
Syllabus: Typography II 

22-438 Fall 2022 

T/Th 10:20–12:30 

AC S215 & S216 

  

Professor Karina Cutler-Lake / cutlerlk@uwosh.edu 

  

Course mode: In-person 

Course schedule: Each week has a module on Canvas, and you can always find our plan for the 
week there. (Updated by the end of the previous week.) The Canvas calendar is also helpful for 
due dates and critique dates. 

Office Hours: by appointment. Send an email to request. Please know we can also talk in 
private during work time in class. If you want to meet via Zoom or Teams, just send an email 
to cutlerlk@uwosh.edu to let me know. (Note: I often have meetings that start at 12:40 on 
Wednesdays.)  

Need an advising appointment? (If I am indeed your assigned advisor.*) Contact me by e-mail 
with some dates and times that work best for you. In general, I need a day or two so I can 
review your transcript carefully. E-mail for an appointment. Please note: I do not do advising 
during the first OR last two weeks of the semester. If you are an existing student, please plan 
ahead and make advising requests well before your registration window opens. *If I am NOT 
your assigned advisor, please make an appointment with the person your have been assigned 
to, as we try to split the advising load among faculty. 

  

Welcome back! 

  

I look forward to working with you this semester. Please read this document carefully, 
especially so you may understand what I am looking for, and how this course operates. If you 
need clarification on anything, please ask. 

  

Catalog Course Description: 

This course will explore typographic issues within graphic design in detail. Assignments, 
discussions and lectures will promote the comprehensive study and application of typographic 
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history, practice and theory including the use of typography in the digital contexts. 
Prerequisites: Art 238, and Art 239 or consent of instructor. Special fees may apply. 

  

Projects, all weighted equally: 

1. Personal Infographic 

2. 2023 Calendar 

3. Magazine 

4. Cookbook 

  

Please find all course information on Canvas. No textbooks required. Your books from earlier 
graphic design courses are still great resources for inspiration and technical information. 

  

Learning Outcomes and Critical Skills 

  

Students will: 

• Recognize strategies graphic designers employ to solve problems in graphic design 

• Demonstrate conceptual and technical skills necessary to effectively create original graphic 
design work 

• Demonstrate the appropriate use of software to realize design concepts 

• Analyze and document their decision-making process 

• Analyze and critique the work of themselves and others 

• Apply a method of process involving research of the problem, documentation, problem-
solving, ideation, critique, revision, and presentation. 

  

As this is a general graphic design course, I focus on good design and typography first and 
foremost. Visual techniques learned in this class—including the juxtaposition of image and type 
as well as text layout and hierarchy—can be applied to a number of output situations, whether 
they be print, digital, packaging, or something not yet anticipated. 

  



The success of professional graphic design work—as well as your success in the field—is 
directly proportional to the quality of research and process that led to the design 
solution. Our task is so much more than just making something look good. Own your subject 
matter. Designing a logo? Look at hundreds of logo. Designed a decent logo? Ideation is key. 
Design a bunch more, in case your client doesn’t like your first idea. 

  

Read the above paragraph again. I'm serious, you've gotta put the work in! 

  

I assume you are here because you want to get a job someday. Jobs are hard enough to 
obtain! Don’t appear to be lazy by being uninformed. Good designers are curious people. As a 
professional, you’ll be expected to know all about what’s already out there. A project without 
evidence of research of the design problem shows a lack of devotion to the project. This is 
usually painfully obvious, so please don’t fool yourself into thinking that you’ve done the 
legwork if you haven’t put the time in. Dive deep. 

  

Want to be a better designer? Punch the clock. That’s what the best do. You’ve gotta put the 
time in. Try this. Try that. Good work takes a significant amount of trial and error, and it’s often 
painfully obvious when something was quickly put together. 

  

Process materials are a really big deal to me. You are here to grow and mature as designers 
and as your instructor, I need to see the manifestation of that. The process "book" is a tool that 
will help you to organize and corral your research, ideas, thoughts, and drafts. This is a valuable 
thing for both instructors and future employers to see proof of your creative thought process, 
and in the future the habit of recording your process will help you to communicate your vision 
to clients. Process material will be submitted digitally, ideally as one multi-page PDF. I suggest 
establishing a multi-page document in InDesign, “placing” your content, and exporting as a 
single PDF file. Process materials are required to be submitted with almost every project, and 
will NOT be accepted after the project’s due date. I will cover this requirement in more detail 
during the second week of class. 

