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Continuous Improvement Plan 

Date:   February 27, 2024                
Name of Program/Unit: Communication Design (AAS – Communication Design - Graphic Design Track)
Contact name:   Richard Jean LeBlanc, Jr.            Contact email:  rleblanc@collin.edu                  Contact phone: 972.881.5114
Table 1: CIP Outcomes, Measures & Targets Table (focus on at least one for the next two years)
	A. Expected Outcome(s)
Results expected in this unit
(e.g. Authorization requests will be completed more quickly; Increase client satisfaction with our services)
	                              B. Measure(s)
Instrument(s)/process(es) used to measure results
(e.g. survey results, exam questions, etc.)
Include Course Information and Semester in which assessment will occur
	C. Target(s)
Level of success expected
(e.g. 80% approval rating, 10 day faster request turn-around time, etc.)

	Analyze, synthesize, and utilize design processes and strategy from concept to delivery to creatively solve communication problems.
	Logo project assigned in ARTC 1305 Basic Graphic Design.

	80% of students score 70% or better on all the Phases associated with the project (as an average of total points earned vs. total points possible from all the constituent assignments that make up the complete project).

	Create communication solutions that address audiences and contexts by recognizing the human factors that affect consumer decisions.
	Benefits Worksheet assigned in ARTC 1349 Art Direction I.

	80% of students score 80% points or better on the assignment.

	Utilize relevant applications of tools and technology in the creation, reproduction, and distribution of visual messages.
	Production components for the Book Design Project assigned in ARTC-1313 Digital Publishing. Based on a selected topic/subject/title, the student creates a cohesive color book design consisting of the following components: a front cover design, a title page, a table of contents 2-page spread, and a chapter opening (2-page spread). 

	70% of the students score 80% or better on the production-related rubrics for the Cover and Interior production art assignments (as an average of total points earned vs. total points available for the technical aspects from the two assignments). This average will not include rubric items related to aesthetically-based design decisions.

	Apply graphic design principles in the ideation, development, and production of visual messages.
	Promotion project assigned in ARTC-1317 Design Communication I.

	70% of the students score 400 points or better out of the 500 points available for the final items (Logo, In-Store Signs (2), Display Ads (3 Sizes), Outdoor, Landing Page). 



Description of Fields in the Following CIP Tables:
A. Outcome(s) - Results expected in this program (e.g. Students will learn how to compare/contrast conflict and structural functional theories; increase student retention in Nursing Program).
B. Measure(s) - Instrument(s)/process(es) used to measure results
(e.g. results of surveys, test item questions 6 & 7 from final exam, end of term retention rates, etc.)
C. Target(s) - Degree of success expected (e.g. 80% approval rating, 25 graduates per year, increase retention by 2% etc.).
D. Action Plan - Based on analysis, identify actions to be taken to accomplish outcome.  What will you do?
E.  Results Summary - Summarize the information and data collected in year 1.
F.  Findings - Explain how the information and data has impacted the expected outcome and program success. 
G. Implementation of Findings – Describe how you have used or will use your findings and analysis of the data to make improvements.  


Table 2. CIP Outcomes

	A. Outcome #1
Analyze, synthesize, and utilize design processes and strategy from concept to delivery to creatively solve communication problems.

	B. Measure (Outcome #1)
Logo project assigned in ARTC 1305 Basic Graphic Design.
The student will create a logo for a selected client through the following phases:
1. Phase I. Research conceptual, competitive, and stylistic references. Students are assessed on the depth and applicability of their research.
2. Phase II: Explore conceptual approaches (via thumbnails) for the logo design that meet the strategic goals outlined for the client in a visually creative way. Students are assessed on the variety and aptness of solutions generated.
3. Phase III: Select a single conceptual direction, then execute and refine it (to final production art) using industry-relevant software (Adobe Illustrator). Students are assessed on the graphic excellence and proficiency with which the design is executed.
	C. Target  (Outcome #1)
80% of students score 70% or better on all the Phases associated with the project (as an average of total points earned vs. total points possible from all the constituent assignments that make up the complete project).


