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Graphic Design I

Module/
Course Title

Graphic Design
I

Student 
Workload

3 Credits x 16 
meetings x 170 /
60 = 136 hours/
Semester

Credits 
(ECTS)

3 Credits x 
1.59 = 4,77 
ECTS

Semester

4

Frequency

16 meetings 
(include Mid-term 
Exam and Final 
Exam)

Duration

16 meetings

1 Type of course
● Experience
● Lecture-Lab
● Studio

Practice Lecture

28,55 x (3 Credits x 1.59) = 136,18 hours/Semester

Class size

30 students

2 Prequisites for participation (if applicable)
Minimum computer application B

3 Learning outcomes (PLO+CLO)
PLO 4 Able to develop oneself sustainably and eager to collaborate.
PLO 9 Capable of designing, implementing, and developing artistic skills to produce innovative works, 
media, and learning resources for educational and entrepreneurial purposes.

CLO 1 Students can analyze tools, materials, media, basic techniques, and principles of graphic arts.
CLO 2 Students are able to design and produce graphic design works by considering aesthetic value, 
function, and development opportunities as learning media or entrepreneurial products.

4 Subject aims/content 
This course provides an understanding of the principles of compiling design components based
on certain concepts for the purposes of graphic display and conveying information to the public.
Students will learn various techniques in designing graphic design works, such as logos, business
identities,  book/magazine/cassette/CD  covers,  promotional  calendars,  and  other  visual  media.
Learning is carried out through theoretical and practical approaches, with a focus on creativity,
aesthetics, and the use of graphic design software.
Students are expected to be able to create graphic design works based on considerations of the
function  of  expression  and  the  function  of  supporting  learning.  In  addition,  students  are
encouraged to continue to  develop themselves  sustainably and collaborate  in a creative  work
environment. Mastery of design techniques using various software is also an important aspect in
supporting student professionalism in the graphic design industry.
With a combination of theory and practice, students not only understand the basic concepts of
graphic  design,  but  are  also  able  to  develop  innovative  and  communicative  works.  Through
exploration  of  various  visual  media,  students  can  produce  designs  that  have  aesthetic  value,
functionality, and relevance to the development of the creative industry and digital technology.

5 Teaching methods 
Interactive lecture, project-based learning, role plays and simulations
Guided instruction, project based learning



6 Assessment methods
Project assessment(Design), portfolios of students work, presentation 
Project assessment, portfolios of students work, written test, quiz

7 This module is used in the following study program/s as well
Undergraduate program

8 Module Coordinator
Dr. Asidigisianti Surya Patria, S.T., M.Pd.
Aqim Amral Hukmi, S.Pd., M.Pd.
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