***Please understand: unless specified otherwise, projects without a process PDF are not 
eligible for a grade higher than a B. 

  

Show me, don’t just tell me. Critique and presentation are important elements of the class. As 
you would imagine, working graphic designers are expected to present visual progress multiple 
times to clients for critique and revision before it goes public. During critiques, think of your 
instructor and classmates as your clients! Clients who want to see both you and the project at 
hand succeed, of course. 



  

We’ll try to present and critique all levels of development: from basic concept—where you 
have to show process sketches to indicate where you’re going—to final presentation, where 
you have to show the results. Most projects have two critiques, sometimes three. 

  

The project should always be complete for the final critique. Imagine that you are presenting 
your work to the client at this time. Trust me: nobody wants to hear what you're planning on 
doing during the final critique for a project. Do all of the work, and have it ready to show. And 
it's always fine if you have more than one concept. 

  

This semester, all completed work will be submitted as a PDF. (File>Export in InDesign, Save 
As in other apps) Please do not submit native files (such as .ai, .indd) as your work will likely 
not “read” correctly on my screen! Points will be taken off for submitting weird file types. If you 
are confused, ask! 

  

Please note: certain projects will be printed and perhaps mounted to presentation board—
specific details to come. 

  

Grades will be based on your performance in several areas. Grading rubric, based on 25 
points per major assignment: 

Missed critique (if unexcused absence): -7 

Missed two critiques (unexcused absences): -25 

Missing process materials: -8 

Process materials submitted but missing (or shoddy) research: -6 

Process materials that don't show alternative concepts, ideation, or trial and error:  -7 

Incorrect size, format, or file type: -7 

Failure to follow assignment instructions: -5 to -10 

Late projects: -7 per day 

Projects that are never shown in critique will receive an F.  

  



Back up your files constantly. It’s free. It’s easy. Get in the habit. For example, OneDrive gives 
everyone plenty of space for free. You could also use GoogleDrive. Back it up. I have little 
sympathy for those who don’t protect their digital work. I’ve seen way too many USB thumb 
drives fail. Don’t be that person. (And please don't ask me for copies of your projects! I simply 
don't have the storage space for hundreds of student projects, let alone my own data-heavy 
work.) 

  

I keep an eye on attendance.  Attendance is mandatory—if you aren’t here for the class period 
(this includes studio days), you miss important info as well as essential assisted work time. 
Three unauthorized absences will result in one lowered final grade, four will result in two 
lowered grades, and so on. Authorized absences are as follows: prior approval from instructor 
or documentation from a health professional. Six absences — whether authorized or not — will 
result in either failure of the course or an incomplete (the instructor’s discretion). Please don’t 
schedule medical appointments that conflict with class. If you must miss class for health or 
personal reasons, the Dean of Students can help you communicate the situation to your 
instructors 

  

E-Mail me with any questions. My address is cutlerlk@uwosh.edu, and I will use it to 
communicate with you personally. I check and respond to e-mail a few times a day M–Th, 
usually once or twice on F, not at all on weekends (I have a life too!), I promise to get back to 
you in a timely manner. As with all questions asked both in and out of class—if I don’t know the 
answer, I will do some research and get back to you. 

  

The digital final portfolio of all projects completed (digital versions only) is due on Tuesday, 
December 13th. Specific submission and formatting requirements to come. Projects not turned 
in at the specified time will automatically cause your course grade to drop by one letter (i.e. A 
to B). Afterwards, late work will cause your course grade to decline one letter grade per day. 

Also important: Students are advised to see the following URL for disclosures about essential 
consumer protection items required by the Students Right to Know Act of 
1990: https://uwosh.edu/financialaid/consumer-information. 

New for Fall 2022: a special technology course fee of $10.00 will apply. 

  

More Small Print & General Advice: 

I really believe that we learn best by actively doing, which is why my lectures are fairly short. 
Graphics take practice, time, and commitment. I’ll try to respect your work time by keeping 
interruptions to a minimum during scheduled lab time, though I will periodically walk around 
the room to check on class progress. This is an advanced course, and I expect you to be self-



motivated enough to use the time given constructively. If you have any questions (or just need 
an opinion), please ask me! I am always willing and eager to critique a project individually 
during lab time if requested. It’s why I’m here. 

Different students have different learning styles. In general, I’m a big believer in trusting the 
process through serious research, trial, and error. But if I’m not giving you the kind of feedback 
that works best for you (assuming you’re putting serious effort into your projects), let me know 
and I’ll try to adjust it. Really. 

