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Accreditation

Woodbury University is accredited by the Senior
Commission of the Western Association of Schools

and Colleges (WASC: 985 Atlantic Avenue, Suite 100;
Alameda, CA 94501; 510-748-9001) and is approved by
the Postsecondary Commission, California Department
of Education. WASC granted Woodbury its original
regional accreditation in 1961. In 1994, the National
Architectural Accrediting Board (NAAB) accredited
the Architecture program. The NAAB 2009 Conditions
for Accreditation may be found at the NAAB website:
http://www.naab.org/accreditation/2009 Conditions.aspx.
The School of Business received its accreditation from
the Association of Collegiate Business Schools and
Programs (ACBSP) spring 1998. In 1991, FIDER (now
known as the Council for Interior Design Accreditation)
accredited the Interior Architecture program. In 2008,
the university’s programs in Animation, Fashion Design,
Graphic Design, and Interior Architecture received ac-
creditation from the National Association of Schools of
Art and Design (NASAD). In 2011, Filmmaking received
plan approval from NASAD and will be considered for
full accreditation approval once it has graduated its first
class. In 2012, Game Art & Design received plan approv-
al from NASAD.

Veterans Administration

Woodbury University degree programs are approved for
Veterans Administration educational funding bene-

fits under Title Number 38 of the U.S. Code. Veterans
and dependents are required to comply with Veterans
Administration regulations under sections 21.4135,
21.4235 and 21.4277 in regard to required class atten-
dance and acceptable academic progress.
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Nondiscrimination Policy

Woodbury University is committed to providing an
environment that is free of any form of discrimination
and harassment based upon an individual’s race, color,
religion, sex, gender identity, pregnancy, national origin,
ancestry, citizenship status, age, marital status, physical
disability, mental disability, medical condition, sexual
orientation, military or veteran status, genetic informa-
tion, or any other characteristic protected by applicable
state or federal law, so that all members of the commu-
nity are treated at all times with dignity and respect. It
is the university’s policy, therefore, to prohibit all forms
of such discrimination or harassment among university
faculty, students, staff, and administration.

Disclaimer Statement

Woodbury University reserves the right to modify loca-

tion and policy and adjust requirements and standards

as described in this publication at any time and without
prior written notice.

Effective Handbook Dates
This handbook is in effect from fall semester 2013
through summer session 2014.

Curricular Changes

Courses listed in this handbook are subject to changes
initiated by departments or programs approved by the
Curriculum Committee, the Faculty Association and
the Office of Academic Affairs. Changes in curriculum
for the ensuing year are published in the handbook
supplement.
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Locale

The main campus of Woodbury University is located at
7500 Glenoaks Boulevard in Burbank, California 91504,
adjacent to the City of Los Angeles, about an eigh-
teen-minute drive from downtown Los Angeles. The
twenty-two acre campus is at the foot of the Verdugo
Hills, just east of the Burbank Airport, with easy access
from the Golden State Freeway (I-5) off the Buena
Vista Street exit. Woodbury University’s San Diego
campus is at 2212 Main Street, San Diego, California,
where it currently offers a five-year BArch program, a

professional MArch, and two post-professional master’s
degrees in architecture. See School of Architecture and
the Graduate Bulletin for more information. Additional
off-campus sites are located in Hollywood, Glendale,
Beverly Hills, and at the Los Angeles County Sheriff’s

Headquarters.

MAIN CAMPUS MAP

Academic Affairs

Admissions 2 | Kummer Business Faculty Center 19
Ahmanson Main Space 22 | Los Angeles Times Library 20
Alumni Quad 24 | Malburg Atrium 19
Alumni Gallery 22 | Marketing & Enrollment 3
ASG House/Pool 10 | Miller Hall 3
Bookstore 8 | Naidorf Hall 23
Bowman Conference Room 19 | Nan Rae Gallery 4
Business Office 3 | New Woody's, The (Cafe) 5
Cabrini Hall 6 | Nielsen Conference Room 18
Career Services 17 | North Hall 12
Central Services 16 | Office of the President 2
Chandler Dean's Suite 19 | Parking P1-P5
Counseling Services 17 | Physical Plant Operations 15
Design Center 1 | Powell Gallery n
Development & Alumni Relations 2 | Ralph M. Parsons Studio 22
Enkeboll Courtyard 20 | Registrar 3
Entertainment Media 13 | Saffell Board Room 2
Faculty Annex 7 | School of Architecture 21-23
Faculty Annex Conference Room 7 | School of Architecture Offices 18
Financial Aid 3 | School of Business 9
Fletcher Jones Foundation School of Media,

Auditorium 19 Culture & Design Offices 18
Health Services 17 | Shipping and Receiving 16 NORTH
Hensel Hall 2 | South Hall 9
Hensel Hall Conference Room 2 | Student Development 17 Exwit\(I-IF:SBEgZT\;!SBSLSJPD Ec;';f"i
Information & Security 1 | Tamkin Business Plaza 19 Turn left at off-ramp
Information Technology 3 | Nielsen Athletic Complex 14 Left onto Glenoaks Blvd
Institute for Transdisciplinary Wedge Gallery 21

FWY |-5 SOUTHBOUND

Studies Offices 18 | West Annex 25 Exit I-5 Hollywood Way
Judith Tamkin Fashion Gallery 6 | Whitten Student Center 17 Turn left at off-ramp
Julius Shulman Institute 22 | Writing Center 17 Right onto Glenoaks Blvd
Isaacs Facultv Center 18

WOODBURY UNIVERSITY

Kirkendall Conference Room 8

7500 N. Glenoaks Blvd. Burbank, CA 91504
818.767.0888 * woodbury.edu
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President’s Message
Welcome to Woodbury University.

We believe this is a special place of learning. Because
knowledge must be accompanied by understanding,
we have built Woodbury’s programs to enable you to
develop that understanding and apply it in the world.
Our faculty and staff are committed to helping you be-
come an innovative leader who will, in turn, help your
communities to flourish.

We believe education occurs through memorable expe-
riences that occur inside and outside of the classroom.
These experiences will build your character, enable you
to create connections, and forge friendships that will
last a lifetime.

We believe in the power of the Woodbury community.
Woodbury students are hardworking, motivated and
successful. Since 1884, Woodbury students like you
have been taught by our accomplished faculty mem-
bers, supported by our educational staff, and befriend-
ed by fellow students and alumni. Your education is a
joint venture between you and your professors, and
aided by the Woodbury community.

We are delighted to have you here. I look forward to
the year ahead together.

Sincerely,
Dr. Luis Marfa R. Calingo
President

2013-2014 Course Catalog
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The Academic
Journey

Preface: How to Use this Book

This book is unlike any other college catalog or course
bulletin; while colleges and universities generally believe
that the fostering of student learning is their central
activity, we believe that fostering learning should be at
the core of every university action and communication,
including this book.

That is why it is a guide and handbook to learning

that lays open the experiences and the resources that
we will bring to bear in helping you learn. It is also a
practical guide to those supporting processes, such as
registration or conduct. And it gives a glimpse of the
community in which learning at Woodbury takes place.

This book should give you a sense of the journey that
you undertake as a student, a journey that the commu-
nity shapes and that you also create. It will tell you what
you will learn, how you will learn, how you and others
will know that you have learned, and why that makes a
difference.

The Purpose of Education:

To Transform

Learning at the university helps students create new
knowledge to shape the world of the future. Woodbury
education is built on the idea of personal transforma-
tion that can transform others. Our job is to help our
students make a difference in all that they do, in their
classes, on the campus, and within their communities.

MISSION STATEMENT

Core Purpose

Woodbury University empowers people to do extraor-
dinary things. We transform students into liberally
educated professionals and socially responsible citizens
by integrating transdisciplinarity, design thinking, en-
trepreneurship, and civic engagement into all programs.
We achieve academic excellence by creating external
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partnerships, implementing effective internal processes,
and ensuring quality in all programs and services.

Our Contribution to Society

Successful Woodbury graduates are ambassadors for
the university. They are innovative leaders who help
individuals and communities flourish. They are known
for being strong communicators, ethical thinkers and
creative problem-solvers with a deep commitment to
sustainability and social justice. They are knowledgeable
in their disciplines and eager for collaboration and con-
tinuous learning. They integrate professional skills with
global citizenship, entrepreneurial energy, and intellec-
tual curiosity. Woodbury graduates make a difference.

Vision

By 2025, our distinctive ability to integrate transdisci-
plinarity, design thinking, entrepreneurship, and civic
engagement in education and scholarship will have
secured us a place among the top one hundred regional
universities in the United States.

Our Values
e Community
e Integrity
e Professionalism
e Aspiration
o Agility

Educational Principles

The members of the Woodbury community have identi-
fied six principles that articulate more precisely what is
necessary for the university to achieve its mission:

Academic Quality

In times of great change, standards can change. The
university seeks, as it has always done, to add value to
the lives of its students through the educational experi-
ences it provides. At the same time, the course and out-
comes of learning must adhere to the highest principles
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and goals. This provides assurance to the students and
to the community that the learning at Woodbury Univer-
sity is not only significant but of significant quality.

Innovation and Creativity

Creativity suggests that one is a maker of knowledge,
goods, and concepts and not just a receiver of them.
Innovation suggests that what one makes is new and
forward-looking. We foster the values of innovation and
creativity in all members of our community.

Communication

The diversity of forms in which communications take
place has multiplied, as have the people and places that
one must communicate with. In addition to the expand-
ing media, the types of communication have expanded
and given heightened importance to visual and physical
as well as written and oral communication. We strive to
produce good communication and excellent communi-
cators across diverse media and audiences.

Transdisciplinarity

Transdisciplinarity proposes the interdependence of all
knowledge and widens the forms of knowing to include
emotional intelligences, intuition, and physical knowing.
It recognizes the importance of collaboration among
the disciplines to solve complex problems. We believe
that collaboration of people, each able to make a unique
contribution, is important.

Social Responsibility

With education comes the obligation of social responsi-
bility. At base, social responsibility implies a respect for
the planet, a respect for its people and the environment.
It asserts that all action has impact on the planet and
that understanding that impact and accepting responsi-
bility for one’s actions is the moral and ethical condition
for the educated global citizen. Civic engagement has
come to embrace principles of sustainability as well as
social justice. Members of our community will be social-
ly responsible.

The Integrated Student

Because of the principles above, Woodbury University
finds it more important than ever to assure that the
aspects of a student’s personal and professional life
are fully integrated. What one will do as a professional
is an outgrowth of what one will become as a person.
All parts of the university will work on producing this
integrated student.

Our History

In the late nineteenth century, Los Angeles was a dusty,
rapidly growing town with a population of approximate-
ly eleven thousand. New business enterprises were be-
ing established and community leaders looked forward
to expansion and growth driven by a real estate boom.

In 1884, in response to the needs of the city’s growing
business community, F. C. Woodbury, an educational
entrepreneur, arrived from San Francisco and founded
Woodbury Business College, as it was initially named, in
the center of the local business community. From that
historic storefront on North Main Street, the historic
link between Woodbury and the economic infrastructure
of Southern California had begun and has been main-
tained throughout the history of the university.
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For the first 103 years, the university was located in
central Los Angeles, moving a number of times to
accommodate the growth of the student body. In 1931,
the division of professional arts was established to

focus on those fields of design that are closely allied to
business. Woodbury then became a college of busi-

ness administration and design. In 1937, in spite of a
worldwide recession, legendary President R. H. “Pop”
Whitten led the effort to build new facilities at 1027
Wilshire Boulevard. For fifty years, that location served
as the university’s campus through the return of World
War I and Korean veterans among thousands of other
students who were the first in their family to go to
college. In 1969, Woodbury introduced a graduate pro-
gram leading to the Master of Business Administration
(MBA). In 1974, Woodbury College became Woodbury
University and began its initial efforts to raise money
from alumni and friends. In 1982, Computer Information
Systems was added as a major, followed by Architecture
in 1984. In 1985, under the leadership of then-president
Dr. Wayne Miller, the university acquired an existing
22.4-acre campus in Burbank, the eighty-year-old site
of Villa Cabrini Academy and later two other education-
al institutions. Classes opened at these new facilities

in October 1987 on the same day that the Whittier
earthquake shook much of Southern California. In 1987,
the Weekend College program for working adults was
established with the aid of grants from The Fletcher
Jones Foundation and The William Randolph Hearst
Foundation.

2013-2014 Course Catalog



In 1998, the institution opened a campus in San Diego
where it offers a BArch and both professional and
post-professional master’s degrees in architecture.

Our Students

Woodbury University is unique among private institu-
tions in its diversity. Woodbury University has a 129-
year history of helping students of diverse gender, race,
ethnicity, and economic class to achieve their dreams.
Today, our student body consists of approximately 43%
white, non-Hispanic students, 33% Hispanic students,
11% Asian students, 8% international students, and 5%
African-American students. The white, non-Hispanic
students comprise diverse populations as well, including
a large and growing number of students of Armenian
heritage. The majority of Woodbury’s students are the
first in their families to go to college and a far higher
percentage than at other colleges come from families
with limited economic means.

In serving this group of students and in striving to be
innovative, dedicated, and socially responsible, Wood-
bury’s ambition is to provide intellectual and human
capital to the region’s economic sectors, to offer oppor-
tunities to those who have the most to contribute, to
provide students a world-class education, and to sustain
a socially responsible community that examines and
tries to preserve the important ecologies of the region’s
nature, society, and culture. Throughout its educational
evolution, Woodbury has adhered to core principles that
value ethical behavior, student empowerment, diversity,
and rigorous professional education grounded in the
liberal arts.

Academic Freedom

In conformity with practices in higher education
throughout the United States, Woodbury University
faculty members have the right to express their un-
derstanding of the facts relating to the subject matter
in a manner that the instructor deems educationally
effective and professionally appropriate. Instructors are
encouraged to keep abreast of developments in the field
and to share this knowledge and understanding with
their students.

It is expected that controversial matters will be treated
with fairness and good taste. Instructors should bear in
mind that theirs may be the only viewpoint on a particu-
lar subject to which the students are exposed, and they
should avoid bias, aiming at presentations which are
factually sound and subject to documentation.

Faculty have the opportunity to offer students a model
of clear thinking and fair evaluation, and should bear in
mind the responsibilities placed upon them by the fact
that their approach may become the student’s approach
to value judgments. In demeanor and appearance, it is
hoped that the Woodbury University faculty will recog-
nize that they are setting a standard for professionals in
the field.
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Courses of Study:

The Heart of Your Transformative Experience
What You Will Learn, How You Will Learn, and
How You and Others Will Know

ACADEMIC PROGRAMS

Woodbury University comprises four schools: Business;
Architecture; Media, Culture & Design; and Transdis-
ciplinary Studies, offering undergraduate degrees in
Accounting, Marketing, Fashion Marketing, Manage-
ment, Architecture, Interior Architecture, Animation,
Communication, Fashion Design, Game Art & Design,
Graphic Design, Psychology, Filmmaking, Media Tech-
nology, Organizational Leadership, Politics and History,
and Interdisciplinary Studies and graduate degrees in
Business Administration, Architecture, and Organi-
zational Leadership. In addition to traditional formats
for learning, Woodbury offers a number of selectively
chosen programs in non-traditional formats using co-
horts and intensive formats that allow students who are
working to pursue a degree.

Undergraduate Degree Programs

The university offers undergraduate curricula leading
to the degrees of Bachelor of Arts (BA), Bachelor of
Fine Arts (BFA), Bachelor of Science (BS), Bachelor

of Architecture (BArch), and Bachelor of Business
Administration (BBA). The BFA requires a minimum

of 128 semester units of credits and can be attained in
most majors in the School of Media, Culture & Design.
The BBA degree, currently offered in Business, requires
a minimum of 126 semester units of credit. The BA
degree requires a minimum of 120 semester units of
credit and can be attained in Communication, Interdis-
ciplinary Studies, Organizational Leadership, Politics
and History, and Psychology. The minimum requirement
for the BArch degree is 160 semester units of credit.
Most majors include an internship or work experience.
These are described in the sections about the individual
degree programs.
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School of Architecture
Architecture
Interior Architecture

School of Business
Accounting
Management
Fashion Marketing
Marketing

School of Media, Culture & Design
Animation
Communication
Fashion Design
Filmmaking
Game Art & Design
Graphic Design
Media Technology
Psychology

Institute of Transdisciplinary Studies
Interdisciplinary Studies
Organizational Leadership
Politics & History

Graduate Studies
Information about the various graduate
programs can be found in Woodbury’s
Graduate Bulletin.

The Curricula: Courses of Study

If you are a student at Woodbury, you were invited

to join our community because we felt that we could
provide the experiences and environment in which you
would succeed. Learning occurs best in the right envi-
ronment with the right experiences.

Classroom experiences are designed so that the focus
is on you as an individual learner and your individual
needs for personal growth. Those experiences will help
you attain the skill and knowledge that are expected of
all college graduates, as well as the skill and knowledge
that are expected in your chosen field. Those skills and
those varieties of knowledge are formed by a sequence
of experiences that increasingly fits the student to be-
come more independent and creative, as well as skilled
and knowledgeable.

Your journey has a destination, which educators call
STUDENT LEARNING OUTCOMES. That destination

shapes the journey, each phase, course, and experience.
As you move along your path, you will be able to see
clearly and in measurable terms that you are on your
way to the goal. In this handbook you will find with each
program a set of student learning outcomes that will
clearly tell you what you will be able to do at the end of
your journey.
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To get to that destination, you will need a map. The
CURRICULUM MAP shows the route of your journey
and the skills and knowledge you will accumulate and
develop at every step of the journey. The curriculum
map is used by those who teach you to make sure that
each course is focused on the journey and that you get
what you need. In this handbook you will find curricu-
lum maps that show where you will encounter and mas-
ter the skills and knowledge needed to reach your goal.

The ASSESSMENT PROCESS is used to confirm that
you are prepared for the next steps and also allows
those who guide you to address any areas in which you
might be weak, so that you can finish successfully. That
means adjusting the journey to fit your individual needs.
This may even adjust the journey for those who travel
after you, so that the experience can be increasingly
successful. In this handbook, you will find the places
where your overall progress will be assessed so that we
can help you, and us, improve in getting you to your
destination.

At the end of your journey, as well as along the way, you
will see that your work contains what you know and
what you can do and demonstrate to others. This work
is called the RESULTS OF LEARNING. From them,
others will know that you have what it takes to make

an impact in your profession, in your life, and in your
community. In this handbook you will find lists of the
tangible results of learning in your program.

In addition, you will find the courses, as well as the
other experiences, such as travel study or internships,
that will help to shape your transformative journey. You
will also find the names and qualifications of your guides
and mentors, our faculty. You will work closely with the
faculty, who take an active interest in your success and
will find ways to support and improve your learning,.

In the final analysis, no one learns for himself or herself
alone. We all learn for others, for those who come after
us and those who accompany us. Your learning will not
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only change the world around you, it will also be used
to help improve the journey for others. You will already
have impact just by blazing a trail of learning. It makes a
difference that you are learning here.

Integrative Learning and

General Education

General education describes the common knowledge
and skills expected of every college graduate. Integra-
tive Learning describes a way of constructing a network
of connections between and among knowledges, skills,
disciplines, and dispositions. The faculty of the univer-
sity formulates these expectations from the vantage
points of their respective disciplines and professions, as
well as from their understanding of the shifting environ-
ment in which graduates will live and work. A common
educational experience emerges from this ongoing
appraisal process that is believed to help students sur-
vive and succeed once they graduate; that experience is
called integrative learning.

The Integrative Learning curriculum serves as a foun-
dation and elaboration for all students learning at the
university. It addresses the need for all students to be
skilled, creative, well-informed, and socially responsi-
ble members of the community and of the world. The
goal of Integrative Learning is to create new forms of
collaboration—across disciplinary, school, and program
lines—that lead to greater student success through an
assessment-based approach to the design of student
learning outcomes. This task requires the collaboration
of all elements within the university. As such, all three
schools and the Institute of Transdisciplinary Studies
have a role in providing and sustaining the Integrative
Learning curriculum, which comprises the general
education courses and areas of study as well as the
major courses and areas of study. The curriculum is also
consistent with the Intersegmental General Education
Transfer Curriculum (IGETC) in order to ease the trans-
fer of credits from other accredited institutions.

Questions concerning Integrative Learning and general
education as a whole should be directed to the dean

of the Institute of Transdisciplinary Studies; questions
about particular aspects or programs should be directed
to the appropriate chair or coordinator.

Mission

To inspire students to construct knowledge and action
from making simple connections among ideas to
synthesizing learning in new, complex situations; to
develop the intellectual habits necessary to be involved,

effective, and responsible citizens; to understand that
knowledge in all professions relies on the successful
application of numerous disciplines and approaches to
knowing; and to advance their understanding of them-
selves and the world in which they live.

Goals

Our goals are based on the educational outcomes devel-
oped by the Association of American Colleges and Uni-
versities. They are understood and undertaken in light
of the university’s mission and six educational principles
so that all of our students will develop:

e strong analytical, communication, quantitative, and
information skills — achieved and demonstrated
through learning in a range of fields, settings, and
media, and through advanced studios in one or
more areas of concentration;

a deep understanding of and hands-on experience
with the inquiry practices of disciplines that explore
the natural, social, and cultural realms — achieved
and demonstrated through studies that build con-
ceptual knowledge by engaging learners in concepts
and modes of inquiry that are basic to the natural
sciences, social sciences, humanities, and arts;
intercultural knowledge and collaborative con-

texts (classroom, community-based, international,
and online) that prepare students for democratic
citizenship and for work both in their local commu-
nities and in a global society;

a proactive sense of responsibility for individual,
civic, and social choices — achieved and demonstrat-
ed through forms of learning that connect knowl-
edge, skills, values, and public action, and through
reflection on students’ own roles and responsibilities
in social, environmental, and civic contexts;

habits of mind that foster integrative thinking and
the ability to transfer skills and knowledge from one
setting to another — achieved and demonstrated
through advanced research and/or creative projects
in which students take the primary responsibility for
framing questions, carrying out an analysis, and pro-

ducing work of substantial complexity and quality.

Our Integrative Learning curriculum is structured to
support Woodbury’s six educational principles: Com-
munication, Academic Quality, Social Responsibility,
Transdisciplinarity, Innovation and Creativity, and the
Integrated Student. The academic worksheet provided
by your major will identify how Integrative Learning is
specified and supported within the major.

2013-2014 Course Catalog
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INTEGRATIVE LEARNING REQUIREMENTS

FOR GENERAL EDUCATION

Communication

(Five lower-division courses, 13 units)

1. Students take four common courses that provide a
foundation in Communication:

COMM 120  Public Speaking
L WRIT . 11 1 ..... Academlcwrmng I ............................
. WRIT . 112 ..... Acadechn tmg H Or ........................
WRIT 212 Rhetoric and Design
LSCI course A 1-unit course in information theory and

practice (LSCI 105, 106, 170, or 205)

2. You will also take one non-verbal communication
course provided within your major.

Note: If a student has already completed the equivalent
of Information Theory and Practice with a “C” or higher
at another institution, the student is exempt from taking
it here. The burden of proof is on the student, who must
provide the official transcript by the end of the student’s
second semester in residence at Woodbury.

Academic Quality

(Four lower-division courses and one

upper-division course, 15 units)

1. Woodbury students without college-level or AP math
credits take a math placement test on entry. All stu-
dents are required to take or place out of MATH 149,
Intermediate Algebra. You are also required to take
one theoretical or applied mathematics course at the
200 level; many majors specify the 200-level course
their students must take.

MATH 220  Business Mathematics

MATH . 221 ..... St ausmcs ..........................................
MATH . 226 .o Bus mes s Statls UCS ..............................
MATH . 249 .o College Alg ebm ..................................
MATH 251 Trigonometry with Descriptive Geometry
MATH . 270 .o Top]cs m Mat h emamcs .........................
"PSYC 221 Statistics for the Behavioral Sciences

2. You will take one lower-division Art History course in
support of Academic Quality. Many majors specify the
course their students must take.

Art History Courses

(Fine Arts, Applied Arts [Animation, Avchitecture, (%'

Fashion Design, Filmmaking, Game Art & Design, >

Graphic Design, or Interior Architecture], or Music). ng_

Complete one of the following: ‘_3'2
ANIM 240  History of Animation g

. ARCH26 7 - WorldArch 1tecture I ............................ %

. ARCH26 8 ..... WorldArch 1tecture II ........................... 3

CO MM22 2 ..... F1]_m . Studles .......................................

CO MM22 3 ..... Fﬂm . Hlstory .......................................

. FD ES26 0 ..... HlStOI'y ofFashlon I .............................

. FD ESZ6 1 ..... HlStOI’y OfFaSthIl H .............................

. F ILM 10 1 ..... Fﬂm : & Telev1s1on H 1 st Ory I .....................

. ARTH20 4 ..... HlstoryofModern Art ...........................

"ARTH205  History of Contemporary Art

'ARTH211  History of Latin American At

. A RTH270 ..... Top1cs m Fm e Arts ..............................

. GD ESZ6 0 ..... HlStOI'y of Grap h1c De51 gn ......................

"INAR 164  Interior Architecture History 1

"INAR265  Interior Architecture History 2

3. You will take one lower-division social science course
in support of Academic Quality. Many majors specify
the course their students must take.

4. You will take one lower-division course from the
broad range of liberal arts and sciences disciplines in
support of Academic Quality. Many majors specify the
course their students must take.

5. You will also take one upper-division course (300 level)
from the broad range of liberal arts and sciences
disciplines in support of Academic Quality. Some
majors specify the course their students must take.

Social Responsibility

(Two lower-division courses, 6 units)

1. You will take one course in ethics toward an under-
standing of Social Responsibility. PHIL 210, Ethical
Systems fulfills this requirement, though majors may
identify other specific Ethics courses to do so.

2. You will take one science course in environmental
studies toward an understanding of Social Responsi-
bility. ENVT 220, Environmental Studies fulfills this
requirement.
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Transdisciplinarity

(Two lower-division courses and one

upper-division, course, 9 units)

1. Woodbury students take one Interdisciplinary Studies
core course (INDS 101, Journeys; 102, Natures; 103,
Conflicts; or 104, Knowledges) to develop an under-
standing of Transdisciplinarity.

2. You will take one natural science class with a labora-
tory component to further develop Transdisciplinar-
ity. Some majors specify the course their students
must take.

3. You will also take one upper-division (three-hundred
level) interdisciplinary course to understand and
engage in Transdisciplinarity in greater depth. Some
majors specify the upper-division interdisciplinary
course their students must take.

Innovation and Creativity

(Two lower-division courses)

1. You will take one art history course to support Inno-
vation and Creativity in your education. Some majors
specify the course their students must take.

2. You will also take one Innovation and Creativity
course provided within your major.

The Integrated Student

(One PPDV course or leadership experience, one
social science course, internship/work experience,
one co-curricular activity)

1. Woodbury provides one-unit courses in Personal and
Professional Development (PPDV) to support the
development of integrated students. Freshmen are
expected to take PPDV 100, Transition to Woodbury
as an introduction to integrating the university ex-
perience. Some majors encourage incoming transfer
students to take PPDV 200, Transition to Woodbury
to acculturate to the department’s high expectations
for transfers. Other majors require students to take
any PPDV course or serve in a recognized student
leadership role to fulfill this first Integrated Student
requirement.

2. You will take one lower-division social science course
to develop the Integrated Student aspect of your edu-
cation. Some majors specify the social science course
their students must take.

3. Each major specifies an internship or work experi-
ence requirement through which you will contribute
to the integration of your educational experience with
your personal and professional development. Speak
with your department chair for details on what your
major requires.

4. You will choose to engage in at least one co-curricular
activity during your time as a Woodbury student that
satisfies your department’s requirements for the Inte-
grated Student. Check with your department chair to
understand the department’s requirement.
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Below you will find a partial list of the Woodbury
courses that fall into the larger liberal arts and sciences
categories of art history, humanities, social sciences,
natural sciences, and mathematics. Speak with your fac-
ulty advisor or department chair to determine whether
and when you need a specific course or a course from a
specific category:

Art History Courses

(Fine Arts, Applied Arts [Animation, Avchitecture,
Fashion Design, Filmmaking, Game Art & Design,
Graphic Design, or Interior Architecture], or Music).
See above under Academic Quality.

Humanities Courses

(Academic Writing, Communication, Foreign
Language, History, Intevdisciplinary Studies,
Laterature, or Philosophy ).

WRIT 212 Rhetoric and Design
. CHIN 10 1 ..... Begmnmg ChmeseI .............................
CO MM20 3 ..... Commumcamon T h eory ........................
COMM210 Interpersonal Communication
CO MM 10 0 ..... Med1a Cult u re ....................................
CO MM23 1 ..... Oral Int erpretatlon ..............................
. F RE N 110 ..... Begmnmg FrenchI ..............................
. F REN 113 ..... Begmnmg French H .............................
. 1 N D S 10 1 ..... Joumeys ...........................................
. 1 N D S 10 2 ..... Natures ............................................
. I N D S 10 3 ..... Conﬂlcts ...........................................
INDS104 ..... Knowledges .......................................
. JAPN 11 0 ..... Begmnmg Japanese .I ............................
. JAPN 113 ..... Begmnmg Japanese I I ...........................
. LI T RZO 6 ..... The Short . Story ..................................
. LI T R270 ..... Toplcs leterature ..............................
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PHIL 201  Introduction to Philosophy

Social and Behavioral Sciences

SOC 210 Introduction to Sociology

Natural Sciences

BIOL 230  Biology (studio-lab course)

Mathematics
See above under Academic Quality

Note: Individual majors may have designated required
courses that support integrative learning in general
education. They may also have additional courses man-
dated from those in the above categories. Please refer
to individual majors for specific designated or additional
general education requirements.

Upper-Division

(300- and 400-level) Requirements:

In order to develop the goals of the Integrative Learning
curriculum at a higher level of complexity and skill, stu-
dents are required to complete two advanced courses;
one must be interdisciplinary in nature. These courses
are usually based on active learning practices and a
combination of short lectures (to clarify information)
and seminar discussion (for critical analysis of the infor-
mation). They often include group projects, oral

presentations, and written assignments (essay exams,
book reviews, research papers, etc.). In these courses,
so-called objective exams (multiple choice, true-false,
and fill-in-the-blank) are used only sparingly, if at all.

A minimum of three separate measures of student
performance are required, but at this level, at least two
of them must be written assignments involving critical
thinking and at least one opportunity to revise a written
assignment must be provided. Class sizes are limited

to twenty students. WRIT 112, Academic Writing II or
WRIT 212, Rhetoric and Design; and LSCI 105, Infor-
mation Theory and Practice or LSCI 106, Information
Sources in Architecture and Interior Architecture or
LSCI 205, Information in the Disciplines are prerequi-
sites for all upper division three-hundred and four-hun-
dred-level courses to help students further integrate the
learning from across their education.