	D. Action Plan (Outcome #1)
 Data to be collected from all sections of ARTC 1305 during the Fall of 2022.

	E. Results Summary (Outcome #1)
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	F. Findings (Outcome #1)
The metric for this assessment was not met, and led the department to do some additional investigation to determine how the success rates for this assignment compared to the success rates for this course overall during the period from Summer 2022 through Fall 2023:
[image: ]
This spurred additional research into Fails (F’s) in this course by major and the following general insight resulted
· Out of all students failing this course during the Summer 2022 to Fall 2023 period (barring some outliers) Animation & Game Art majors who failed the course outnumbered Communication Design majors who failed the course by 2-to-1. That is, approximately twice as many Animation & Game Art majors failed the course as Communication Design majors who failed the course. 
· This is a shared course between the Communication Design and Animation & Game Art programs.
· At a college level, the enrollment for Communication Design is greater than Animation & Game Art. This implies the proportion of fails for Animation & Game Art in this course is even higher than the data suggests when adjusted to account for total enrollment within each program.
Upon deeper investigation (based on student-level data regarding declared majors), the following insight was gained: 
· Approximately half of the students who failed this course changed their major at least once and as many as four times (regardless of the declared major when taking the course).
Based on this insight, as well as informal historical understanding within the department, this produced the following insights:
· It is not uncommon to get students pursuing Animation & Game Art or Communication Design not because it’s what they have chosen to pursue, but because they are simply interested in what it might be like.
· With fairly demanding, practical (“real world”) projects focused on proven creative processes and methods, this course acts as a sort of “testing ground” for whether students want to continue on their path in Animation & Game Art or Communication Design.
· Some students find the coursework more demanding than they expected.
· Some students find it does not fulfill their need for creative expression (as much as they thought it might).
· Many Animation & Game Art majors have voiced their contention that they do see the direct correlation between the Learning Outcomes for this course and their expectations as Animation & Game Art majors (though leadership in both departments have developed this course to ensure this correlation of Course and Program Learning Outcomes, and instructors regularly explain this to the students).
Based on interviews with Key Department Personnel who teach this course, we sought to find out if there was a certain point during this course (prior to the assignment used for this assessment) where it felt like certain students struggled and/or lost interest in the course. It was determined that:
· In general, the students that tend to struggle or even completely abandon the coursework tend to do so beginning with the assignment Exercise 3d: Figure/Ground Reversal. 
· This is the first conceptually and creatively demanding project during the semester, and is the first where the project demands a greater of abstract thinking and communication that goes beyond “basic graphics” or “simply pictures.”
· This is the first project that consists of multiple stages that follow the Creative Process Methodology introduced in this course. (In some ways, it is a “scaled down” version of the logo project that was used for this CIP Assessment.)
· In this exercise, the stages are part of a single assignment (as opposed to separate benchmark assignments).
· In order to guarantee success, students are supposed to work through all the steps in order, but many do not, leading to a mix of success and struggle with this assignment.

	G. Implementation of Findings
PROGRAM-LEVEL IMPLEMENTATION
Program-level changes are already underway within the Communication Design department (under the guidance of the department’s Advisory Committee), with eye on revising within the next two years which courses are part of the program (some will be going away, new ones will be coming in), as well as the Learning Outcomes for those courses. 
As part of this discussion, the Discipline Lead for Communication Design met with the Discipline Lead for Animation & Game Art to discuss the findings (particularly in regards to the high number of Animation & Game Art students who fail the course and/or change majors), and advised the Animation & Game Art Discipline Lead about planned changes in the Communication Design Program. In response, the Animation & Game Art Discipline Lead noted similar planned changes in their program. 
· It was recommended (by the Communication Design Discipline Lead) that the Animation & Game Art program develop their own course as a replacement for ARTC 1305 Basic Graphic Design with coursework singularly applied to Animation & Game Art majors, allowing the Communication Department to do the same with this course for Communication Design Majors.
COURSE-LEVEL IMPLEMENTATION
Since the assignment Exercise 3d: Figure/Ground Reversal tends to be the point where students begin to struggle or lose interest in the course, several instructors for this course are piloting potential changes to this assignment (beginning Spring 2024), including:
· Breaking the assignment into smaller milestone assignments.
· Dedicated as much lab time as possible to development of this assignment (so that students are given more guidance through the project, and relieving the burden of too much self-direction so early in the course).
The goal for these changes is to provide a better foundation for students when they work through the Logo Project that was the focus of this Assessment. The instructors will connect prior to Fall 2024 semester to discuss their findings and provide guidance to all instructors for ARTC 1305 to implement beginning in the Fall 2024 semester.




	A. Outcome #2
Create communication solutions that address audiences and contexts by recognizing the human factors that affect consumer decisions.

	B. Measure (Outcome #2)
Benefits Worksheet assigned in ARTC 1349 Art Direction I.
In this written assignment, the students are required to “translate” a number of product features (what makes a product different) into short benefit statements (why the consumer should care) and simplified benefit (a broad, singular word or thought that encapsulates the benefit statement).
Students are assessed on their ability to effectively re-phrase the features as benefit statements and simplified benefits in order to create statements that will drive consumer engagement.
	C. Target (Outcome #2)
[bookmark: _GoBack]80% of students score 80% points or better on the assignment.

	D. Action Plan (Outcome #2)
Data to be collected from all sections of ARTC 1349 during the Fall of 2022 and Spring of 2023.

