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CO N T E N T S  |  (PL E A SE  I N CLU D E  PAG E  N UM B ER S)

G R O U P  WO R K 					     1-8
I N D I V I D UA L  WO R K  I N T R O 	    	 9
K AY L E Y  G R EEN 					    10 -30
M A D DY  H U TCH I N S 				    31-59
A B R A HA M  J I M EN E Z  R O M O 		  60 -79
C AR A  WAD E 					     80 - 99
K AT ELY N  WA R D EL L 				    10 0 -168	

 



ART 235 GRAPHIC DESIGN  |  3GROUP 1 | OUTLET PUBLICATION

Group Work Final Pages
Process work and creative reflection for each piece will be found in the 
individual work of the designer
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G R O U P  WO R K  F I N A L  P I E C E S |  COV ER  (FR O N T  A N D  BACK ),  CR E AT ED  BY:  M A D DY  H U TCH I N S
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G R O U P  WO R K  F I N A L  P I E C E S |  ED I TO R ’ S  N OT E,  CR E AT ED  BY:  K AY L E Y  G R EEN
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G R O U P  WO R K  F I N A L  P I E C E S |  CO N T EN T  SPR E A D,  CR E AT ED  BY:  C A R A  WA D E
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G R O U P  WO R K  F I N A L  P I E C E S |  G A L L ERY  SPR E A D,  CR E AT ED  BY:  K AT ELY N  WA R D EL L
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G R O U P  WO R K  F I N A L  P I E C E S |  AU T H O R ’ S  B I OS,  CR E AT ED  BY:
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Individual Work
Kayley Green

Maddy Hutchins

Abraham Jimenez

Cara Wade

Katelyn Wardell
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Define
Project Description

Learning Summary
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D E F I N E  |  PR OJ EC T  D E S CR I P T I O N

Provide a project description in your own 
words. 

Create designs for stories and poems written 
by other students in the English Department 
to be published in BYU-Idaho’s annual Outlet 
publication. We will also design the cover and 
other content pages in this publication that 
support the theme of making ordinary things 
extraordinary. 
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D E F I N E  |  AU D I EN CE  I N FO  & R E SE A R CH

Why is getting to know your audience 
(reader and the author) important and how 
did that help you in this process?
Getting to know your audience is important 
because it helps you to know what the reader 
or viewer will be expecting and also how to 
cater your deign to their interests. Another 
element includes their age. You will want to 
use a bigger typeface for those who are older 
and have worse vision. 

What research did you do in preparation for 
creating your spreads?
In preparation for creating my spreads, I first 
read the material that I would be making them 
for and then I looked at other examples of 
editorial work like in past outlet publications 
and also on Pinterest. Then I reached out to 

the authors to see what their vision was and 
also what their piece was really about. I asked 
if their was any symbolism or if the story was 
connected to them personally. 
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D E F I N E  |  R E SE A R CH  ( V I SUA L  & I N FO R M AT I O NA L )
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D E F I N E  |  L E A R N I N G  SUM M ARY

What did you learn from this 
project? From this project, I learned 
about hierarchy, readability, text 
alignment and size, drop caps and 
pull quotes, and visual themes. I also 
learned about using a grid and not 
putting elements too close to the 
edge of the paper or where they can 
be eaten by the gutter. 

Why would these principles be 
helpful? These principles are helpful 
to know because they allow the 
reader to have a better experience 
with a publication. If there is too 
much text on a page, they will be 
overwhelmed and if the elements 
don’t connect thematically, then the 

reader will be confused. You really 
want to drive home the important 
points of the text and make them 
stand out so that the reader can 
better understand the story. 

How might you use them in your 
future projects? In my future 
projects, I will use hierarchy and text 
spacing better. 

What might you do differently 
next time? Next time I will try to 
use more negative space because 
a lot of my designs ended up being 
really cramped and I know it is a skill 
that is really useful and can be really 
effective in different concepts.  
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Discover
Process Sketches

Visual Experiments

Idea Variations

Learning Summary
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D I S COV E R  |  PR O CE SS  SK E TCH E S 
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  I D E A  VA R IAT I O N S
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D I S COV E R  |  L E A R N I N G  SUM M ARY

What did you learn by writing, 
sketching and collaborating with 
your group? By doing all these 
things, I learned how to make pieces 
that fit together and also how to 
work on a time line and get feedback 
from each other. I learned that 
sometimes your peers have better 
ideas that can make concepts come 
alive. 

Why would that process be helpful 
in the real world? This process will 
be helpful in the real world because 
graphic designers often work on 
projects. It is important that you 
collaborate and make designs that 
are cohesive. It saves time and effort. 

You can also bounce ideas off of 
each other to create better designs 
and come up with more innovative 
ideas. 

What did you learn from your idea 
experiments and variations?
I learned from my experiments and 
variations the things that worked 
and which ones would not. I also 
learned better ways to convey 
different ideas that I would not have 
thought of before that are more 
visually interesting. 

What would you do differently 
in the future? Something I will do 
differently in the future is I will spend 

more time on sketches before going 
on the  design process so that I have 
a more clear idea of what I want to 
do, the composition, and how to do 
it and make it look good. 
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Design
Refinements

Learning Summary
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  L E A R N I N G  SUM M ARY

What did you learn creating 
different variations and refining 
them?
Something I learned from this 
process was that there is always 
a better solution. You will always 
be making small changes to your 
design, and sometimes even 
completely revisiting an idea and 
redoing it. There is never just one 
way to convey an idea. You have to 
be open to finding new solutions.
What did you learn from the final 
designs that were selected for 
publication? From the designs 
that were selected for publication, 
I learned a lot about how different 
elements can interact with each 

other and how even designing the 
title in a different way can add more 
meaning to a piece. I learned about 
negative space because there are 
some specific designs that used that 
really well. I learned about simplicity 
as well. 
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Deliver
Final Images

Learning Summary
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  L E A R N I N G  SUM M ARY

What did you learn by finalizing your designs? 
Something I learned by finalizing my designs was that 
for my poems, there was way better imagery to be used 
that are both nicer to look at and told the story better 
than what I was using before. And for my other stories, 
there were just little changes to be made that would just 
elevate the pieces and make them more cohesive. 
Why are your final solutions successful? 
The thing that made my final solutions successful was 
the use of space, cohesiveness of elements and color, 
scale, and visual hierarchy. 
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Project Ponder
Solution Effectiveness

Group Member Contribution Scores
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D E L I V E R  |  S O LU T I O N S

How effective were your final designs and why? 
(Describe through the language of the principles of 
design, typography, and concept)
My design for ‘On the Train Northward’ was successful, 
because the design included elements from the story 
and the pull quotes matched the warm color from the 
title page. My design for  ‘Viking Raid ‘ is successful 
because the imagery shows the destruction that 
happened in the poem and the text is within the 
negative space and is easy to read and evenly spaced. 
My design for ‘Girl-fret Tragedy’ is a success because 
it allows space for the lines of the poem to breathe 
without changing its pacing and the imagery reflects on 
the sisterhood described in the poem. My design for ‘The 
Weight of a Sole’ is successful because the word “weight” 
in the title has visual weight and actually pushes down 
the text and then the pull quote color matches with 
the title and the word “crushed” actually looks like it 
has been crushed. Finally, my design for ‘Life is Good in 

Singapore’ is successful because the text elements all 
match and the imagery matches with the text elements 
that are designed with the glitching effect and that 
effect reflects on the idea that things weren’t perfect in 
the family which is the subject of the piece. 
What did you learn from this project as a whole?
As a whole, I learned from this project that there are a lot 
of ways to organize type and to design it. I also learned 
a lot about the process of printing for publications and 
important things to check for and make space for to 
make the reader’s experience the best it can be.
How will you apply this to a future career? 
I will apply this to a future career by remembering those 
things that will make a good experience for a reader and 
I will use the skills I learned on using the adobe software 
to make designs more efficiently and without errors for 
printing. 
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P R O J E C T  P O N D E R  |  G R O U P  M E M B ER  CO N T R I B U T I O N  S CO R E  (1-10,  1  I S  LOW,  10 I S  H I G H E S T )

Rate each student with a score and a brief 
explanation of what they did on the project to 
deserve the score they received from you. Include 
your name on the list and give yourself a score and 
description of what you did and why you deserve 
that score.

Kayley Green: 9. I was able to come to class each day 
and collaborate with my teammates and make one 
of  the pages for the group concept and I helped give 
feedback when others needed it. 

Maddy Hutchins: 10. She is an amazing designer, and 
she always did her work on time and provided cover 
concepts that we could work off of for our theme. 

Abraham Jimenez: 8. He designed a cover concept 
and he designed the contributor bios page, but he was 

usually late and didn’t contribute a lot to the discussions. 

Cara Wade: 9. She is a fantastic designer, and even 
though she was either late or didn’t come to class a lot of 
the time, she was usually on top of the work she had to 
do. She also did a lot to help with compiling all the files 
at the end.

Katelyn Wardell: 10. She really pushed herself to come 
up with the best designs and she took on a lot to design 
the gallery section of the Outlet. She was also great at 
collaborating and offering ideas and ways that we could 
work together. 
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Define
Project Description

Learning Summary
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D E F I N E  |  PR OJ EC T  D E S CR I P T I O N

Provide a project description in your own 
words. 

We are instructed to create designs to pair 
with various stories and poems written by oth-
er students. These pieces will be published in 
BYU-Idaho’s annual Outlet magazine. We will 
also design the cover and other content pages 
in this publication that support the theme of 
making ordinary things extraordinary. 
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D E F I N E  |  AU D I EN CE  I N FO  & R E SE A R CH

Why is getting to know your audience 
(reader and the author) important and how 
did that help you in this process?

Without the authors perspective your 
illustrations might not reflect the look and feel 
the author was going for. Their insight helped 
me design images that echo certain themes 
and messages they wanted highlighted. 
Some of these stories were very personal and 
it helped to talk about them face to face so 
I could better understand where they were 
coming from. 
 
Not only do you have a clearer idea on what to 
design, but it helps you get used to working 
with a client. Communication with your client 
or team is key to being a great designer. 

What research did you do in preparation for 
creating your spreads?

 Getting to know the author and their take on 
the writings definitely helped. I would have 
gone in a different direction without their 
guidance. 

Studying other editorial content and 
magazine opened my eyes to different layouts 
and possible designs. Seeing what has already 
been done and looking at creative ways to 
present information personally prepared me 
for this assignment. This lead to some sketches 
and rough ideas about what to create before 
mocking anything up digitally. 
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D E F I N E  |  R E SE A R CH  ( V I SUA L  & I N FO R M AT I O NA L )
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D E F I N E  |  L E A R N I N G  SUM M ARY

What did you learn from this 
project? 
I learned a lot about myself as a 
designer and how to work with other 
people on large projects. Turns out I 
really like working with publications 
and content in that realm. You have 
2 clients in a way, the author of the 
writing and the company/person 
in charge of the publication. This 
taught me to be creative in a differ-
ent way. I had to bend on some ideas 
and collaborate with the author and 
make sure the writing remains the 
highlight of the page. I learned a lot 
about the technical side of printing 
and making files compatible with 
that process.

Why would these principles be 
helpful? 
Down the line I plan on being in-
volved in more editorial projects 
just like this, even if it is in a more 
corporate setting. Design isn’t about 
looking pretty, it is about being func-
tional and captivating. Everything I 
learned here can be applied in future 
work spaces as I keep working with 
other designers, clients, and creative 
directors. 

How might you use them in your 
future projects? 
I am still getting familiar with proj-
ects for print so everything here will 
help me down the line. Knowing 

what settings to save and print files 
as will be very helpful in future proj-
ects.

What might you do differently 
next time?
 I think I will plan ahead more. Not 
so much in my research but in the 
calendar of things. I need to set more 
deadlines for myself along the way 
in the process to keep me on track. 
I think I need to think more outside 
the box as well, once I had an idea I 
kind of stayed in that idea. Branch-
ing out more could save me a lot of 
headache. 
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Discover
Process Sketches

Visual Experiments

Idea Variations

Learning Summary
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D I S COV E R  |  PR O CE SS  SK E TCH E S 
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D I S COV E R  |  PR O CE SS  SK E TCH E S 
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  L E A R N I N G  SUM M ARY

What did you learn by writing, 
sketching and collaborating with 
your group? 
I learned that it is ok to pull ideas 
from other people. Your group is 
meant to help you on the creative 
side as well as the technical side. I 
had a lot of software questions at 
times and they were very helpful. 
We were able to help each other 
once we established a theme for our 
group work as well. 

Why would that process be helpful 
in the real world? 
Unless we freelance or do personal 
work, it is very likely we will be 
in similar situations in the future 

where you have to collaborate with 
other designers. Various ideas and 
opinions will be shared and you are 
allowed to voice your own opinions 
as well. Adapting to different 
situations is important in this 
process.

What did you learn from your idea 
experiments and variations?
Some of my pieces were ok from the 
start and needed minor adjustments 
but others needed a lot of work. 
Both are fine in this process. 
Sometimes I would have to scratch 
everything I worked on and start 
over. It got better and better with 
each revision. 

What would you do differently in 
the future?
 I would do more sketches probably. 
I had really limited myself with my 
digital pieces because I didn’t do 
enough variations on paper. The 
more work I would’ve done at the 
beginning would have set me up 
better in the end. I had a lot more 
catching up to do in the refining 
process because I took it easy in the 
beginning at times. In the moment 
I thought I was on top of the game, 
but looking back I could have done 
more. Making sure our whole team is 
on the same page everyday too will 
help next time. 
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Design
Refinements

Learning Summary
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  L E A R N I N G  SUM M ARY

Why is creating different 
variations important in the design 
process?
We wouldn’t get our best work 
without making edits and trying 
different variations. It helped to 
print them out as well and see 
how the colors converted from 
screen to paper. Without these 
adjustments our finished product 
would feel very unfinished. Real 
solid design concepts take grit. The 
execution might not be easy but 
each refinement makes it better and 
better. It is not just about pleasing 
your client but being a reliable 
designer as well. 

What did you learn from the final 
designs that were selected for 
publication?
The pieces that were selected best 
relfected the writing and themes 
of the publication. They were made 
very intentionally and you could tell 
a lot of time was spent making them.  
Not only was the type legible but 
the designs complemented that text. 
They were functional and intriguing. 
But just because it made it in Outlet 
does not mean it is perfect. Some 
of them, including my own work, 
required some alterations. It is good 
to stay humble as a designer and 
always look for ways to improve our 
work. 
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Deliver
Final Images

Learning Summary
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  L E A R N I N G  SUM M ARY

What did you learn about the print process and final-
izing your designs? 
Like I said I was only somewhat familiar with the print 
process before this class. I had done several print proj-
ects previous, but nothing on this scale with this much 
responsiblility. I’ve worked on publications before and 
different ads for magazines but that was a single page 
or two, not the whole production. It is cool to see the 
whole thing come together. I learned a lot about how to

What did you learn from the selection process?
I was impressed with how it worked out because we 
each had a piece that made it into the publication in the 
group work category. It was cool to see how each person 
took their ideas and made them real. As a group we were 
able to communicate expectations for the design and 
see it come out as a cohesive look. Even though it may 
not have been how I would’ve executed a piece, it was 
still successful in the end. Different isn’t bad and I was 
able to be happy and show support for my peers whose 

hard work got published in Outlet. Especially when we 
had 3-4 people designing each piece of writing, it really 
bumped up the competition. It didn’t turn into a situa-
tion of jealousy becasue I was happy with what others 
were creating as well and recognized that I fell short 
in other areas where they succeeded. That success de-
served to be showcased. 

Why are your final solutions successful? 
I think they did the job. It was a success in a way that 
some of them did not get selected because they were 
not fit to be the final solution. I am proud of most of my 
work but understand that I have a ways to go in my de-
sign career as well. I think I did my best at executing cer-
tain themes and messages I wanted to stand out within 
my work. It’s not everybodys cup of tea and that’s okay.
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Project Ponder
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D E L I V E R  |  S O LU T I O N S

How effective were your final designs and why? 
(Describe through the language of the principles of 
design, typography, and concept)
Design wise I think my styles/concepts of work were 
effective. For example, I did a comic book layout for “The 
Femur Bone Thief”. I chose that because the story had a 
lot of animated descriptions and a storytelling arc. “Life 
is Good in Singapore” was designed with a retro digital 
vibe because of the items and themes the author wrote 
about. 

Typography wise, I think I got the hang of it. I was able 
to use grids and margins to align my work. I had to be 
aware of the gutter, the folio, and how close things 
got to the edge of the page. I made sure my designs 
were padded with enough space to not feel squished 
or crowded. Each design had a color them to reflect 
different moods from the writing. 

What did you learn from this project as a whole?
I learned about my design preferences. I typically draw 
to illustration as my main way of designing. Procreate 
was very helpful in this aspect. I tried to branch out 
with my technique and use Photoshop with some of my 
designs which I found to be successful as well.  I learned 
more hacks and shortcuts on the adobe software 
from my team. I had a lot of takeaways about the print 
process and how to prepare files for final prints.

How will you apply this to a future career? 
In a practical way, I can use these projects in my portfolio 
to land an internship or future job. Being able to explain 
my creative process and what solutions I came up with 
are critical to your personal presentation.
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P R O J E C T  P O N D E R  |  G R O U P  M E M B ER  CO N T R I B U T I O N  S CO R E  (1-10,  1  I S  LOW,  10 I S  H I G H E S T )

I am giving each person a 10 and I have my own reasons 
for doing so, this is not a cop out. I believe they deserve 
the score I am giving them but I also respect differing 
opinions.

Kayley Green: Kayley was really helpful especially in 
the preparations stages of the project. She gathered 
inspiration and set up a “mood board” we could all 
participate in. She was able to take our group theme 
and  translate it over to her own designs. She had never 
ending ideas for design problems we came across.
Maddy Hutchins: I helped my team in all areas when I 
didn’t have a specific role to start with. From gallery prep 
to collaborating in group work I tried to be helpful when 
necessary. I was able to take critique on both personal 
and group work. When the team was down I tried to 
spark conversation and keep the energy up.
Abraham Jiminez: For someone who is not a graphic 

design major, I was impressed with how much 
Abraham pushed himself. Although not all his work 
was published, he made many revisions to each piece. 
He was able to take direction well and fulfilled his duty 
when assigned a certain task. Easy to work with.
Cara Wade: Cara was a great designer to work with, 
she had a lot of unique designs that were well executed 
to bring to the table. Her ideas pushed the group and 
it guided us to our final outcomes. She always had 
something to show and went above and beyond to 
make the final print happen.
Katelyn Wardell: I am really proud of Katelyn and all the 
work she put into making the gallery spreads. There was 
a lot of work outside of designing the pages that needed 
to be done and she completed that as well as her own 
personal work. You can tell she cares deeply about 
feedback and producing the best results.
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D E F I N E  |  PR OJ EC T  D E S CR I P T I O N

Provide a project description in your own 
words. 

The Outlet is a work journal made by BYU-Ida-
ho students where they showcase their design 
skills by interpreting stories, essays, and po-
ems into graphic designs.

The essays, stories, and poems are written by 
BYUI students in the Creative Writing 400 level 
English classes.
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D E F I N E  |  AU D I EN CE  I N FO  & R E SE A R CH

Why is getting to know your audience 
(reader and the author) important and how 
did that help you in this process?
What research did you do in preparation for 
creating your spreads?
For one of my pieces, the Author explained 
what they “envisioned” regarding their piece. 
The piece itself was confusing, so reading 
what they meant in their own words helped a 
ton.

Apart from reading what the Author meant, 
researching for what they envisioned took a  
while. Before, I tried incorporating a lady bug, 
which is the main character in the story, but 
later as a class, we decided not to do this and 
focus on the deeper meaning, not the literal 
words.
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D E F I N E  |  R E SE A R CH  ( V I SUA L  & I N FO R M AT I O NA L )

https://shared-assets.adobe.com/
link/91eba70e-500c-4977-6230-5fefd-
c0b674f
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D E F I N E  |  L E A R N I N G  SUM M ARY

What did you learn from this 
project? 
This project taught me how fast 
paced the graphic design industry 
can be. It taught me that there is 
more than one way to solve a prob-
lem, and that not everything should 
be done in one software app. De-
pending on the task, you should al-
ternate software. It also taught me to 
ask for help, feedback and improve 
designs based on that feedback.

Why would these principles be 
helpful? 
In the real world, there will be short-
er deadlines and higher expecta-
tions. I think having learned this in 
a safe environment with “less” con-
sequences is more beneficial than 
losing my job as a consequence in 
the real world.

How might you use them in your 
future projects? 
Understanding how it’s ok to ask for 
help, and to take feedback with a 
mind to learn and not being pride-
ful of your own work even if it took 
forever to make it.

What might you do differently 
next time?
Next time, I think I should realistically 
identify my ability to design vs draw. 
My sketches made sense in my head 
and in paper, but when it came to 
designing, I couldn’t make the lay-
out, or vision be what I wanted. Next 
time I’ll try to draw everything and 
envision it, instead of envisioning it 
after if that makes sense.
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D I S COV E R  |  PR O CE SS  SK E TCH E S 
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D I S COV E R  |  I D E A  VA R IAT I O N S
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D I S COV E R  |  L E A R N I N G  SUM M ARY

What did you learn by writing, 
sketching and collaborating with 
your group? 
We can learn off of each other. My 
group would often ask each other 
what their sketches looked like, the 
ideas they could do with them, and 
if the concepts they make are good. 
We would give each other construc-
tive feedback that helped us all grow 
and improve our ideas.

Why would that process be helpful 
in the real world? 
Being able to ask for help is crucial. 
Especially in the beginning, we will 
probably have to ask lots of ques-
tions in our first job or internship.

What did you learn from your idea 
experiments and variations?
Some of my idea experiments and 
variations came out well, while oth-
ers were not so good. If I’m being 
honest, I think most of them were 
flops. This doesn’t make me feel 
like I shouldn’t use my ideas, but 
it helped me understand to make 
ideas that I know I can make and will 
work, instead of just something I 
think is cool.

What would you do differently in 
the future?
 In the future, I want to work on the 
planning in a more realistic way. The 
planning I did it what I think to be 
my biggest regret. I think I should’ve 
taken more time to do it, and not just 
make one idea I like, but also other 
ideas that I don’t like. I think being 
able to weight my options would 
benefit me in the future.
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  L E A R N I N G  SUM M ARY

What did you learn creating differ-
ent variations and refining them?
While creating different variations, 
I learned that there can be lots of 
things improved with my designs. 
The thing that I was given feedback 
the most by was the typography. 
The drop cap, ending period symbol 
and the title. I learned that you can 
use the title to fit the theme to the 
design, and that a drop cap is a great 
indicator to let the reader know that 
“this is where I’ll start reading.” I also 
learned that I need to have a square 
period to let the reader know when 
it finished. One thing I need to do as 
well is add quotation marks to the 
pull quotes.

What did you learn from the final 
designs that were selected for 
publication?
The final designs selected were spe-
cial in all aspects. It wasn’t just the 
designs, but the layout and typog-
raphy were added to this. The titles 
incorporated well with the design, 
and the design was led by the theme 
and the article itself.
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  L E A R N I N G  SUM M ARY

What did you learn by finalizing your designs?
Even though I thought I was finished and everything 
looked good, I was wrong. It’s one of those things that 
I didn’t know what was wrong until someone else saw 
it and criticized it. It’s pretty nice to know to be honest 
because if nobody told me I wouldn’t have the chance to 
fix them and make them look good. 

What did you learn from the selection process?
During the selection process, I saw the designs that 
were the “cleanest” and most creative get picked. In my 
eyes most of them looked great, but the ones chosen in 
the end were the ones that incorporated good designs, 
typography and styles. The flow between pages was also 
smooth in the chosen designs.

Why are your final solutions successful?
My final solutions are successful because the titles, 
quotes, and period things were added. Some designs 
were also modified and refined. This makes them a suc-
cess because it contains the basic elements of graphic 
design.
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D E L I V E R  |  S O LU T I O N S

How effective were your final designs and why? 
(describe through the language of the principles of 
design, typography, and concept)
I think they were effective at illustrating the idea of what 
the story would be about. For example, in one where 
the story takes place in Mexico and Rexburg, I decided 
to show an Illustration of Mexico so the reader gets a 
feel for the story. In another, I used fire and water to 
show how there is chaos and how it has a polar opposite 
which is calamity.

What did you learn from this project as a whole?
I would say I learned how to mix and match both the 
illustration or “theme” with the title. That is something I 
lacked in all my titles, but I learned after the outlet was 
over that I could’ve improved on that.

How will you apply this to a future career? 
I hope to have an increased attention to detail. I missed 
out on a lot of things, like consistency with types, colors, 
and layouts. I hope that this error helps me with over-
coming and improving in a future project.



ART 235 GRAPHIC DESIGN  |  79GROUP 1 | ABRAHAM JIMENEZ ROMO

P R O J E C T  P O N D E R  |  G R O U P  M E M B ER  CO N T R I B U T I O N  S CO R E  (1-10,  1  I S  LOW,  10 I S  H I G H E S T )

Kayley Green: 10. Gave good, constructive feedback. 
Helped out with ideas, suggestions, improvements. 
Helped clarify everything pretty good too.
Maddy Hutchins: 10. Super helpful. Had excellent 
designs. Helped a ton with the outlet covers, and inside 
pages. Very optimistic. Gave great feedback.
Abraham Jimenez Romo: 7. Compared to everyone 
else, I don’t think I excelled with my designs. I did 
contribute to the cover page, but did not make a spine. I 
also made the contributors bio, but my title had all caps 
instead of normal cased things everyone else had. 
Cara Wade: 10. Contributed a lot with work outside of 
class. Helped merge files. Made awesome cover variants. 
Very proactive and helpful.
Katelyn Wardell: 10. Literal wizard at shortcuts in the 
adobe products. Gave her best in designs and group 
work. We all learned a lot about how to do very specific 
things in adobe. Inspired us with her cool designs.
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D E F I N E  |  PR OJ EC T  D E S CR I P T I O N

Provide a project description in your own 
words. 

The outlet publication is a literary and art pub-
lication. Create beautiful yet effective designs 
to communicate the ideas and stories told by 
each of the stories or poems chosen for the 
publication. 
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D E F I N E  |  AU D I EN CE  I N FO  & R E SE A R CH

Why is getting to know your audience 
(reader and the author) important and how 
did that help you in this process?

Knowing the audience of any design is 
important. It’s essential that you know who 
will be digesting your designs so that you 
know how you can tailor the communication 
to that specific audience.

What research did you do in preparation for 
creating your spreads?

To create spreads that effectively 
communicated the intended message of each 
writing piece, I reached out to the authors to 
get an understanding of their writing. I also 
did visual research but finding various works 

and inspirations that I felt communicated 
what I was hoping to say through my work. By 
finding works that already effectively did what 
I was hoping to do in my work, I was able to 
find what would work and what wouldn’t.
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D E F I N E  |  R E SE A R CH  ( V I SUA L  & I N FO R M AT I O NA L )
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D E F I N E  |  L E A R N I N G  SUM M ARY

What did you learn from this 
project? 
I learned how to work on a creative 
team and how to develop new ideas.

Why would these principles be 
helpful? 
Working on team is a really 
important skill especially in a design 
team. This experience helped me to 
better understand expectations in 
this kind of design process.

How might you use them in your 
future projects? 
Learning how to develop new ideas 
was a big take away. In the future I 
hope to utilize this skill.

What might you do differently 
next time?
 Next time I would do more in the 
brainstorming stage. By having more 
ideas initially, I think it would help 
me to better narrow down good 
ideas.
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  (R O U G H  PR OTOT Y PE S  & D R A F T S)
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D I S COV E R  |  I D E A  VA R IAT I O N S
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D I S COV E R  |  L E A R N I N G  SUM M ARY

What did you learn by writing, 
sketching and collaborating with 
your group? 
Through group sketching and 
brainstorming, I learned that as a 
team we can share ideas and this 
usually results in better outcomes.

Why would that process be helpful 
in the real world? 
Knowing that you can find 
inspiration from your peers could 
be helpful to building well rounded 
ideas. 

What did you learn from your idea 
experiments and variations?
I learned from experimenting that 

it’s best to try the thing even if you 
aren’t sure if it will be successful. Just 
getting ideas out and trying new 
things will help to inspire more and 
potentially better ideas.

What would you do differently in 
the future?
 In the future, I would try to initially 
focus on what my design strengths 
are. I tried things that were really 
new to me and that hindered my 
progress. By starting where my 
strengths are and experimenting 
from there, I think I would have had 
more success.
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D E S I G N  |  S I G N I FI C A N T  VA R IAT I O N S  |  (3 different images. Digital comps and significant refinements)
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D E S I G N  |  L E A R N I N G  SUM M ARY

What did you learn creating 
different variations and refining 
them?
When it came to fleshing out 
different variations, It became 
clear that certain ideas were more 
successful and communicated 
better. I recognized this because of 
the contrast to other variations.

What did you learn from the final 
designs that were selected for 
publication?
Sometimes less is more. Many of the 
chosen designs were simple and 
clean yet had strong communication.
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  F I NA L  I M AG E S
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D E L I V E R  |  L E A R N I N G  SUM M ARY

What did you learn by finalizing your designs? 
Feedback is key to finalizing any design. Its hard 
sometimes to see where progress can be made but with 
the help of an outside perspective that can be made into 
a much easier process.

What did you learn from the selection process?
In the selection process, I learned that it’s okay to 
admit your design may not be the best. There were a 
few designs that I felt were better than my own. It was 
important to me to not pick my own for my gain but to 
pick the best design for the success of the team.

Why are your final solutions successful? 
I think clear communication and simplicity are two 
things that played into the success of my designs.
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D E L I V E R  |  S O LU T I O N S

How effective were your final designs and why? 
(describe through the language of the principles of 
design, typography, and concept)
I contributed effectiveness of my designs through clear 
communication between visuals and the typography. 
Contrast, alignment, and color all played a part in the 
success of my final designs..

What did you learn from this project as a whole?
As a whole, this project taught me how to work on a 
design team. I learned how to work with others to give 
and accept critique.

How will you apply this to a future career? 
I foresee the application of this project and in my future 
career. I gained skills  in team collaboration, as well as 
how to manage time in the design process. This project 
and the skills I learned will be indelible.

 



ART 235 GRAPHIC DESIGN  |  99GROUP 1 | MADDY HUTCHINS

P R O J E C T  P O N D E R  |  G R O U P  M E M B ER  CO N T R I B U T I O N  S CO R E  (1-10,  1  I S  LOW,  10 I S  H I G H E S T )

Rate each student with a score and a brief explana-
tion of what they did on the project to deserve the 
score they received from you. Include your name on 
the list and give yourself a score and description of 
what you did and why you deserve that score.

Kayley Green: 9, Kayley was very helpful to the team 
by doing research for what our design theme would 
be. She was willing to support ideas and bring new 
ones to the table

Maddy Hutchins: 9, Maddy is a talented designer, her 
skills help to elevate the team to push and improve 
our own designs. She was always willing to help the 
team. (And she brought us doughnuts)

Abraham Jimenez: 8, Abraham was a great team 
member. He was good at keeping morale up and was 

very kind to all group members. However, he was not 
quick to take initiative.

Cara Wade: 8, I took on a leadership role to help the 
team. I made a video for the team to explain expecta-
tions and requirements.  Unfortunately, despite my 
team participation online I was absent many times 
which could have effected my team members.

Katelyn Wardell: 10, Katelyn was quick to offer sug-
gestions for team improvement and was always of-
fering to help. She also took on a major design role--
the gallery.
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D E F I N E  |  PR OJ EC T  D E S CR I P T I O N

Provide a project description in your own words. 

Collaborate in a group to create the Outlet Publication for Fall 2024. As individ-
uals you will create designs for 3 creative stories and 2 poems that will be fea-
tured in the Outlet 2024 Fall Publication. Your group will oversee the creation 
of the gallery, that collects work from students at BYU-Idaho, and the creation 
of a theme, including a cover, back page, pages like the content, author bios, 
etc. You will curate and judge the student’s work to determine a winner of each 
category. For the individual pages you will vote on which spreads best match 
the literature, layout the publication, and finalize the publication. 



ART 235 GRAPHIC DESIGN  |  102GROUP 1 | KATELYN WARDELL

D E F I N E  |  O U T L E T/ B O O K L E T  D E SI G N  E X A M PL E S
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D E F I N E  |  O U T L E T/ B O O K L E T  D E SI G N  E X A M PL E S
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D E F I N E  |  L E A R N I N G  SUM M ARY

What have you learned from your design 
examples?
The success of many of these examples comes from 
a strong hierarchy. The hierarchy helps to make the 
design interesting and provides differences in scale. 
There are often well thought out color palettes 
that help contribute to the overall theme, as well as 
provide a way to create emphasis in many places. 
Many of layouts involve ways to break up the text, 
whether that is with paragraph headings, or pull 
quotes. Adding simple things here and there is 
much more effective than trying to put all the same 
elements on every page. Most, if not all pages are 
separated into columns or smaller sized paragraphs 
to allow for an easier reading experience.

What have you learned about publications?
People don’t want to spend a lot of time searching 
for what they need to look at. This is why, a good 
design is simple, effective, and creates a good 
visual path for everyone to know where to start 
and where to end. It also bears mentioning that 
the story designs need to be engaging and draw 
people in so they are excited to read about the 
stories. When I was looking through one of the 
publications, I noticed a Star Wars illustration and 
it hooked me immediately. I didn’t care what the 
story was about because Star Wars drew me in. 
I want to be able to do that with my designs. I 

know I probably won’t get something that is as 
recognizable as Star Wars, but the example is a 
good one and I’ll keep it in mind.
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D E F I N E  |  V I SUA L  A SSE T S  T H E  E XH I B I T
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D I S COV E R  |  W R I T T EN  B R A I N S TO R M  T H E  E XH I B I T
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D I S COV E R  |  T H E  E XH I B I T  SK E TCH E S
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D E F I N E  |  V I SUA L  A SSE T S  FE AT H ER S  O N  T H E  SE A
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D I S COV E R  |  W R I T T EN  B R A I N S TO R M  FE AT H ER S  O N  T H E  SE A
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D I S COV E R  |  FE AT H ER S  O N  T H E  SE A  SK E TCH E S
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D E F I N E  |  V I SUA L  A SSE T S  O N  T H E  T R A I N  N O R T H WA R D
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D I S COV E R  |  W R I T T EN  B R A I N S TO R M  O N  T H E  T R A I N  N O R T H WA R D
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D I S COV E R  |  O N  T H E  T R A I N  N O R T H WA R D  SK E TCH E S
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D E F I N E  |  V I SUA L  A SSE T S  SU N DAY  D R I V E
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D I S COV E R  |  W R I T T EN  B R A I N S TO R M  SU N DAY  D R I V E
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D I S COV E R  |  SU N DAY  D R I V E  SK E TCH E S
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D E F I N E  |  V I SUA L  A SSE T S  T H E  W EI G H T  O F  A  S O L E
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D E F I N E  |  V I SUA L  A SSE T S  COV ER  VA R IAT I O N
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D I S COV E R  |  G A L L ERY  C A L L  FO R  EN T R I E S  A N D  J U D G I N G
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D I S COV E R  |  V I SUA L  E XPER I M EN T S  G A L L ERY
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D I S COV E R  |  COV ER  SK E TCH E S
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D I S COV E R  |  W R I T T EN  B R A I N S TO R M  T H E  W EI G H T  O F  A  S O L E
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D I S COV E R  |  T H E  W EI G H T  O F  A  S O L E
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What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 
The main ways that I thought of to display beauty 
in creation was elevating it in the way that we do 
when we display art in museums, and  through 
personal reflection, which is what brought me 
to the mirror idea. I noticed that as I was trying 
to showcase the wonder of nature, I gravitated 
towards things like space and nature that have a lot 
of beauty in how colorful they are. I liked the idea of 
the a person looking at their own exhibit through a 
mirror, but not being able to see clearly what they 
truly look like. The subject in the poem made it 
seem like they refused to acknowledge themselves 
as beautiful or a work of art, so whatever I created, 
I wanted to convey that feeling of choice.  Figuring 
out how to frame the background is going to be 
one of the most difficult things for me though. 

Why would this be helpful in the real world? 
Just as this is symbolically in my piece, art ev-
erywhere is subjective, even in my design. Some 
people may like it and others may not understand 
it. One of the main points of graphic design is to 
make things easier to understand, and I’d like my 
design to give a very clear picture of what the story 
is about. 

What could you do to be more informed while 
you come up with ideas for your project?
I would like to talk to the author to understand 
more about their intentions while writing this piece, 
as well as research some more ideas about reflec-
tion so that I can better showcase the mirror ideas 
in my design.

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I think perhaps I could focus slightly less on the 
mirror itself, and more about the beauty of the 
background since the whole idea of this is the 
contrast between the subject and the beauty of 
everyday things. I wasn’t able to come with as many 
descriptive words for this, so I think that perhaps in 
the future I could pick one or two words to look up 
a thesaurus that would help me to come up with 
other words that might lead to other ideas.
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D I S COV E R  |  L E A R N I N G  SUM M A RY  FE AT H ER S  O N  T H E  SE A

What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 
This literary piece is telling the story of Icarus from 
the point of view after he was already burned. As 
such, I want to focus on the result of his choices, 
since that is what the writing is reflecting on. Show-
casing the wings or feathers as they drop down 
from the air is a good way to suspend a moment of 
time, but still show motion. I think one of the big-
gest things for me to figure out is whether I want 
the feather to be large or small, and whether I want 
one or a few feathers. I think that the relationship 
between a more turbulent sea and a calm falling of 
feathers from a clam sky will pair the ideas of excite-
ment and tranquility very well together.

Why would this be helpful in the real world? 
It is always difficult to find balance in the things 
that we do, but I think that graphic design is a great 
way to help me to simplify balance and see it in 
new ways. This balance between risk and safety is 
something that I need to manage in my own life 
with how much I take on in my own life and what I 
think I can reasonably accomplish. 

What could you do to be more informed while 
you come up with ideas for your project?
I am planning to talk to the author to understand if 
this writing piece is meant to have a happy or more 

of a sad undertone. It seems like a sad piece of writ-
ing, but it also talks about dreams being worth the 
risk. This creates the idea that there is an underlying 
message of hope that I may want to convey.

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I want to take some advice that I heard to go and 
photograph feathers that I would light on fire. I 
think that this could help me to potentially think 
differently about how I am framing the feathers, 
and the possibility of the combination of feathers 
and fire. Other than that, perhaps I could re-read 
the story of Icarus to get some more insight to the 
character.
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D I S COV E R  |  L E A R N I N G  SUM M A RY  O N  T H E  T R A I N  N O R T H WA R D

What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 

This sketching really stumped me because there 
were so many different key elements that I felt 
could be really impactful. I chose one or two in each 
sketch to focus on and emphasize. I think that while 
certain elements can help to showcase different 
points, that I don’t want to leave too many out be-
cause I will miss out on a lot of the key features that 
make the story unique with all its symbolism. “The 
climb” seemed to be a phrase that is often repeated, 
so perhaps I could try to incorporate that in future 
designs. This story has a lot of text, so I think that 
adding full pictures isn’t going to be the best way 
to keep the readers attention on the writing, but 
perhaps adding them as small elements would help 
benefit the story more.  

Why would this be helpful in the real world? 
I think finding ways to connect things that are 
seemingly unrelated is a lot of what a graphic 
designer has to do. If I can get better at pairing un-
likely things, I can get better at branding businesses 
and creating engaging content for my future career.

What could you do to be more informed while 
you come up with ideas for your project?
There are a couple things in the story that I don’t 

know if they have any further symbolism, such as 
the man with green eyes. If this does have a lot of 
significance, it could completely change the way 
that I create my future designs. In addition to this, I 
am going to try and research trains and train ticket 
designs.

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I think the biggest thing for me is trying to see what 
elements fit together and what elements don’t. I 
think that the owl in the trees works well together, 
but I would love to find a way to unify several items 
together even though they are all about different 
things. 
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D I S COV E R  |  L E A R N I N G  SUM M A RY  SU N DAY  D R I V E

What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 
I learned that I want this design to be more upbeat 
and relaxed instead of focusing on a more grue-
some, zombie feeling. The fact that the main event 
of the story is a delivery helps me to think of a lot 
of different things that I can do. I think the hardest 
part of this design is going to be picking a direction, 
whether it is a road map, a view of the city, or focus 
on the zombies as they pursue the main characters. 
I think that I like the direction of showing the car 
in movement or at least progressing on a road to 
show the path the characters take.

Why would they be helpful in the real world? 
Being able to choose between different designs is 
part of being a good designer. It can be very dif-
ficult and it often is not easy. I’m excited about a lot 
of my directions so now is the time to disassociate 
my feelings for the design with what I know is good 
and bad design (or at least ask people what they 
think). I hope picking a direction can help me to 
become more focused on one particular design that 
I can make great.

What could you do to be more informed while 
you come up with ideas for your project?
I really don’t enjoy scary or creepy things, but I 
really think I should look at some zombie posters 

or elements to get a better idea of some things to 
incorporate, even if it is just a few things. Perhaps I 
can look at some of the designs that other people in 
my class are doing so I can possibly generate some 
new ideas.

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I want to experiment more with using pizza in par-
ticular, since it is such an interesting design element 
that often draws people’s attention. I am going to 
try to play with a bit of hierarchy and see how that 
will impact my designs.
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D I S COV E R  |  L E A R N I N G  SUM M A RY  T H E  W EI G H T  O F  A  S O L E

What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 
I think the best visual that I can use for this is a lady-
bug to give literal image of what the story is about. 
I think showing a moment of tension between the 
ladybug getting squished between a shoe and the 
ground will make for a feeling of anticipation that 
will cause the reader to want to read more. I think 
playing with the title squishing the ladybug could 
also create a very interesting dynamic in connecting 
the text with the visuals, although that is something 
I could try more of later.

Why would this be helpful in the real world? 
I think the connection of type as an element is 
a very important part of many designs. A lot of 
people overlook type when it can unify a design. 
Getting better at typography is something that I 
want not only for this project, but in my future as a 
graphic designer. I hope this will allow me to experi-
ment with using text in different ways.

What could you do to be more informed while 
you come up with ideas for your project?
I think we are going to have the creative writing 
teacher come in and give us feedback about our 
design ideas soon, and that should give me more 
clarity as to if I’m on the right track or not. Other 
than that, I do want to look at ways to created a 

cracked or crushed effect that I can perhaps use on 
the ladybug or on the background.

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I do know that my sketches seem to be more one 
dimensional, as they focus most on the ladybug 
and how I can incorporate that into the piece. This 
can be good, but I don’t want to overlook the title 
as an important tie in to the design. I think some 
more sketches or incorporations with the title could 
help me to think differently about how I am laying 
everything out.
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D I S COV E R  |  L E A R N I N G  SUM M ARY  G AL L ERY  I N T R O  AN D  SPR E ADS

What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 
I focused a lot on incorporating the idea of a collage 
into my earlier designs. I realized that as I talked 
to my group, other student’s artwork should be 
the focus. Any pictures of real things will probably 
detract from the gallery. I instead focused on using 
solid colors for the gallery spreads. I still focused on 
the collage idea for the gallery intro and I think that 
once we pin down our elements for the theme, it 
will help me to refine my designs for gallery intro.

Why would this be helpful in the real world? 
I think an example of what I learned is that less is 
more. I sometimes forget that the important thing 
is the content and not the design, which is espe-
cially true of the gallery spreads. I want my design 
elements to compliment my design, not distract 
from it. 

What could you do to be more informed while 
you come up with ideas for your project?
I think that looking at other Outlet gallery spreads 
will give me a good idea of how many theme 
elements I should add that will give me a good bal-
ance of items on the page. 

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I think that arranging the pictures in different ways 
might help me to determine where the elements 
should be placed.
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D I S COV E R  |  L E A R N I N G  SUM M ARY  COV ER  VAR IAT I O N

What did you learn by writing, sketching and 
more importantly through “brain writing” or 
having your group sketch for you? 
I did a couple of sketches to experiment with the 
idea of turning the ordinary into the extraordinary. 
A lot of them were slightly more symbolic, so it 
would have been harder to get the point across. I 
ended up picking the one with the bird since I felt 
like that, combined with the art splatters, showed 
the freedom of art.    

Why would this be helpful in the real world? 
I think the main thing to remember about covers 
is that even though they represent everything as 
a whole, they message needs to be easy to un-
derstand and interpret, which really helped me to 
narrow down my sketches and direction.

What could you do to be more informed while 
you come up with ideas for your project?
I should look more closely into examples of the 
sketches that I thought would be good ideas. I think 
that looking at covers of completed Outlet publica-
tions would also be a good idea to help me come 
up with things that are out of the box. The only dan-
ger of that is that I would end up making sketches 
that are too similar to things that have already been 
created.

What could you do to be more productive with 
sketching and ideation (coming up with ideas 
for a project)?
I think playing with other mediums could help to 
make my covers more engaging and give me more 
ideas about how to move forward with my current 
design.
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D I S COV E R  |  L E A R N I N G  SUM M ARY

What did you learn from your previous drafts and what changes have you 
made to create better designs?

The Exhibit
I learned that instead of a face being distorted, that someone covering their 
face with something that had the poem on it better conveyed my message 
and incorporated the text in a more interesting way than I had before. I moved 
away from the sheet, as it did not look very realistic, and moved more towards 
showing more of the mirror with a person blocking the reflection of them-
selves. I think that the switch to putting the text in the middle of the design 
helps the reader not only to focus on it, but to better understand the context 
for the background.

Feathers on the Sea
I got some feedback that I could perhaps try some more realistic feathers, so 
that is what I moved towards, while maintaining one of my original ideas of 
feathers falling to show the consequences of Icarus’s actions. One of the very 
last things that I got feedback about was that I should connect the type in 
some way to the rest of the piece. I created a burn effect to try and match the 
feathers.

On the Train Northward
I struggled for a bit with figuring out which elements to add, at which point I 
decided it might be better if I group certain parts of the story together, which 
is why I combined the owl and the music notes on the last page, as well as the 
violin and the initials on one page. I got some great feedback about adding 
a texture to each element to make the elements feel more uniform, and it 
brought it all together much better than I was anticipating. 

Sunday Drive
I eventually settled with the idea of having a pizza box as a background and 
building my design around a pizza box design with the block letters and check-
ered illustrations. Through a lot of feedback, I changed my layout and added a 
lot of hierarchy to make my design feel more dynamic and interesting. I ended 
up putting a torn and faded texture on many of my elements to unify them and 
make them look more like printed pizza box text.

The Weight of a Sole
When the creative writing teacher came in, he promptly told us that we were 
missing the point, and that the story was not about a ladybug. This caused me 
to pivot and try to figure out how I could convey many of the visuals, while cre-
ating a new spin on things. I eventually arrived at the conclusion that if I made 
a person appear more like a ladybug and created a cracked effect on them that 
it would combine both of the concepts that it talks about in the story. 

Gallery Intro and Spreads
I got quite a bit of feedback from others that the colors on the side were too 
distracting and took space away from the pictures in the gallery. Instead I 
decided to simplify and create small tabs of color that matched our original tan 
color that we all incorporated into our theme.  
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What did you learn by finalizing your images?
I learned that in order for elements to be cohesive, they need to be united by 
color, texture, or another factor. Hierarchy seriously improves any design and is 
crucial to grabbing a reader’s attention. 

Did you notice whether you saw your images differently than the class or 
professor did? If so, why is it significant to notice this? 
I did notice that I saw things different because I could only see about one step 
ahead from where I was. My professor could see about four or five steps ahead, 
which made it hard sometimes for me take the advice when I couldn’t see what 
could be.

How can you seek and apply better feedback for your work? 
I think I need to be more open minded about what could be instead of what I 
can just see in front of me. I am going to try to have more patience and experi-
ment more with what could be and not just what I can see in front of me. 

Why are your final solutions successful? (Please write about each image 
separately.):

The Exhibit
I think this is fairly successful, but I think the execution could have been slightly 
better. Instead of trying to Photoshop pieces together to make it work, I would 
have liked to go and photograph this image as I designed it so it looks more 
realistic. I still think I got the point across of refusing to see the beauty in one’s 
self, but I think a photography version of this could have been a bit stronger. 

Feathers on the Sea
I think this final design is successful because it captures the spirit of conse-
quences that come with dreams, while maintaining the beauty of the experi-

ence. I think the burning feathers helps to freeze the moment in time and the 
burning title helps to tie everything together. 

On the Train Northward
I think this is very successful. I used all of the symbols that were crucial to the 
story as elements in the design. I think using a texture on them all helped to tie 
the design together, as well as using the red/brown color for emphasis in the 
pull quotes. The elements on each page also helps to show a narrative of the 
story as it unfolds, connecting the text and the story even further.  

Sunday Drive
I believe my final solution is successful because I was able to create a cohesive 
design that showcased the fun creativity of the story through the incorporation 
of the pizza box elements, as well as the more serious elements of the zombie 
piles. 

The Weight of a Sole
I think now my final solution is successful because physically ripping the image 
made it looked like it was actually cracked, instead of just using a Photoshop 
brush. I think my concept is solid because it alludes to a ladybug, but it shows 
the metaphor of a person being broken by the environment. I incorporated my 
cracked elements in the title and quotes, which helped tie things together. 

Gallery Intro and Spreads
I think that the gallery was successful because it easily displayed all of the 
artwork that the students submitted, as well as showed who the winner was in 
each category, without distracting too much from the artwork.
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P R O J E C T  P O N D E R  |  CO N SI D ER I N G  T H E  EN T I R E  PR OJ EC T  I N C LU D I N G  C L A S S  D I S C U S S I O N S:

What stood out to you about our in-class discussions? 
One of the biggest things that we talked about that I was the importance of 
creating pull quotes and formatting text correctly. I also really enjoyed the in-
class discussions about using hierarchy to make the designs more interesting. 
It really helped me think about my text and my designs as a whole, instead of 
individual pieces.

What did you learn about your own ability to be creative? 
I learned that sometimes I put myself into boxes that aren’t actual restrictions. 
Sometimes I make an illustration that really doesn’t work, so I try to fix it, forget-
ting that I don’t have to keep it as an illustration. I also learned that things look 
very different just by changing the texture of something. Just like we have 
learned lately, if something doesn’t work just try changing one or two things 
about it to see if it works.

What practical things did you learn from this project? 
I learned that keeping different versions of your artwork is really important to 
help create a process book at the end of the project. I also learned that it is im-
portant to talk to the person who created the writing that you are designing so 
that you can get a better idea as to the mood and message of the piece beyond 
the surface. I also really found value in printing out my project along the way to 
see how it will look on paper and see if I need to move things around. It really 
helped me to make variations and fix things that I didn’t see online.

What will you apply to future projects?
I am going to try to print out my projects in the process of making them more 
often. I am also going to try to organize my resources and my different versions  
so that it is easier to find things for my process books. I also enjoyed apply-
ing textures and experimenting with hierarchy, which is something I want to 
continue in the future. 
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Kayley Green: 10. Kayley did absolutely fantastic. She was amazing 

at asking us for feedback, giving me suggestions when I asked her for 

feedback, and offering up her services as a photographer. She even 

stayed during the final compiling portion of the Outlet to help Cara, 

which was very kind of her. She was always on time, and she came to 

almost every class.

Maddy Hutchins: 10. Even though Maddy was gone for the day of 

the compiling the Outlet, she was still present with Zoom and she was 

trying to participate. She contributed a great deal to our theme, creating 

the cover that ended up winning. She was also always offering to help 

and whenever I reached out to her, she was ready and willing to help.

Abraham Jimenez Romo: 8. Abraham did great at helping our group 

when we worked on theme work, and at creating a cover variation. 

Having said that, I know that he didn’t quite spend as much on his work 

as others did on their work, and that he didn’t quite have the same level 

of concern as the rest of us about polishing his designs. I understand 

that graphic design isn’t his major, so it makes sense to me, but I still 

would have liked to see him work a little bit harder to make things 

better. He did do a great job helping us with our theme pages though.

Cara Wade: 9. Cara did a great job keeping us on track with what 

needed to get done. She helped us to pick and keep a direction with 

our theme and she amazingly compiled the entire Outlet for us at the 

end, which takes serious dedication. The only reason why she isn’t a 

10 is because she was gone quite a bit, which made it a bit harder to 

communicate with her. I don’t know exactly why she was gone, so I 

don’t blame her, but it did make it hard at times to carry out the project.

Katelyn Wardell: 9. I feel that I valued all of my class time, asked for 

feedback, and worked with the group as much as possible to get things 

completed. One of the only areas I feel that I came up short was that I 

didn’t expand on my cover ideas, which may have been valuable to the 

group. That being said, I focused a lot on the gallery and when it came 

time to have the gallery done, I stepped up and compiled all of the 

pages with the images that we needed. I feel that I gave my best effort, 

but I can see areas where I can improve.