WRIT 312  Rhetoric and Electronic Environments

2013-2014 Course Catalog
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PHIL 314  Existentialism
. PH I L 370 ..... T0p1csm Ph1 IOSOphy ............................
. POHISZ 1 ..... Int .é matlon .a.l. Wars ...............................
. POH182 2 ..... le Wars ..........................................
. POHISZ 3 ..... Gen oc1des .........................................
. POH132 4 ..... AIDS and EpldeHucs ............................
. POH132 5 ..... Modern R evolutlon s .............................
. POHI32 6 ..... TeI‘I‘OI‘lsm ..........................................
"POHI327  Classic Civil Rights Movements
" POHI328  Contemporary Civil Rights Movements
. POHISS 1 ..... ClaSS1 C P ohtlcal T h eory ........................
POHI332  Contemporary Political Theory
. POHISS 3 ..... Globahzat 1 On ......................................
. POH133 4 ..... Post m od ermsm ..................................
"POHI335 Migration and Colonization
"POHI336  Liberation and Decolonization
"POHI337  United States Constitutional Law
"POHI 338 International Law and Organizations
. POH137O ..... Top1cs m Pohucal Sc1en ce .....................
. PSY C 30 0 ..... Soc1 al Psychology ...............................
. PSY 030 1 ..... Group Processes .................................
. PSY C 30 5 ..... Pers onahty ........................................
. PSY C30 6 ..... Inﬂuence andPeI‘SuaSIOn ......................
. PSY CSO 7 ..... Self 1 n Somet y ....................................
. PSY C 30 9 ..... Abn ormal Psychology ..........................
. PSY C 31 1 ..... Human Sexuahty ................................
PSYC312  Environmental Psychology
. PSY C 313 ..... Soc1 al Cogm‘mon ..................................
. PSY C 314 ..... Psychology of Gend er ..........................
" PSYC 315 Industrial/Organizational Psychology
. PSY C 316 ..... CrossCultural PsychOIOgy ....................
PSYC 331 Advanced Statistics for the Behavioral
Sciences
. PSY 0370 ..... T0p1csm PsychOIOgy ...........................
. B I O L 870 ..... Toplcsm B1010g1ca1 Sc1en Ce ...................
. PHYSS70 ..... Top1c S m Phy s1ca1 S c1 ence .....................
. URBSSO 1 ..... Urban T heo ry ....................................
URBS302  Current Issues in Urban Studies
"URBS311 _ Urban Ecology and Los Angeles
. URBS312 ..... The Infrastructural . Clty ........................
. URBS32 1 ..... EnVlronmental Urbamsm ......................
URBSSZ 2 ..... The Global Metr O pOhS ..........................

For those courses of the Integrative Learning curric-
ulum that are part of degree-granting departments
(Communication, Animation, Architecture, Fashion
Design, Filmmaking, Game Art & Design, Graphic
Design, Interdisciplinary Studies, Interior Architecture,
Interdisciplinary Studies, Politics and History, and
Psychology) see the relevant department’s pages. For
all other courses of the Integrative Learning curriculum
in general education, see below. The descriptions below
also include minors offered in Art History, Literature,
Philosophy and Urban Studies.
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The School of Media, Culture, & Design administers the
programs in anthropology and sociology and the Office
of Student Development administers the Personal and
Professional Development program. The Institute of
Transdisciplinary Studies administers all others.

PERSONAL AND PROFESSIONAL
DEVELOPMENT

PPDV 100  Transition to College

Academic Proficiencies and Placement

Students are required to demonstrate the following
proficiencies or undertake course work to achieve the
proficiency:

Writing Proficiency and Placement

The English placement test is either a timed-essay exam
or a portfolio review. The timed-essay exam may place a
student into WRIT 100 or WRIT 111. A student cannot
take the timed-essay exam twice. In addition, if a stu-
dent places into WRIT 100, to fulfill graduation require-
ments, a student must complete WRIT 100, 111, and 112
(or 212, depending on one’s major). Also, if a student is
placed into WRIT 100 and disagrees with that place-
ment, then he or she may request a “challenge exam”
during the first week of class. If a student places into
WRIT 111, to fulfill graduation requirements, a student
must complete WRIT 111 and 112 (or 212, as noted).

Students complete the English Placement Test in order
to begin fulfilling the Academic Writing Requirement.
This requires each student to enroll in an Academic
Writing (or WRIT) course in consecutive semesters,
beginning with the student’s first semester, until com-
pleting the entire WRIT sequence with a grade of “C” or
better in each course. If a student enrolls in the equiva-
lent of a WRIT course off-campus, then the student still
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must complete these courses in consecutive semesters
and with a grade of “C” or better in each course. WRIT
112 or 212 is the last course in the sequence of writing
courses required for graduation. For complete infor-
mation about the English Placement Program and the
Academic Writing Requirement, contact the chair of the
Writing Department.

More details about writing can be found in this guide
under the Institute of Transdisciplinary Studies.

Computer Literacy

Students must demonstrate basic mastery of widely
used practical computer applications that are appro-
priate to their disciplines. Each major program creates
both the curriculum and assessment that assures
students’ proficiency. Details are available in this guide
under each major.

Information Literacy

Students must demonstrate a foundational level of infor-

mation literacy by the end of the first year in residence.

The information literacy requirement may be fulfilled in

one of four ways:

1. by completing LSCI 105, Information Theory and
Practice with a grade of “C” or higher;

2. by completing LSCI 106, Information Sources in
Architecture/Interior Architecture with a grade of “C”
or higher;

3. by completing LSCI 205, Information in the Disci-
plines with a grade of “C” or higher;

4. by earning a grade of “C” or higher in an equivalent
course at another institution.

More details about Information Literacy can be found
in this guide under the Institute of Transdisciplinary
Studies.

Mathematics Placement

All students must successfully complete one or more
college-level mathematics classes. These are Statistics,
College Algebra, Business Math, Business Statistics, and
Trigonometry with Descriptive Geometry. For freshmen
students, placement in these classes or in their prerequi-
sites (Elementary Algebra and Intermediate Algebra) is
determined by the Math Placement Test, which is given
during Student Orientation, Advising and Registration
(SOAR) each semester. Students must take the place-
ment examination within one semester of matriculation.

Transfer students who have completed a course equiv-
alent to MATH 049, Elementary Algebra within the last
year and received a grade of “C” (2.0) or higher may

be placed in MATH 149, Intermediate Algebra. These
students may enroll in a two-hundred level math class
if they take and pass the mathematics placement exam.
Transfer students who have completed a course equiva-
lent to MATH 149, Intermediate Algebra with a “C” (2.0)
or better will receive transfer credit for the course.
However, these students will be allowed to enroll in a
two-hundred level math course only if the equivalent
course was completed within the last two years or if
they take and pass the Mathematics Placement Exam.

Elementary Algebra corresponds to high school Algebra
I and Intermediate Algebra corresponds to Algebra II.
The placement test examines a student’s ability in both
of these areas. Students are advised to study their high
school mathematics texts prior to taking the place-
ment examination. There are no re-tests. Passing the
Intermediate Algebra portion of the placement test or
passing Intermediate Algebra with a grade of “C” (2.0)
or higher is required to enroll in college-level mathemat-
ics courses.

More details about Mathematics can be found in this
guide under the Institute of Transdisciplinary Studies.

2013-2014 Course Catalog
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School of
Architecture

Norman Millar, AIA, Dean

Woodbury School of Architecture is a network of hubs
strategically sited within the larger Southern California
megalopolis: Los Angeles, Burbank, and San Diego.
Together, these sites form a critical infrastructure for
architectural investigations. The school’s undergraduate
and graduate programs in architecture and interior ar-
chitecture educate students as entrepreneurs, architect
citizens, and cultural builders.

The School of Architecture offers a five-year
NAAB-accredited, professional Bachelor of Architecture
degree, a four-year CIDA- and NASAD-accredited Bach-
elor of Fine Arts degree in Interior Architecture, a
two-year and a three-year NAAB-accredited, profes-
sional Master of Architecture degree, and a one-year
post-professional Master of Science in Architecture
degree with an emphasis in Alternative Practice,
Entrepreneurship, and Dry Lands Design on the Los
Angeles—Burbank campus. The San Diego campus offers
a five-year NAAB-accredited, professional Bachelor

of Architecture degree, a two-year and a three-year
NAAB-accredited, professional Master of Architecture
degree, a one-year Master of Science in Architecture
with an emphasis in Landscape and Urbanism and a
one-year post-professional Master of Real Estate Devel-
opment for Architects.

Our undergraduate and graduate programs prepare stu-
dents to effect positive change in the built environment,
to tackle theoretical debates, and to take on architec-
ture as a critical practice. Our faculty are composed of
active and prolific architects, designers, and academics
practicing in Los Angeles, San Diego, and Tijuana. Inter-
nationally recognized and award-winning faculty work
closely with students, teaching the skills required to
expand the limits of practice and debate the possibilities
of our disciplines.

A Woodbury School of Architecture education rec-
ognizes that the design of the built environment is a
collaborative endeavor. We prepare our students—who
are ethnically, economically, and academically diverse—
to confidently engage in local and global discourse.
Through research and writing, our students craft a criti-
cal perspective from which to develop design strategies.
They are introduced to sustainable materials and new
technologies. In addition, they learn that design has the
potential to impact the world, to bridge culture, science,
and politics, and that with innovative design proposals
they can effect significant policy change.

We address urgent, contemporary issues grounded in
reality. School of Architecture graduates are critical
thinkers and cultural communicators ready to articulate
their arguments. They shape cities and landscapes,

love the act of building, and are prepared to utilize

their skills beyond traditional practices of architecture.
Knowledge of contested landscapes, real estate develop-
ment, emergent technologies, and policymaking helps to
shape the future of design. As they enter the profession,
they are equipped to tackle new specializations and
alternative practices.

2013-2014 Course Catalog
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Architecture
(BArch)

Jeanine Centuori, AIA, Chair
(Burbank-Los Angeles)

Catherine Herbst, AIA, Chair
(San Diego)

The professional architecture programs educate stu-
dents to become imaginative, entrepreneurial, and ethi-
cal leaders in the architecture profession. The five-year
nationally accredited professional Bachelor of Architec-
ture (BArch) degree engages questions about the built
environment across a wide range of topics: building and
digital technologies, communication and representation,
history and theory, and design inquiry. Our goal is to
train students not only as architects but also as citi-
zens. They learn to become professional architects who
are designers and cultural builders responsive to the
challenges of contemporary practice. The BArch takes a
broadminded approach to the economic, formal, social,
technological, and urban dimensions of architecture.

In addition to the core program, the faculty-based ini-
tiatives of the Architecture + Civic Engagement Center
(ACE), Arid Lands Institute (ALI), and Julius Shul-
man Institute (JSI) expand academic and professional
possibilities. Extensive optional study away programs
coupled with local community outreach provide op-
portunities for students to directly engage people and
places. Projects address relevant urban, community, and
societal concerns.

Students become both passionate and inspired shapers
of the built environment. Design studios form the core
of the architecture curriculum with applied knowl-
edge from theoretical, technical, and liberal arts study.
Students gain skills in drawing, model making, material
construction, computer design software, digital fabri-
cation, and critical writing. Educated to be articulate
critical thinkers and highly capable practitioners, our
students regularly distinguish themselves in design
competitions and scholarship awards, are valued as
leaders in the workplace, and go on to elite graduate
schools.

Hailing from varied backgrounds, our student body
reflects Southern California itself and creates a rich at-
mosphere of cultural diversity. Our dynamic faculty are

made up of practicing professionals and accomplished
academics. A low student-to-faculty ratio fosters a spirit
of collaboration and community, and, together, students
and faculty share a belief in the power of architecture to
effect positive change in the world at large.

MISSION
woodbury : architecture : transforms

We believe in architectural education
as transformative.

We believe in the radical possibilities of architec-
ture’s relevance — socially, environmentally, and
formally.

We are architects and critical thinkers who produce
other architects and critical thinkers.

Woodbury’s students, faculty, and graduates are
committed to architecture that is:

e intelligent — articulates a critical position;

e effective — addresses the challenges of
contemporary life;

e beautiful — fully vested in the transformative
power of beauty.

Consistent with the university’s mission, the School of
Architecture is committed to the training and educa-
tion of articulate and innovative design professionals.
The curriculum prepares our students to balance the
need to work competitively in the marketplace with the
equally important concerns of ethical conduct and social
responsibility.

PROGRAM LEARNING OUTCOMES
Graduates of the school are expected to master five
areas of study pertinent to all architecture listed below.

1. Critical Thinking — Graduates of the school will
have the ability to build abstract relationships and
understand the impact of ideas based on research and
analysis of multiple cultural and theoretical contexts.

2. Design — Graduates of the school will have the in-
ventive and reflective conception, development, and
production of architecture.

3. Building — Graduates of the school will understand
the technical aspects, systems, and materials in their

role in the implementation of design.

4. Representation — Graduates of the school will use
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a wide range of media to communicate design ideas
including writing, speaking, drawing, and model
making,.

5. Professionalism — Graduates of the school will have
the ability to manage, argue, and act legally, ethically,
and critically in society and the environment.

BURBANK/LOS ANGELES FACILITY
7500 Glenoaks Boulevard,

Burbank/Los Angeles, CA 91504
818.252.5121

Situated on the Burbank/Los Angeles line, the school
continually draws from and responds to the urgent and
conflicting demands of the region. The Burbank/LA
facility takes full advantage of the university’s academ-
ic offerings, student support services, comprehensive
library, and residential campus life. At the same time,
it offers specialized facilities including a wood/metal
shop, materials resource library, digital fabrication lab,
computing facilities, render farm, and twenty-four hour
access to studios, including a new fifteen-thousand
square-foot architecture building.

SAN DIEGO FACILITY
2212 Main Street, San Diego, CA 92113
619.235.2900

The social, political, and environmental issues of the
San Diego area affect architectural context at a transna-
tional level. The San Diego facility takes full advantage
of the opportunities present in this rapidly growing,
complex, and diverse region. The school draws from
and responds to the urgent and conflicting demands of
the region. The San Diego facility houses an architec-
ture-only curriculum in a complex composed of design
studios with twenty-four hour access, a library focused
on architecture, urbanism and development, lecture hall
and gallery space, classrooms, wood/metal shop, digital
fabrication lab, and computing facilities. The San Diego
Architecture Program was founded in 1998 in collabora-
tion with San Diego Mesa College.

HOLLYWOOD GALLERY
6520 Hollywood Blvd., Los Angeles, CA 90028

Woodbury University’s Hollywood gallery is located on
Hollywood Boulevard in a storefront at the core of the
historic redevelopment district. The Hollywood gallery

is a public resource, providing exhibition and event
space to community organizations such as the Los
Angeles Forum for Architecture and Urban Design and
Architecture for Humanity.
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ARCHITECTURE + CIVIC
ENGAGEMENT CENTER

The center promotes civic engagement with projects for
non-profit groups dedicated to social and environmental
justice. Design/build and architectural design projects
explore relevant societal issues such as the Americans
with Disabilities Act, architecture for disadvantaged
communities, and tactical urbanism. Projects typically
begin with relationships formed between communi-
ty-based organizations and groups of students, and are
developed further with grants funding.

GRADUATE PROGRAMS IN ARCHITECTURE
(1-year, 2-year and 3-year)

Woodbury University offers graduate programs in
architecture for students with diverse undergraduate
preparation. Our one-year post-professional programs
provide focused curricula that allow students who
already hold a professional degree (NAAB-accredited
BArch, MArch, or DArch) to continue their architectur-
al studies for three intensive semesters, beginning in the
fall and concluding in the summer. The San Diego-based
Master of Real Estate Development for Architects is

led by renowned architect/developers Ted Smith and
Jonathan Segal. The post-professional Master of Science
in Architecture in Burbank/LA offers an emphasis in
Alternative Practice, Entrepreneurship, and Dry Lands
Design. The program in San Diego offers an emphasis in
Landscape and Urbanism.

The two-year professional Master of Architecture pro-
gram is open to graduates with a four-year pre-profes-
sional architecture degree, or with an equivalent degree
in architectural studies. The three-year professional
Master of Architecture degree is for graduates with a
bachelor’s degree in any non-architecture program.
Both are designed to provide the foundation for a criti-
cal, transformative practice of architecture, and incor-
porate a summer of intensive fieldwork to challenge and
expand each student’s research and design perspective.

See the Woodbury Graduate Bulletin for details.
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ACCREDITATION

The National Architectural Accrediting Board (NAAB)
accredits the Bachelor of Architecture and Master of
Architecture program at Woodbury University. In the
United States, most state registration boards require a
degree from an accredited professional degree program
as a prerequisite for licensure. The National Architec-
tural Accrediting Board, which is the sole agency au-
thorized to accredit U.S. professional degree programs
in architecture, recognizes three types of degrees: the
Bachelor of Architecture, the Master of Architecture,
and the Doctor of Architecture. A program may be
granted a six-year, three-year, or two-year term of ac-
creditation, depending on the extent of its conformance
with established educational standards.

Doctor of Architecture and Master of Architecture
degree programs may consist of a pre-professional un-
dergraduate degree and a professional graduate degree
that, when earned sequentially, constitute an accredited
professional education. However, the pre-professional
degree is not, by itself, recognized as an accredited
degree.

Woodbury University School of Architecture offers the
following NAAB-accredited degree programs:

BArch (160 undergraduate credits)
MArch (pre-professional degree + 63 graduate credits
or non-pre-professional degree + 93 graduate credits)

The next accreditation visit for the professional BArch
and MArch programs is in 2015.

FULL-TIME FACULTY

Dean, School of Architecture

Norman R. Millar, AIA, Professor

MArch, University of Pennsylvania, Philadelphia

Associate Dean, School of Architecture
Randall Stauffer, IIDA, Professor
MArch, University of California, Berkeley

Chair, BArch (Burbank/Los Angeles)
Jeanine Centuori, AIA, Professor
MArch, Cranbrook Academy of Art

Chair, BArch (San Diego)
Catherine Herbst, AIA, Associate Professor
MArch, Montana State University

Chair, MArch
Ingalill Wahlroos-Ritter, AIA, Professor
MArch, University of California, Los Angeles

Graduate Programs Coordinator,

MArch & MSArch (San Diego)

Héctor M Pérez, Visiting Faculty

SMArchS, Massachusetts Institute of Technology
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Chair, MRED
Armistead Smith
BArch, University of Virginia

Stanley P. Bertheaud, Professor
MArch, North Carolina State University

Ewan Branda, Associate Professor
PhD, University of California, Los Angeles

Mark Ericson, Assistant Professor
MArch, Southern California Institute of Architecture

Anthony Fontenot, Associate Professor
MArch, Southern California Institute of Architecture;
PhD, Princeton University

Eric W. Olsen, Associate Professor
MArch, Harvard University

Jose Parral, Associate Professor
MA, Architectural Association, London

Nicholas W. Roberts, AIA, Professor
MA, Trinity College, Cambridge, England

Marcel Sanchez-Prieto, Assistant Professor
MArch, University of California, Los Angeles

Paulette Singley, Professor
PhD, Princeton University

Gerard Smulevich, Professor
MArch, University of California, Los Angeles

Thomas Mark Stanley,
Visiting Assistant Professor
MArch, MS Design Research, University of Michigan

Linda Taalman, Associate Professor
BArch, The Cooper Union
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PROFESSORS OF PRACTICE AND
PARTICIPATING ADJUNCT FACULTY

Barbara Bestor, Los Angeles,

Distinguished Professor of Practice

MArch, Southern California Institute of Architecture

Berenika Boberska, Los Angeles,

Professor of Practice

Diploma in Architecture, the Bartlett School of Archi-
tecture

Matthew C. Boomhower, San Diego
BArch, University of Tennessee

Philipp Bosshart, San Diego
MArch, Southern California Institute of Architecture,
MArchRED, Woodbury University

Miki Iwasaki, San Diego
MArch, Harvard University

Christoph Korner, Los Angeles
MArch, University of California, Los Angeles

Alan Loomis, Los Angeles
MArch, Southern California Institute of Architecture

Elizabeth Mahlow, Los Angeles
BS, California Polytechnic State University

Salvador Medina, San Diego
MArch, University of California, Berkeley

Louis Molina, Los Angeles,
Assistant Chair, Los Angeles-Burbank
MArch, Southern California Institute of Architecture

Jay W. Nickels, Los Angeles
BArch, University of Southern California

Mark Owen, Los Angeles, Professor of Practice
MArch, University of California, Los Angeles

Rene Peralta, San Diego
BArch, New School of Architecture

Christopher Puzio, San Diego
MArch, Cranbrook Academy of Art

Philip Ra, Los Angeles
MArch, Harvard University

Koje Shoraka, Los Angeles
MS, Michigan State University

Clark Stevens, Los Angeles, Professor of Practice
MArch, Harvard University

Sonny Ward, Los Angeles
MArch, University of California, Los Angeles

ADJUNCT FACULTY
Nicole Acaron-Toro
MArch, University of Southern California

Hadley H.S. Arnold, Los Angeles
MArch, Southern California Institute of Architecture

Peter Arnold, Los Angeles
MArch, Southern California Institute of Architecture

Shawn Benson, San Diego
MArch, New School of Architecture and Design

Akore Berliner, San Diego
BA, San Diego State University

Emily Bills, Los Angeles
PhD, New York University

James Bleisner, San Diego
MA, Boston University

Benjamin Bratton, San Diego
PhD, University of California at Santa Barbara

James Bucknam, Los Angeles
BArch, Woodbury University

Monica Bucknam, Los Angeles
BFA, Woodbury University

Michael Burnett, San Diego
MArch RED, Woodbury University

Kristin Byers, San Diego
BArch, University of Arizona

Jacob Chan, Los Angeles
DMS, Polytechnic of Central London, England

James E. Churchill PE, San Diego
MS, University of Massachusetts
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Frank Clementi, Los Angeles
BArch, California State Polytechnic University, Pomona

Oscar Corletto, Los Angeles Shop Master
BArch, Woodbury University

Adriana Cuellar, San Diego
M Design Studies, Harvard University

Matthew Daines, Los Angeles
MArch, Southern California Institute of Architecture

Wanda Dalla Costa, Los Angeles
MArch, University of Calgary

Daniela Deutsch, San Diego
MArch, Tech. University of Darmstadt, Germany

Brian Dick, San Diego
MFA, University of California, San Diego

Andrea Dietz, Los Angeles
MArch, Rice University

Luis Elias, San Diego
MA Urban Planning and Geography, Universidad
Iberoamericana

Brett Farrow, San Diego
MArch, New School of Architecture and Design

Russell Fortmeyer, Los Angeles
MA, University of California, Los Angeles

Eva Friedberg Isaak, San Diego
PhD, University of California, Irvine

Anne Garrison, San Diego
MA, New England School of Photography, Boston

Scott Glazebrook, San Diego
MArch, University of Texas, Austin

April Greiman, Los Angeles
BFA, Kansas City Art Institute

Jeff Haile, San Diego
JD, University of San Diego

Katherine Harvey, Los Angeles
MLA, University of Pennsylvania

Jonathan Heckert, San Diego
MArch, Cooper Union

Tyler Hanson, San Diego
MArchRED, Woodbury University

>
=
o
iy
=
®
o
~
=
=
®

Guillermo Honles, Los Angeles
MArch, University of California, Los Angeles

Casey Hughes, Los Angeles
MArch, Harvard University

Molly Hunker, Los Angeles
MArch, University of California, Los Angeles

Theresa Hwang, Los Angeles
MArch, Harvard University

Eric A. Johnson, San Diego
MArch, Cornell University

Helena L. Jubany, Los Angeles
MArch, California State Polytechnic University

Robert E. Kerr, Los Angeles
MArch, Georgia Institute of Technology

Jason F. King, Los Angeles
Digital Fab Lab Manager
BArch, Woodbury University

Jonathan Linton, San Diego
MSAUD, Columbia University

Sebastian Mariscal, San Diego
Escuela Tecnica Superior de Arquitectura de Barcelona

Michael McDonald
MArch, Southern California Institute of Architecture

Nathan Moeder, San Diego
BA, University of San Diego

Daniel Nissimov, San Diego
MS, University of Michigan

Martin Paull, Los Angeles
MA, University of California, Los Angeles

Daniel Rabin, Los Angeles
MArch, University of Toronto
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Ramon Ramirez, Los Angeles
MArch, University of California, Berkeley

Marc Rapisardi, Los Angeles
BArch, Woodbury University

Deborah Richmond, Los Angeles
MArch, University of Minnesota

Todd Rinehart, San Diego
MArch, Montana State University

William Roschen, Los Angeles
BArch, University of Arizona

Lloyd J. Russell, San Diego
BArch, California Polytechnic State University

David Saborio, San Diego
MArch RED, Woodbury University

Jonathan Segal, San Diego
BArch, University of Idaho

Sebastian Seimer, San Diego
BArch, Woodbury University

Peter Simmonds, Los Angeles
PhD, Technical University, Delft

Patrick Shields, San Diego
MArch, Southern California Institute of Architecture

John Sturla, San Diego
BArch, California Polytechnic State University

Elizabeth Timme, Los Angeles
MArch, Harvard University

Christi Van Cleve, Los Angeles
MArch, Harvard University

Doug Wiganowske, San Diego
MArch, Southern California Institute of Architecture

Giulio Zavolta, Los Angeles
MArch, University of California, Los Angeles

Alvaro Zepeda, Los Angeles
MArch, California State Polytechnic University, Pomona

Curriculum Summary
ARCHITECTURE MAJOR CURRICULUM
Leading to the Bachelor of Architecture
(BArch) Degree

Units

Major (M) 97
General Education/Integrative Learning (GE/IL) 53
Unrestricted electives (UE) 10
Minimum semester hours required 160
SUGGESTED SEQUENCE OF COURSES
FIRST YEAR
Fall Semester
ARCH 182  Design Studio 1A: Principles &

Processes, Bodies and Objects 4 M
ARCH . 1 14 e Des1gn C 0mn1un1cat10nl .................. 3 M
WRIT111 ..... AcademlcwntmgISGE/IL
INDS IXX  Interdisciplinary Core 3 GE/IL_
MATH 149(]011egeA1gebra 3GE/IL
iy )
Spring Semester
ARCH 183  Design Studio 1B: Natural

Tendencies 4 M
ARCH . 211 ..... De31gn G Ommumcamon 2 ................. 3 M
MATH249CollegeA1gebra SGE/IL
WRIT112 ..... AcademlcwrmngHSGE/IL
L SCI . 1 05 e Informamon Th eory ................... 1 GE/IL

SECOND YEAR
Fall Semester

ARCH 281  Design Studio 2A: Program

Janet Yoon, Los Angeles and Space .................................... 5 M

MAI‘Ch, University of Michigan ARCH 243 Materials and Methods 3M
ARCH 267  World Architecture 1 3M

Doug Young, Los Angeles MATH 251  Trigonometry w/Descriptive

BArch, Southern California Institute of Architecture Geometry 3 GE/IL
ENVT 220  Environmental Studies 3 GE/IL
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Spring Semester

ARCH 283  Design Studio 2B: Site Orders 5M
. ARCH250 ..... Professmnal Practlce 1 ........................
Documentation & Codes 3M
. ARCH268 . World Arcmtecturez ................. SGE/IL
. PH Y S 2 7X . Tng based Phys1cs ................... SGE/IL
COMM 120 _ Public Speaking 3 GEIL
THIRD YEAR

Fall Semester

ARCH 383  Design Studio 3A:

House and Housing 6 M
ARCH . 330 . Theory ofArcmtecture .................... 3 M
ARGH . 326 . Structures 1 .................................. 3 M
PHIL210 . Etmcalsystems SGE/IL
LT Soc1 .a.l. Smen ceelecmve e 3GE/IL

Spring Semester

ARCH 384  Design Studio 3B: Structure,
Systems, Space and Form 6 M

Work Experience (Students must complete 160 hours
of work experience with a licensed architect or
allied professional)

FOURTH YEAR
Fall Semester

ARCH 487  Design Studio 4A: Compre-

hensive 6 M
ARCH . 464 . Sy stems Integratl On ........................ 3 M
ARGH . 366 . Contemporary Issues ............................

Practice and Theory 3M
P Soc1a1 Sc1enceCourse T SGE/IL

Design 6 M

ARCH 334  Urban Design Theory 3M
__ General Education/Integrative

Learning Elective 3 GE/IL

FIFTH YEAR

Fall Semester

ARCH 491  Design Studio 5A: Topic 6 M

ARCH 448 . Profess1onal Practlce23M

" 3XX  General Education/Integrative
Learning Elective 3 GE/IL

B, Unrest I'lCted Ele ct 1 Ve .................... 3 UE .

Spring Semester

ARCH 492  Degree Project 6 M

SR ProfessmnalPractlceSSM

SRR Unrest I"lCted electwe ..................... 3 UE .
P Err R Unrest I‘lCted elecuve ..................... 8 UE .

ARCHITECTURE ELECTIVE COURSES

ARCH 212  Digital Media 3
T Object Makmg ............................... y
e D1g1tal B -
U -
ST SoftwareWorkshop ........................ -
I AR hOp ......................... -
B R g o Makmg ..........................

Workshop 1

ARCH 351  Design, Animation &
Simulation in Digital Envir.

ARCH 352  Fictional Cartographies 3
. ARCH375 ..... Urban E nwronmen t ..........................
Foreign Study 3
ARCHSQS ..... Th1 rd YearOpen Studlo 1 ................. 6
ARCH 8 931 ..... Th1 rd YearOpen Stule 2 ................. 6
" ARCHA75  Foreign Study Summer Studio 6
" ARCH493  Fourth Year Open Studio 1~ 6
ARCH4931 Fourth Year Open Studio 2 6
ARCH4932  Fourth Year Open Studio 3 6

Assessment Process

Faculty in the Bachelor of Architecture program assess
individual student learning in each project and for each
course, following grading guidelines established across
the university and adapted to standards the Architec-
ture faculty set for achievement. The faculty also en-
gage in continual assessment of the effectiveness of the
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program, the curriculum, and its sequence. As we strive
for ever-higher teaching and learning goals and demon-
strate our commitment to national architectural educa-
tion standards, we identify key points at which we can
measure the effectiveness of the curriculum through
student progress toward the five tracks of mastery.

The curriculum has two major parts, core and advanced,
with a capstone at the end of each demonstrating
summative student learning. The portfolio review at the
end of third year measures whether a student has suffi-
ciently developed skills, knowledge, and the capacity to
engage in advanced architectural design inquiry. It also
gives faculty the opportunity to review the efficacy of
the core curriculum.

The final two years of the program ask the student to
make individual choices about the kind of studio and
seminar work s/he engages in, moving through a com-
prehensive design studio (ARCH 487, Studio 4A), an
intensive research project (ARCH 448, Pro Practice 2),
and culminating in a degree project the focus of which
is largely determined by the student. ARCH 448 serves
as capstone to the critical thinking track, and ARCH
492, Degree Project is the capstone for demonstrat-

ing mastery and integration of all five tracks through
one project. Like the third-year portfolio review, both
advanced capstone projects are summative measures of
student learning but also allow the faculty to gauge the
effectiveness of the advanced curriculum and the extent
to which the advanced work builds on and integrates
the core.

In addition to the summative assessment of student
learning outcomes at the major milestones (third-year
portfolio, ARCH 448 research, degree project), forma-
tive assessment occurs within each studio and is the
foundation of Woodbury Architecture’s studio educa-
tion. As they develop their projects students receive
regular, rigorous and critical feedback, in small groups,
larger groups, and individual desk critiques; they also
learn to provide rigorous and critical feedback to their
peers as well as to their own progress and process.

Formative assessment processes for student learning
include:

Studio or Seminar Small Group Critiques

Students present their work to a group including

other students and the instructor for feedback on (1)
research and analysis; (2) development of an idea or be-
lief; (3) process rigor and intermediate step completion;

(4) movement toward clarity of idea or resolve of issue;
and (5) the skill and craft with which all media — two-di-
mensional, three-dimensional, writing, speaking, etc. —
are used. Students are expected to manifest a response
to this feedback in the next iteration of the project.
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Studio or Seminar Peer Critiques

Students present their work to each other for feedback
on the same five points. In addition to developing these
points in their own projects, students develop critical
thinking and communication skills by providing relevant
and cogent responses to other solutions and ways of
working.

Studio Individual Desk Critiques

Student and instructor meet one-on-one at the student’s
desk to review progress in the project and to discuss
direction for continued development. Students learn to
work quickly to test new ideas, to manifest their ideas in
multiple media, and to evaluate the content of criticism.

Lecture/Seminar Multi-Step Projects

Many lectures and seminars require iterative processes
to develop a final product, whether a written paper, a
presentation, a multimedia analysis, or a construction.
The iterations provide the instructor with a gauge of
student progress and provide students with intermedi-
ate feedback that contributes to product development.

Public Project Reviews With Jury

Students present their work publicly to their peers,
instructor(s) and invited guests, often architects, allied
professionals, and other design educators, at the end
of a project or semester. The jury’s comments are both
summative and formative; they evaluate the work before
them for research and analysis, development of idea

or belief, rigor and completion, clarity and resolve, and
skill and craft, but they also suggest other approaches
to the solution or additional work that might be done
in any of the five areas noted. The jury’s remarks are
intended to influence the student in future work, not
merely as judgment of the current work.

Public Gallery Reviews

Students present their work in a group gallery. Peers,
instructors and invited guests make a passive first pass
through the gallery, observing the overall output of the
group, then engage individual students in active con-
versation about their work and how it contributes to the
body of work on display. Students learn that their design
ideas exist in and affect a context that has physical,
intellectual, aesthetic, social, and historical value.
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RESULTS OF LEARNING
Portfolios
Public Studio Reviews
Grand Critique
ARCH 448, Degree Project Preparation Book
ARCH 492, Degree Project Reviews
Architecture Archives

Portfolio

Transfer portfolio: Although portfolios are not required
for admission to the BArch program, they are required
for placement of transfer students once admitted. The
transfer portfolio review evaluates the extent to which
students demonstrate achievement in the five tracks of
mastery: critical thinking, design, building, representa-
tion, and professionalism. Woodbury Architecture stu-
dents are required to maintain an updated portfolio that
presents their work from each design studio completed
at Woodbury. Students are encouraged to include work
from supporting courses in architecture and general
education. The intent of the portfolio is to demonstrate
progress and achievement in the five tracks of mastery.

A portfolio review may also be required for advising
purposes, admission to special courses or programs, or
for special petitions.

Third-Year Portfolio: Architecture faculty review the
portfolio at the end of the third year to assess whether
the student has sufficiently developed the five tracks of
mastery to proceed to the advanced curriculum. Passing
the Third-Year Portfolio Review is a prerequisite for
ARCH 487, Design Studio 4A: Comprehensive Design.
Students who fail the portfolio review are required

to fulfill the recommendations of the portfolio review
board, and may be required to repeat at least one
previous studio before they resubmit their portfolio for
successful review. No student may advance in the cur-
riculum without having passed the Third-Year Portfolio
Review.

Students are strongly recommended to enroll in the
one-unit portfolio workshop concurrently with 3B.
Portfolio format specifications are discussed in this
workshop; at a minimum, each project in the portfolio
must be identified with project name, a statement on
the intent of the project, course number and instructor
name.

Public Studio Reviews
The review of studio projects is always public. This
serves two purposes: it asks students to model presen-

tations (visual, verbal, written) for their professional de-
velopment, and it asks the program to set and maintain
high standards for student outcomes, as the displayed
work reveals the program’s, instructor’s, and student’s
achievements to professionals, educators, and the great-
er Woodbury community.
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Grand Critique

In the fall of students’ fifth year, three members of the
class publicly prepare and present the work they have
produced in their architectural education. They reflect
on the meaning of that education, on larger implications
for architectural education and architecture itself, and
on their future. The Grand Critique is an all-school
meeting, so students at all levels and faculty from across
the curriculum engage in this dialog about architecture
and the program. The three students are chosen by
highest overall GPA, faculty choice, and from among the
whole class by their peers. Guests representing Wood-
bury’s administration, Woodbury’s non-architecture
faculty, and the professional community are invited to
join in the celebration and discussion.

ARCH 448 Degree Project Preparation Book

The intense, sustained research and analysis of ARCH
448, Professional Practice 2 is manifested by each stu-
dent in a self-published book. The books are displayed
at the end of the semester in a gallery review, during
which students also present their proposals for a degree
project. The best books from each fall are duplicated
and catalogued in the library.

ARCH 492 Degree Project Reviews

The degree project serves as a capstone of student
learning and achievement of the five tracks of mastery.
Students demonstrate the application of theoretical re-
search and positioning and their ability to integrate site,
program and other design issues in a self-initiated archi-
tectural design project through a rigorous level of highly
resolved work. The degree project reviews are our

most public display of learning outcomes; guest critics
are highly recognized in the professional and academ-

ic realms. Families attend the reviews to observe the
culmination of their students’ undergraduate education.
The debates generated in the review of student work
stimulate our faculty, graduating students and continu-
ing students to imagine greater levels of achievement,
architecturally and academically. The degree project
reviews promote the quality of Woodbury’s School of
Architecture regionally, nationally and internation-

ally, launching our graduates into highly competitive
positions and the best graduate schools, attracting new
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faculty for the quality of the program and intellectual
debate, and setting the bar ever higher for our con-

tinuing students. Degree Project honors are awarded
in each of the five tracks of mastery: critical thinking,
design, building, representation, and professionalism.

Architecture Archives

The university reserves the right to retain student work
for archival purposes. The School of Architecture is re-
quired by the National Architectural Accrediting Board
(NAAB) to maintain a current archive of student work
demonstrating that the curriculum engages the student
performance criteria established by the NAAB and its
collateral organizations. Archived student work may be
used for assessment and accreditation purposes and for
the support of teaching/learning,.

Academic Standards

Design Studio Academic Standards

Students must maintain a cumulative grade point
average of 2.0 or higher for every two consecutive
design studios in order to continue in the design studio
sequence. A student whose two-studio GPA drops below
2.0 must repeat one of those two studios as necessary
to achieve the minimum GPA prior to enrollment in the
succeeding studio.

Upper-Division Studio Requirements

Every architecture student must satisfy the following
three upper-division studios prior to taking ARCH 492,
Degree Project, with at least one of those studios taken
in a regular fifteen-week semester: ARCH 487, Design
Studio 4A: Comprehensive Design; ARCH 489, Design
Studio 4B: Urbanism; and ARCH 491, Design Studio 5A:
Contemporary Topics.

Students may substitute two upper-division mini design
studios for ARCH 491, Design Studio 5A: Contem-
porary Topics. No more than one Advanced Digital
Studio (ADS) can be used in the substitution. The
grade earned in each of the mini studios used in the
substitution must be “C” (2.0) or better. Students must
complete four studios at Woodbury as well as the pre-
requisites for 5A before they can take a mini-studio that
will count towards half of Studio 5A. Student cannot be
concurrently enrolled in a mini-studio that will count
towards half of Studio 5A and a full studio. Two minis
do not satisfy the requirement that students take a
fifteen-week, six-unit upper division studio.

Studio Culture Policy
The Studio Culture Policy describes norms and expecta-

tions for student and faculty conduct in the architecture
program,; it is distributed on the first day of studio each
semester. Students and faculty sign an agreement each
semester to abide by the policy. The policy is reviewed
and revised at the close of each spring semester.
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Satisfactory Progress Policy

Students are expected to maintain satisfactory progress
in the BArch program. A student who earns a GPA be-
low 2.0 in three semesters, which need not be consecu-
tive, is subject to dismissal from the program.

A student who does not pass a studio with a 2.0 or bet-
ter after enrolling in it three times is subject to dismissal
from the program.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

Work Experience

Prior to graduation, candidates for the Bachelor of
Architecture degree must complete 160 hours of work
in the office of an approved architect or allied profes-
sional. The work experience must be accomplished
after the completion of the second year and prior to the
completion of the fifth year. With the aim of maintaining
the highest level of excellence in course work, full-time
students are encouraged to work no more than twenty
hours per week.

Study Abroad and Travel Programs

Woodbury School of Architecture offers a number of
opportunities to travel and study both within the United
States and overseas, ranging from short trips to South
and Central America and the American Southwest, to a
summer semester abroad in Nanjing, Barcelona, Rome,
Berlin, Paris, and other cities. The summer abroad
programs offer full-credit studio and lecture classes
exploring theory, design, and history in these highly
charged urban settings. These and other travel/study
opportunities as well as formal exchange programs with
select universities provide a broad menu of choices for
our students.
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Fast Track

An architecture student may opt to begin a fast track on
the five-year BArch program by attending ARCH 493.2,
an upper-division contemporary topic studio, in the
summer following the completion of the second year of
the program only if the student satisfies the following
requirements:

e the student has a minimum studio GPA of 3.0 for the
first two years of study;

e the student has a minimum overall GPA of 3.0 for
the first two years of study;

e the student has passed all required classes through
the second year of the curriculum,;

e the student must meet with the department chair
or associate dean to discuss the academic plan and
must sign a fast track contract outlining those plans.

The fast tracking student must maintain the required
GPA and continue to meet curriculum requirements
through the third year, and pass the portfolio review,
after which the student takes an upper-division urban
studio (ARCH 493.1 or ARCH 475) in the summer.

COMPUTER LITERACY REQUIREMENTS

The School of Architecture requires its graduates to
be literate in the current media of representation and
communication.

e Proficiency in email, as demonstrated through reg-
ular communication with school administration and
course instructors.

e Proficiency in internet research, as demonstrated
through successful completion of or transfer of an
appropriate equivalent to LSCI 105, and as practiced
at all studio levels and in all history/theory courses
through bibliographic documentation of database
use and citation of web-based sources (specific
examples can be found in assignments in ARCH 183,
ARCH 243, ARCH 267, ARCH 268, ARCH 330, ARCH
448).

e Proficiency in word-processing, as demonstrated at
all studio levels through research assignments and
essays that are submitted as .doc or .pdf files (spe-
cific examples can be found in assignments in ARCH
182, ARCH 183, ARCH 243, ARCH 267, ARCH 268,
ARCH 448).

e Proficiency in computer-aided design, as demon-
strated through successful completion of ARCH
211 or an approved equivalent transfer course and
pre-admittance portfolio review, the gateway portfo-
lio review in ARCH 384, and studio-specific presen-
tation requirements.

e Proficiency in graphic composition and desktop
publishing, as demonstrated through the third-year
gateway portfolio (ARCH 384) and the Professional
Practice 2 pre-design research books (ARCH 448).
Media literacy is embedded in the curriculum at all
levels, and architecture students are expected to
demonstrate these proficiencies through successful
completion of their coursework, including the cours-
es identified above.
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STUDENT COMPUTER AND OTHER
EQUIPMENT REQUIREMENTS

Students are responsible for their own email and ISP
accounts; student-owned computers used on campus
should have the following minimum specifications:

Recommended PC Laptop

e Intel Core 2 Duo 1.8GHz or higher (the highest you
can afford)

e 2 GBRAM

e Minimum of 80 GB of hard disk space (7200 RPM
for DV and HDV editing)

e Minimum 128 MB Hardware-Accelerated OpenGL®
graphics card

e 3-button mouse with mouse driver software

e DVD+-RW/CD-RW drive

e Microsoft DirectX-compatible sound card

e OHCI-compatible IEEE 1394 video interface card
for DV and HDV

e Microsoft Windows XP Professional with Service
Pack 2 (or current release)

e External hard drive is recommended - at least
250 GB+

e Wireless Network Card

Students should expect to replace the laptop once
during the five-year program. A 3-4 GHz desktop is
more affordable and faster than the laptop, will last
longer, and is less likely to be lost or stolen, but it lacks
the versatility to be used in a study-abroad program or
taken home from the dedicated studio space.

Recommended Software:
Students should have the most recent release of the
following;:

e AutoCAD Architecture

e 3ds max

e Adobe suite “enhanced version”

e Rhino

e Revit

e Microsoft Office

e Current FTP Software of your choice
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Architecture Courses

ARCH 114 Design Communication 1

3 UNITS

Various drawing skills used in two- and three-dimen-
sional methods and media of representation are intro-
duced. Methods of perception, technique, composition,
critical evaluation and presentation are studied through
representational assignments. Emphasis is placed on
orthographic projection and documentation and con-
structed hard line drawing techniques. Equivalent to
ARIA 114. Studio. Prerequisite: none.

ARCH 182 Design Studio 1A: Principles and Pro-
cesses, Bodies and Objects

4 UNITS

Fundamental principles and processes of two- and
three-dimensional design are introduced through the
real scale study of objects and their relationship to

the human body. Methods of perception, technique,
composition, critical evaluation and verbal, written and
graphic presentation are studied through both abstract
and representational assignments using various means
and media. Studio. Prerequisite: none.

ARCH 183 Design Studio 1B: Natural Tendencies
4 UNITS

The relationship of architecture to the body is devel-
oped further with an exploration of essential architec-
tural principles as they relate to a fundamental under-
standing of natural elements and human tendencies.
Projects introduce scale, enclosure, architectural ele-
ments, spatial expression and program as form givers.
An emphasis is placed on section, three-dimensional
modeling and orthographic documentation and writing.
Studio. Prerequisite: none.

ARCH 211 Design Communication 2

3 UNITS

Various skills used in two- and three-dimensional meth-
ods of representation employing digital media are in-
troduced, with an emphasis on their use as design tools

that merge traditional and electronic techniques. Studio.

Prerequisite: ARCH 114, Design Communication 1.

ARCH 212 Digital Media

3 UNITS

An introduction to the principles and methods of
computer modeling and visualization applications

on the Windows platform (Autocad, 3D StudioMax ,
Photoshop, Rhino and Maya). The class explores the
issues relating to and places emphasis on working and

communicating three-dimensionally in a digital environ-
ment. Studio. Prerequisite: ARCH 211, Design Commu-
nication 2.

ARCH 243 Materials and Methods
3 UNITS
Each major material - wood, masonry, steel, concrete
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and glass - is placed within a fundamental context of
physical properties, historical evolution, structural
behavior, sustainable design, contemporary methods of
construction and detailing, building envelope systems,
and new and future products. Their influence on design
with respect to durability, building cost, lifecycle cost,
and scheduling is evaluated. Lecture. Prerequisite:
ARCH 182, Design Studio 1A: Principles and Processes,
Bodies and Objects.

ARCH 250 Professional Practice 1:
Documentation and Codes

3 UNITS

Legal codes and regulations that affect architecture
and influence design are reviewed, including a study of
energy, accessibility, egress and life-safety. The develop-
ment of project documentation based on local codes is
studied, with an emphasis on technical documentation,
drawing format organization and outline specifications.
Lecture. Prerequisites: ARCH 211, Design Commu-
nication 2 and ARCH 183, Design Studio 1B: Natural
Tendencies.

ARCH 267 World Architecture 1

3 UNITS

History and theory of architecture and design that span
a chronological period from prehistory to the nineteenth
century in Western and non-Western societies are
surveyed. The course traces history with a process of
focused explorations into diverse cultures, geographies,
and places that cut through many layers of historical
time. When considered together, these explorations
contribute to an understanding of architecture as a
deeply bound discipline with components that range
from the artifacts of everyday life and ritual, to building
traditions and practices, to the larger forces of geogra-
phy and the design of entire cities. Equivalent to INAR
164, History I, Ancient-1800. Lecture. Prerequisite:
INDS 10x.

ARCH 268 World Architecture 2

3 UNITS

Histories and theories of architecture, urbanism, and
interiors are surveyed in Western and non-Western soci-
eties from 1900 to the present. The focus of this course
is on the formal, aesthetic, cultural, and socio-political
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dimensions of modernism. Different historiographies
are developed as various approaches in understanding
modern architecture in its varied contexts, including
but not limited to Marxist, Feminist, and Psychoanalyt-
ic. Lecture. Prerequisite: INDS 10x.

ARCH 269 Object Making

3 UNITS

An exploration of craft techniques in the making of
furnishings and fixtures utilizing an array of materials.
Studio. Prerequisites: ARCH 114, Design Communica-
tion 1 and ARCH 211, Design Communication 2.

ARCH 2740 Digital Fabrication

TUNIT

In a Digital Fabrication Workshop, students become
familiar with digital fabrication technology and practice
techniques of digital fabrication. Each course is repeat-
able twice for credit. Studio. Pass / Fail.

ARCH 2741 Profession and Practice

TUNIT

The Profession and Practice Workshop prepares stu-
dents to bridge architectural education with both the
profession and the regulatory environment. Each course
is repeatable twice for credit. Studio. Pass / Fail.

ARCH 2742 Software Workshop
1UNIT

In Software Workshop, students become familiar with
a specific software platform and its applications. Each
course is repeatable twice for credit. Studio. Pass / Fail.

ARCH 2743 Portfolio Workshop

TUNIT

In the Portfolio Workshop, students practice communi-
cating the outcomes of their core architecture education
and produce a portfolio for faculty review. Each course
is repeatable twice for credit. Studio. Pass / Fail.

ARCH 2744 Drawing and Making Workshop
TUNIT

In a Drawing and Making Workshop, students develop
techniques of drawing and/or making. Each course is
repeatable twice for credit. Studio. Pass / Fail.

ARCH 281 Design Studio 2A:

Program and Space

5 UNITS

An in-depth analytical study is made of everyday do-
mestic, work and recreational rituals through written
research and case study with an emphasis on spatial
accommodation of program through materiality, finish,

structure, and form. Projects set in limited contexts em-
phasize the influence of internally driven relationships,
with a special focus on hybrid programming. Studio.
Prerequisite: ARCH 182, Design Studio 1A: Principles
and Processes, Bodies and Objects.
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ARCH 283 Design Studio 2B: Site Orders

5 UNITS

Natural and urban site orders are explored and analyzed
using writing, photography, mapping and sectional stud-
ies to develop site planning and building design with a
special emphasis given to the relationship between pro-
gram and external context. Projects focus on influences
of adjacencies and environment, through the develop-
ment of clear systems of movement, space, structure,
energy efficiency and daylight. Studio. Prerequisite:
ARCH 183, Design Studio 1B: Natural Tendencies.

ARCH 293 Second Year Open Studio

5 UNITS

Students from differing years in the design sequence
deal with common projects. The projects explore
various degrees of complexity in the design response.
Student evaluation takes into consideration the individ-
ual’s level in the program. This course can substitute for
or remediate one design studio from the previous studio
sequence (ARCH 281, ARCH 283). Studio. Prerequisite:
Permission of the chair.

ARCH 326 Structures

3 UNITS

Fundamental architectural structures, forces, force sys-
tems and resultants are introduced. Concepts of forces
and stresses on trusses, beams, columns, and statically
determinate structures are presented. Topics include
equilibrium, behavior of structures subject to vertical
and lateral forces, and strength properties. Structural
analysis and design as it relates to wood structures is
introduced. Lecture. Prerequisites: MATH 202, Trigo-
nometry or MATH 251, Trigonometry with Descriptive
Geometry and PHYS 27x, Trig-based Physics.

ARCH 327 Structures 2

4 UNITS

Structural analysis and design is studied with respect
to wood and steel structures including tension, com-
pression, flexural members, columns, connections and
seismic design. Fundamental concepts of reinforced
concrete design are studied, emphasizing the ultimate
strength method. Lecture. Prerequisite: ARCH 326,
Structures 1.

2013-2014 Course Catalog

27



ARCH 330 Theory of Architecture

3 UNITS

The concepts, philosophies, ideologies, models, and
polemics that have influenced or been the genesis of ar-
chitectural expression and form are surveyed and ana-
lyzed. Lecture/Seminar. Prerequisites: ARCH 268, World
Architecture 2 and WRIT 112, Academic Writing II.

ARCH 334 Urban Design Theory

3 UNITS

Cultural, sociological, contextual, and formal issues of
urbanism and their influence on the contemporary de-
sign of cities are studied. The course investigates the re-
lationship between architecture, landscape architecture,
and urban planning. Emphasis is placed on processes of
visual analysis, the role of nature and society, public and
private space, human behavior and the physical environ-
ment, human diversity, and regulation and public policy.
Lecture/Seminar. Prerequisite: ARCH 330, Theory of
Architecture.

ARCH 351 Design, Animation and Simulation

in the Digital Environment

3 UNITS

The course explores the possibilities and pitfalls of
designing in the digital environment. Using a series of
small projects and exercises, students explore new ways
to conceive, represent, rationalize and communicate de-
sign, space and objects. Studio. Prerequisite: ARCH 211,
Design Communication 2 or ARCH 468, Digital Media.

ARCH 352 Fictional Cartographies

3 UNITS

The course is a forum where different narratives, identi-
ties and histories are explored through the juxtaposition
of image and word. The course intent is to question the
methods by which we are trained to articulate ideas and
emotions and to reconnect the act of thinking through
making. The course utilizes lectures, film, critical
discussion, charrettes and hands-on construction as
students develop visual topographies or representations
that express the content of this exploration. Studio.
Prerequisite: Instructor consent.

ARCH 366 Contemporary Issues:

Practice and Theory

3 UNITS

The theories and debates that are currently animating
architectural practice and discourse are examined,
including the impacts of context, technology, sustain-
ability, alternative practice, sociology and philosophy.
Lecture/Seminar. Prerequisite: ARCH 330, Theory of
Architecture.

ARCH 375 Urban Environment: Foreign Study

3 UNITS

Using a foreign host city as the classroom, this course
examines the numerous factors that contributed to
shaping the city. Through “primary source” experiences
and readings, the students examine the urban envi-
ronment of the host city historically and typologically.
Course may be taken only once for degree credit. Lec-
ture/Seminar. Prerequisite: Instructor consent.
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ARCH 383 Design Studio 3A:

House and Housing

6 UNITS

Through critical analysis and comparison of the histori-
cal, contemporary, and multi-cultural evolution of house
and housing, the studio addresses form and meaning of
the dwelling with a discussion that juxtaposes interior
vs. exterior space, public vs. private space, community
vs. the individual, and traditional vs. non-traditional
families. The studio focus is divided between the sin-
gle-family dwelling and multiple-unit housing typologies.
The course includes a sustainable materials and systems
component that includes lectures and written research
assignments. Studio. Prerequisite: ARCH 281, Design
Studio 2A: Program and Space.

ARCH 384 Design Studio 3B:

Structure, Systems, Space and Form

6 UNITS

Structure, technology, building systems and codes are
explored as design determinants, space makers, and
form givers in this synthesis studio. Building typologies,
long span structural systems, environmental systems,
and electronic media are analyzed as they relate to
design development. The studio has a portfolio devel-
opment component that includes lectures and assign-
ments. Studio. Prerequisite: ARCH 283, Design Studio
2B: Site Orders.

ARCH 393 Third Year Open Studio

6 UNITS

Students from differing years in the design sequence
deal with common projects. The projects explore
various degrees of complexity in the design response;
student evaluation takes into consideration the individ-
ual’s level in the program. This course can substitute for
or remediate one design studio from the previous studio
sequence (ARCH 383, ARCH 384). Studio. Prerequisite:
Permission of the chair.
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ARCH 425 Environmental Systems

3 UNITS

Human comfort, climate analysis, passive and active
systems, heating and cooling, daylighting and acoustics
are reviewed. The survey, with a special emphasis on
sustainable design, provides an understanding of the
basic principles and appropriate application and per-
formance of building systems including heating, cooling
and ventilation systems; electrical and plumbing distri-
bution systems; lighting, acoustical, energy, waste, fire
protection, security and hazardous material systems.
Lecture. Prerequisites: PHYS 241, Physics II or PHYS
27x Trig-based Physics and ARCH 281, Design Studio
2A: Program and Space.

ARCH 448 Professional Practice 2:

Research and Pre-Design

3 UNITS

Theory and techniques for analyzing and integrating
design methodologies, client or user needs, and site
conditions into criteria for preparing for an architectural
project are studied. The theoretical and practical con-
text for the degree project is researched and developed.
Along with the completion of a substantiated written
position of intent, a project site is selected, program
written and design methodology articulated. Lecture.
Prerequisites: ARCH 250, Professional Practice 1 and
ARCH 330, Theory of Architecture.

ARCH 450 Professional Practice 3:

Documents and Project Administration

3 UNITS

Design delivery and project and firm management

are studied, including understanding the client role

in architecture, program preparation, an analysis of
documents, services, professional contracts and fees,
project budget and cost estimating, global markets, and
professional ethics. Lecture. Prerequisites: ARCH 366,
Contemporary Issues: Practice and Theory; and ARCH
448, Professional Practice 2: Research and Pre-Design.

ARCH 464 Systems Integration

3 UNITS

The interrelationships of the properties of materials,
structures, environmental systems, building envelope
systems, construction technology, building cost control,
and life-cycle costs as they influence design-develop-
ment and decision-making are examined. A compre-
hensive and integrative process is presented. Lecture.
Prerequisites: ARCH 243, Materials and Methods; ARCH
425, Environmental Systems; and ARCH 326, Structures
1. Corequisite: ARCH 487, Design Studio 4A.

ARCH 475 Foreign Study Summer Studio

6 UNITS

This upper division studio occurs in a foreign host city,
employing existing buildings and sites within the city;
the study of “new” and “old” is explored tectonically
through program, structure, materials and details. De-
sign development is stressed, along with cultural/social
concerns. Course may be taken only once for degree
credit. Studio. Prerequisite: ARCH 384, Design Studio
3B: Structure, Systems, Space and Form.
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ARCH 487 Design Studio 4A:

Comprehensive Design

6 UNITS

Students produce a comprehensive architectural project
based upon a building program and site that includes
the development of programmed space demonstrat-

ing an understanding of structural and environmental
systems, life-safety provisions, wall sections, building
assemblies and the principles of sustainability. The
studio is open to fourth and fifth year students. The last
half of the semester will be devoted to design develop-
ment. Studio. Prerequisite: ARCH 384, Design Studio
3B: Structure, Systems, Space and Form; ARCH 326,
Structures 1; and ARCH 425, Environmental Systems.
Corequisite: ARCH 464 Systems Integration.

ARCH 489 Design Studio 4B: Urbanism

6 UNITS

This course focuses the architect’s leadership role in
their community on issues of growth, development, and
aesthetics through the study of urban design techniques
and practices related to architecture and urbanism. A
broad array of urban theories, tactics and strategies,
building and space types, landscape and infrastructure
design, and politics and policy making are explored
through the dialectic between the private and public
realms of the diverse urban culture. The studio is open
to fourth and fifth year students. Studio. Prerequisite:
ARCH 384, Design Studio 3B: Structure, Systems, Space
and Form.

ARCH 491 Design Studio 5A:

Contemporary Topics Studio

6 UNITS

The studio intent is to explore and test architectural
design as it relates to one or more special contemporary
issues. The studio is open to both fourth and fifth year
students. An equivalent summer studio may be substi-
tuted for ARCH 491, Design Studio 5A: Contemporary
Topics Studio. Studio. Prerequisites: ARCH 384, Design
Studio 3B, Structure, Systems, Space and Form.
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ARCH 492 Degree Project

6 UNITS

Students must demonstrate the application of theoreti-
cal research and positioning, plus the ability to integrate
site, program and other design issues in a self-initiated
architectural design project through a rigorous level of
work which is clearly resolved, demonstrating a high
degree of critical thinking, skill and craft. Studio. Pre-
requisite: ARCH 448, Professional Practice 2: Research
and Pre-Design; ARCH 491, Design Studio 5A: Contem-
porary Topics Studio.

ARCH 493 Fourth Year Open Studio

6 UNITS

Students from differing years in the design sequence
deal with common projects. The projects presented
explore various degrees of complexity in the design
response. Student evaluation takes into consideration
the individual’s level in the program. This course can
substitute for or remediate one design studio from the
previous studio sequence (ARCH 487, ARCH 489, ARCH
491). Studio. Prerequisite: Permission of the chair.

ARCH 170, 270, 370, 470 Topics in Architecture
3 UNITS

An in-depth study of topics of timely significance in
the field of architecture. Topics change as appropriate.
Prerequisite: Instructor consent.

ARCH 299, 399, 499 Independent Study

1-4 UNITS

Individual investigation in an area of special interest, se-
lected by the student, with the approval of an appropri-
ate member of the faculty. Regular or periodic meetings
with the assigned faculty member are required. Thirty
hours required for each unit of credit. Prerequisite:
Independent study contract approved by the chair.
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Use of Precedent

Human Behavior

Human Diversity

Accessibility

Sustainable Design

Program Preparation

Site Conditions

Structural Systems

Environmental Systems
Life Safety
Building Envelope Systems

Building Service Systems

Building Systems Integration

Building Materials & Assemblies

Construction Cost Control

Technical Documentation

Client Role in Architecture

Comprehensive Design

Architect's Administrative Roles

Architectural Practice

Professional Development

Leadership

Legal Responsibilities

Ethics & Professional Judgment
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Critical Thinking

Design

Building

Representation

Professionalism
UNIVERSITY PRINCIPLES

Academic Quality

Innovation & Creativity

Communication

Transdisciplinarity

Social Responsibility

Integrated Student

2013-2014 Course Catalog

31



Interior Architecture
(BFA)

Kristin King, Interim Department Chair

Welcome to the Interior Architecture program. You
have chosen a course of study in an exemplary program
where you will learn the professional and academic
discipline of interior architecture. Our department

has produced outstanding students who have become
leaders in the chosen field of interior design. In addition,
the program will help you bring a critical discourse to a
profession that is continually growing. The curriculum
can also lead you into graduate studies, as many who
come before you have done. I am sure you will excel in
this field as you apply your passion for design and your
curiosity for exploring the world around you.

Woodbury University offers a four-year Bachelor of Fine
Arts in Interior Architecture. The program provides
students with design, analytical, and technical skills
necessary for the diverse fields that deal with the design
of interior spaces. The curriculum provides students

a strong understanding of the design process through
critical and creative thinking combined with strong
technical and representational skills.

The program explores how the physical and social join
to create interior spaces infused with aesthetic and
cultural relevance. Physical constructs of the visual
arts, product design, furniture design, and architecture
commingle with the social sciences and the humanities.
Using three-dimensional models, computer render-

ing and drawing, students explore various disciplines
that collectively are interior architecture. Students
gain expertise in developing the essential elements of
interior design, such as form, color, light, finishes and
furnishings; along with appropriate building technology,
material science and behavioral factors to create spatial
compositions. In a field of rapidly changing technology
and ideas, the program provides students with both the
professional and intellectual tools necessary to negoti-
ate through this exciting cultural landscape.

Woodbury’s Interior Architecture program provides the
depth necessary to begin careers in corporate and resi-
dential interior design. Graduates also engage in careers
that focus on programming, interior planning, lighting,
or color. Upon completion of the program, students are
prepared to enter either graduate studies or the profes-

sion with a keen sense of space combining the realm of
the real with the realm of possibilities.

MISSION

Interior architecture critically engages design as a
progressive craft of form making that transforms the
individual and social ways we inhabit space. Design
creatively orchestrates conflicting constraints creat-

ing meaningful solutions that fit into larger social and
cultural contexts. Through the stories of our students,
faculty and envisioned characters, the ephemeral and
structured qualities of interior environments illuminate
the human condition and its culturally rich spatial nar-
ratives. Students explore real and imagined geographies
to critically produce space that researches technique
and affect in order to develop new ways of seeing, build-
ing and designing.

PROGRAM LEARNING OUTCOMES

Students gain the ability to engage in the analysis,
understanding and development of the built interior en-
vironment as a viable object of critical inquiry evidenced
through design and research processes, written commu-
nication, proficient and multivalent visual communica-
tion, quantitative analysis, and historical research.

e Students gain the ability to analyze, understand,
critique and develop space as a social and cultural
construction as evidenced in the development of
programmatic, behavioral, ethical, and collaborative
strategies for the built environment within different
scalar contexts and different professional settings.

e Students gain the ability to analyze, understand,
critique, and develop interior spaces that elicit human
response through the manipulation and enhancement
of the sensual as evidenced through the design of
interior environments that illustrate and elicit experi-
ential responses.

e Students gain the ability to analyze, understand, cri-
tique, and develop interior spaces through the tech-
niques of innovative building processes as evidenced
through quantitative reasoning, systems integration,
and production expertise.

e Students gain the ability to act in a professional and
academic environment with the highest ethical and
cooperative character as evidenced in the increasing
ability to self-direct research and engage in team
activities.
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FACULTY

Faculty play a crucial role in integrating academic
studies with professional knowledge. Through their
involvement in professional practices and critical under-
standing of contemporary design inquiry, they provide
invaluable learning experiences both in and outside of
the classroom.

CHAIR
Kristin King, Visiting Lecturer
BA, Kent State University

FULL-TIME FACULTY
Annie Chu, Professor
MS, Columbia University, New York City

Heather Peterson, Assistant Professor
MArch, Southern California Institute of Architecture

Randall Stauffer, Professor
MArch, University of California Berkeley

ADJUNCT FACULTY
Bojana Banyasz
MArch, Southern California Institute of Architecture

Olivia Booth
MFA, Art Center College of Design

Leigh Christy
MArch, University of California, Berkeley

Casey Cowan Gale
MFA, University of Southern California

Donatella Cusma
MArch, Universita Mediterranea Di Reggio Calabria,
Italy

Per-Johan Dahl
MArch, (SAR/MSA) Lund Institute of Technology,
Sweden

Matthew Gillis
MArch, University of California, Los Angeles

Thurman Grant, RA
BArch, University of Southern California

Robert Kerr
MArch, Georgia Institute of Technology

Heather Libonati
MFA, California Institute of the Arts

Tracy Stone
MArch, University of Texas, Austin

Gregory Van Grunsven
MArch, Southern California Institute of Architecture

Paola Vezzulli
MArch, Southern California Institute of Architecture;
MArch, Universita’ degli Studi di Firenze, Italy

Curriculum Summary

INTERIOR ARCHITECTURE MAJOR
CURRICULUM

Leading to the Bachelor of Fine Arts Degree

Units
Major (M) 69
Restricted Design Electives (RE/DES) 6
General Education/Integrative Learning (GE/IL) 45
Unrestricted Electives (UE) 9
Minimum semester hours required 128
SUGGESTED SEQUENCE OF COURSES
FIRST YEAR
Fall Semester

ARIA 114 Design Communication 1 3M

" INAR 105 Design Studio 1: 3D Design 3M
WRIT111 ..... AcademchntlngISGE/IL
" INDS 1XX  Interdisciplinary Course 3 GE/L-
" MATH 149 Intermediate Algebra 3 GE/AL
f> PDV1/2XX e Transmon toWood bury ......................
TR UniveTsity e 1 G/IL
Spring Semester
FOUN 101  Beginning Drawing 3M
"INAR 106 Design Studio 2: 3-D Design 11 3M
. A R IA 115 ..... De51gn C ommunmamon 2 ................ 3 M
COMM120 ..... PubthpeakmgSGE/IL
WRIT 112 ..... Academl(:ertmg H e SGE/IL
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SECOND YEAR
Fall Semester

INAR 207  Design Studio 3: IA Elements 3M
.. INAR 252 .. Space Planrung ............................ 3M
.. INAR 256 .. Matenals . & . Furm sh mgs ................. SM
" INAR 164  Interior Architecture History I 3 GE/IL_
. FOUN 1 03 .. Color and Compos1t1on .................. 3M
AT bt o G
Spring Semester
INAR 258  Building Systems & Codes 3M
"INAR 282 Design Studio 4: Brandingand
Identity 4 M
.. A R IA 21 1 ..... Des1gn C onmunlcatlon ................... 3M
"INAR 265 Interior Architecture History II 3 GE/IL
'ENVT 220 Environmental Studies 3 GE/L
THIRD YEAR
Fall Semester
INAR 259  Tectonics 1: Material Logic 3M
INAR363  Design Studio 5: Dwellingand
Culture 4 M
INAR 366 Contemporary Interior Archi-
tecture History and Theories 3M
"PSYC 200 Introduction to Psychology 3 GE/IL
LIS Nat umlsmen Ce Wltha lab e 3GE/IL

Work Experience (students must complete 128 hours
of work experience with an interior designer or
allied professional)

Spring Semester

INAR 328  Tectonics 2: Detail Design 3M
INAR865 ..... L1ght 1 ng Des1gn ............................ 2 M
"INAR 382 Design Studio 6: Community

and Typology 4 M
" 9XX  Social Science Course 3 GE/L
ARTH2XXAI‘tH18tOI‘yCOuI‘S€SGE/IL
LT Unrest rlcted Elect 1 ve ................... 8 UE .

FOURTH YEAR

Fall Semester %
INAR 454  Construction Documents 2M 2
INAR 480 . De31gn Studlo 7 e (l:
.................. Narrationand Media  5M 5
INAR 482  Senior Project Research 1M gr
PHIL210Eth1caISystemsSGE/IL S
. INDS 340 . Human Agency &Int enor ......................
e, SPACE e D AL
Spring Semester
INAR 451  Professional Practice 2M
. INAR 483 . SenlorPrOJeCt .............................. 5M
" Restricted Design Elective 3 RE/DES
" 3XX Integrative Learning Elective 3 GE/IL_
e S UnrestnctedElectwelUE

Assessment Process

Both formal and informal ongoing assessment strategies
help develop and systemically evaluate student perfor-
mance and attainment of key learning outcomes in In-
terior Architecture. As outlined in the Curriculum Map,
this document articulates four key learning outcomes
and respective levels of expertise areas for measured
assessment that include both formative and summative
benchmarks, and involves multiple forms of evaluation.
The processes provide a vehicle to assure program
quality and promote continuous improvement in the
effectiveness of teaching, the improvement of student
work, and the continuous design of the curriculum.

FORMATIVE ASSESSMENT

Jury Review

Industry professionals review student work at the end
of each semester in a public forum of critique and
feedback. The reviews are attended by department
administration and selected faculty, and their purpose
is to provide direct feedback to the students for project
improvement, as well as to provide an informal assess-
ment of class performance, project success, and faculty
effectiveness.

Faculty Critique

Students receive regular and on-going feedback by
faculty to coach and monitor throughout the semester.
This in-class assessment provides students an oppor-
tunity for continuous improvement of their projects
during the development process.
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Peer Feedback

Class critique and small group reviews in studios pro-
vide students with direct peer feedback on their work
and assist students in developing standards of critical
judgment.

Portfolio Review

Students produce a progress portfolio at the end of
their second year of study to document their progress.
The review acts as a gatekeeper for entry into the upper
division studios. The review process is used to review,
analyze, and communicate the results of each evaluation
to both faculty and students. Students are assessed on
key learning outcomes that are derived from CIDA, NA-
SAD, and WASC standards. Passing the portfolio review
is a prerequisite for INAR 363, Design Studio 5.

In the event that students do not pass the portfolio
review, they may be required to address design or tech-
nical deficiencies by taking one or more courses recom-
mended by the portfolio review board. Upon completion
of the required course or courses, students are required
to resubmit their portfolios to assure they have over-
come previous deficiencies and met the competency
requirements. Students may only submit their portfolio
for review a total of two additional times. Students are
strongly recommended to enroll in the one-unit portfo-
lio elective the semester before their portfolio is due.

SUMMATIVE ASSESSMENT

Program Accreditation

The program, including a review of student learn-

ing outcomes, is evaluated through a comprehensive
subject-specific self-study produced for the National
Association of Schools of Art and Design. The process
provides an opportunity to holistically assess the pro-
gram from multiple perspectives and make any neces-
sary improvements in policies, procedures, curriculum,
or staff.

CAPSTONE ASSESSMENT

e INAR 482 Senior Project Seminar — For the
preparation of the students’ entry into the senior
project capstone project, students must successfully
complete the Senior Project Seminar. The main objec-
tive of this course is for students to develop a proposal
worthy of a senior project. In the future, there are
plans to develop an assessment rubric that allows fac-
ulty not teaching the course the ability to assess the
senior projects. This would provide an assessment tool
for the program. Allowing faculty the opportunity to

see what projects students are developing provides an
insight into the program’s strengths and weaknesses.

e INAR 483 Senior Capstone Projects — Seniors
develop a comprehensive project during their final
semester in the program. Students present their proj-
ects in a public forum attended by outside profession-
als and faculty members from the School of Architec-
ture and the Interior Architecture Department. The
IA department is developing further opportunities
for project assessments. Developing a review of the
projects during the week prior to commencement by
the faculty without the students present can provide
an opportunity to evaluate overall strengths and
weaknesses of the curriculum.

RESULTS OF LEARNING

e Students will develop comprehensive critical thinking
skills necessary for multidisciplinary approaches to
problem solving issues dealing with interior environ-
ments.

e The program will provide students with learning
experiences that incorporate professional values,
professional practices and business procedures.

e Students will develop design skills as a way of re-
searching and solving problems.

e Students will develop a comprehensive set of skills
that focus on design problems that deal with the
human inhabitation of interior spaces.

e Students will develop comprehensive visual, verbal,
oral, and quantifiable communication skills necessary
to express research, analysis and expression of design
solutions.

e Students will develop skills necessary for understand-
ing and representing the technical art and regulations
of building and designing interior spaces.

ACADEMIC STANDARDS

Less than average work is not acceptable for a profes-
sional degree. Students are required to maintain a grade
point average of “C”(2.0) or higher for any two consec-
utive design studios in order to continue in the design
studio sequence. A student whose two-studio GPA
drops below 2.0 must repeat one of these two studios as
necessary to achieve the minimum GPA prior to enroll-
ment in the succeeding studio.

Satisfactory Progress Policy
Students are expected to maintain satisfactory progress
in the BFA program. A student who earns a GPA below
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2.0 in three semesters, which need not be consecutive,
is subject to dismissal from the program.

A student who does not pass a studio with a 2.0 or bet-
ter after enrolling in it three times is subject to dismissal
from the program.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services, and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

Work Experience

All interior architecture students are required to fulfill
128 hours of work experience. This is not an internship
requirement for credit. Students must find a job in an
interior design, architecture or other allied design firm
and work for a minimum of 128 hours. All of these hours
do not need to be fulfilled at one place. It is recom-
mended that you use this work experience to try several
different types of work experience giving you a better
idea of the type of job you would be interested in upon
graduation. The Career Development Office provides re-
ferral services for potential employers and the chair will
often send out emails with other potential employment
opportunities. It is recommended that you get verbal
confirmation for the firm you are planning to work at to
make sure it meets the requirements. Once you have
completed your hours, you must ask your immediate su-
pervisor for a letter on the firm’s letterhead. The letter
should indicate the responsibilities you had at the firm,
the number of hours you worked for the firm and an
assessment of how well you did your job responsibilities.
This letter is to be sent to the chair of the department.

Study Abroad

Woodbury offers a number of opportunities to travel
and study both within the United States and overseas,
ranging from short trips to South and Central America
and the American Southwest, to a summer term abroad
in Barcelona, Rome, Berlin, China, Tahiti, and Paris. The
semester abroad programs offer full-credit studio and
lecture classes exploring theory, design, and history in
these highly charged urban settings. These and other
travel/study opportunities as well as student exchanges
provide a broad menu of choices for our students.

Student Professional and Co-Curricular Organizations
IIDA and ASID are professional organizations that have
student memberships available. Becoming a student
member of these organizations provides you with
scholarship and networking opportunities. The interior
architecture students have an IIDA campus center. The
campus center provides students a vehicle for involve-
ment in student leadership and activities about interior
architecture and involvement in the IIDA Southern
California professional chapter events.
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Fast Track

An interior architecture student may opt to begin a

fast track on the four-year BFA in interior architecture
program by enrolling in INAR 288.1 the summer after
attending the first year of the program. In order to fast
track, students must satisfy the following requirements:

e the student has a minimum studio GPA of 3.0 for their
first year of study;

e the student has a minimum overall GPA of 3.0 for
their first year of study;

e the student has passed all required classes through
the first year of the curriculum and has completed a
majority of the required general education electives.

The fast tracking student must maintain the required
GPA and continue to meet curriculum requirements
through the second year, after which the student takes
INAR 388.0 the second summer of enrollment in the
program.

All students interested in participating in the fast track
program must meet with the chair of the department
for an interview and detailed advising session prior to
required chair-approved participation.

Students participating in the fast track must follow the
required history and theory sequence starting with

INAR 164 the fall of their first year, INAR 265 the spring
of their first year and INAR 366 the fall of their second
year. If students fail to meet this history and theory track
requirement, they will not have the prerequisites neces-
sary to enter into INAR 482 prior to their senior project.

COMPUTER LITERACY REQUIREMENTS

The Department of Interior Architecture requires its
graduates to be literate in the current digital media of
representation and communication.

e Proficiency in email, as demonstrated through regular
communication with school administration and course
instructors.
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e Proficiency in internet research, as demonstrated
through successful completion of or transfer of appro-
priate equivalent to LSCI 105 and as practiced at all
studio levels and in all history/theory courses through
bibliographic documentation of database use and
citation of web-based sources (specific examples can
be found in assignments but are not limited to INAR
105, INAR 106, INAR 164, INAR 265, INAR 366, INAR
482, and INAR 483).

e Proficiency in the use of spreadsheets to compose,
structure, and assess data as evidenced in but not
limited to INAR 252, INAR 482, and INAR 483.

e Proficiency in word-processing, as demonstrated at
all studio levels through research assignments and
essays that are submitted as .doc or .pdf files (specific
examples can be found but are not limited to assign-
ments in INAR 105, INAR 106, INAR 164, INAR 265,
INAR 366, INAR 482, and INAR 483).

e Proficiency in computer-aided design, as demonstrat-
ed through successful completion of INAR 211 or an
approved equivalent transfer course and pre-admit-
tance portfolio review, the gateway portfolio review
into INAR 363, and upper division studio-specific
presentation requirements.

e Proficiency in graphic composition and desktop
publishing, as demonstrated through the successful
completion of INAR 106 and pre-admittance port-
folio review, the gateway portfolio review into INAR
363, and upper division studio-specific presentation
requirements: projection, axonometrics, and perspec-
tives, which are developed from skills learned in INAR
105 Design Studio 1. Model building techniques and
introduction of computer graphics are developed.
Design communication and visualization skills are
developed using digital media, and mixed-media hand
drawings and model building. Studio. Prerequisite:
INAR 105 Design Studio 1.

STUDENT COMPUTER AND OTHER

EQUIPMENT REQUIREMENTS

Laptop Requirement

It is required that all second year Interior Architecture
students have a laptop computer that is compatible with
existing on campus labs. Verify with faculty teaching
Design Communication 2 and 3 prior to purchasing a
laptop for exact hardware requirements. The comput-
er should be able to run the most current versions of
the following software: Microsoft Office Suite Acrobat,
Adobe Creative Suite Quick Time Pro, Photoshop Flash,
Illustrator, In-Design, Rhino, AutoCad.

Equipment Requirements

Incoming students entering into the first design studio
are required to provide a portable drafting surface
including Mayline (or comparable) parallel edge. In
addition all students need to have equipment for hand
drafting, and model building. Though the upfront invest-
ment is heavy, this equipment will be used throughout
the entire four years and into your professional career
as well.
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MINOR REQUIREMENTS
(for Architecture majors ONLY)

FOUN 103  Color and Composition 3 units

INAR252SpacePlannmgSumts
INAR 328 Tectonics 2: Detail Design 3 units_
INAR865L1ght1ngDe31gn2un1ts

Select one of the following after successful ARCH
portfolio review

INAR 363  Design Studio 5:
Culture and Dwelling 4 units
INAR 382  Design Studio 6:
Community and Typology 4 units
INAR 480  Design Studio 7:
Narrative and Media 5 units
Minimum unit requirement:.............ccccoeeeeeieenen. 15 units
Courses

ARIA 114 Design Communication 1

3 UNITS

This course introduces various drawing skills used in
two- and three-dimensional methods and media of rep-
resentation. Methods of perception, technique, compo-
sition, critical evaluation and presentation are studied
through representational assignments. Emphasis is
placed on orthographic projection and documentation
and constructed hard line drawing techniques. Students
learn these methods of representation using both digital
and analog drawing skills and media. Studio. Prerequi-
site: None.

ARIA 115 Design Communication 2

3 UNITS

This course develops various drawing skills used in two
and three-dimensional methods and media of represen-
tation. Methods of perception, technique, composition,
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critical evaluation and presentation are studied through
representational assignments. Emphasis is placed on or-
thographic projection and documentation and construct-
ed hard-line drawing techniques. Students learn these
methods of representation using both digital and analog
drawing skills and media. Additional skills in diagram-
ming and more advanced representation techniques
develop ideas and skill learned in ARIA 114. Studio.
Prerequisites: ARIA 114, Design Communication 1 and
INAR 105, Design Studio 1 and more advanced repre-
sentation techniques develop ideas and skill learned

in ARIA 114. Studio. Prerequisites: ARIA 114, Design
Communication 1 and INAR 105, Design Studio 1.

ARIA 211 Design Communication 3

3 UNITS

This is an intermediate level course that builds on

the fundamental skills of architectural representation
learned in Design Communication 1 and 2. The course
will take an experimental approach that combines
hand-drawing and digital tools to explore a variety of
drawing and representation techniques. Use of alterna-
tive production methods will be combined with digital
tools. The class will primarily focus on two-dimensional
and three-dimensional drawings, but will also expand
to include physical three-dimensional “constructs” such
as composite drawings and assemblages. Prerequisites:
ARIA 115, Design Communication 2 or ARCH 211, De-
sign Communication 2.

INAR 105 Design Studio 1: 3D Design 1

3 UNITS

As an introductory course in three-dimensional design,
emphasis is placed on developing skills necessary for
visualization, representation and creation of three-di-
mensional form. Through descriptive geometry,
orthographic projection, axonometrics, and model build-
ing, students study plane, mass and volume as space
defining elements. Studio. Prerequisite: none.

INAR 106 Design Studio 2: 3D Design 2

3 UNITS

Design Studio 2 provides a continued study of three-di-
mensional design, developing individually defined
spaces into more complex spatial organizations.
Students analyze and design projects combining the
three-dimensional use of color, light and texture with
simple programs. Descriptive geometry, orthographic
projection, axonometric, and perspective drawings are
developed from skills learned in IA 105, Design Studio 1.
Model building techniques and introduction of computer

graphics are developed. Design communication and vi-
sualization skills are developed using digital media, and
mixed-media hand drawings and model building. Studio.
Prerequisite: INAR 105, Design Studio 1.

INAR 164 Interior Architecture History 1

3 units

This is the first of a three-course survey examining the
history and theories of interiors and architecture. An
emphasis is placed on gaining an understanding of the
plastic arts and their relevance to and impact on the
larger world: culturally, politically, etc. Significant works
of furniture, interior spaces and architecture; important
architects and designers; formal and structural ele-
ments; periods, styles, theories, and regional differences
within a given style or period are studied. Lecture.
Prerequisite: WRIT 111, Academic Writing 1.
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INAR 207 Design Studio 3: |IA Elements

3 UNITS

Through a series of design projects, students focus on
specific components of interior architecture such as
color, light, furniture, materiality, and systems of inhab-
itation in relation to articulating space. Experimental
exploration of materials and graphic representation
inform programmatic hybridization in order to develop
an awareness of social and cultural aspects of space.
Studio. Prerequisite: INAR 106, Design Studio 2.

INAR 212 Portfolio Workshop

2 UNITS

This course is designed to develop student design
portfolios to a professional level. Students will engage

in development, critique and editing of project content
and presentation formatted into a professional portfolio.
The course covers the fundamental principles of graphic
and written communication and layout.

INAR 252 Space Planning

3 UNITS

An introduction to programming, behavioral factors of
space and proxemics as they apply to the layout and
planning of interior environments. Several projects of
increasing complexity examine different programmatic
requirements. Studio. Prerequisites: INAR 105, Design
Studio 1.

INAR 256 Materials and Furnishings
3 UNITS

Applied finishes and specifications for interior archi-
tectural elements, furniture, fixtures, and textiles are
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examined through a comprehensive project. Materials,
manufacturing processes, application of mass-produced
furniture and surface materials, methods of detailing,
construction, fabrication, the application of materials in
custom elements are studied. Estimating and instal-
lation is introduced. Emphasis is on commercial and
institutional applications. Studio. Prerequisite: INAR
105, Design Studio 1: 3-D Design I.

INAR 259 Tectonics 1: Material Logic

3 UNITS

This course provides a studio-based exploration of

the impact of materiality and fabrication in both the
generation and reading of form and space. This will

be addressed through readings, discussions, exercises
and design/build projects. Issues of craft and technique
as they affect the design process will be addressed in
both two and three-dimensions. An intuitive knowledge
of material properties and processes will be gained
through full-scale, hands-on exploration. Detailing, con-
struction and fabrication methods, and the application
of materials in custom elements are studied through
individual or group projects closely related to the body
in scale or use. Formal, conceptual, and programmatic
solutions are studied through a specific design strategy/
process as assigned by the instructor with an emphasis
on new or hybrid programs/functions. Studio. Prerequi-
sites: INAR 106, Design Studio 2: 3-D Design 2.

INAR 258 Building Systems & Codes

3 UNITS

This course analyzes construction materials and build-
ing systems including structural, mechanical, electrical,
plumbing, lighting, and acoustics as it relates to interior
spaces. In conjunction with the building systems, this
course examines building codes related to interior
architecture. Studio. Prerequisites: INAR 111, Digital
Communication and INAR 106, Design Studio 2: 3-D
Design 2, WRIT 111, Academic Writing I.

INAR 265 Interior Architecture History 2

3 UNITS

This is the second of a three-course survey examining
the history of interiors and architecture. An emphasis

is placed on gaining an understanding of the plastic

arts and their relevance to and impact on the larger
world: culturally, politically, etc. The course identi-

fies significant works of furniture, interior spaces and
architecture; important architects and designers; formal
and structural elements; periods, styles, theories, and

regional differences from the industrial revolution until
the 1960’s. Lecture. Prerequisites: INAR 164, Interior
Architecture History 1 (recommended) and WRIT 112,
Academic Writing 1II.

INAR 282 Design Studio 4:

Branding and Identity

4 UNITS

Branding, long associated as a marketing strategy, has
taken on issues of constructing individual identities.
This studio questions how space responds to and in-
forms how specific community and individual identities
utilize strategies of branding to create meaning in their
inhabitation of public environments. Studio. Prereq-
uisites: INAR 207, Design Studio 3: IA Elements, and
INAR 252, Space Planning.
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INAR 288 Second Year Open Studio

4 UNITS

Students from differing years in the design sequence
deal with common projects. The projects are explored
at various levels of complexity in the design solutions
and presentations. Student evaluation takes into consid-
eration the individual’s level in the program. This course
can substitute for or remediate one design studio from
the previous second year studio sequence (INAR 288.1
replaces INAR 282). Studio. Prerequisite: Permission of
the department chair, 3.0 GPA for accelerated students.

INAR 327 Tectonic 2: Detail Design

3 units

This course studies materials and methods of detailing,
fabrication, documentation, and specification for cus-
tom work. Emphasis is placed on detailing as a design
process. Students learn detailing techniques through
research, observation and architectural documentation
of non-structural elements of contemporary or modern
design. Elements observed and documented may range
from furniture and interior casework to nonstructural,
exterior building elements (custom screens, trellis,
etc.). Materials and their integration, application, and/
or connections are emphasized. Students are directed
through research, conceptual design/diagramming,
schematic design, and design development to the final
production of a comprehensive project documenting
design resolutions of a given project through detailed
technical drawings and models. Studio. Prerequisites:
INAR 258, Building Systems & Codes; INAR 259, Tec-
tonics I: Material Logic; and INAR 207, Design Studio 3:
IA Elements.
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INAR 363 Design Studio 5: Dwelling and Culture
4 UNITS

This studio questions how culture is represented in the
media and how those representations define a design
project that questions assumptions on how we live as a
society. The studio strives to develop design strategies
that engage in our understanding of changing ways of
dwelling as this act is informed by cultural specificity.
Studio. Prerequisites: INAR 282, Studio 4: Branding
and Identity; permission of the department chair; and
successful portfolio review.

INAR 365 Lighting Design
2 UNITS

This course is an introduction to the basic design and
technical requirements of lighting systems. Studio. Pre-
requisite: INAR 258, Building Systems & Codes.

INAR 366 Contemporary IA History and
Theories

3 UNITS

This course situates historically a diversity of critical
and generative approaches to late twentieth century
design while introducing current themes and debates in
contemporary design practice and related disciplines.
The course is structured around a topic-based organiza-
tion allowing the exploration of contemporary theories
as they have developed over the past fifty years. An
emphasis is placed on gaining an understanding of the
plastic arts and their relevance to and impact on the
larger world: culturally, politically, etc. Significant works
of furniture, interior spaces and architecture; important
architects and designers; formal and structural ele-
ments; periods, styles, theories, and regional differences
within a given style or period are identified. Lecture.
Prerequisites: INAR 265, IA History 2 (recommended)
and WRIT 112, Academic Writing II.

INAR 382 Design Studio 6:

Community and Typology

4 UNITS

Typologies have long been used as a tool for generat-
ing meaning in design that ties back to historical and
cultural references. As a strategy for understanding
common characteristics, typologies assist in creating
community identity. This studio explores the ambiva-
lence between community identification and individual
participation. Studio. Prerequisites: INAR 363, Design
Studio 5: Dwelling and Culture and INAR 259, Tectonics
I: Material Logic.

INAR 388 Third Year Open Studio

4 UNITS

Students from differing years in the design sequence
deal with common projects. The projects are explored
at various levels of complexity in the design solutions
and presentations. Student evaluation takes into consid-
eration the individual’s level in the program. This course

=}
-t
o
=
o
S
>
=
(]
>
=
o
(@]
(=l
<=
=
o

can substitute for or remediate one design studio from
the previous studio sequence (INAR 388.0 replaces
INAR 363, INAR 388.1 replaces INAR 382). Studio. Pre-
requisite: Permission of the department chair; 3.0 GPA
for accelerated students.

INAR 451 Professional Practice

2 UNITS

Students gain an understanding of basic business
concepts, practices, procedures and documents as
they relate to interior architecture with an emphasis on
ethical and legal issues. Lecture. Prerequisites: INAR
256, Materials & Furnishings and INAR 258, Building
Systems & Codes.

INAR 454 Construction Documents

2 UNITS

Graphic conventions and the organization of working
drawings are studied through a comprehensive project.
A brief survey of the legal nature and scope of the con-
struction document package (contractual agreements,
conditions, drawings, modifications, and specifications)
is presented. Studio. Prerequisite: INAR 258, Building
Systems & Codes; INAR 282, Design Studio 4: Brand-
ing and Identity; INAR 327, Tectonic 2: Detail Design
recommended.

INAR 480 Design Studio 7: Narration and Media
5 UNITS

Working on the assumption that space houses the
stories of the people who inhabit it, this studio explores
how stories of communities and individuals inform de-
sign. The media used to communicate these narrations
require the development of technological and performa-
tive strategies of expression. Studio. Prerequisite: INAR
382, Design Studio 6 Community and Typology.

INAR 482 Senior Project Research
TUNIT

Through self-directed study and research, students
develop a project proposal for their senior project. The
course is broken into four modules that deal with the
main components of the Interior Architecture senior
project: program development, conceptual thesis, site
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analysis, and generative strategies. Through weekly
meetings and seminars, students discuss their research
as it progresses to a final senior project proposal.
Prerequisites: INAR 366, Contemporary IA History and
Theories.

INAR 483 Senior Project

5 UNITS

Students develop a comprehensive project in order to
demonstrate a thesis-level design proposition through
an integration of site, program, process, materiality, and
interior technology. Studio. Prerequisites: INAR 480,
Design Studio 7 and INAR 482, Senior Project Prep.

INAR 270, 370, 470 Topics in Interior
Architecture

2-3 UNITS

These courses provide an in-depth investigation into
topics of timely significance in the field of interior archi-
tecture. Topics are determined on the basis of faculty
and student interest. Studio. Prerequisite: As noted per
offering.

INAR 299, 399, 499 Independent Study

1-4 UNITS

These courses provide the opportunity for an individual
investigation in an area of special interest chosen by
the student with the approval of the department chair.
Periodic meetings with the assigned faculty member are
required. Hours by arrangement. Prerequisite: Permis-
sion of the director.
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CURRICULUM MAP
Bachelor of Fine Arts in Interior Architecture BFA

I ntrooucer PRACTICED | APPLIED B MASTERED
Highest Importance Highest Importance
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Highest Importance Highest Importance

Moderate Importance Moderate Importance Moderate Importance Moderate Importance

Low Importance Low Importance Low Importance Low Importance

UNIVERSITY
PRINCIPLES

Innovation & . o Social The Integrated
1 Creativity 2 | Communication | 3 | Transdisciplinarity | 4 Responsibilty 5 Student

REQUIRED COURSES
INAR 382 Design Studio 6: Community and Typology

INDS 3704 Human Agency and Interior Space

INAR 454 Construction Documents
INAR 480 Design Studio 7: Narrative & Media

INAR 363 Design Studio 5: Dwelling & Culture
INAR 366 Cont. A History & Theories

INAR 259 Tectonics 1: Material Logic

INAR 482 Senior Prep

INAR 282 Design Studio 4: Branding & Identity
INAR 365 Lighting Design

INAR 105 Design Studio 1: 3D Design
INAR 106 Design Studio 2: 3D Analysis
ARIA 115 Design Communication 2
INAR 207 Design Studio 3: IA Elements
INAR 252 Space Planning

INAR 164 Interior Architecure History 1
INAR 258 Building Systems & Codes
ARIA 211 Design Comminication 3
INAR 256 Interior Architecture History 3

FOUN 103 Design & Color Il
INAR 451 Professional Practice

INAR 256 Materials & Furnishings
INAR 483 Senior Project

FOUN 101 Beginning Drawing

University Principles
ARIA 114 Design Communication 1

LEARNING OUTCOMES

University Principles

Critical inquiry into the design, building and
inhabitation of interior environments

Social and cultural considerations of
interior environments

Experiential considerations of interior environments

Technical considerations of interior environments

Integration and development of academic and
professional methodologies

Critical inquiry into the design, building and inhabitation of interior environments Students gain the ability to engage in the analysis, understanding, and development of the built environment as
a viable object of critical inquiry evidenced through design and research processes, written communication, proficient and multivalent visual communication, quantitative analysis and historical research.

Social and cultural considerations of interior environments Students gain the ability to analyze, understand, critique and develop space as a social and cultural construction as
evidenced in the development of programmatic, behavioral, ethical and eollaborative strategies for the built environment within different scalar contexts and different professional settings.

Experiential considerations of interior environments Students gain the ability to analyze, understand, critique and develop spaces that elicit human
response through the manipulation and enhancement of the sensual as evidenced through the design of interior envionments that elicit experiential responses.

Technical considerations of interior environments Students gain the ability to analyze, understand, critique and develop spaces through
the techniques and innovative building processes as evidenced through quanitative resoning, systems integraion, and production expertise.

Integration and development of academic and professional methodologies Students develop work processes that engender self-initiative, directed curiosity, and methodologies
that seek to find knowledge beyond the given problem as evidenced through self-directed research, collaborative processes and professional character and ehtics.
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School of
Business

Andre B. van Niekerk, PhD, Dean

I welcome you to the School of Business and want you
to know that we take your desire for quality education
seriously. Your educational experience will be a product
of your personal dedication and performance, combined
with the commitment and experience of our faculty. Our
school’s mission statement expresses four major areas
that form the foundation of your learning: Woodbury
University’s School of Business cultivates the distinctive
talents of each student to prepare future leaders of
business who communicate effectively, act ethically, and
think globally.

The undergraduate business programs of the School of
Business are intended to provide the knowledge and
professional skills necessary for graduates to compete in
a dynamic, global business environment characterized
by rapid technological and social change.

A core of professional courses that provide a solid
grounding in business and management fundamentals
is designed to enable students to acquire the expertise
necessary to launch, or enhance, rewarding careers as
business professionals. At the same time, a challenging
liberal arts education provides undergraduates the op-
portunity to widen their intellectual horizons, enhance
their curiosity, and develop critical thinking skills vital
to lifelong learning,.

All programs are intended to develop the skills and
values needed to compete successfully in global and
domestic markets, including interpersonal and entre-
preneurial skills, the ability to think critically and to
write and speak clearly, computer literacy, the capacity
to identify and solve problems, an awareness about

the global market in which business operates, an
understanding of how to make business decisions, and
the principles of ethics and standards of professional
conduct.

The undergraduate program of the School of Business
offers the BBA (Bachelor of Business Administration)

(%]
(@]
>
o
(¢]
o
=)
W
C.
»
2
[0}
]
7]

degree with management as its imbedded major. In
addition, students may choose to major in accounting,
marketing, or fashion marketing.

Woodbury provides convenient class schedules for
full-time students as well as working adult students.
We strive to keep classes small, with instruction from a
combination of full-time faculty and experienced busi-
ness professionals who teach on an adjunct basis.

The BBA program is delivered in a traditional format
with options for selected management courses to be
taken in an accelerated weekend and evening format.

TRADITIONAL UNDERGRADUATE
PROGRAM (BBA)

This format allows the student to complete degree
requirements by attending morning, afternoon, and
selective evening classes on weekdays.

SELECTED COURSES IN ACCELERATED
FORMAT (BBA)

A selection of management courses is offered in a
seven-week format through four-hour sessions, once a
week. These courses are mostly scheduled on weekday
evenings and during the day on Saturday and Sunday.

BBA PROGRAM COORDINATION

Each of the four BBA majors is coordinated by a faculty
member who serves as the immediate liaison between
students, faculty, and advisors within that major. The
BBA program as a whole is administered by the BBA di-
rector, Joan Marques. She can be reached at 818.394.3391
or by email at joan.marques@woodbury.edu.

ACCREDITATION

The Association of Collegiate Business Schools and Pro-
grams (ACBSP) accredits the School of Business. The
Senior College Accrediting Commission of the Western
Association of Schools and Colleges (WASC) accredits
Woodbury University.
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Accounting
(BBA)

Mauro Diaz, Coordinator

Why Learn Accounting?

Accounting is the universal language of organizations,
be they large or small, local or international, for-profit
businesses or not-for-profit organizations. Being conver-
sant in accounting allows you to communicate import-
ant information globally, make more informed social
policy decisions, design better information systems,
market ideas to superiors, and motivate subordinates to
help you do your job better.

Why Major in Accounting?

The accounting major prepares you to enter and thrive
in the accounting profession. As an accounting gradu-
ate, you have an excellent chance to achieve a well-paid
career. Accounting is an old and universal profession;
accountants are key professional advisors to organi-
zations and individuals. Accountants are often asked

to honestly and objectively measure and reflect the
financial status of individuals and organizations. Those
who leverage their education to become Certified Public
Accountants (CPAs) join an elite group recognized
throughout the world for helping people and organiza-
tions make better financial decisions.

What Do You Need to Bring Into Your Classes to
Succeed in the Accounting Major?

Those students who succeed and go on to become CPAs
must be logical, methodical, attentive to details, and
have excellent people and communication skills.

What Do Students Learn in Accounting Classes?
In the two lower division accounting courses, which

are required for all business majors, students learn the
fundamentals of accounting information systems, how
to use accounting information, and to work with accoun-
tants to make better financial decisions. The courses
emphasize the strengths and weaknesses of accounting
information, accounting information systems, and the
accounting way of thinking. These courses provide an
environment for students to learn critical and funda-
mental concepts which drive accounting, accountants,
and financial analysis, as well as provide an environment
for students to apply these concepts while practicing
the research, analytic, critical thinking, and communica-
tions skills which are important in management practice
and crucial to good citizenship.

In upper division accounting courses, students focus on
learning the key details of accounting that are essential
when entering the profession. The focus is on six major
areas that are included on the CPA exam and other
related professional exams: financial accounting, man-
agerial accounting, taxation, auditing, business law and
government/not-for-profit accounting,.
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How Do Students Learn in Accounting Classes?
Accounting is logical, but not obvious. It requires hard
work in order to master the knowledge of professional
financial/accounting terminology and understand how
the artificial information system works.

Students learn by reading, working through short quan-
titative problems, discussing answers in study groups,
and actively participating in class discussions. Once the
fundamentals are covered, students practice applying
what was learned to new situations (often called “busi-
ness cases”), and making recommendations and offering
alternative ways to dealing with the opportunities or
challenges presented in the cases. Students will support
their recommendations with calculations and communi-
cate the richness of their analysis in written reports or
class presentations.

Scope of the Program

The Department of Accounting is responsible for
undergraduate accounting courses. The coordinator of
the department also has been assigned the scheduling
of the undergraduate finance courses required of all
business majors.

Many states require more than a BBA degree in ac-
counting to become a CPA. California will add a new
requirement after 2013 — all candidates for a California
CPA license must pass 150 semester units of college
courses. These units need not be from graduate courses
or even upper division courses; courses taken at com-
munity colleges, as well as university extension pro-
grams will qualify. Those students who wish to become
a CPA might also consider furthering their education by
earning a master’s degree in accounting or taxation.

MISSION

Our mission is for accounting majors to be able to use
accounting information to make better financial deci-
sions and for our graduating accounting majors to enter
and thrive in the profession.
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PROGRAM LEARNING OUTCOMES

Students will demonstrate the following program learn-
ing outcomes in addition to university-wide and School
of Business-wide student learning outcomes.

e Students passing the lower division core courses in
accounting are able to manifest the ability to use
accounting information in making business decisions.

e Graduating accounting majors are able to demon-
strate the knowledge of accounting concepts required
for entry level positions in the accounting profession.

Below are the key learning outcomes supported by their
related fundamental learning objectives:

¢ Lower Division (Service Courses)
Learning Goal: Students passing the lower division
core courses can manifest the ability to use account-
ing information in making business decisions.
Learning Objectives
e Students will be able to identify commonly used
ratios, cost-related techniques, and the qualitative
characteristics of Generally Accepted Accounting
Principles [knowledge].
Students will be able to understand which are of
greater importance [understanding].
Students will be able to evaluate the financial condi-
tion of an organization or investments [application].

e Upper Division (Accounting Major Courses)
Learning Goal: Graduating accounting majors can
demonstrate the knowledge of accounting concepts
required for entry level position in the profession.

Learning Objectives
e Students will be able to identify key accounting
issues under primary authorities, such as Generally

Accepted Accounting Principles, Generally Accept-

ed Auditing Standards, or federal income tax law

[knowledge].

Students will be able to understand which are of

greater importance [understanding].

e Students will be able to prepare advice to a client

based on environmentally rich, practical lifelike
cases in which many issues are raised, the facts giv-
en are not “complete,” and insufficient space exists
to allow for a thorough discussion of either.

FACULTY

First and foremost, the faculty of the Department of
Accounting teach. Each faculty member brings to the
classroom significant professional experience. Faculty
give students career advice; keep courses updated;
sponsor student organizations and scholarships; and

serve the School of Business, the university, and the
accounting profession. In addition, faculty members
research, speak, write, and publically disseminate their
informed judgment on improving accounting practices,
accounting standards, and accounting education.

COORDINATOR
Mauro Diaz
MBA, Woodbury University

FULL-TIME FACULTY
Robert Jinkens, CPA, Assistant Professor
PhD, University of Hawaii at Manoa

John E. Karayan, Professor
JD, University of Southern California; PhD,
Claremont Graduate School

ADJUNCT FACULTY
ACCOUNTING

Henry M. Anding, CPA

JD, California Western School of Law

Arek Arakelian, CPA
MBA, California State University, Dominguez Hills

Dennis McGuckian
MBA, Dartmouth College

Frank Murphy, CPA
BS, Loyola Marymount; BBA,
Columbia Pacific University

Andrew Post
JD, University of Southern California

Daniel Rodgers, CPA
MS, Accounting/MBA Northeastern University

Ray Scalice
MS, Golden Gate University

FACULTY EMERITUS
Jon Myers, CPA, Chair Emeritus & Professor
Emeritus, Accounting
DBA (hon) Woodbury University; CPA (California)

FINANCE
R. Duane Anderson
MBA, University of Southern California

Majed Muhtaseb
PhD, University of Tennessee
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Curriculum Summary
ACCOUNTING MAJOR CURRICULUM
Leading to the Bachelor of Business
Administration (BBA) Degree

Units
Major (M) 24
Business Core (BBA) 36
Internship (I) 3
General Education/Integrative Learning (GE/IL) 58
Unrestricted electives (UE) 5
Minimum semester hours required 126
SUGGESTED SEQUENCE OF COURSES
FIRST YEAR
Fall Semester
MGMT 100 Fundamentals of Business
Enterprise 3 BBA
WRIT 111  Academic Writing [ 3 GE/IL
INDS Interdisciplinary Core 3 GE/IL
ENVT 200 Environmental Studies 3 GE/IL
Unrestricted Elective 3 UE/IL

Spring Semester

MGMT 110  Legal Environment of Business 3 BBA

COMM 120  Public Speaking 3 GE/IL
"PSYC200  Introduction to Psychology 3 GE/IL
WR I T112 ..... Academ1cWr1t1ng H .................. 3 GE/IL
.. LSC I 10 5 ..... Informau()n Th eory and ........................
Practice 1 GE/IL
'MATH220 Business Mathematics 3 GEL

SECOND YEAR
Fall Semester

Financial Accounting for

ACCT 205  Decision -Making 3 BBA
MGMT 326 Management & Org Behavior 3 BBA
ECON203 ..... Macroeconomlcs ...................... SGE/IL
MATH226 ..... Busm essSt atlstlcs .................... SGE/IL
. P HI L 210 ..... Et}u cal Systems ....................... 3GE/IL
LS Nat u ral Sc1en Ce w1th Lab ........... 3 GE/IL

Spring Semester

Managerial Accounting for

ACCT 206  Decision-Making 3 BBA
'MRKT 301 Principles of Marketing 3 BBA_
. ECON 204 e Mlcroecon Omlcs ....................... 3 GE/IL
ART H 2XX e Art HlstoryCOU rse ................... 3 GE/IL
e Urestricted Blective 3R
THIRD YEAR
Fall Semester

ACCT 300  Cost Accounting 3M
"ACCT 304 Intermediate Accounting I~ 3M
A CC T 352 ..... Concepts ofTaxatlon ..................... 3M
MGMT 336 Management Info Systems 3BBA
MGMT 350 e Busm eSSEtthS ........................ 3 BB A
CINDS3__ Transdisciplinary Seminar | 3 GR/L

Spring Semester

ACCT 305 Intermediate Accounting II 3M
ACCT 388 e Advanced Busmess Law .................. 3 M
. FI N A . 360 e Fm anmal Management .................... 3 M
INDS3__ Transdisciplinary Seminar 3 GE/IL

FOURTH YEAR
Fall Semester

ACCT 410 Auditing o SM
MGMT  Operations Methods and Value
400  Chain Mgmt. 3 BBA
'ACCT 403 Govt & Non Profit Accounting ~ 3M
ACCT3/4}Q§Accountng1ect1ve3M

Spring Semester

ACCT 490  Accounting Internship 31

Course 3 GE/IL

2013-2014 Course Catalog

46

>
I}
I}
[¢]
c
=]
=hs
S
(o]




ACCOUNTING ELECTIVES

ACCT 351  Advanced Taxation 3
'ACCT 353 Entertainment Production
Accounting & Management 3
ACCT 401 ..... Advanced Accountmg ....................... 3
'ACCT 405 Accounting Information Systems 3
ACCT 470 .. ToplcslnAccountm g ........................ 3
ACCT 485 .. Accounmng Problems ........................ 3
ACCT 499 .. Ind ependentSt u dym ...........................

Accounting 1-3

Assessment Process

In the Accounting program, we apply both formative
and summative assessment of students’ performance
throughout the curriculum. Because the program is part
of the overarching BBA degree program, all students are
required to take the twelve BBA core courses. These
courses are noted above with the designation “BBA.”

For the BBA core courses, formative assessment
processes include opportunities for students to provide
structured feedback to their peers; detailed feedback
from professors on homework submissions through
Moodle; Moodle forums; evaluation on students’ formal
presentations; inclusion of Writing Department con-
sultants to enhance writing skills in MGMT 326, MGMT
350, and MGMT 461; and simulation games in MGMT
336 and MGMT 483.

The summative assessment processes for the BBA core
courses include research and reflection papers; formal
presentations; portfolio presentations, final exams, and
the capstone project.

For Accounting major courses, formative assessment
processes include detailed feedback from professors

on homework submissions through Moodle, computer
literacy requirements, field projects, an internship proj-
ect, and faculty advising through mandatory one-on-one
meetings.

Summative assessment processes for Accounting major
courses include formal presentations, portfolio presen-
tations, and final or comprehensive exams.

RESULTS OF LEARNING

Students complete the program with a portfolio of
written case projects and PowerPoint-type presenta-
tions where financial statements or accounting reports
have been analyzed and the resulting advice defended
by numbers.

In upper division accounting courses, items to be includ-
ed in a student’s portfolio tend to be more specialized.
Examples include comment letters on new accounting
standards proposed by the International Accounting
Standards Board in financial accounting courses, tax
returns and comparative calculations from operating in
different business forms (such as a corporation, part-
nership, or limited liability company) in tax courses, ad-
vice on optimal assurance strategies in auditing courses,
presentations on alternative costing approaches (such
as GAAP versus full absorption income statements) in
cost accounting courses, and memorandums advising on
business aspects of real life cases.
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ACADEMIC STANDARDS
The department applies university and school academic
standards.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Capstone

Since the primary role of professional accountants is

to serve as professional advisors, accounting majors
practice this in the required capstone course taken

as a senior. Entitled MGMT 483, Business Policy and
Strategy, this three-unit course provides an opportunity
to integrate the functional areas of marketing, finance,
accounting, production, and management in the form of
a team-based, nationally-normed case competition.

The capstone course uses a computer simulation in
which organizations are analyzed with respect to the ef-
fectiveness and appropriateness of strategies and goals
in each of the functional areas. Also measured are the
synergies of the functional areas for achieving optimal
results consistent with their respective missions.

Internship

Woodbury’s Career Development Office offers a variety
of programs, services, and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

Accounting majors who do not have significant business
experience are required to serve a 120-hour internship.
Accounting majors are encouraged to look for paid
internships at CPA firms in private industry (such as
Disney or Parsons) or in the public sector (such as the
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IRS or JPL). In addition, accounting students who are
already working during their education are encouraged
to switch to accounting-related jobs (such as accounts
payable or tax return preparation). Woodbury’s Career
Development Office is adept at helping students search
for such jobs.

The required work experience is a three-unit internship
or accounting work experience of at least 120 hours
(non-credit). If the requirement is satisfied by non-cred-
it work experience, an additional upper division ac-
counting course will be required.

Other

Accounting students are advised to focus on their
course work and pursue accounting-related jobs rather
than part-time jobs outside the field.

We encourage you to participate in student case com-
petitions (such as the Institute of Management Accoun-
tants) and submit papers to accounting conferences
(such as the Western Decision Sciences Institute).
Participation may be awarded academic credit through
ACCT 499, Independent Study.

You are also encouraged to join professional organiza-
tions such as the California Society of CPAs (member-
ships are currently free for accounting students) and
student organizations such as Woodbury’s BPWOW
(Business and Professional Women of Woodbury) and
Woodbury’s CEO (Collegiate Entrepreneurs’ Organi-
zation). Students can also compete in CEO’s annual
Business Plan Competition for substantial cash prizes.

Accounting majors are strongly encouraged to consider
investing their required upper division GE/IL courses in
law-related courses (such as POHI 337, United States
Constitutional Law) as well as those involving ethics,
journalism, social media, and the social sciences.

COMPUTER LITERACY REQUIREMENTS
Students will use word processing software (such as
Word), presentation software (such as PowerPoint),
and spreadsheet software (such as Excel). Students
also use professional research tools (such as Lexis/
Nexis), and — in upper division courses - specialized
software (such as La Certe for tax returns, CCH Tax
Research Network, ACL, FARS, and the SEC’s Edgar
database) typical for practitioners who specialize in the
accounting areas taught (e.g. general ledger programs
for an intermediate accounting practice set).

STUDENT COMPUTER AND

OTHER EQUIPMENT REQUIREMENTS

In addition to the Computer Literacy Requirements list-
ed directly above, students need to use computers with
meaningful web access. Although computer labs are
available on campus, students are encouraged to have
their own netbooks and printers to work on homework
and projects off campus.
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Courses

ACCT 205 Financial Accounting for
Decision-Making

3 UNITS

In this course, students will learn the principles of
accrual accounting, basic processes of financial record
keeping, and use of the basic financial statements.
Emphasis is on learning the strengths and weaknesses
of financial accounting in order to better use accounting
information to make financial decisions. Prerequisites:
MGMT 100, Fundamentals of Business Entrepreneur-
ship; MGMT 110, Legal Environment of Business; WRIT
111, Academic Writing I; COMM 120, Public Speaking;
and MATH 220, Business Math or MATH 249, College
Algebra.

ACCT 206 Managerial Accounting for
Decision-Making

3 UNITS

In this course, students will learn advance topics in
accounting with an emphasis on managerial accounting,
including inventory costing, capital and operational
budgeting, and break-even analysis. Prerequisite: ACCT
205, Financial Accounting for Decision-Making.

ACCT 300 Cost Accounting

3 UNITS

In this course, students will learn about product costing,
including activity-based costing, job-order costing, stan-
dard costing, variance analysis, and cost-volume-profit
analysis. Students will also learn cost accounting tech-
niques related to budgeting of operations and capital
expenditures, inventory control, performance measure-
ment, and management decision-making. Prerequisite:
ACCT 206, Managerial Accounting for Decision-Making.
Student must bring the textbook to each class meeting.

ACCT 304 Intermediate Accounting |

3 UNITS

This course provides a concentrated study of financial
accounting within the conceptual framework that un-
derlies financial reporting, with emphasis on accounting
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issues related to asset valuation and reporting. Prereq-
uisite: ACCT 206, Managerial Accounting for Decision
Making. Each student must bring the textbook to each
class meeting.

ACCT 305 Intermediate Accounting Il

3 UNITS

This course examines the development and application
of accounting standards — such as those for evaluation,
income taxes, compensation, or revenue recognition
—with an emphasis on new standards and current
developments. Prerequisite: ACCT 304, Intermediate
Accounting I. Each student must bring the textbook to
each class meeting.

ACCT 351 Advanced Taxation

3 UNITS

This course focuses on advance topics in taxation with
an emphasis on strategic tax planning. Prerequisite:
ACCT 305, Intermediate Accounting II. Each student
must bring the textbook to each class meeting.

ACCT 352 Concepts of Taxation

3 UNITS

This course introduces a broad range of tax concepts
and types of taxpayers covering the role of taxation

in the business decision making process; basic tax re-
search and planning; professional standards and ethics;
and the interrelationship and differences between finan-
cial accounting and tax accounting. Prerequisite: ACCT
206, Managerial Accounting for Decision Making. Each
student must bring the textbook to each class meeting.

ACCT 353 Entertainment Industry Production
Accounting and Management

3 UNITS

This course focuses on accounting and management
applications specific to the entertainment industry with
general use in areas of media production, such as film,
television, commercials, music videos, and games devel-
opment. Topics include production budgeting, manage-
ment reporting, film terminology, and studio distribution
contacts. Financial reporting requirements promulgated
by the American Institute of CPAs and the Financial
Accounting Standards Board will be discussed. Prereq-
uisite: ACCT 206, Managerial Accounting for Decision
Making. Each student must bring the textbook to each
class meeting.

ACCT 388 Advanced Business Law

3 UNITS

This course examines key legal doctrines and rules
governing organizations. Emphasis is on analyzing
open-ended, real-life-like, fact patterns (i.e. a ‘case’
study) to identify and complete appropriate standard le-
gal forms. Prerequisite: ACCT 205, Financial Accounting
for Decision Making and MGMT 110, Legal Environment
of Business. Each student must bring the textbook to
each class meeting,.
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ACCT 401 Advanced Accounting
3 UNITS
This course focuses on advance topics in accounting,

such as business combinations; consolidated financial
statements, foreign currency transactions and financial
statements; partnership formation and liquidation; and
an introduction to government/not-for-profit account-
ing. Prerequisite: ACCT 305, Intermediate Accounting
II. Each student must bring the textbook to each class
meeting,.

ACCT 403 Governmental and Not-For-Profit
Accounting

3 UNITS

In this course, students will examine fund accounting,
the study of the accounting literature applicable to
governmental units and not-for-profit entities such as
colleges, universities and hospitals. Prerequisite: ACCT
305, Intermediate Accounting II. Each student must
bring the textbook to each class meeting.

ACCT 405 Accounting Information Systems

3 UNITS

This course focuses on the study of the application of
computer processing to accounting procedures; includ-
ing control mechanisms and procedures to maintain the
integrity of data and the effective reporting of informa-
tion. Prerequisite: ACCT 206, Managerial Accounting for
Decision Making. Each student must bring the textbook
to each class meeting.

ACCT 410 Auditing

3 UNITS

This course will examine financial auditing practices
and procedures. Professional standards of practice and
reporting are also explored. Prerequisite: ACCT 305,
Intermediate Accounting II. Each student must bring
the textbook to each class meeting.
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ACCT 470 Topics

3 UNITS

Accounting subjects or developments of interest not
elsewhere covered are explored. Each student must
bring the textbook to each class meeting.

ACCT 485 Accounting Problems

3 UNITS

A review of current accounting theory or the problems
are used to test the understanding and application in
professional examinations. Prerequisites: ACCT 300,
Cost Accounting and ACCT 305, Intermediate Account-
ing II. Each student must bring the textbook to each
class meeting.

ACCT 490 Accounting Internship

3 UNITS

Students will gain practical experience in an accounting
environment.

ACCT 499 Independent Study

3 UNITS

This is an individual investigation of an aspect of
accounting chosen by the student and approved by the
instructor.

FINA 360 Financial Management

3 UNITS

This course provides an introduction to finance. Topics
covered include financial statement and ratio analysis,
working capital management, financial forecasting,
leverage, time value of money, valuation of stocks and
bonds, cost of capital, capital budgeting, and raising
capital. Prerequisites: ACCT 206, Managerial Account-
ing for Decision Making; ECON 203, Macroeconomics;
and ECON 204, Microeconomics.
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CURRICULUM MAP
Bachelor of Business Administration in Accounting BBA
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Fashion Marketing
(BBA)

Wendy K. Bendoni, Coordinator

Woodbury University offers a fashion marketing pro-
gram that provides students with a thorough under-
standing of the conditions, technique, and requirements
of marketing and promoting fashion. Professionals in
the field teach fundamentals of fashion merchandis-
ing, promotion, and trend analysis. Advanced courses
feature theories of marketing, consumer behavior and
international business. Drawing upon case study analy-
sis, students learn to apply fashion marketing principles
to solve problems and develop plans of action. Labora-
tory experiences, field experiences and a strong senior
internship program give students the exposure and
experience necessary to become successful in the fash-
ion industry. Graduates of this program are well-pre-
pared professionals who are qualified for management
positions in a variety of fashion career areas including
fashion buying, store management, advertising, styling
for the media, promotion, public relations, and special
events.

Why Learn Fashion Marketing?

Since fashion marketing encompasses a broad spectrum
of endeavors, from product development to advertising,
students can develop their specific interests and talents
within the fashion marketing arena and be assured that
there is a place for them within the fashion business
community. No fashion company is too small or too
large to need marketers. This allows fashion marketing
graduates to choose the type and size of organization
that suits their personal tastes.

What Do Fashion Marketing Students Learn?
Students learn how to adapt proven fashion marketing
strategies to the ever evolving world of the fashion busi-
ness by learning both the psychology of why people pur-
chase fashion products and how to effectively develop,
price, distribute, and promote products and services.

How Do Fashion Marketing Students Learn?
Students learn in a variety of settings and via a variety
of experiences. All classes are interactive, with a mini-
mum of formal lecture and a maximum of student-cen-
tered activities. Students are given the opportunity in
each class to learn by working in groups, writing, speak-
ing, and completing projects—all of which offer the
students the opportunity to use a broad range of talents.

What Are the Results of the Course of Study in
Fashion Marketing?

The results of students having majored in fashion mar-
keting are evident during their senior year in the project
they produce in their marketing research course.
Successful completion of the project requires a syn-
thesis of knowledge gained during the classes leading
up to this course. Students are also evaluated by their
internship supervisors on a rating scale that measures
the students’ abilities to perform in a fashion marketing
environment.
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MISSION

The mission of the Department of Marketing is to pro-
vide the highest level of marketing education that rests
on a strong liberal arts foundation. The interdisciplinary
nature of our majors cultivates successful students who
have a strong and enduring sense of personal and social
responsibility. We prepare students to be competent
communicators who understand the complexities of our
global and, technological environment.

PROGRAM LEARNING OUTCOMES

e (Graduates will manifest professional entry-level
fashion marketing communication skills.

e (Graduates will incorporate an ethical fashion market-
ing perspective in their professional decision making.

e Global awareness will be evidenced in our graduates’
decision making within the field of marketing.

e Graduates will apply the underlying principles of
fashion marketing when making business decisions.

Below are the key learning outcomes as supported by
their related fundamental learning objectives:

1. Key Learning Goal (Effective Communication):
To manifest professional entry-level fashion market-
ing communication skills.

Learning Objectives:

e To identify and analyze fashion marketing audi-
ences, purposes, key ideas, sequencing of content,
format, voice, style, technology, and key terms of art

e To apply good principles of communication within
the fashion marketing environment

e To cogently and concisely present managerial ad-
vice from an environmentally rich, ambiguous set of
facts that embody a real life-like situation faced by
fashion marketers.
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2. Key Learning Goal (Ethical Behavior): To
incorporate ethical perspective in their professional
decision making in the field of fashion marketing,.

Learning Objectives:

e To identify ethical theories and challenges in fash-
ion marketing

e To apply ethical principles when facing challenges
in making fashion marketing decisions

e To be able to advise organizations on the suitability
of ethical fashion marketing approaches to oper-
ational challenges that are raised in real life-like
situations and faced by marketers.

3. Key Learning Goal (Global Perspective): To ex-
hibit a global awareness in our graduates’ professional
decision making in the field of fashion marketing,.

Learning Objectives:

e To identify multicultural challenges in social and
fashion marketing environments

e To apply knowledge of the global nature of fashion
marketing when making decisions

e To effectively analyze the pros and cons of alter-
native approaches to fashion marketing challenges
that are raised in real life-like situations and faced
by business people.

4. Key Learning Goal (Marketing Principles): To
apply the underlying principles of fashion marketing
when making business decisions.

Learning Objectives:

e To understand the underlying principles of fashion
marketing

e To apply the underlying principles of fashion mar-
keting in real world business situations

e To effectively analyze various fashion marketing
principles and their appropriate applications in
business settings.

FACULTY

Faculty are the key to the success of the program. Fac-
ulty members are chosen specifically for their knowl-
edge of and experience in the areas of marketing for
which they are hired to teach.

COORDINATOR
Wendy K. Bendoni, Assistant Professor
MA, California State University, Los Angeles

FULL-TIME FACULTY
Kristen Schiele, Assistant Professor
PhD, University of California, Irvine

ADJUNCT FACULTY
Marie Legette
MBA, University of Phoenix

Curriculum Summary

FASHION MARKETING MAJOR CURRICULUM
Leading to the Bachelor of Business
Administration (BBA) Degree

Units
Major (M) 27
Business Core (BBA) 36
Internship (I) 3
General Education/Integrative Learning (GE/IL) 49
Unrestricted electives (UE) 11
Minimum semester hours required 126
SUGGESTED SEQUENCE OF COURSES
FIRST YEAR
Fall Semester
FMRK 100  Fashion Fundamentals 3M

Spring Semester

MGMT 100 Fundamentals of Business

Enterprise 3 BBA
FMRK23 5 ..... Trend Analys1s ............................. 3M
. WR I T 112 ..... Academlc ertmg H .................. 3 GE/IL
MATH22() ..... Busm essMath ......................... 3 GE/IL
PSYC200  Introduction to Psychology 3 GE/IL
.. LSC I 10 5 ..... Informat]on Th eory and ........................
R Practice o L GBIL
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SECOND YEAR
Fall Semester

FMRK 360  Fashion, Culture & Society 3M

MGMT 110  Legal Environment of Business 3 BBA
ECON203 ..... Macroeconomlcs ...................... SGE/IL
PH I L 210 ..... Ethlcal Systems ....................... SGE/IL
MATH22 6 ..... BusmessStatlstlcs .................... 3GE/IL

Spring Semester

MRKT 301 Principles of Marketing 3 BBA
.F.J C O N 204 .o Mlcro econ Omlcs ....................... SGE/IL
ACCT 205 .o Fm an 01 al Accou ntm g for .......................

Decision-Making 3 BBA
FDES 261 ..... Hlstory of Fashlonz .................. SGE/IL
. — _ .o Natural . Sc1ence Course .........................

with lab 3 GE/IL
e, Uestricted Blective - 3UE
THIRD YEAR

Fall Semester

FMRK 3/4XX  FM Elective 3M

ACCT 206  Managerial Accounting for

Decision-Making 3 BBA
MGMT 326 Management and
Organizational Behavior 3 BBA
MRKT 310  Consumer Behavior 3M
_Art History or Humanities
Course 3 GE/IL

Spring Semester

FMRK 375  Field Experience 3M
ot — _ - Unrest ncted Elect 1 Ve ................. 1 UE .
" FINA360 Financial Management | 3BBA
. MG MT 350 - Busm essEthlcs ...................... 3 BBA ..
. MG MT 336 - Management Informatwn ...................

Systems 3 BBA

FOURTH YEAR
Fall Semester

FMRK/MRKT
3/4XX  FM elective 3M
MGMT 400  Operations Methods 3 BBA
MGMT 461 Leadership Theory and
Practice 3 BBA
FMRK 490 Internship 31

Spring Semester

MRKT 455  Marketing Research & Analysis 3M
MGMT 483 Business Policy & Strategy 3 BBA_
....... F MRK

3/4XX  Fashion Marketing Elective 3M
T s Unrestr 1 cted El eCtlve .................. 3U E .

UPPER DIVISION FASHION MARKETING
ELECTIVE COURSES
Select one or two from the following:

FMRK 330  Store Planning & Merchandise

UPPER DIVISION MARKETING ELECTIVE
COURSES
Select one from the following:

MRKT 312  Public Relations

MRKT 451  Strategic Marketing

FASHION MARKETING MINOR

FMRK 100  Fashion Fundamentals 3

FMRK 235 Trend Analysis

MRKT 301  Principles of Marketing* 3
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Select the sufficient number of courses to complete the
fifteen-unit minor:

FMRK 375  Field Experience 3
FMRK 330 Store Planning & Merchandise 3
FMRK34O ..... Fashlon Promotlon ........................... 3
FMRK 350 Fashion Styling for the Media 3
FMRK365 ..... Fashlon Journahsm .......................... 3
FMRK 410 Fashion Production & Wholesaling 3
FMRK420 ..... FasmonRetaﬂmg ............................. 3
FMRK 470 _ Topics in Fashion Marketing 3
Minimum unit requirements ...........cccceeveenierieeniennnenn 15

*MRKT 301 will not count as a minor course for students
who are required to take the course as part of their major.

Assessment Process

In the Fashion Marketing program, we apply both forma-
tive and summative assessment of students’ performance
throughout the curriculum. Because the program is part
of the overarching BBA degree program, all students are
required to take the twelve BBA core courses. These
courses are noted above with the designation “BBA.”

For the BBA core courses, formative assessment process-
es include opportunities for students to provide struc-
tured feedback to their peers; detailed feedback from
professors on homework submissions through Moodle;
Moodle forums; evaluation on students’ formal presenta-
tions; inclusion of Writing Department consultants to en-
hance writing skills in MGMT 326, MGMT 350, and MGMT
461; and simulation games in MGMT 336 and MGMT 483.

The summative assessment processes for the BBA core
courses include research and reflection papers; formal
presentations; portfolio presentations, final exams, and
the capstone project.

For Fashion Marketing major courses, formative assess-
ment processes include detailed feedback from profes-
sors on homework submissions through Moodle, com-
puter literacy requirements, field projects, an internship
project, and faculty advising through mandatory one-on-
one meetings.

Summative assessment processes for Fashion Marketing
major courses include formal presentations, portfolio,
poster and research paper submissions and presenta-
tions, and final exams.

In FMRK 490, Internship, each student successfully com-
pletes a 120-hour internship that is evaluated by both the
faculty advisor and the on-site supervisor. Data from the
supervisor survey are compiled by semester for analysis.
Decisions regarding the FMRK curriculum and individual
courses are made based on this data.
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RESULTS OF LEARNING
FMRK graduates are accepted into MBA and other gradu-
ate programs and find positions in fashion marketing.

ACADEMIC STANDARDS
The department applies university and school academic
standards.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students

in exploring careers and securing internships. The staff
works with students one-on-one to develop successful in-
ternship search strategies to help students connect with
employers through internship postings, resume collec-
tions, on- or off-campus interview opportunities, alumni
connections, and employer outreach in the US.

Internship

Students are required to take FMRK 490, Internship
during their senior year. The ten- to fifteen-week experi-
ence offers students the opportunity to work in a fashion
marketing environment of their choice during which they
apply their knowledge of the business of fashion market-

ing.

Study Abroad

Study abroad programs are offered by the department to
China and Europe. Students are encouraged to partici-
pate in study programs offered by AIU in London, Paris,
and Italy and by Kent State University in New York City.

Other

Students are encouraged to take part in School of Busi-
ness co-curricular activities such as the Collegiate Entre-
preneurs’ Organization. In MGMT 483, Business Policy
and Strategy, students participate in the Capsim program
and compete on their scores with their counterparts at
other universities across the country.

COMPUTER LITERACY REQUIREMENTS

Students use word processing software (such as Word)
and presentation software (such as PowerPoint). The
accounting and management courses utilize spreadsheet
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software (such as Excel). All courses in marketing re-
quire students to use online information search vehicles
(such as Pro-Quest). Students utilize the statistical pack-
age SPSS in MRKT 310, Consumer Behavior and MRKT
455, Marketing Research.

STUDENT COMPUTER AND OTHER

EQUIPMENT REQUIREMENTS

Students must be able to access and use a computer for
every marketing course. Although the university main-
tains computer labs for this purpose, it is strongly advised
that each student own a notebook.

MINOR REQUIREMENTS

Although a minor is not required, students are encour-
aged to minor in an area that will support the fashion
marketing degree in the area of greatest interest to the
student. Suggested minors that are especially useful to
fashion marketers: fashion design, psychology, graphic
design, and communications.

Courses

FMRK 100 Fashion Fundamentals

3 UNITS

The course introduces the student to all sectors of the
fashion industry. This multi-faceted industry markets
not only clothing but a myriad of accessories as well. It
operates at three different levels: the development and
production of raw materials; the design, manufacture and
wholesale distribution of goods; and the retailing of the
finished product. The student will learn all phases of the
marketing process and how these are repeated at each
level of the industry. Emphasis is placed on the interre-
lationships that exist throughout the industry. Lecture.
Prerequisite: none.

FMRK 235 Trend Analysis

3 UNITS

This course introduces the basic theories of fashion,
including perspectives on the nature of fashion and the
fashion process, fashion life cycles, fashion leadership,
and fashion adoption cycles. In addition, the course in-
cludes an overview of the means by which fashion trends
are analyzed and predicted. Topics include the influence
of the media on fashion, trend reporting and prediction
services. Lecture. Prerequisite: FMRK 100, Fashion
Fundamentals.

FMRK 275 Field Experience

3 UNITS

This course is an in-depth study of the fashion arena
that includes a minimum six-day field experience. Topics

include fashion designers, schools of fashion, manufac-
turers, major retailers, visual merchandising, accessories,
as well as major museums, cultural activities, theater,
and the financial business district. Lecture. Prerequisite:
Consent from the department coordinator.

FMRK 320 Fashion Retailing

3 UNITS

This course provides an in-depth overview of the fashion
merchandising function and store operations manage-
ment. Topics include planning, buying, and control of
fashion goods; organizational structures; retail acquisition
and expansion; developing a retail business plan; and
utilizing entrepreneurial skills in retail settings. Lecture.
Prerequisites: FMRK 245, Trend Analysis; MATH 220,
Business Math; MRKT 301, Principles of Marketing.
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FMRK 330 Store Planning & Merchandise
Presentation

3 UNITS

This course provides an overview of the fashion mer-
chandising function with special emphasis on planning,
buying, promotion, selling and control of fashion goods.
Basic merchandise mathematics are incorporated. Lec-
ture. Prerequisites: FMRK 235, Trend Analysis; MRKT
301, Principles of Marketing.

FMRK 340 Fashion Promotion

3 UNITS

This course provides an analysis of fashion advertising,
promotion, publicity, special events, and visual merchan-
dising. The student will gain a better understanding of
how promotion is used to attract the customer in the
retail environment. Topics include fashion show produc-
tion, event development, and visual techniques. Lecture.
Prerequisites: FMRK 235, Trend Analysis; WRIT 112,
Academic Writing II; MRKT 301, Principles of Marketing.

FMRK 350 Fashion Styling for the Media

3 UNITS

The course explores the field of styling and will focus on
cultivating the skills needed to succeed in this profession.
The student will develop an understanding of wardrob-
ing, research techniques, and how to build a portfolio.
Lecture. Prerequisites: FMRK 235, Trend Analysis; MRKT
301, Principles of Marketing,.

FMRK 360 Fashion Culture and Society

3 UNITS

The impact of fashion/appearance on human behavior
and the role of fashion as a form of communication

are studied. Theories of psychology, social psychology,
sociology and anthropology are incorporated to assist in
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the understanding of how individuals express themselves
through their appearance. The course examines the in-
terrelationship between postmodern culture and fashion/
beauty beginning with an analysis of the primal, under-
lying motivations for adorning the body. Topics include
non-verbal communication aspects of appearance, cultur-
al appearance, the inherent sexism, lookism, ageism, and
ethnocentricity of fashion; and the impact of sociological/
religious/political/economic systems on dress and adorn-
ment. Lecture. Prerequisites: FMRK 235, Trend Analysis;
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design; PSYC 200, Introduction to Psychology.

FMRK 365 Fashion Journalism

3 UNITS

The course examines the history of the fashion media
and its impact of the fashion industry. The course will
explore the interrelationship between fashion journalists,
public relations specialists, photographers, and designers.
Topics include effective interviewing, writing and editing
articles, photo shoot organization and management, and
the newest form of fashion journalism, the internet and
blogs. Lecture. Prerequisites: FMRK 235, Trend Analysis;
WRIT 112, Academic Writing Il or WRIT 212, Rhetoric
and Design.

FMRK 375 Field Experience

3 UNITS

This course provides an in-depth study of the fashion
arena that includes a minimum six-day field experience.
Topics include fashion designers, schools of fashion,
manufacturers, major retailers, visual merchandising,
accessories, as well as major museums, cultural activi-
ties, theater, and the financial business district. Lecture.
Prerequisites: FMRK 235, Trend Analysis; MRKT 301,
Principles of Marketing.

FMRK 410 Fashion Production & Wholesaling

3 UNITS

The course will examine the dynamic changes in the
fashion apparel supply chain. The student will gain an
understanding of the apparel supply chain including,
manufacturing, product development and the distribu-
tion channel of product. Lecture. Prerequisites: FMRK
235, Trend Analysis; WRIT 112, Academic Writing II or
WRIT 212, Rhetoric and Design; MRKT 301, Principles of
Marketing.

FMRK 490 Internship in Fashion Marketing
3 UNITS

Students obtain practical on-the-job training in a fashion
marketing environment. Work experience is complement-
ed by an academic requirement and periodic meetings

with the fashion marketing department coordinator. 120
hours. Prerequisite: Senior standing and FMRK 245;
twelve units upper-division FMRK/MRKT courses.

FMRK 299,399,499 Independent Study

1-3 UNITS

This is an individual investigation in a field of special
interest chosen by the student with the approval of the
appropriate dean. Regular, periodic meetings with the
department coordinator or an assigned faculty member
are required. Thirty hours are required for each unit of
credit. Prerequisite: contract approved by the dean.
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CURRICULUM MAP
Bachelor of Business Administration in Fashion Marketing BBA
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PRACTICED [J] masTERED
High Importance

iNTRoDUCED [] peveroren [}
High Importance High Importance

BBA Core

Fashion Marketing Classes

High Importance

Moderate Importance Moderate Importance Moderate Importance Moderate Importance

. Low Importance Low Importance Low Importance Low Importance Internship
UNIVERSITY Innovation & - T Social The Integrated
e = 1 Creativity 2 | Communication | 3 | Transdisciplinarity | 4 Responsibiliy 5 Student

Assuring
Academic
Quality in
Fashion
Marketing
(BBA)

MRKT 455 Marketing Research [Major Capstone]
FMRK 490 Fashion Marketing Internship

FINA 360 Financial Management

I viowmT 350 Business Ethics

ACCT 206 Principles of Accounting Il
FMRK/MRKT 300/400 Electives (12 units)

FMRK 375 Field Experience

FMRK 360 Fashion Culture and Society
BT VIRKT 301 Principles of Marketing

FMRK 100 Fashion Fundamentals

FMRK 235 Trend Analysis
MRKT 310 Consumer Behavior

m MGMT 483 Business Policy & Strategy [Capstone]

m MGMT 461 Leadership Theory & Practice

] IR v 400 Operation Methods in Value Chain Mgmt

n MGMT 336 Management Information Systems
m MGMT 326 Management & Organizational Behavior

1234
1234
ALL
ALL

1234
234
125

University Principles

m MGMT 100 Fundamentals of Business Enterprise
- ACCT 205 Principles of Accounting |

. University Principles
-m MGMT 110 Legal Environment of Business

BBA1:
Demonstrate Communication Skills

BBA 2:
Incorporate Ethical Perspectives in Decisions

BBA3:
Demonstrate Global Awareness

BBA 4:
Develop Basic Leadership Skills

FMRK 1: Develop

Understanding of Function of Fashion Marketing 12

FMRK 2: Develop

and Practice Fashion Marketing Tools and Skills 234

*WILL VARY BY COURSE CONTENT
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Management
(BBA)

Joan F. Marques, Coordinator, BBA Chair

Welcome to the Department of Management. You have
many choices and we are very pleased that you have
chosen the Woodbury University School of Business for
your BBA. Knowing that, we are here for you and we
aim to give you the best possible management educa-
tion and the best possible customer service. My office is
always open to you for guidance and assistance. Again,
welcome!

OVERVIEW OF THE PROGRAM

e Managers plan, organize, coordinate, motivate, lead
and communicate are providing necessary services
that make our world work. When they perform those
services both ethically and globally, great value has
been added at all levels of our worldwide community.
This is why we are here and why we strive to educate
you to be a high quality leader and manager.

e Management majors learn skills in the various func-
tions of business, such as accounting, finance, and
marketing, but learn to use them globally and ethi-
cally through effective planning, organizing, leading,
communicating, and motivating.

e Management majors learn through the intellectual
contributions and teaching skills of excellent faculty
members, team experiences, management simulations
and business internships. Our class sizes are small and
our faculty members engage in close teacher/learner
relationships with students both in and out of class.

e Students who graduate with a BBA will qualify for
beginning professional management positions in busi-
ness and not-for-profit organizations, in private and
public sector organizations.

MISSION

The mission of the Department of Management is to

be recognized as a premier student-centered business
management program. We want our students to become
leaders who have ethical values, a global outlook, and
effective communication skills. We facilitate their edu-
cation in an environment that emphasizes technology,
diversity, and collaboration.

PROGRAM LEARNING OUTCOMES

e Graduates will manifest professional entry-level com-
munication skills.

e Graduates will incorporate ethical perspective in their
professional decision making.

e Global awareness will be evidenced in our graduates’
professional decision making.

e Graduates will understand the importance of develop-
ing good leadership skills and practice basic leader-
ship skills.

FACULTY

Faculty in the Management department are involved in
teaching, research, advising, curriculum development,
and leading internships.

COORDINATOR
Joan Marques, Associate Professor
PhD, Tilburg University; EdD Pepperdine University

FULL-TIME FACULTY
Robert L. Bjorklund, Professor
PhD, University of Massachusetts

Angelo Camillo, Associate Professor
PhD, Oklahoma State University

Svetlana Holt, Associate Professor
EdD, Pepperdine University

Jianli Hu, Visiting Assistant Professor
PhD, Washington State University

Alexandra Saba, Assistant Professor
MA, Northern Arizona University; MC, Arizona State
University

PARTICIPATING ADJUNCT FACULTY
Virginia Green
PhD, Capella University

Paul Sabolic
EdD, Nova Southeastern University

ADJUNCT FACULTY
Arthur Baghdasarian
JD, Whittier Law School

Chris Banescu
JD, Southwestern School of Law
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Michael Cook SECOND YEAR

DPA, University of La Verne Fall Semester 5
>
Q
Bert Fairbanks ACCT 205 Fingnf:ial Accgunting for §
MBA, University of Phoenix . De01510n—Mak1ng s SBBA ®
MGMT 301  Organizational Communication 3M i
Judith Heineman MATH 226  Business Statistics 3 GE/IL
MSHR, University of San Francisco ECON 203 Macroeconomics 3 GE/IL
. PHI L 210 ..... Ethlca] Systems ...................... 3 GE/IL ..
Von Johnson ................... N. .t ..... 1 . é . . ......... ..t;h. i_; . B ........... é.éé/.l.];..
MBA, Woodbury University T T T e a ura .. Clence W] ..... a ........................
Curriculum Summary Spring Semester

MANAGEMENT MAJOR CURRICULUM

Leading to the Bachelor of Business ACCT 206 Managerial Accounting for

Administration (BBA) Degree @ ... Decision-Making 3BBA
Units MGMT 326 Management and

BBA Core 36 i Organizational Behavior 3BBA

Concentration Core 21 ECON 204  Microeconomics 3 GE/IL

Concentration Options Courses 9 __ Art History 3 GE/IL

Required Internship 3 INDS3XX Transdisciplinary Seminar 3 GE/IL

Total Major GG crerrrrereeretesmereaseeioas FEr ST A R PP T
U tricted Elect 1 UE

General Education/lntegrative Learning (GE/IL) 52 R nres I'lC e ..... eC 1ve ..........................

Unrestricted electives (UE) 5

Minimum semester hours required 126 THIRD YEAR

Fall Semester
SUGGESTED SEQUENCE OF COURSES

FIRST YEAR MRKT 301 Principles of Marketing 3 BBA
Fall Semester MGMT 336 Management of Information
Systems 3 BBA
MGMT 100 Fundamentals of Business FINA 360 Financial Management 3 BBA
Enterprise L2302 2 7N P Pt
.............................: ...... .... ................................... MGMT35O BUSIHE‘SSEtthS SBBA
WRIT 111 Academic ertlng 1 3 D7 |
........................... ................................................. o AI‘tHlStOI‘yOI‘Humanltles 3GE/IL
INDS 1XX InterdlSClphnary Core S GE/IL et i e
ENVT 220  Environmental Studies 3 GE/IL
XXX Unrestricted Elective 3UE Spring Semester
XXX Unrestricted Elective 1UE  MGMT 400 Operation Methods in
Value Chain Management 3 BBA
Spring Semester MGMT 366  Small Business Management 3M
) ) MGMT 335  Managing Workplace Diversity 3M
MGMT 110 ' Legal Environment of Business 3 BBA = ey s) s 0 & Political Envitonment
PSYC 200  Introduction to Psychology 3 GE/IL of Business 3M
WRIT 112 Aendenic Writing 1 S GRIL M GMT34 5 .. Global Enterprls .e. ......................... 3 M
LSCI'105  Information Theory and 3XX Integrative Learning Elective 3 GE/IL
Practice 1 GE/IL ........................................................................
COMM 120  Public Speaking 3 GE/IL
MATH 220 Business Math 3 GE/IL
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FOURTH YEAR
Fall Semester

MGMT 490 Management Internship 3 BBA

MGMT 461 Leadership Theory & Practice 3 BBA

MGMT 474  Project Management 3M

MGMT 460 Managing Change & Conflict 3M
MGMT 3/4XX  Management Elective 3M
Spring Semester

MGMT 483  Business Policy & Strategy 3 BBA
MGMT 3/4XX  Management Elective 3M
MGMT 3/4XX  Management Elective 3M

Management Minor

ACCT 205  Financial Accounting for
Decision-Making 3
MGMT 100 Fundamentals of Business
Enterprise** 3
MGMT 110  Legal Environment of Business ** 3
MGMT 326  Management and Organization
Behavior
MRKT 301  Principles of Marketing 3
FINA 360  Financial Management
Minimum unit requirements.............ccocveeeeveeeecieeeennnnn 18

*FINA 360 requires Macroeconomics and
Microeconomics as prerequisites.

#MGMT 100 and 110 are prerequisites to ACCT 205
and will therefore have to be taken before ACCT 205.

ASSESSMENT PROCESS

In the Management program, we apply both formative
and summative assessment of students’ performance
throughout the curriculum. Because the program is part
of the overarching BBA Degree Program, all students
are required to take the twelve BBA core courses. These
courses are noted above with the designation “BBA.”

For the BBA core courses, formative assessment
processes include opportunities for students to provide
structured feedback to their peers; detailed feedback
from professors on homework submissions through
Moodle; Moodle forums; evaluation on students’ formal
presentations; inclusion of Writing Department con-

sultants to enhance writing skills in MGMT 326, MGMT
350, and MGMT 461; and simulation games in MGMT
336 and MGMT 483.

The summative assessment processes for the BBA core
courses include research and reflection papers, formal
presentations, portfolio presentations, final exams, and
the capstone project.
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For Management major courses, formative assessment
processes include detailed feedback from professors

on homework submissions through Moodle, computer
literacy requirements, evaluation of presentation skills,
field projects, an internship project, and faculty advising
through mandatory one-on-one meetings.

Summative assessment processes for Management
major courses include: formal presentations, portfolio,
poster and research paper submissions and presenta-
tions, and final exams.

RESULTS OF LEARNING

Employment and acceptance into a graduate program
are both considered evidence of student success. How-
ever, we believe that evidence of learning is measured
by a final national exam where you are ranked with
thousands of other business students internationally.
Currently, we employ the Comp-XM online simulation to
find out how we, as a program, and the student are do-
ing. In addition to the simulation experience, students
are tested by eighty or so questions that range in topics
from accounting to production and marketing. So far,
our students have a very high percentile ranking. This
result is another positive differentiator for a student’s
graduation resume.

ACADEMIC STANDARDS

Like all BBA students, Management majors are required
to maintain a 2.0 cumulative grade average to graduate.
However, Management majors must earn a “C” or better
in the final capstone course (MGMT 483) to graduate.
If you earn less, you will repeat the course until you
achieve the necessary grade.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services, and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
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collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

Internship

Each student in the BBA Management program is
required to perform a 120-hour work experience. We
believe that a supervised internship provides an experi-
ence in the real world that cannot be duplicated in the
classroom. We encourage students to do more than one.
In addition to the benefit of gaining practical work expe-
rience, whether or not a student has multiple intern-
ships becomes a major differentiator on the student’s
resume that future employers find very helpful.

Study Abroad

Management students are encouraged to spend a se-
mester living and studying/working in another country.
This process supports our goal of providing a globally
embedded education.

Other

One of the learning opportunities that we provide is

a several-layer business strategy simulation. You are
introduced to the first level of the Capsim simulation as
a freshman in the Fundamentals of Business Enterprise
course and learn to make more sophisticated decisions
from the simulation in the capstone class. In the first
year course, the simulation introduces you (in a very
real way) to all of the important functions of a business
enterprise. Then, we believe that you learn best in a
final integrated course by doing and experiencing what
you have learned.

COMPUTER LITERACY REQUIREMENTS

Students use word processing software (such as Word),
presentation software (such as PowerPoint), spread-
sheet software (such as Excel), data management (such
as Access) and planning software (such as Project).

It is the responsibility of all new students to have the
ability to use the word processing and spreadsheet
software. This means students should have the ability
to create, edit, and format new and existing documents
and spreadsheets, use formulas, move columns, and
import/export data. Any student who needs to improve
their facility with spreadsheets should consider taking a
course in spreadsheets.

STUDENT COMPUTER AND OTHER
EQUIPMENT REQUIREMENTS

Students need to use computers with meaningful web
access, as well as word processing software (such as
Word), presentation software (such as PowerPoint),

and spreadsheet software (such as Excel). Although
computer labs are available on campus, students are
encouraged to have their own laptop computers and
printers to take advantage of time off campus.
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Courses

MGMT 100 Fundamentals of Business
Enterprise

3 UNITS

This course allows students to discover how a business
works and how it impacts society. Business is studied
as an integral part of a total social, political and eco-
nomic environment in all its various functional areas:
accounting, finance, management, marketing, human
relations, and how these interact. It explores how
entrepreneurs find, screen, and evaluate ideas for new
business opportunities. A key part of the course focuses
on student teams’ development of a business plan for a
new venture. Prerequisites: None.

MGMT 110 Legal Environment of Business

3 UNITS

This course prepares students to make viable decisions
within the legal and ethical framework. Subjects include
the nature of law and legal process, business and the
regulatory environment, administrative law of contracts
and torts, statutory and common law, antitrust, part-
nerships and corporations, environment law, consumer
protection and employment law. Prerequisite: WRIT
111, Academic Writing I.

MGMT 301 Organizational Communication

3 UNITS

This course focuses on the practice of written and oral
skills as applied to human relations in a business or
non-business organizational setting. Emphasis is on the
principles of effective listening, perceptual processes

in communications, including an awareness of current
issues such as the role of electronic media, and commu-
nication processes within an organization. Prerequisites:
WRIT 111, Academic Writing 1.

MGMT 326 Management and Organizational
Behavior

3 UNITS

This course is a comprehensive overview of the man-
agement process and organizational behavior. The focus
of the course is on understanding and managing human
behavior in organizations. Topics include: fundamen-
tals of planning, organizing, organizational culture

and leadership, motivation, communication, managing

2013-2014 Course Catalog

62



across cultures, ethics and social responsibility, human
resource management and development, interpersonal
skills, teamwork and group dynamics, diversity, power
and politics, authority and influence, and managing
change and conflict. A high level of participation is gar-
nered through the use of cases, simulations, discussion,
and the class itself is viewed as a virtual organization.
Prerequisites: MGMT 100, Fundamentals of Business
Entrepreneurship. Corequisite: WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design.

MGMT 327 Human Resources Management

3 UNITS

This course explores basic principles underlying formu-
lation and administration of human resource manage-
ment, such as recruitment, selection, orientation, train-
ing, development, compensation, benefits, safety and
health. Lecture. Prerequisite: MGMT 326, Management
and Organizational Behavior and WRIT 112, Academic
Writing II or WRIT 212, Rhetoric and Design.

MGMT 330 Managerial Persuasion

3 UNITS

This course provides an understanding of the theory
and processes of bargaining, persuading and negotia-
tion in organizational settings. Students develop skills
through extensive case analyses, role playing, and
simulations. This is designed for the broad spectrum of
bargaining problems typically encountered in business.
Lecture. Prerequisite: MGMT 326, Management and Or-
ganizational Behavior and WRIT 112, Academic Writing
IT or WRIT 212, Rhetoric and Design.

MGMT 335 Managing Workplace Diversity

3 UNITS

This course familiarizes students with the implications
of the increasing workplace diversity in the United
States. It explores the complex interplay of ethnic,
racial, gender, and other forms of diversity in organi-
zations and its implications for decision making and
organizational change. Lecture. Prerequisite: MGMT
100, Fundamentals of Business Enterprise. Corequisite:
WRIT 112, Academic Writing I or WRIT 212, Rhetoric
and Design.

MGMT 336 Management Information Systems
3 UNITS

This course analyzes the role played by information
systems in a successful organization at the strategic
level where information technologies and systems can
provide major competitive opportunities, and at the
operational level where the continuous flow of useful

data and information is vital to managers. Students will
develop the skills to use available information channels
effectively and initiate new ones when the need arises.
Lecture. Prerequisite: MGMT 100, Fundamentals of
Business Enterprise. Corequisite: WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design.
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MGMT 340 Social & Political Environment

of Business

3 UNITS

This course is designed to explore the relationship
between business and government in the United States.
Through this course, the influence of environmental
forces on business institutions and the impact of corpo-
rations on their environment will be studied. A central
theme will be how business-society interaction changes
the way companies are managed. Topics include busi-
ness ethics, social responsibility, environmental policy,
regulation, consumerism, affirmative action, politics,
and current trends in organizational structures. Lecture.
Prerequisite: MGMT 100, Fundamentals of Business
Enterprise. Corequisite: WRIT 112, Academic Writing II
or WRIT 212, Rhetoric and Design.

MGMT 345 Global Enterprise

3 UNITS

This course is an introduction to international business,
including a review of those aspects of international
economics, finance, and trade affecting international
business decisions and operations. Topics include mul-
tinational enterprises, legal, political and socio-cultural
considerations and a survey of managerial solutions
for recent and future trends in international business.
Lecture. Prerequisites: MGMT 326, Management and
Organizational Behavior and WRIT 112 Academic Writ-
ing II or WRIT 212, Rhetoric and Design.

MGMT 350 Business Ethics

3 UNITS

This course explores the process of ethical deci-
sion-making in organizations. It emphasizes the
development and application of moral concepts in the
resolution of ethical dilemmas faced by managers and
entrepreneurs and addresses the issue of social respon-
sibility in the worldwide capitalist economic system.
Lecture. Prerequisites: MGMT 110, Legal Environment
of Business; MGMT 326, Management and Organization-
al Behavior; and PHIL 201, Introduction to Philosophy
or PHIL 210, Ethical Systems; PSYC 200, Introduction
to Psychology and WRIT 112, Academic Writing II or
WRIT 212, Rhetoric and Design.
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MGMT 360 Fundamentals of Entrepreneurship
3 UNITS

This course provides an overview of the basic principles
and processes of entrepreneurship. The entire entre-
preneurial process is investigated, including conceptu-
alizing, identifying and quantifying opportunities, and
examining tax and legal considerations. Topics include
start-up opportunity analysis/assessment, self-appraisal
of entrepreneurial characteristics and leadership po-
tential, the business plan, financing and raising capital,
building and leading an effective organization. Lecture.
Prerequisites: MGMT 100, Fundamentals of Business
Enterprise and FINA 360, Financial Management. Core-
quisite: WRIT 112, Academic Writing II or WRIT 212,
Rhetoric and Design.

MGMT 364 Family Business Management

3 UNITS

This course focuses on the challenges and opportunities
of managing the interests of two distinct yet overlapping
institutions: the firm and the family. Key topics include
understanding the uniqueness of family business in
terms of culture, stages of evolution, career planning,
business ownership, family structure, sibling rivalry, in-
surance and legal issues, and organizational issues such
as succession and estate planning. Real world family
cases are examined in depth and local family business
owners serve as invited speakers. Lecture. Prerequisite:
MGMT 326, Management and Organizational Behavior;
FINA 360, Financial Management; and WRIT 112, Aca-
demic Writing I or WRIT 212, Rhetoric and Design.

MGMT 366 Small Business Management

3 UNITS

This course looks at practical solutions to common
problems and decisions facing the small business man-
ager. Topics include raising capital, organization, record
keeping and accounting, personnel management, inven-
tory control, marketing and sales, and taxes. Lecture.
Prerequisite: MGMT 326, Management and Organiza-
tional Behavior; FINA 360, Financial Management; and
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design.

MGMT 367 New Venture Creation

3 UNITS

This course focuses on the pre-start-up, start-up, and
early growth of business ventures. Subject matter of
the course is organized around the following themes:
seeking and evaluating opportunities for new ventures,
leveraging resources to convert those opportunities into
viable businesses, and developing appropriate entry

and exit strategies. Taking an applied approach, each
student interviews a local entrepreneur and develops

a detailed business plan for a new venture that they
believe in and the one that has the potential to impress
a prospective investor. Lecture. Prerequisite: MGMT
360, Fundamentals of Entrepreneurship and WRIT 112,
Academic Writing IT or WRIT 212, Rhetoric and Design.
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MGMT 368 E-Commerce Fundamentals

3 UNITS

This course is designed to provide an overview of the
key elements of e-commerce. It introduces students

to the fundamentals of doing business in the digital
economy. Topics include e-commerce, Internet technol-
ogy, e-commerce applications in the field of marketing,
business to business (B2B) and business to consumer
(B20C) network platforms, legal, security, tax, and policy
issues pertaining to e-commerce. Lecture. Prerequisites:
MGMT 100, Fundamentals of Business Enterprise and
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design.

MGMT 374 Production and Operations
Management

3 UNITS

This course focuses on principles and techniques in in-
dustrial management. Topics include risk and forecast-
ing, financing, production research and development,
production planning, quality and materials control, and
budgetary control as factors in management. Lecture.
Prerequisite: MGMT 336, Management of Information
Systems and WRIT 112, Academic Writing II or WRIT
212, Rhetoric and Design.

MGMT 375 International Field Experience

3 UNITS

This course is designed to give students interested in
international business the opportunity to travel interna-
tionally in order to observe and analyze, first-hand, as-
pects of the global business environment. Prerequisites:
Approval by the instructor and payment of deposit.

MGMT 400 Operations Methods in Value

Chain Management

3 UNITS

Value Chain Management looks at the entire stream

of value-adding units and activities in an organization.
The categories include the primary line management
activities from inbound logistics, production, marketing
and sales, outbound services, and return actions. It
also includes staff functions such as HR, infrastructure
concerns, development, and purchasing. The course
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focuses on the quantitative techniques utilized by
managers in these areas for problem-solving and deci-
sion-making in business, including areas such as linear
programming models, inventory and production models,
decision making and project scheduling under certainty
and uncertainty, transportation and trans-shipment
techniques, decision tree construction and analysis,
and PERT-CPM. Prerequisite: MATH 220, Business
Mathematics; MATH 226, Business Statistics; MGMT
336, Management Information Systems; and FINA 360,
Financial Management.

MGMT 420 Compensation and Benefits
Management

3 UNITS

This course focuses on techniques of wage/salary
administration. Students will review of job analysis, job
descriptions, job design as foundations for job analysis.
The course examines methods and techniques of job
evaluation and methods of determining appropriate pay
ranges with employee benefits as part of pay. The area
of performance appraisal is examined as the basis for
incentive plans. Lecture. Prerequisites: MGMT 327, Hu-
man Resource Management; MGMT 336, Management
of Information Systems; FINA 360, Financial Manage-
ment; and WRIT 112, Academic Writing I or WRIT 212,
Rhetoric and Design.

MGMT 460 Managing Change and Conflict

3 UNITS

This course provides a theoretical foundation for the
change process with practice in the application of
concepts to genuine situations through the case-study
method and simulations. Students will study the dynam-
ics of change in individuals, groups and organizations,
focusing on theory, research, and current practices in
facilitating the change process. Students will also study
conflict versus confrontation and the development of
skills needed to plan and augment change. There will be
a testing of theories learned through group and individ-
ual projects such as role-playing, interviewing,

real-life change incidents and the group decision pro-
cess. Lecture. Prerequisite: MGMT 326, Management
and Organizational Behavior; WRIT 112, Academic
Writing II or WRIT 212 Rhetoric and Design.

MGMT 461 Leadership Theory and Practice

3 UNITS

This course provides an examination of current theory
in the burgeoning field of leadership studies emphasiz-
ing on leadership skills and its place in human resources
management. Ideas of self-awareness, understanding

the role of the leader, sensitivity to individuals and
groups will be taught. Students will learn the signifi-
cance and implementation of vision statements; a study
of inspiration versus domination and motivation versus
manipulation. Students will also explore the creation of
positive self-image and group identity. Course activities
include lecture, case study, experiential exercises and
group process. Lecture. Prerequisite: MGMT 326, Man-
agement and Organizational Behavior and WRIT 112,
Academic Writing IT or WRIT 212, Rhetoric and Design.

<
o
S
o
(o]
()
B
o)
S
~

MGMT 465 International Management

3 UNITS

This course focuses on identification, analysis, and res-
olution of managerial issues of organizations and policy
for global managers both here and abroad. Emphasis is
placed on the special problems of adaptation to differ-
ent sociological, cultural, legal, political and economic
forces. Lecture. Prerequisites: MGMT 345, Global Enter-
prise and WRIT 112, Academic Writing IT or WRIT 212,
Rhetoric and Design.

MGMT 470 Topics in Management

3 UNITS

Topics in this course are focused on current issues
in management. Lecture. Prerequisites: MGMT 326,
Management and Organizational Behavior and junior
standing.

MGMT 474 Project Management

3 UNITS

This course examines characteristics, problems, tech-
niques and methods of project management. Projects
are typically short-term and high-tempo in nature and
must be conducted within cost, scope, and time con-
straints. The course provides conceptual and concrete
operational tools for projects and decision-making in
organizations using Program Evaluation and Review
Techniques (“PERT”), Critical Path Method (“CPM”),
and MS Project Systems. Students will study project
management textbooks, learn project management soft-
ware, and analyze project management problems and
cases. Prerequisites: MGMT 336, Management and Orga-
nizational Behavior and WRIT 112, Academic Writing II
or WRIT 212, Rhetoric and Design.

MGMT 483 Business Policy and Strategy

3 UNITS

This course is the “capstone” course for business
majors. It provides an opportunity to integrate previous
studies in the functional areas of marketing, finance,
accounting, production, and management. Organiza-
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tions are analyzed with respect to the effectiveness
and appropriateness of strategies and goals in each of
the functional areas and the synergies of the functional
areas for achieving optimal results consistent with their
respective missions. The major topics covered include
competitive analysis, the strategic management process,
the role of the chief executive officer, strategy formula-
tion and decision making, and strategy implementation.
Lecture. Prerequisites: Senior standing, MGMT 400,
Operation Methods in Value Chain Management and
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design. Note: A minimum grade of “C” or better in
this course is required to graduate.

MGMT 490 Management Internship

3 UNITS

Students will gain practical experience in management.
On-the-job experience is complemented by an academic
requirement and periodic meetings with the intern-
ship coordinator. Students are required to complete

a contract in advance of registration, perform at least
120 hours in the internship and submit an application,
weekly reports, mid-term and end-of-term evaluations
by the student and the supervisor, and a minimum ten-
page report of the experience. Prerequisite: Manage-
ment major with senior standing and contract approved
by the internship coordinator and/or the Management
department coordinator.

MGMT 299, 399, & 499 Independent Study

3 UNITS

This is an individual investigation in a field of special
interest chosen by the student and approved by the
dean. Regular, periodic meetings with the department
coordinator or an assigned faculty member are required.
Thirty hours required for each unit of credit. Prerequi-
site: Contract approved by the dean.
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BBA1:

Demonstrate Communication Skills

BBA 2:

Incorporate Ethical Perspectives in Decisions

BBA3:

Demonstrate Global Awareness

BBA 4:

Develop Basic Leadership Skills

MGMT 1:

Organizational Decision-Making

MGMT 2:

Technical Expertise in Management Field
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Marketing
(BBA)

A. Danielle Way Ramirez, Coordinator

Marketing embraces all activities required to direct the
flow of products, services, and commercially related
ideas from producers to consumers. Taking a global
perspective, professional marketing faculty combine
theory and practice with real-world experience to give
students the background they need to compete in an
ever-changing marketing environment. The program is
undergirded by core courses in marketing management,
consumer behavior, and marketing research. Depending
on interest, students round out their degree by choosing
courses in advertising/promotion, retail management,
direct marketing, sales management, product devel-
opment and distribution, and strategic marketing. A
required internship of 120 hours enables students to
gain experience in a marketing-related business setting
before graduation. Beyond the traditional careers avail-
able to marketing majors in advertising/promotion/sales,
buying, retailing, marketing management, product de-
velopment, wholesaling, public relations and marketing
research, marketing majors increasingly are sought to
work in the fields of health, medicine, insurance, public
utilities, and science and technology.

Why Learn Marketing?

Because marketing encompasses a broad spectrum of
endeavors, from product development to advertising,
students can develop their specific interests and talents
within the marketing arena and be assured that there

is a place for them within the business community. No
company is too small or too large to need marketers.
This allows marketing graduates to choose the type and
size of organization that suits their personal tastes.

What Do Marketing Students Learn?

Students learn how to adapt proven marketing strate-
gies to the ever-evolving world of business by learning
both the psychology of why people purchase products
and how to effectively develop, price, distribute and
promote products and services.

How Do Marketing Students Learn?

Students learn in a variety of settings and via a variety
of experiences. All classes are interactive with a mini-
mum of formal lecture and a maximum of student-cen-
tered activities. Students are given the opportunity in

each class to learn by working in groups, writing, speak-
ing, and completing projects—all of which offer the
students the opportunity to use a broad range of talents.

What Are the Results of the Course of Study in
Marketing?

The results of students having majored in marketing

are evident during their senior year in the project they
produce in their marketing research course. Successful
completion of the project requires a synthesis of knowl-
edge gained during the classes leading up to this course.
Students also are evaluated by their internship super-
visors on a rating scale that measures the students’
abilities to perform in a marketing environment.

MISSION

The mission of the Department of Marketing is to pro-
vide the highest level of marketing education that rests
on a strong liberal arts foundation. The interdisciplinary
nature of our majors cultivates successful students who
have a strong and enduring sense of personal and social
responsibility. We prepare students to be competent
communicators who understand the complexities of our
global and technological environment.

PROGRAM LEARNING OUTCOMES

e Graduates will manifest professional entry-level mar-
keting communication skills.

e Graduates will incorporate an ethical marketing per-
spective in their professional decision making.

e (Global awareness will be evidenced in our graduates’
decision making within the field of marketing.

e Graduates will apply the underlying principles of
marketing when making business decisions.

Below are the key learning outcomes as supported by
their related fundamental learning objectives:

1. Key Learning Goal (Effective Communication):
To manifest professional entry-level marketing com-
munication skills

Learning Objectives:

e To identify and analyze marketing audiences,
purposes, key ideas, sequencing of content, format,
voice, style, technology, and key terms of art

e To apply good principles of communication within
the marketing environment

e To cogently and concisely present managerial ad-
vice from an environmentally rich, ambiguous set of
facts that embody a real-life-like situation faced by
marketers.
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2. Key Learning Goal (Ethical Behavior): To
incorporate ethical perspective in their professional
decision making

Learning Objectives:

e To identify ethical theories and challenges in mar-
keting

e To apply ethical principles when facing challenges
in making marketing decisions

e To be able to advise organizations on the suitabil-
ity of ethical marketing approaches to operational
challenges that are raised in real-life-like situations
and faced by marketers.

3. Key Learning Goal (Global Perspective): To ex-
hibit a global awareness in our graduates’ professional
decision making in the field of marketing

Learning Objectives:
e To identify multicultural challenges in social and
marketing environments

FULL-TIME FACULTY
Kristen Schiele, Assistant Professor
PhD, University of California, Irvine

Mine Ucok Hughes, Associate Professor
PhD, University of Southern Denmark

ADJUNCT FACULTY
Paul Sabolic
EdD, Nova Southeastern University

Curriculum Summary
MARKETING MAJOR CURRICULUM
Leading to the Bachelor of Business
Administration (BBA) Degree

BBA Core (BBA)

Marketing Major Core (M)
Marketing Major Electives (ME)
Total Major

General Education/Integrative Learning (GE/IL) 49

e To apply knowledge of the global nature of market- Unrestricted Electives (UE) 17
ing when making decisions Minimum semester hours required 126
e To effectively analyze the pros and cons of alter-
native approaches to marketing challenges that SUGGESTED SEQUENCE OF COURSES
are raised in real-life-like situations and faced by
business people. FIRST YEAR
Fall Semester
4. Key Learning Goal (Marketing Principles): To _
apply the underlying principles of marketing when MGMT 100 Fundamentals of Business
making business decisions .. Enterprlse ............................... 3 BB A
WRIT 111  Academic Writing I 3 GE/IL
Learning Objectives: INDS 1XX  Interdisciplinary Core 3 GE/IL
¢ To understand the underlying principles of "ENVT 220 Environmental Studies . 3 GE/L
Elarke tlmfh . . I — .. Unrest ncted Electwe ................... 3 U E .
e Toa e underlving principles of marketing in =~ -+ P S SRRt
PP . y. & p. P £ _ Unrestricted Elective 1 UE
real-world bUSINESS SITUALIONS e i ittt e ee et et e e et e e
e To effectively analyze various marketing principles Spring Semester
and their appropriate applications in business
settings. MGMT 110  Legal Environment of Business 3 BBA
PSYC 200 Introduction to Psychology 3 GE/IL
FACULTY WRIT 112  Academic Writing II 3 GE/IL
Faculty are key to the success of the program. Faculty COMM 120 Public Speakmg """""""""""" 3 GE/IL
members ?re chF)sen specifically for thelr knowl§dge of MATH 220 """ BusmessMath """"""""""""" 3 GE/IL
and experience in the areas of marketing for Which they — --<cicrrereeeenmisaaeioeres B PP P
are hired to teach. LSCI 105 Informatlon Theory and
Practice 1 GE/IL
COORDINATOR
A. Danielle Way Ramirez, Assistant Professor
PhD, University of Texas at Austin
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SECOND YEAR

FOURTH YEAR

Fall Semester Fall Semester gf)
x
ACCT 205  Financial Accounting for MGMT 400  Operations Methods 3 BBA %
................... Decision Making ...3BBA " FINAS360 Financial Management 3 BBA =
MATH 226 | Business Statistics . 3 GE/IL ~ MRKT34XX ~ Marketing Elective 3 ME
BCOON203 | Macroeconomics . 3 GE/IL ~ MRKT34XX  Marketing Elective 3 ME
== 2XX Natural Scienceswithlab 3GEAL ~ MGMT 461 Leadership Theory & Practice 3 BBA
PHIL 210 Ethical Systoms S GRIL, T R
Spring Semester
Spring Semester
MRKT 455  Market Research & Analysis 3M
MRKT 301 Principles of Marketing 3BBA  MRKT490 Marketing Internship 3M
ACCT 206 Managerial Accounting for MGMT 483  Business Policy & Strategy 3 BBA
................... De(21s10n Maklng s 3 BBA _ Unrestricted Elective 3 UE
ECON204 ..... MlCI‘OQCOH OmICS ....................... SGE/IL _ Unrestricted Elective 3 UE
ARTH Art, History 3 GREAL e T T T e et ea e et e e e e
3XX Integrative Learning Elective
(300 level) 3GE/L  Upper division marketing elective courses.
......................................................................... Select four from the following:
THIRD YEAR MRKT 312 Public Relations
Fall Semester MRKT 321  Advertising and Promotion
MRKT 325  Retail Marketing
MRKT 310 COHSUHleI‘ Behavior 8 M ............................. rrererseeesessiisiiiiinnt i
........................................................................ MRKT 341 Marketlng on the Internet
MRKT8/4XX MarketingEleCtiVe SME ........................... ........... . ...................................
........................................................................ MRKT 342 Media Marketing
MGMT 326 Management & Org Behav-ior 3 BBA .............................. . ............... . ..........................
........................................................................ MRKT 360 International Marketing
o Art HlStOI'y or Humanltles 3 GE/IL ............................. . ............ et
........................................................................ MRKT 420 Industrlal Marketlng
o UIlI'eStI‘lCtedElecthe 8UE .......................... 3 ...................... ................ AR
........................................................................ MRKT 430 Semce and Non_BuSIrless Marketlng
o UnI‘eStl"lCted Electlve 3 UE .........................................................................
........................................................................ MRKT 441 Sales Management
MRKT 451  Strategic Marketing
Spring Semester .........................................................................
MGMT 336 Management Information MARKETING MINOR
Systems 3 BBA
MRKT 3/4XX  Marketing Elective 3ME  *MGMT 100 Fundamentals of
MRKT 3/4XX  Marketing Elective SME ... Business Enterprise .3,
. MG MT 350 e Busm essEth1 CS ...................... 3 BB A SMRKT 301 Principles of Marketing 3
INDS3XX  Transdisciplinary Seminar 3 GE/IL
__ Unrestricted Elective 1 UE
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Select sufficient courses to complete the
fifteen-unit minor.

MRKT 312  Public Relations 3
. MRKT 321 ....................................................... 3
. MRKT 325 ...................................................... 3
. MRKT 341 ....................................................... 3
. MRKT 350 .................................................... 3
. MRKT 420 .................................................... 3
. MRKT 441 ....................................................... 3
. MRKT 451 ....................................................... 3
. MRKT 455 ...................................................... 3
MRKT 470 Topics (subject to prerequisites) 3
Minimum unit requirement.............cccccoooevviveieeeeeennn... 15

*MGMT 100 and MRKT 301 will not count as minor
courses for students who are required to take the
course as part of their major.

ASSESSMENT PROCESS

In the Marketing program, we apply both formative

and summative assessment of students’ performance
throughout the curriculum. Because the program is part
of the overarching BBA Degree Program, all students are
required to take the twelve BBA core courses. These
courses are noted above with the designation “BBA.”

For the BBA core courses, formative assessment pro-
cesses include opportunities for students to provide
structured feedback to their peers, detailed feedback
from professors on homework submissions through
Moodle, Moodle forums, evaluation on students’ formal
presentations, inclusion of Writing Department con-
sultants to enhance writing skills in MGMT 326, MGMT
350, and MGMT 461, and simulation games in MGMT
336 and MGMT 483.

The summative assessment processes for the BBA core
courses include research and reflection papers; formal
presentations; portfolio presentations, final exams, and
the capstone project.

For Marketing major courses, formative assessment
processes include detailed feedback from professors

on homework submissions through Moodle, computer
literacy requirements, field projects, an internship proj-
ect, and faculty advising through mandatory one-on-one
meetings.

Summative assessment processes for Marketing major
courses include formal presentations, presentations,
portfolio, poster and research paper submissions and
presentations, and final exams.

Each student also successfully completes a 120-hour
internship that is evaluated by both the faculty advisor
and the on-site supervisor. Data from the supervisor
survey are compiled by semester for analysis. Decisions
regarding the marketing curriculum and individual
courses are made based on these data.

RESULTS OF LEARNING
Marketing graduates are accepted into MBA and other
graduate programs and find positions in marketing.

ACADEMIC STANDARDS
The department applies university and school academic
standards.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

Internship

Students are required to take MRKT 490, Internship
during their senior year. The ten- to fifteen-week expe-
rience offers students the opportunity to work in a mar-
keting environment of their choice during which they
apply their knowledge of the business of marketing,.

Study Abroad
Study abroad programs are offered by the department
to China and Europe.

Other

Students are encouraged to take part in School of
Business extracurricular activities such as the Collegiate
Entrepreneurs’ Organization. In MGMT 483, Business
Policy and Strategy, students participate in the Capsim
program and compete on their scores with their coun-
terparts at other universities across the country.
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COMPUTER LITERACY REQUIREMENTS

Students use word processing software (such as Word)
and presentation software (such as PowerPoint). The
accounting and management courses utilize spread-
sheet software (such as Excel). All courses in marketing
require students to use on-line information search vehi-
cles (such as Pro-Quest). Students utilize the statistical
package SPSS in MRKT 310, Consumer Behavior and
MRKT 455, Marketing Research.

STUDENT COMPUTER AND OTHER EQUIPMENT
REQUIREMENTS

Students must be able to access and use a computer

for every marketing course. Although the university
maintains computer labs for this purpose, it is strongly
advised that each student own a notebook.

MINOR REQUIREMENTS

Although a minor is not required, students are encour-
aged to minor in an area that will support the marketing
degree in the area of greatest interest to the student.
Suggested minors that are especially useful to market-
ers: psychology, graphic design, and communications.

Courses

MRKT 301 Principles of Marketing

3 UNITS

This course is designed to introduce students to the
fundamentals of marketing. Through this course, the
foundations of marketing will be explored, the users of
marketing will be identified, the role of marketing in the
organization will be examined, marketing objectives,
tools and resources will be assessed, and components
of strong marketing strategy will be evaluated. Lecture.
Prerequisite: MGMT 100, Introduction to Business or
FMRK 100, Introduction to Fashion Business plus forty
hours credit.

MRKT 310 Consumer Behavior

3 UNITS

This course will explore the nature and dynamics of
consumer markets and their significance to the market-
ing executive. The concepts and constructs employed
are used to identify and measure market segments and
analysis of behavioral patterns of these segments as a
basis for marketing strategy. Lecture. Prerequisites:
MRKT 301, Principles of Marketing and MATH 226,
Business Statistics.

MRKT 312 Public Relations

3 UNITS

This course examines the theories and techniques in-
volved in creating and implementing programs intended
to influence public opinion and behavior. Students will
also study the analysis of case histories and examination
of success and failure factors. Lecture. Prerequisite:
MRKT 301, Principles of Marketing.
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MRKT 321 Advertising and Promotion
Management

3 UNITS

This course examines the functions, institutions, termi-
nology, theories, techniques of advertising, sales pro-
motion, personal selling, and publicity as strategic tools
of marketing. Case histories of promotional strategy are
reviewed and examined. Lecture. Prerequisite: MRKT
301, Principles of Marketing.

MRKT 325 Retailing Marketing Management

3 UNITS

The functions and institutions of retailing within the
framework of managerial decision-making. Topics
include location, buying, merchandise management,
pricing, and promotion. Lecture. Prerequisite: MRKT
301, Principles of Marketing.

MRKT 341 Marketing on the Internet

3 UNITS

This course examines marketing on the Internet from
both the consumers’ and the marketers’ perspectives.
Issues covered include privacy and security of personal
information, business to business marketing, how the
principles of marketing relate to users of the Internet.
The emphasis is on understanding the impact that the
Internet and technology has had on business and mar-
keting in general and electronic businesses in particular.
Class activities include lecture, discussion, and online
exploration of Internet sites. Lecture. Prerequisites:
MRKT 301, Principles of Marketing.

MRKT 342 Media Marketing

3 UNITS

This is a survey of the marketing process and its role

in media. The concepts of marketing strategy, adver-
tising management, sales promotion, public relations,
marketing research, consumer behavior and brand
management are applied to topics, including: theme
parks and destinations, home video, television, film, and
media. Lecture. Prerequisite: MRKT 301, Principles of
Marketing.
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MRKT 360 International Marketing

3 UNITS

This course focuses on the strategic implications of
international marketing. Students will learn to identi-

fy and analyze the underlying factors of international
market environments and the forces which cause people
in different cultural contexts to accept or reject new
products. Attention is given to demand, product, poli-
cies, market channels, pricing, and the development and
control of marketing programs. Prerequisite: MRKT 301
Principles of Marketing.

MRKT 420 Industrial Marketing

3 UNITS

This course views the nature of the industrial market,
organizational buying behavior, analysis of customer
procurement strategy, sales force management and
key-account selling strategy. It deals with a variety of
problem areas including marketing in mature markets
and high technology products. Lecture. Prerequisites:
MRKT 301, Principles of Marketing and MRKT 310,
Consumer Behavior.

MRKT 430 Service and Non-Business Marketing
3 UNITS

This course provides an overview of the unique prob-
lems and strategies involved in marketing services and
non-businesses in order to develop useful marketing
frameworks to help students address these issues. This
course is designed for students who plan to be manag-
ers in non-business and service industries and providers
of professional services (including consulting.) Lecture.
Prerequisites: MRKT 301, Principles of Marketing and
MRKT 310, Consumer Behavior.

MRKT 441 Sales Management

3 UNITS

This course explores the operation and decisions asso-
ciated with organizing, training and managing the sales
force; sales forecasting; sales analysis and allocation

of sales effort; pricing policies. Lecture. Prerequisite:
MRKT 301, Principles of Marketing.

MRKT 451 Strategic Marketing

3 UNITS

Integrates marketing policy and strategy by working

in teams to conceive research, develop and present

a marketing plan for a project or service. This course
will be conducted in cooperation with an organization
under the supervision of the course instructor. Lecture.
Prerequisites: Senior standing; MRKT 310, Consumer
Behavior.

MRKT 455 Market Research and Analysis

3 UNITS

This course focuses on research as an aid to deci-
sion-making. Students focus on planning the research
approach, developing and testing questionnaires, sam-
pling, and processing and interpreting data. Students
will also learn to make the appropriate recommenda-
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tions for marketing action. Computer assignments and
a laboratory fee are required. Lecture. Prerequisites:
MRKT 301, Principles of Marketing; MRKT 310, Con-
sumer Behavior; MATH 226, Business Statistics.

MRKT 370, 470 Topics in Marketing

3 UNITS

Topics focus on current issues in marketing. Lecture.
Prerequisites: MRKT 301, Principles of Marketing and
junior standing.

MRKT 490 Internship

3 UNITS

A practical, on-the-job experience in a mid- or up-
per-level marketing environment. Work experience (120
hours) is complemented by academic requirements
including weekly reports and a research paper/project.
Prerequisite: Senior standing and MRKT 310.

MRKT 299, 399, 499 Independent Study

1-3 UNITS

This is an individual investigation in a field of special
interest chosen by the student and approved by the
dean. Regular, periodic meetings with the department
coordinator or an assigned faculty member are required.
Thirty hours are required for each unit of credit. Pre-
requisite: Contract approved by the dean.
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Demonstrate Communication Skills
BBA 2: 2
Incorporate Ethical Perspectives in Decisions
BBA3: 4
Demonstrate Global Awareness
BBA 4: 4
Develop Basic Leadership Skills
MRKT 1: ALL
Develop Understanding of Function of Marketing
MRKT 2: 125
Develop and Practice Marketing Tools and Skills

*WILL VARY BY COURSE CONTENT
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School of Media,
Culture & Design

Edward M. Clift, PhD, Dean

The School of Media, Culture & Design offers challeng-
ing degree paths that cultivate the particular talents of
each student in their journey to become engaged cre-
ative professionals able to impact the global society. We
currently offer eight educational programs in the fields
of animation, communication, fashion design, filmmak-
ing, game art & design, graphic design, media technolo-
gy, and psychology. Students are encouraged to explore
the areas between and around these disciplines while
they work to foster the personal vision, intelligence, and
talent needed to succeed.

By bringing together the diverse academic and creative
fields of media, culture & design, we seek to create an
interdisciplinary learning environment that focuses the
goals of each department and offers students innovative
degree choices. The individual departments maintain
autonomy of educational aspirations within a creative
nexus that embraces, informs, and enriches the mission
and goals of the entire university.

MISSION

The School of Media, Culture & Design brings together
multiple avenues of inquiry that produce the critical
skills and knowledge needed for students to excel in
their chosen discipline. We prepare students to live in
the global community as innovative problem-solvers
and to work in its wide variety of cultural industries as
fully creative, critically aware, and socially responsible
individuals.

GOALS
The departments within the School of Media, Culture &
Design work together to support the goals listed below.

e Present comprehensive evidence of disciplinary
knowledge related to the specific history, theory,
standards of practice, and technologies found within a
field of study.

e Develop expertise in the processes associated with
the creation, form, content, production, and
dissemination of meaning.

e (Gain proficiency in creative inquiry as manifest in
research methodologies, interpretive applications,
or aesthetic content.

e Demonstrate the ability to work collaboratively
across diverse disciplines, to understand the value
of cooperative activities, and to conduct transdisci-
plinary inquiry.

e Show competence in critical thinking especially as
it pertains to the fields of media, culture & design.

The School of Media, Culture & Design discourages

the use of waivers and substitution in all degree pro-
grams. They are not granted unless equivalent or more
advanced replacement units in the major are available.
Students are required to prove requisite skills and abil-
ities for the waived or substituted course through test-
ing, project presentation, or completion of equivalent
types of course matter as approved by the department
chair. Substitutions are generally offered when there are
curriculum changes and apply only to courses of a com-
parable or more advanced academic level in the major.
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Design Foundation

Doug Post, Department Chair

The primary objective of the Design Foundation pro-
gram is to assist students in gaining a visual literacy and
mastery of basic methods and techniques common to all
the art and design disciplines. Students are encouraged
to develop individual creative design concepts and gain
critical thinking skills that can be applied to all intellec-
tual endeavors. Through the shared experience of the
studio process students learn to develop and maintain

a commitment in energy, focus, and time management
leading to the completion of successful projects. Most of
all, the design foundation program helps students sus-
tain and expand on the passion and interest in the visual
arts that they brought with them to the university.

MISSION

Design Foundation is an interdisciplinary program for
entry-level students in the Animation, Fashion Design,
Filmmaking, Game Art & Design, Graphic Design and
Interior Architecture departments that introduces stu-
dents to an appreciation of the principles and processes
shared across the arts, design and media disciplines,
and provides them with a basis of study and skills to
successfully continue their education and apply to a
career within a specific design discipline.

PROGRAM LEARNING OUTCOMES

e Students will master basic art and design skills and
methods that can be further developed within the
major.

e Students will gain the ability to bring creative,
innovative, critical thinking skills to solve art and
design problems and to effectively communicate ideas
through visual and verbal presentations and writing,.

e Students are able to apply a broad visual and intellec-
tual understanding of the potential of art and design
to a specific discipline and to carry forward a passion
and commitment to the arts as a lifelong process of
learning.

FACULTY

Design Foundation faculty have varied professional and
educational experience in the art and design profes-
sions. They expose students to a broad understanding of
viewpoints and expertise that will prepare them to con-
tinue study within their major, but will also impress on

them an appreciation for the similarities that the visual
arts disciplines share and the unique differences that
set them apart. In addition to a qualified arts education
and professional experience, Design Foundation faculty
shares a common interest in the education of beginning
students. This requires a dedication to bridging a range
of educational abilities and cultural experiences in our
first year students. While often presenting a challenge,
this diversity also provides a rich environment for both
students and faculty in learning about art, design and
media from other perspectives. The Design Foundation
faculty are passionate and dedicated educators with

an interest in all aspects of art and design and has the
ability to communicate this commitment to students.
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CHAIR
Doug Post, Assistant Professor
MFA, Academy of Art University

FULL-TIME
Patrick Nickell, Assistant Professor
MFA, Claremont Graduate School

EMERITUS FACULTY
Carolee Toon, Professor
MFA, Art Center College of Design

ADJUNCT FACULTY
Carol Bishop
PhD, Union University

Olivia Booth
MFA, Art Center College of Design

Kelvin Nguyen
BFA, California State University, Fullerton

Nate Page
MFA, California Institute of the Arts

Jaime Scholnick
MFA, Claremont Graduate University

Keith Walsh
MFA, Tufts University

Michelle Wiener
MFA, Otis College of Art and Design
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Curriculum

The five designated Design Foundation courses are
imbedded in the Design and Media Majors typically with
FOUN 101, Beginning Drawing and FOUN 102, Design
and Composition scheduled for fall term of the first
year; and FOUN 103, Color and Composition and either
FOUN 104, Drawing Concepts & Composition or FOUN
105, Introduction to Figure Drawing in the spring term.
The intention is to provide an introduction to basic
drawing skills, elements and principles of design, color
theory, and composition through applied practice and
study within a broad context of art, design and media.
The courses parallel and support the introductory stu-
dios of the design majors.

Design Foundation Courses

FOUN 101 Beginning Drawing

3 UNITS

This is a fundamental course in freehand drawing.
Various media and methods are introduced to develop
perceptual and technical drawing skills. Emphasis is
on line, shape, tone, spatial relationships, perspective,
scale, and composition. Studio. Prerequisite: none.

FOUN 102 Design and Composition

3 UNITS

This course introduces students to the elements and
principles of design and the creative process of identify-
ing and solving design problems. Formal visual prop-
erties of line, shape, form, pattern, value, texture, and
sequence are studied in their relationship to composi-
tion and organizational systems and unifying principles
including balance, repetition, rhythm, transformation,
proportion and scale. Emphasis is placed on gaining the-
oretical, and practical problem-solving skills, developing
creative design concepts and communicating project
solutions visually and verbally. Important historical
movements in art and design that have influenced con-
temporary design practices are presented as an integral
component of creative design so that students may
relate their individual design efforts to a larger cultural
context. Studio. Prerequisite: none.

FOUN 103 Color and Composition

3 UNITS

This course continues the exploration of design and
composition, introducing more complex problems with
an emphasis on introducing and studying the properties
and the interaction of color relationships in basic design
projects. Students develop conceptual, perceptual and
applied skills in problem-solving projects that investi-
gate color systems, color contrasts, color symbolism,

and the spatial effects of color in art and design.
Studio. Prerequisite: FOUN 102, Design and Composi-
tion recommended.

FOUN 104 Drawing Concepts & Composition

3 UNITS

This course builds on the basic skills and knowledge
gained in FOUN 101, Beginning Drawing. Two- and
three-dimensional representations of objects and space
are explored for their spatial context and expressive
form. Emphasis is on developing individual concepts,
sketch techniques and compositional methods that can
effectively process, and communicate visual ideas. Tra-
ditional media of pencil, ink, and charcoal are expanded
to include marker pens and water-based media adapt-
able to sketch techniques and alternate surfaces to work
on. The work of professional artists and designers is
studied in order to appreciate the potential of sketch
techniques and drawing skills in art and design process-
es. Studio. Prerequisite: FOUN 101, Beginning Drawing.
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FOUN 105 Introduction to Figure Drawing

3 UNITS

This course builds on a basic drawing knowledge that
enables students to gain an understanding of the ele-
mentary movement and structural knowledge of the hu-
man form. Students completing the course will achieve
an introductory level in observational visualization skills,
and manipulation of various media. Representation of
the human body will be as an animate, three-dimension-
al form in space in both static and dynamic, rhythmic
gesture. There is a special emphasis on comprehension
of anatomical structure that will allow students the
ability to visualize and adapt the human form for use

in design and related disciplines. FOUN 104 may be
exchanged with FOUN 105 as a FOUN requirement.
Studio. Prerequisite: FOUN 101, Beginning Drawing.

COURSE PROCESS

Integrated Program

The Design Foundation chair and faculty develop the
curriculum, which specifies the content, sequence of
learning, and expected outcomes for each of the foun-
dation courses. All students receive the same course
outline and syllabus to insure a consistent approach to
content and achievement outcomes. Instructors develop
individual approaches to projects that address the basic
course content and design process requirements. Each
term, the Design Foundation chair and faculty review,
revise, and develop the course requirements and overall
objectives of the program.
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Design Foundation course progress and student
achievement focuses on basic instructional require-
ments. Lectures that explain the project’s process, his-
torical context, and relevance to art, design, and media
are accompanied by slide presentations or examples of
previous student work, along with examples of profes-
sional work when possible. Small studio classes of up to
sixteen students ensure that the students will receive
individual attention from the instructor in every class
meeting.

Communication

The studio instruction process helps the students
develop a visual, verbal, and written vocabulary through
initial research and writing to prepare for assignments.
Design development and presentation of completed
projects then becomes an individual exploration in inno-
vative experimentation in solving design problems. The
primary objectives are to assist each student to achieve
their optimum level of technical skills and ability to
develop concepts as well as communicate ideas.

A series of bi-weekly projects are scheduled for each
course that provides a sequential learning experience
for beginning students. Assignments are problem-based,
beginning with basic elements and specifically stated
requirements and restraints, then progressing to more
complex problems that require increasingly competent
concepts and skills. Media is varied to give students
opportunities to expand their design methods, techni-
cal skills, and to see the different results possible for
completing a project.