	E. Results Summary (Outcome #2)
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	F. Findings (Outcome #2)
The success metrics were met for this assessment. 
It should be noted that students are allowed to rework and resubmit for regrading as often as they wish during the 1 week period for which the assignment remains open. Although most students during the data collection period above only submitted once to the assignment, 3 of the 24 students submitted a second time, but none of the students submitted more than that. It has been noticed in subsequent semesters, that the number of reworks/resubmits has gone up substantially (which is correlated with an increased enrollment in this course).

	G. Implementation of Findings
With the subsequent uptick in resubmissions for this assignment as enrollment for the course has increased, in order to ensure that students are truly understanding the material, and not just “guessing” or being “over-guided” by the instructor during reworks, a quiz will be implemented to test the student’s understanding of the material gained through the worksheet.  



	A. Outcome #3
Utilize relevant applications of tools and technology in the creation, reproduction, and distribution of visual messages.

	B. Measure (Outcome #3)
Production components for the Book Design Project assigned in ARTC-1313 Digital Publishing. 
Based on a selected topic/subject/title, the student creates a cohesive color book design consisting of the following components: a front cover design, a title page, a table of contents 2-page spread, and a chapter opening (2-page spread). 
The final components are created using Adobe InDesign software, and must meet the technical requirements for the digital art to be fully “press-ready,” including: 
· Minimum image resolution for print production
· Appropriate color space use for print production
· Additional factors that affect print production that may be unique to the students design (e.g., the appropriate use of supporting software, the correct methods for image placement in the layout, etc.)
	C. Target  (Outcome #3)
70% of the students score 80% or better on the production-related rubrics for the Cover and Interior production art assignments (as an average of total points earned vs. total points available for the technical aspects from the two assignments). This average will not include rubric items related to aesthetically-based design decisions.


	D. Action Plan (Outcome #3)
Data to be collected from select* sections of ARTC 1349 during the Fall of 2022 and Spring of 2023. 
* Not all sections of the course used this project during the data collection semesters.

	E. Results Summary (Outcome #3)
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	F. Findings (Outcome #3)
The metric for this assessment was not met, leading to discussions with the instructor for this course to determine possible reasons.
This course has been in transition for the last few years, with the coursework and its delivery shifting. The goal has been to create more “efficiency” in the course delivery to balance:
· Providing the students as much practical project experience as possible, across a breadth of project types.
· Assuring the students are fulfilling the deep Learning Outcomes for this course.
During the period of this assessment, the amount of time during the semester that was allotted for this assignment was limited, but the technical requirements and expected outcomes were not scaled down to account for this limited project time. More than likely, this is the major contributing factor for the relatively poor performance on this assignment. 

	G. Implementation of Findings
In the semesters following this assessment, the course has been reworked to create the greatest efficiency possible between the project experience and expected Learning Outcomes. This has been implemented as follows:
· As much non-essential work as possible has been removed from the course.
· More time has been allotted for assignments that benefit from it.
· Additional project “scaffolding” has been designed into the course, reducing duplication of work effort.
· Additional in-class lab time has been apportioned to working with the students to ensure technical requirements are met to the greatest degree possible.
· Though no formal data has been collected since these changes have been implemented, informal data gathering from the Spring 2023 semester suggests that the changes have proven successful, with nearly all students final scores for the section of the project comparable to this assessment landing in the 95-100% range.



	A. Outcome #4
Apply graphic design principles in the ideation, development, and production of visual messages.

	B. Measure (Outcome #4)
Promotion project assigned in ARTC-1317 Design Communication I.
The student develops a comprehensive brand promotion program from concept to completion, including the following key elements: a logo, 2 in-store signs. 3 (digital) display ads, an outdoor billboard, and a (Web) landing page. The solution designed by the student should visually:
· Establish a brand and brand tone.
· Promote brand awareness for their client.
· Extend the brand messaging into the various touchpoints noted above.
Students are assessed on their ability to meet creative, messaging, and design expectations for the project.
	C. Target  (Outcome #4)
70% of the students score 400 points or better out of the 500 points available for the final items (Logo, In-Store Signs (2), Display Ads (3 Sizes), Outdoor, Landing Page).


	D. Action Plan (Outcome #4)
Data to be collected from all sections of ARTC 1317 during the Fall of 2022.

	E. Results Summary (Outcome #4)
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	F. Findings (Outcome #4)
The success metrics were met for this assessment. 

	G. Implementation of Findings
This assignment has been a Capstone project for this course for the last 5-6 years, and its delivery method (a series of milestone turn-ins over the course of the last 2/3 of the semester, based on individual knowledge units, that culminate in the larger overall final presentation) has proven to be successful and the data confirms this. There is no plan to change this coursework at the current time. In the future, a different assessment should be considered to insure we are delivering on the same Learning Outcome in other classes within the program.
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