Plagiarism isn’t just for writing papers: it happens graphically as well. Be safe: use your own 
imagery as often as possible. Stock imagery can be used if is obtained legally, but it must 
underscore the overall concept of your piece. While your student status does afford you some 
luxuries regarding fair use, it gives you no permission to be lazy. If you need to use someone 
else’s image (such as anything found on the internet) give credit where credit is due. Any project 
with clearly plagiarized imagery will receive an automatic F. Ask beforehand if you are unsure of 
anything! 

The most up-to-date class schedule can always be found on Canvas along with this syllabus and 
all assignments. Please check there before asking. Don’t print the course homepage out, 
because it is a fluid document which will be revised and updated as the semester progresses. 
Due dates generally remain firm. 

Never stop looking for new information on this expansive subject. As students in the Graphic 
Design emphasis, I expect that (if you haven’t already) you will soon begin to actively gather a 
small selection of books on design, as well as knowledge of magazine titles, podcasts, social 
media follows, and websites covering the subject. Always be on the lookout for inspiration, and 
don’t be afraid to get “lost” while you pursue what interests you. Graphic Designers should be 
intellectually curious. If this doesn’t sound like fun, you may be in the wrong program.  

A few years ago (probably about the time I became a mother) I realized that it was impossible—
and pointless—to remember how to do everything I’d ever done in InDesign, Illustrator, and 
Photoshop. Thanks to Google, I can usually (re-)learn how to do something in no time. It is vital 
that you develop the independent ability to adapt to software as it evolves. New versions of the 
software emerge constantly, and it is vital that you are able to “roll” with the changes. For 
example, I first used Photoshop in 1997 (25 years ago, yikes!), and I’ve had to evolve with it 
along the way. 

Get to know professional organizations, such as AIGA and Fox River Ad Club. Networking leads 
to employment. 

The inability to find parking is not an excuse. 

Please don’t type while I’m talking in the classroom. It’s like fingernails on a chalkboard to me! 
Even worse? Typing while one of your fellow students is presenting, which is incredibly 
disrespectful. 



Please don’t type while I’m talking in the classroom. It’s like fingernails on a chalkboard to me! 
Even worse? Typing while one of your fellow students is presenting, which is incredibly 
disrespectful. (Yeah, I put that in twice...) 

Computer lab time is to be used to work on projects assigned in this class only. Silence your 
phones. If you must make or answer a call, do so in the hallway. Same goes for text messaging. 
Please keep e-mail, messaging and web activity to a minimum during class. Two minutes 
checking e-mail/game score/whatever is okay. Twenty minutes is not. Because, really, why are 
you here? 

Don’t let your phone distract you from what you’re here to accomplish. For most of us, 
multitasking is a bit of a myth. What are you here for? Be here now. 

In critique, show respect to your fellow colleagues by paying attention and contributing to the 
discussion. And, yep, this relates to my last point. It’s a true bummer —and a huge energy 
drain—and not to mention rude—when one or more people are disengaged from what’s going 
on because they are obviously more focused on a tiny screen. I understand that critiques can be 
grueling, and we "live"on our phones! But trust me, it can wait. 

I really believe that we learn best by actively doing, which is why my lectures are fairly short. 
Graphics take practice, time, and commitment. I’ll try to respect your work time by keeping 
interruptions to a minimum during scheduled lab time, though I will periodically walk around 
the room to check on class progress. This is an advanced course, and I expect you to be self-
motivated enough to use the time given constructively. If you have any questions (or just need 
an opinion), please ask me! I am always willing and eager to critique a project individually 
during lab time if requested. It’s why I’m here. 

Different students have different learning styles. In general, I’m a big believer in trusting the 
process through serious research, trial, and error. But if I’m not giving you the kind of feedback 
that works best for you (assuming you’re putting serious effort into your projects), let me know 
and I’ll try to adjust it. Really. 

Anyone with a disability needing attention is encouraged to notify the instructor immediately so 
modifications and/or special arrangements can be made. 

Lastly, take time to enjoy being a graphic design student! It might seem like a lot of work right 
now, but you will likely not have this sort of opportunity for creative freedom and discovery once 
you enter the job market, at least during the early years. This is something I hear again and 
again from our employed graduates. It may sound cliché, but Carpe diem. 

  

If not now, when? 

 


