
typefaces onto a computer, please 
remove them immediately after use.

Storing Files on Lab Computers is Risky
Do not store files on lab computers; 
all personal files should be saved on 
personal removable media before 
finishing a work session. Files saved to a 
computer will be deleted without notice. 
Always save files to your personal hard 
drive! Always backup files!

Report Computer Problems
When a problem arises with a computer, 
students should document the problem 
on the Computer Troubleshooting sheet 
located in each lab. Be as detailed as 
possible. This helps diagnose problems.
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LY N D A . C O M  T H R O U G H  T H E  H O U S TO N  P U B L I C  L I B R A R Y

Lynda.com is an online educational resource with videos and step-by-step instructional 
guides in a wide range of topics. Graphic Designers at any level use their lessons to learn 
new techniques and software, and students can use their lessons to review design principals 
and history.

This course will use Lynda.com as an at-home supplement to in-class instruction. Students 
already familiar with the Adobe Creative Suite will need to use Lynda.com to explore the more 
advanced tools and techniques not covered in class lectures. This process would be self-led and 
may be tailored to your individual interests.

To get a library card you need a photo ID and some proof of a Houston-area address. A dorm 
address would count, but you’d need a bill or other document to prove you live there. 

Register Online
https://houstonlibrary.org/my-link-library-card-registration

Register in Person
You must provide a valid photo ID with your 
current address. The following types of photo 
ID are acceptable if they are not expired:

• any state driver’s license
• school identification card 

(including UH student IDs)
• passports from any country
• government agency issued 

identification card
• any state or city identification card
• METRO identification card

If the photo ID does not include your address, 
you will need to provide a separate document 
that includes that information. UH student 
IDs do not include your address.

Register by Mail
If you are a Texas resident and unable to 
physically come to the library to register for a 
library card, you can register by mail. Please 
print the Library Card registration form: 

http://houstonlibrary.org 
/sites/default/files/image 
/2012-librarycard-app.pdf

And send it, along with a good quality 
photocopy of your photo ID with your current 
address, to:

Houston Public Library 
System Circulation Dept (Library Card) 
500 McKinney 
Houston, TX 77002

You can also email a scanned copy of the 
completed application form and photo ID to 
circinfo@hpl.lib.tx.us.

L I B R A R Y  L I N K S
Sign in with your library card
http://houstonlibrary.org/lyndacom

eBooks and More
The public library also grants access  
to ebooks, audiobooks, and similar  
digital services. 
http://houstonlibrary.org/find-it 
/e-books-more 

LY N D A  L I N K S
Software
www.lynda.com/Illustrator-training-
tutorials/227-0.html

www.lynda.com/InDesign-training-
tutorials/233-0.html

www.lynda.com/Photoshop-tutorials/ 
279-0.html

www.lynda.com/Mac-OS-X-tutorials/
Computer-Literacy-Mac/196799-2.html

www.lynda.com/Windows-tutorials/
Computer-Literacy-Windows-10/ 
449032-2.html

Design Fundamentals
www.lynda.com/Design-Foundations-
training-tutorials/1676-0.html

www.lynda.com/Typography-training-
tutorials/47-0.html

www.lynda.com/Graphic-Design-tutorials/
Introduction-Graphic-Design/419419-2.html

www.lynda.com/Higher-Education-tutorials/
Universal-Principles-Design/193717-2.html

Print Production
www.lynda.com/Acrobat-tutorials/Learning-
Print-Production/495278-2.html

History of Graphic Design
www.lynda.com/Design-Color-tutorials/
Foundations-Graphic-Design-
History/166781-2.html

Starting a Design Career
www.lynda.com/Graphic-Design-tutorials/
How-Get-Job-Design 
/577558-2.html
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L A P TO P S

Students enrolled in the graphic design courses listed in the left column will be required to 
purchase a laptop for use in the design program. If a student chooses not to buy a laptop, they 
may use computers in the School of Art General Computer Lab.

Recommended Equipment – Fall 2017
The design industry uses Apple computers. For this reason, the graphic design program 
recommends students purchase MacBook Pros. The laptops listed below should provide students 
with enough RAM and processing power for 3–4 years. 

Apple has reduced pricing for students; see www.apple.com/us-hed/shop for information.

15-inch MacBook Pro with Touch Bar 
2.8GHz quad-core Intel Core i7 processor 
Turbo Boost up to 3.8GHz 
16GB memory 
256GB SSD storage 
Intel HD Graphics 630 + Radeon Pro 555 
with 2GB memory 
$2,249.00 

15-inch MacBook Pro with Touch Bar 
2.9GHz quad-core Intel Core i7 processor 
Turbo Boost up to 3.9GHz 
16GB memory 
512GB SSD storage 
Intel HD Graphics 630 + Radeon Pro 560 
with 4GB memory 
$2,599.00

1. For extra graphic processing power 
(video and Photoshop filters) 
add a graphics card with 4GB 
memory to the 2.8GHz model.

2. Apple sells a less expensive 2.2GHz 
quad-core Intel i7 processor model. 
Its single Intel Iris Pro Graphics 
card will not perform as well with 
video or Photoshop filters as the 
two models that have both Intel 
HD and Radeon Pro cards.

Software / prices subject to change
Adobe Creative Cloud subscription 
Student/Teacher “All Apps” version
$29.99 per month 
($19.99/month for first year)
www.adobe.com/students 

Financial Aid
For those students who have already utilized their full financial aid budget, a computer 
purchase estimate may help to increase your budget so that you can make room for private 
loans or private scholarships that you have already applied for. You are able to do this just once 
in your undergraduate or graduate career, please speak with the Financial Aid office to see if 
this option  will benefit you. 

Questions about equipment: contact Beckham Dossett at bdossett@uh.edu

Courses with a  
Laptop Requirement  
ART 3330 
Intermediate Graphic Design

ART 3331  
Graphic Design Software

ART 3334  
Introduction to Typography

ART 3335, 3336, 3337  
Junior Graphic Design I & II

ART 4330, 4331, 4332  
Senior Graphic Design I

ART 4333, 4334, 4335  
Senior Graphic Design II

05.20.18

Hardware / prices subject to change

Hardware Notes:


