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Why We Wrote This

Graphic design s changing.

New technology continue to reshape the
creative profession, prompting
understandable questions from students,
parents, educators, and employers about
what designers need to know and how they
should be educated.

We welcome those questions.

In fact, they have challenged us to
articulate something even more important
than our curriculum.

Our philosophy.

This publication is not intended to predict
the future of design. It is intended to define
the principles that will continue to guide our
program, regardless of how technology
evolves.

Because while tools will change, thoughtful
designers will always be needed.

Preface

O1

ACUARTEDESIGN



02

(Questions Worth Asking

What makes great design?

Can creativity be taught?

Will artificial intelligence replace designers?

Why does strategy matter?

What separates a designer from someone who knows software?
Why do some ideas connect while others don't?

What responsibilities do designers have?

Every meaningful answer
begins with curiosity.
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Before We Begin

intelligence. Tomorrow's will center on
something else. Technology will continue to

Every generation of designers o

encoun[eTS new t@ChﬂOlogy grounded in enduring principles rather than

changing technologies. Our curriculumiis
designed to develop designers who think

Every generation wonders M e
what it means for the future of |
creative wWork. Great design

has always been
bigger than the tools
used to create It.
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Technology Changes
How We Create
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Design has continually evolved, from
drafting tables and paste-up boards to
desktop publishing, digital photography,
mobile design, and artificial intelligence.
While the tools have changed dramatically,
the designer's responsibility has remained

remarkably consistent.

Designers help people understand
information, build trust, tell stories, solve
problems, and inspire action.
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We Don't Teach
Software.

We Teach
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Software is one of the easiest parts of
becoming a designer. Learning how to think
takes much longer.

Students learn to observe before they
create, ask thoughtful questions, identify
communication problems, and make
Intentional decisions. They learn that every
typeface, color, photograph, illustration, and
composition communicates something.

Software can
be learned.

Learning to think like a
designer takes years.
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(reat Designers
Are Curious Before
They re Creative.

Curiosity is the belief that
there Is always a better solution
waiting to be discovered.
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Curiosity Leads

first idea. They ask another question, sketch

another concept, test another direction, and
O e er e: l S remain open to better possibilities.

Curiosity

leads to exploration.

Exploration

Great ideas aren't found.

Through repeated cycles of research, making,

]-h 4 d l d critique, and refinement, students develop
ey Te eve 0 e o stronger ideas, sharper judgment, and greater
confidence in their work.

We intentionally build opportunities for iteration
Into our curriculum because meaningful design
rarely emerges from the first attempt. It
develops through exploration.

Curiosity is the belief

that there isalways a

better solution waiting
to be discovered.
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Great Designers Are Curious
Before They're Creative.
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There s always
a better solution
waiting to be
discovered,
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Learning to Think

Design begins

Practice teaches them what to keep.

wlth CMTZOS Z tj) Every sketch, critique, revision, and presentation

helps students recognize stronger ideas, make
more intentional decisions, and communicate

with greater clarity. Over time, they develop
u gmen eve OpS something technology cannot provide: judgment.
Technology can generate possibilities.
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Judgment is the ability
to recognize a better
solution when you see It.
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Great Design Begins

Before making anything, designers seek to
understand the people they serve. They ask

O
questions, conduct research, and uncover
VV 1 I I I a Insights that shape meaningful communication.
Empathy transforms design from decoration
Into communication.

Professional designers begin |
by understanding people. Meaningful

communication
begins with

\ .;_. _ 0
understanding people.
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The Best Design

Serves Others
Before It

Serves Itself.
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Whether creating a brand identity, publication,
app, or wayfinding system, thoughtful designers
recognize that every decision affects another
person. Effective design isn't simply beautiful.
It's useful, meaningful, and understood.

We believe empathy shapes not only better
designers, but better collaborators,
communicators, and creative leaders.
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otrategy Gives
Design Purpose

Every successful design
begins long before
anyone opens a design
program.
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STRATEGY
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Iscovering opportunities. Strategy gives
every creative decision purpose, ensuring that
design communicates intentionally rather than

Strategy gives every
creative decision a
reason to exist.
Beautiful work without
It I1s Just decoration.
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Craft Is

How Ideas
Earn Trust.
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Thoughttul Ideas
Deserve Thoughtful
Crattsmanship

Ideas deserve
exceptional execution.
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Every detail communicates care. Precision,
refinement, and consistency tell audiences that
the message deserves their attention. We
pursue craftsmanship not because perfection is
attainable, but because excellence
communicates respect for the audience, the
client, and the work itself.

The strongest
designers are
makers as well
as thinkers.
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Designers
Communicate Ideas

A great idea has little value if
it can't be commumnicated.

Throughout the curriculum, students present
their work, participate in critiques, and explain
the thinking behind their decisions. They learn
to communicate with clarity, confidence, and
humility, grounding every design choice in
research, strategy, and purpose rather than
personal preference.
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Every design decision
should have a reason,
and every reason should
serve the audience.
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Technology Is a Tool, wamology expands the
Not g Mindgot creative process. It should

LV IUO UL never replace thoughtful
decision-making.

Artificial intelligence has become an important
part of today's creative profession, and our
students learn to use it purposefully. Al can
accelerate research, brainstorming, organization,
and exploration, but designers remain responsible
for vision, judgment, and innovation.

Al learns from what already exists.

Designers imagine what does not yet exist.

Technology can expand
the creative process.
Vision still begins with people.
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P |
rep arlng The creative profession is constantly evolving,

and we believe the most successful designers
will remain lifelong learners. They will continue

0
r 1 | ' r asking questions, embracing new technologies,
refining their craft, and discovering better ways
to communicate.

Our hope is not simply that graduates leave

The future belon 95 [0 s sty Sbaut theword e e

and a genuine joy in the process of making,

adap [able deSfL gneTS learning, and discovering meaningful solutions.

We don't prepare students
for today's tools.

We prepare them for
tomorrow's challenges.
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What We Believe

We believe design is a way of thinking before it is a way of making.

We believe great design begins with empathy.

We believe strategy gives design purpose.

We believe thoughtful ideas deserve thoughtful craftsmanship.

We believe designers should communicate with the same

intention they bring to their work.

We believe technology should support thoughtful decision-

making, not replace it.

We believe curiosity is the belief that a better solution is waiting to

be discovered.

We believe critigue, iteration, and continual practice cultivate

creative confidence.

We believe design is ultimately an act of service.
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Our Goal

Our goal isn't simply to graduate
talented designers.

We strive to develop thoughtful,
adaptable, and ethical creative leaders

who solve meaningful problems,
inspire new ideas, and shape the future

5 The tools will change.
OfdeS/I/gn Our purpose will not.
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