ASSESSMENT PROCESS

Student Assessment

Emphasis is on in-studio design and drawing develop-
ment with the instructor giving each student individual
assistance. Assignments are critiqued during studio
sessions with the instructor and in-group discussions.
Completed design projects are pinned up and informal-
ly evaluated by the instructor and students. Drawing
assignments are pinned up and presented for a final
review and otherwise as time permits. Jurors are invited
to the final presentation reviews.

A midterm quiz is given on general terminology and vo-
cabulary. Students receive a detailed, written evaluation
based on a percentage basis for each assignment. Each
instructor develops their own assignment evaluation
form, but all evaluations are required to assess process
and execution including: design concept and develop-
ment, skill achievement in use of methods and mate-
rials, verbal and visual presentation, and class engage-

ment. The cumulative evaluations during the term are
averaged for a final course grade. At any point during
the term a student can compute their grade average to
assess their work in progress.

Assessment takes into consideration class attendance
and participation, which is explained in each course
outline. Students are apprised promptly of any problems
by the instructor and referred, in writing, to the Office
of Student Development for counseling.
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Faculty Assessment

In addition to receiving student evaluations each term,
faculty meet as a group with the chair at least once a
term for each course they teach to present student proj-
ects, discuss the progress of students, the effectiveness
of their comparative teaching methods, and to make
recommendations for improvements in the program.
The Design Foundation chair also visits classes and
meets with individual faculty on an as-needed basis
each term.

Department Assessment

Each semester, faculty from the various design and
media disciplines are invited to participate in the Design
Foundation Final Reviews. Additionally, each year,
faculty assess students in their courses with a rubric

of program learning outcomes. The results of these
assessments are compiled and analyzed by the Program
Assessment officer and turned into the School Assess-
ment director.
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Animation
(BFA)

Dori Littell-Herrick, Department Chair

There will always be artists driven to recreate the
visions that dance in their heads; visions so fantastic
and imaginative that only animation can express these
stories. By combining a complex arrangement of image,
timing, and sound, animation creates motion and char-

acter in a way no other media can. It can awaken surreal
worlds or focus on small, emotional moments. It can dis-

play humor or political commentary in a complex form.
Previously relegated to the area of children’s entertain-
ment, animation is now part of the cultural language

of the Internet, mobile applications, games and motion
pictures. The same concepts that made Mickey Mouse
dance can make dragons fly, Orc armies march, or Iron
Man smash villains. From Bambi to Wreck-It Ralph, from
Bugs Bunny to Robot Chicken, this is a medium that can
evoke the mystical, surreal, fanciful and satirical in all of
us at every age.

Our task in the Animation program is to deepen each

student’s understanding and appreciation of the art and

craft of animation through the making of projects. The

Animation curriculum is structured to challenge each

student to achieve the goals listed below:

e discover their creative voice through the production
of personal animated projects;

e master the use of visual language as an artist and cre-

ator of time-based media for film, broadcast, mobile
and experimental platforms;
e focus their skills for entry into the animation profes-

sion while simultaneously experimenting with a broad

range of techniques and styles;

e develop critical thinking skills through study of the
history of animation, art, and film, as well as analysis
and critique of their personal work;

e act as professional artists with an understanding of

the ethical and legal standards of the industry and the

culture in which they create.

MISSION
Animation is a unique marriage of art, performance,

music, sound design, media, technology and the written

word. By engaging our culturally diverse students in
the production of challenging and relevant animation in
a variety of forms, we encourage the development and
growth of each individual. Students are supplied with

the tools to develop hand drawn, computer generated
and stop motion projects. Our mission is to keep pace
with the rapid technological changes in animation while
providing the most basic tools and knowledge to excel
in all areas of the craft. Students are encouraged to
strive for artistic excellence and professional expertise
as they develop their individual vision.
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PROGRAM LEARNING OUTCOMES

e (Create a substantial body of personal work that show-
cases a unique creative voice.

e Exhibit mastery of hand-based and digital art skills in
creative projects.

e Organize and present narrative content in storyboard
form using visual and cinematic language.

e Apply animation principles in the design and produc-
tion of time-based media.

e Develop and coordinate art and design strategies in
both collaborative and independent production set-
tings.

Engage in constructive critical analysis of both cre-
ative process and product when offering and receiv-

ing critiques in a studio setting.

e Communicate artistic intent in a professional manner
that illustrates a working knowledge of animation
history and related fields.

e Demonstrate artistic mastery of the tools and technol-
ogy in a chosen skill set of animation through presen-
tation of a professional quality reel and portfolio.

e Understand legal/ethical issues relating to profession-
al practices and career management in the animation
industry.

FACULTY

Our faculty engage in service, research, professional de-
velopment, and production of personal and commercial
animation art, in order to be appropriate mentors and
role models for the students. We provide a collaborative
atmosphere, including innovative curriculum and up-to-
date facilities, which allows students cross-fertilization
of discourse, study, ideas, and integrated projects in the
School of Media, Culture, & Design. As a center of the
advancement of the art and science of animation, we
strive to be an experimental laboratory of investigation
into this most popular of art forms. Beyond the class-
room, students are encouraged to maintain a connection
with the faculty as mentors on their creative projects.
Our faculty members become the students’ first profes-
sional network as they seek internships and jobs in the
industry.
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CHAIR
Dori Littell-Herrick, Associate Professor
MFA, University of California, Los Angeles

FULL-TIME FACULTY
Angela Diamos, Associate Professor
MFA, California State University, Northridge

Ric Heitzman, Associate Professor
MFA, School of the Art Institute of Chicago

Doug Post, Assistant Professor,
Design Foundation
MFA, Academy of Art College

PARTICIPATING ADJUNCT FACULTY
Edward Rosas

Ken Roskos,
BFA, Edinboro University of Pennsylvania

Justin Rodriguez
BA, California State University, Northridge

Robert Schaefer
AA, Los Angeles Valley College

Jon Vener, Adjunct Professor, Animation
B.F.A., Animation, Woodbury University

Joe Weatherley
MFA, California State University, Fullerton

Michael Wingo
MFA, Otis Art Institute

For details of faculty professional experience, please see
the Department of Animation website.

Curriculum Summary
ANIMATION MAJOR CURRICULUM
Leading to the Bachelor of Fine Arts

Arno Kroner (BFA) Degree
MA, Clermont University, France; MB, Units
University of Kansas Major (M) 68
General Education/Integrative Learning (GE/IL) 52
ADJUNCT FACULTY Restricted Design Electives (UE) 3
Nick Bane Unrestricted Electives 5
BFA, Woodbury University Minimum Unit Requirement 128
Jerry Beck SUGGESTED SEQUENCE OF COURSES
FIRST YEAR
Dave Brain Fall Semester
BFA, Chouinard Art Institute o o
ANIM 100  Animation Principles 3M
Frank Gladstone FOUNT0L | Beginning Drawing ... SM
BA, University of Florida FOUN 102  Design and Composition 3M
. WR I T 11 1 ..... Academlc ertmg I ................... 3 GE/IL
Sue Kroyer UINDS 100 Interdisciplinary Core 3 GE/L
BS, University Of Wisconsm .........................................................................
Santino Lascano Spring Semester
BFA, Woodbury University; BA, University of o . )
California, Irvine (ANIM 102 Beginning Figure Drawing SM
ANIM 111  Digital Citizenship 1M
William Matthews ANIMIL2  Portfolio Review Workshop M
ANIM 161  Intro to Digital Media 3M
Avari Phillips FOUN 101 Drawing and Gompsiion 5 G
BFA, Carnegle Mellon Umver51ty WRIT112 ..... Academlcwrltlng H .................. 8 GE/IL
P LSC I 10 5 ..... Inf ormamon Th eory and ........................
BA, Columbia University Practlce ...................................... lM
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SECOND YEAR
Fall Semester

ANIM 203  Sophomore Studio I: Animation 3M
. ANIM21 0 ..... Des 1gn Symposla .......................... 1 M .
. ANIM21 1 ..... St oryboardmg ............................. 3 M
. ANIM24 0 ..... Hlstory ofAm matlon ..................... 3 M .
. ANIM26 3 ..... St Op Momon 1 .............................. 3 M
MATH e Mathemat 1 CS .......................... 3 GE/IL

2XX

Spring Semester

FOURTH YEAR
Fall Semester

ANIM 485

Senior Studio I

Spring Semester

ANIM 486

Senior Studio II

ANIM 204  Sophomore Studio II: Layout
ANIM 221  Character Design
ANIM 262  Intro to 3D Computer
Animation
ANIM 245  Iconic Films
ANIM 289  Progress Portfolio
COMM 120  Public Speaking 3GE/AL ANIMATION ELECTIVE COURSES:
ARTH2XX Art History course .. 3GE/IL ~ ANIM231  Painting: Traditional and
Digital Explorations 3 units
THIRD YEAR ANIM 223  The Costumed Figure 3 units
Fall Semester ANIM 316  Intermediate Animation 3 units
ANIM 305  Junior Studio 1 3M ANIM 335  Experimental Figure ,
........................................................................ Dranng 3 units
ANIM 340 Visual Development 3 M ......................................... . .o .. ....................... . coee
........................................................................ ANIM 405 Background Palntlng 3 units
ANIM SXX Anlmatlon PI‘OduCthI’l ..... AN.I‘M.24.]:(.) ..... Aa ........ (.i. .I?. ....... b ..... . cecess sene .5; ceee . ceee
Techniques Elective gM L NMELY Advanced rigure Drawing o l.l.I}%tf’..
ANIM 241 History of Animation 2 3 GE/IL ANIM 416 Character Animation ,
........................................................................ Workshop 3 units
ENVT 220 Enwronmental Studles 3 GE/IL ................................... . ..... e . ceee
........................................................................ ANIM 420 Effects Animation 3 units
PSYC 200 IntI‘OdUCtIOIl tO Psychology 3 GE/IL .........................................................................
........................................................................ ANIM 170,
270,370,470  Topics in Animation 3 units
Spring Semester ANIM 299,
ANIM 306 Junior Studio II SM 399,499 Independent Study . 1-4 units
ANIM 330 - Ammal Dravmng ......................... 3 M Animation Production Techniques Electives
ANIM 380  Senior Research Seminar 3M
COMM 2XX  Media Ethics 3GEaL ANIM361 3D Computer Animationl 3 units
_ Social Science Course 3 GE/IL ANIM 362 ..... 3D . Comp u ter A T 1mat10n H .......... 3 umts
ANIM 491 Internship Seminar 1M ANIM363 2D Computer Animationl =~~~ 3 umits
........................................................................ ANIM 364 2D Computer Animation II 3 units
120 Hour Fleld EXperlenCe Reqllll"ed ”Ai\iil.vt[“g'éé.” .é.t....M...i;:....é .......................... .8....:{:...
(Prerequisite ANIM 490) L Aaoon LN BN S s
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Courses that meet Restricted Design

Elective requirements

Course selection for Restricted Design Elective (RE/
DES) includes any course offered in Animation, Fashion
Design, Filmmaking, Game Art & Design, Graphic
Design, and Interior Architecture (AN, FD, GD, IA) plus
the following;:

ARCH 269  Object Making

AR
R
ARTH205  History of Contemporary Art
ARTH211 History of Latin American At
s DO AR A
S S

Assessment Process

The Animation curriculum is designed to systematically
assess student performance and learning throughout
the four-year program. Students are assessed both
formally and informally within the individual courses.
Course final reviews include assessment by industry
professionals as well as faculty. Course final reviews
include assessment by industry professionals as well
as faculty. The department has identified four specific
points for measured assessment, both formative and
summative. The outcomes of the assessment are used
to promote continuous improvement, assure program
quality and evaluate individual student performance.
The four points include the Progress Portfolio Review
(ANIM 289) at the end of the second year, the Senior
Capstone Animation Project (ANIM 486), the Animation
Portfolio (ANIM 495), and the Internship Evaluation
(ANIM 490). The Portfolio Review Workshop (ANIM
112) in the first year and the Collaborative Junior
Animation Project(ANIM 305-6) in the third year help
students prepare for these milestone assessments.

INCOMING PORTFOLIO REQUIREMENTS
Freshman Portfolio

Applicants are required to submit a portfolio demonstrat-
ing their artistic perspective, visual thinking, and range of
skills. We encourage digital portfolios and enjoy com-
municating our critiques with incoming students. Digital
portfolios may be revised and resubmitted based on our
review. Students should not send original work, although
print copies are acceptable. Should students want to
submit originals, they are advised to make an appoint-
ment with the department chair for a personal review.
Animation faculty members review the portfolios in order
to better understand how to aid the students in reaching

academic and professional goals.

Placement Portfolio

Incoming transfer students are required to submit a
portfolio of work including samples from all art and ani-
mation courses intended for transfer into the Animation
major at Woodbury. Personal work is also encouraged.
This portfolio may be either digital or printed hard cop-
ies. Original work will only be reviewed in meetings with
the chair of the department.
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Requirements for both freshman and placement portfo-
lios can be found on the Animation website.

IN STUDIO ASSESSMENT

Studio courses are designed to give the faculty an
opportunity to watch the students work and provide on-
going feedback and critique, both informal and written.
Students are able to improve their projects during the
course of the class based on input from the faculty.

Each studio course ends with a juried review of the stu-
dent’s work in that course. Industry professionals attend
along with faculty and the department chair. Students
benefit from the direct feedback; faculty are able to
informally assess the success of the course based on the
overall feedback of the professionals. Rubrics are used
to provide written feedback to the students.

Often students provide the most immediate feedback as
they work in studio outside of class hours. In addition,
students are required to participate in the formal cri-
tique sessions during the semester and at final reviews.
This supports the students in developing the ability to
critically analyze their own work and the work of others.

PRE-CAPSTONE REQUIREMENTS

Progress Portfolio (ANIM 289)

At the end of the second year all students must submit
a progress portfolio and written artist statement to the
Progress Portfolio Review. This portfolio will consist

of work from all studios, including Design Foundation,
taken prior to the review. Personal work is also encour-
aged. Faculty reviewers and the department chair will
determine if the student has developed an understand-
ing of storytelling, visual language, animation and design
principles, and digital skills necessary to advance to

the junior studio sequence. Students who fail to pass
this review with a minimum rank of acceptable in all
categories will must remediate based on the reviewers’
recommendation and resubmit their portfolio for review.
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Progress Portfolio

Review also provides the faculty an opportunity to gauge
the success of lower division courses of the major in
meeting the learning outcomes of the program. Using
the Curriculum Map, faculty can review each course

for success of teaching content, as well as the overall
achievement of the students in the first two years of the
program. Possible adjustments are discussed and may be
implemented in the following year.

Collaborative Junior Animation Project

ANIM 305-6 Junior Studios I and II are prerequisites to
the Senior Capstone Animation Project. This course al-
lows students to experience the full animation pipeline
prior to starting their senior project. Students in this
course series are assessed on their ability to collaborate
in teams as well as their animation production skills.

CAPSTONE COURSES

In the senior year, each student must complete a
personal animation project as part of ANIM 485-6

Senior Studios 1 and 2. Students may choose to work in
collaborative teams with the permission of the course
instructor, provided each student takes a leadership
role in a defined creative aspect of the project. This
capstone project demonstrates the student’s mastery of
visual language and thematic narrative and serves as the
central project in their professional portfolio. Capstone
projects are expected to be of professional, festival-level
quality when submitted. All students are encouraged to
enter this project in the appropriate animation festivals.
All completed projects that meet the above standards
are shown in the next annual Woodbury Animation
Showecase.

ANIM 495 Animation Portfolio

Students collect their work from across the program
and create a professional portfolio. Assessment and
critique of the student work happens during a juried
review including faculty and animation professionals.
Students receive both verbal and written comments.
Animation professionals evaluate the portfolio for se-
lection of appropriate quality pieces, presentation, and
focus of the work.

In addition, faculty members evaluate the portfolios

for students’ demonstration of the program learning
outcomes at the appropriate level based on the curricu-
lum map. Students are asked to provide a review of the
program using the learning outcomes as a framework
for the discussion. This may be informally conducted in
the class or collected as a paper.

ANIM 486 Senior Studio II

Capstone projects are reviewed and assessed in a juried
final review. This occurs one week prior to the year-end
Woodbury Animation Showcase. Animation profession-
als review the work and provide written feedback. Stu-
dents then have a chance to make some improvements
for the final screening. In addition, faculty members
assess students’ demonstration of the program learning
outcomes as presented in the curriculum map.
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ANIM 490 Internship/Work Experience

Students are required to maintain a journal of their
internship experience, recording highlights of what
they learned about the industry, and the expectations
of artists working in the industry. The journal may
include both written and visual material. Students must
also present a signed evaluation from the host compa-
ny supervisor indicating that the student successfully
completed the internship and demonstrated appropriate
professional behaviors. Students are encouraged to
share their journal with the host company supervisor. A
symposia-style presentation is held in the spring of each
year for students to present their findings to each other.
Students who are planning to intern in the upcoming
year are encouraged to attend.

RESULTS OF LEARNING

Each studio course requires the production of various
animation projects specific to the subject and learning
outcomes of the course. Projects may be either hand-
made drawings or objects or digital media. Examples of
projects for hand-drawn animation include character
design, visual development art, storyboards, layouts, and
traditional animation. Stop motion animation projects
may include character puppets and miniature sets. Both
traditional and stop motion animated films are completed
digitally. Computer graphic animation is done completely
on the computer. In all three types of animation, the final
output of the project will be digital, and may be present-
ed as a DVD, or archived as a data disc.

All student work is reviewed by professionals during the
juried review period at the end of each semester. In ad-
dition, the students compile their work into portfolios at
the end of the second year to be assessed by faculty and
invited industry professionals. In the senior year, the
students develop their professional portfolio, which is
reviewed by industry professionals and members of the
animation faculty. The final capstone project is present-
ed at the Woodbury Animation Showcase.
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STUDENT WORK

The Animation program is committed to supporting the
students in ownership of their creative work. The univer-
sity reserves the right to retain student work for archival,
educational and marketing purposes. In general, original
work is returned within one calendar year but may be
kept for up to three years to meet accreditation needs.
Digital copies of work may be kept indefinitely of which
the Animation department faculty member in charge

of maintaining the archive will determine. For further
details on this policy, see the Animation portal site.

ACADEMIC STANDARDS

Less than average work is not acceptable for a profes-
sional degree. Students must maintain a grade of “C”
(2.0) or higher for any core animation studio in order to
continue in the studio sequence. A student whose grade
drops below a “C” must repeat that studio prior to en-
rollment in the succeeding studio. In order to meet these
standards, it is strongly recommended that a student not
enroll in more than twelve studio units in a semester.

Core animation studios include ANIM 100, Animation
Principles; ANIM 161, Introduction to Digital Media,
ANIM 211, Storyboarding; ANIM 203, Sophomore Studio
I; ANIM 204, Sophomore Studio II; ANIM 305, Junior
Studio I; ANIM 306, Junior Studio II; ANIM 485, Senior
Studio I; ANIM 486, Senior Studio II; and ANIM 495,
Animation Portfolio.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

The Woodbury University Animation faculty members
are dedicated to providing students with enriching
experiences outside the classroom and campus. Intern-
ships or work experience give students a close-up look
at the professional world of animation. Local organiza-
tions as well as on-campus student clubs offer lectures,
conferences and screenings of a wide range of anima-
tion, including film, games, experimental animation and
related arts. Opportunities to explore the rich Los An-
geles entertainment and art communities and to study
aboard either in a summer program or as an exchange

student are a vital part of the program.

Internship/Work Experience

Prior to graduation, students must complete 120 hours
of work experience in the animation profession. This
may be paid or unpaid and should be accomplished in
the junior or senior year. With the aim of maintaining
the highest level of excellence in course work, full-time
students are encouraged to work no more than ten
hours per week. Students are responsible for complet-
ing an internship contract with the sponsor company
and the chair of the department and maintaining a
written journal which may include art detailing the
experience, how they met the learning objectives and
what professional skills they gained from the internship.
At the completion of the work, the sponsoring compa-
ny must complete an evaluation of the student’s work
including a statement of number of hours completed.
This signed evaluation will be submitted to the chair of
the department to complete the requirements of the
internship.
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Study Abroad

The School of Media, Culture & Design offers summer
study abroad programs, which have included London,
Paris, Cuba, and Turkey, including topics exploring
design and photography. Exchange programs in visual
communications and game design are available in Ger-
many, Mexico and the Netherlands, as well as opportu-
nities with a number of other universities world-wide.
Woodbury also hosts international students, many of
whom participate in the Animation program, creating a
cross-cultural experience in our production studios.

Design Symposia

This required course takes students off campus to at-
tend a wide range of art, design, film, and performance
experiences in the greater Los Angeles area. Each stu-
dent maintains a journal of both written and visual ma-
terial and takes part in discussions of the various events
they attend. Faculty assist the students in connecting
the current art and film trends they are experiencing to
the history of animation, art and film they are studying
at Woodbury.

Lectures

Each year the full-time faculty in Animation host a fall
and spring lecture, inviting professionals from the local
studios to come present work and speak to students
about a variety of topics; recent lectures have focused
on character design, pitching a TV show, and using mo-
tion analysis in gaming animation. Students attend these
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lectures as part of their coursework and receive credit
in some classes.

Local Events and Organizations

Because we are located in the heart of the Los Angeles
animation industry, there are many local events and
organizations that can enrich and expand the animation
student’s time at Woodbury.

CTN Animation Expo

The CTN Animation Expo is a talent-focused confer-
ence held yearly in the Burbank area. It brings together
the artists, educators and students from the local ani-
mation communities, including film and video, gaming,
and education. Woodbury University is a proud sponsor
of this event and encourages our students to volunteer
and attend this unique gathering of animation talent.

ASIFA-Hollywood

ASIFA-Hollywood, The International Animated Film
Society is the largest chapter of ASIFA International, a
UNESCO chartered non-profit organization dedicated
to the advancement of the art of animation. Woodbury
University and the Animation program are happy to
sponsor many ASIFA-Hollywood events on campus, in-
cluding screenings, book signings, and panel discussions
led by industry professionals. Students are encouraged
to join ASIFA-Hollywood to receive the many benefits of
membership, including an opportunity to network with
industry professionals.

COMPUTER LITERACY REQUIREMENTS

The Animation Department requires its graduates to

be literate in the current media of representation and

communication, demonstrated by the following;:

e A proficiency in computer systems operations, in-
cluding communication, upgrades and management;
a familiarity with the multiple platforms available in
Woodbury IT labs.

e A proficiency in internet research, through success-

appropriate equivalent.

e A proficiency in computer graphics software for im-
age processing and two-dimensional and three-dimen-
sional animation, as demonstrated through successful
completion of ANIM 100, Animation Principles; ANIM
161, Introduction to Digital Media; ANIM 262, Intro-
duction to 3D Computer Animation; ANIM 263, Stop
Motion 1 or appropriate equivalents.
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Media literacy is embedded in the curriculum at all
levels, and animation students are expected to demon-
strate these proficiencies through successful completion
of their coursework.

STUDENT COMPUTER AND OTHER
EQUIPMENT REQUIREMENTS

The Department of Animation requires a laptop com-
puter for third and fourth year studios beginning with
ANIM 305, Junior Studio I, but also strongly recom-
mends this for first year students. The system and
software must be compatible with existing on-campus
computer labs. Students may choose either Mac or PC
based on their needs and budget. Questions may be
directed to the department chair. Specific hardware
and software requirements are listed on the Animation
portal site.

All incoming students must purchase an external hard
drive for use in classes and to catalog their work. Specif-
ic requirements are listed on the Animation portal site
and the university website.

Students are responsible for email and ISP accounts;
student-owned computers used on campus must have a
network, and/or wireless card, depending on where the
computer will be used.

MINOR REQUIREMENTS
ANIM Minor (For Design Majors)

ful completion of LSCI 105, Information Theory and — .............cc.oioiiiiieieiie e Units
Practice or an appropriate equivalent. Bibliographic - ANIM 100 Animation Principles 3.
documentation of database and web-based sources ANIM 161  Introduction to Digital Media 3
of both text and images is required in all Animation CANIM 102 Begmmng F1gure Dravvmg """"""""" 3
courses.. | | ANIM211 ..... St oryboardmg ................................ 3
o A proﬁc1ency in WOI‘d—prOCGSSlng and document fOr— ........................................................................
matting, including image and color management for
printing.
e A proficiency in file and asset management in a
shared digital environment and using multiple soft-
ware programs in an animation pipeline through suc-
cessful completion of ANIM 111, Digital Citizenship or
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Select one from the following courses:

ANIM 221  Character Animation 3
ANIM24 0 ..... H1story ofAn]_rnatlon ........................ 3
ANIM34 0 ..... Vlsual Devel Opmem ......................... 3
. ANIM33 0 ..... Am mal D rawmg .............................. 3
ANIM 262 Introduction to 3D Computer
SUTURTI Amimation 3.
Total UNILS «..veeeieiiiieieieee e 15

ANIM Minor (for Non-Design Majors)

FOUN 102  Design Elements 3

ANIM 100  Animation Principles 3

ANIM 211  Storyboarding 3

ANIM 161  Introduction to Digital Media 3

ANIM 240  History of Animation 3
Total UNILS .oveeviieeiiieeciieeee e 15
Courses

ANIM 100 Animation Principles

3 UNITS

This is an introductory studio course in the fundamental
principles of animation. Through lecture, demonstration
and in-class exercises, the students will study the basic
theory and mechanics of the discipline. Students will
develop both drawing and observational skills through
the creation of simple animations using principles such
as squash and stretch, overlap and follow through.
Emphasis on the fundamentals of character design,
storyboarding, and layout will be studied through the
creation of a short animation project. Studio. Prerequi-
site: None.

Portfolio Project: Students’ final class project and
animation test is delivered on a DVD. Supporting art
and written material may be included.

ANIM 102 Beginning Figure Drawing

3 UNITS

This is a beginning course in life drawing. Expressive
and technical studies in various media emphasizing
gesture, structure and anatomy. Studio. Prerequisite:
FOUN 101, Beginning Drawing.

Portfolio Project: A selection of ten pieces from
varying projects representing the student’s best work
will be presented in portfolio form. Written material and
supporting sketches may be included.

ANIM 111 Digital Citizenship

TUNIT

This is a lecture class in the use of shared digital re-
sources and digital protocol. Topics include knowledge
of computer and networks; basic OSX, Windows and
Linux; folder management, naming conventions and
recognizing file types; using the internet and school
networks effectively; proper use of email; printing
basics, color profiles; troubleshooting techniques; using
passwords and logins; and backup protocol. Emphasis
on a professional approach to cooperative use of shared
digital resources. Lecture. Prerequisites: None. A grade
in this course of “C” or better is a prerequisite to use of
the Digital Resource Center Render Farm.
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ANIM 112 Portfolio Review Workshop
TUNIT

This is a lecture course in the preparation of academic
portfolios to support students in preparing for Progress
Portfolio Review. Lecture. Prerequisite: None.

ANIM 161 Introduction to Digital Media

3 UNITS

This studio course introduces students to the fun-
damental computer applications and processes used

for digital media production. Emphasis on software
programs dealing with imaging, drawing and painting,
editing, compositing, motion graphics, raster and vector
artwork. Studio. Prerequisite: None.

Portfolio Project: Students will create a DVD presen-
tation of all major projects. Supporting written material,
storyboards, and concept sketches should accompany
the DVD either as slide shows in the DVD or in portfolio
format.

ANIM 193 Open Studio: Animation Principles

3 UNITS

This course can substitute or remediate for ANIM 100,
Animation Principles. This is an introductory course in
the fundamental principles of animation taught in an
open studio format. Students will develop both draw-
ing and observational skills through creation of simple
animation exercises using principles such as squash
and stretch, overlap and follow through. Emphasis on
the fundamentals of character design, storyboarding
and layout will be studied through creation of a short
animation project. Studio. Prerequisite: Permission of
instructor or department chair.

Portfolio Project: Students’ final class project and
animation test will be delivered on a DVD. Supporting
art and written material may be included.
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ANIM 1931 Open Studio: Storyboarding

3 UNITS

This course can substitute or remediate for ANIM 121,
Storyboarding. An open studio course in storyboarding
for animation. Emphasis is on visual storytelling, story
structure, character development, cinematic language,
and drawing techniques used in storyboarding. Studio.
Prerequisite: Consent of instructor or department chair.

Portfolio Project: Three animation storyboards should
be presented in portfolio format. All supporting writing
and art related to the boards should be included.

ANIM 203 Sophomore Studio I: Animation

3 UNITS

This is a studio course building on ANIM 100, Animation
Principles. Students develop skills in character anima-
tion. Emphasis is on the basic principles of character
development, performance and animation techniques.
Student will assemble their projects into a finished
pencil test animation reel. Prerequisites: ANIM 100,
Animation Principles.

Portfolio Project: Students will create a DVD pre-
sentation of the pencil test animation reel including all
major projects. Any written material for the course will
be included in the portfolio.

ANIM 204 Sophomore Studio II: Layout

3 UNITS

This is a studio course in the fundamentals of animation
layout and pictorial composition as staged environments
for animated characters. Topics will include perspective,
lighting and tone, issues of style, architectural ele-
ments, natural elements, and props as visual storytelling
devices. The artist’s statement for the Sophomore year
Progress Portfolio will be completed in this class. Stu-
dio. Prerequisites: FOUN 101, Beginning Drawing; ANIM
203, Sophomore Studio I; and FOUN 104, Drawing
Concepts and Composition.

Portfolio Project: Students will create a presentation
in portfolio form of assignments such as background de-
sign, scene layout and workbook example. All research,
preliminary work, written treatment of story and artist’s
statement will be included as part of the portfolio.

ANIM 210 Design Symposia

TUNIT

Students will attend lectures, exhibitions or events ex-
ploring variety of topics in design. Both on- and off-cam-
pus events are encouraged. Lecture. Prerequisite: None.

Portfolio Project: Student will submit a journal
including collected materials, writing and sketching
related to the events attended.
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ANIM 211 Storyboarding

3 UNITS

This is a studio course in storyboarding for animation.
Emphasis is on visual storytelling, story structure, char-
acter development, cinematic language, and drawing
techniques used in storyboarding. Studio. Prerequisites:
ANIM 100, Animation Principles.

Portfolio Project: Students will create three anima-
tion storyboards presented in a portfolio or DVD. All
supporting writing and art related to the boards maybe
included.

ANIM 221 Character Animation

3 UNITS

This course focuses on the examination and exploration
of the figure, both nude and clothed, as a reference for
creating animation characters, sequential studies and
caricature. Studio. Prerequisite: ANIM 203, Sophomore
Studio I: Animation; ANIM 102, Beginning Figure Draw-
ing; or FOUN 105, Intro to Figure Drawing,

Portfolio Project: A selection of ten observational
studies from in-class figure work and a selection of vary-
ing projects representing the student’s best work will

be presented in portfolio form. Research, supporting
sketches and written statements may be included.

ANIM 231 Painting: Traditional and

Digital Explorations

3 UNITS

This course is a beginning studio exploring painting
techniques in both traditional and digital media. Water-
color, gouache and acrylic will be explored, as well as
digital painting techniques that mimic traditional and
more experimental techniques. Studio. Prerequisites:
FOUN 103, Design and Color Elements or permission of
instructor.

Portfolio Project: Students will create a minimum of
six finished paintings, three traditional and three digital,
in portfolio format. Supporting sketches and written
material may be included.

ANIM 223 The Costumed Figure
3 UNITS

An intermediate studio emphasizing the figure with
costumes and props. Investigation of both drawn and
painted form using a variety of media. Topics include

2013-2014 Course Catalog

87



composition, color and lighting. Prerequisites: FOUN
100, Beginning Drawing and ANIM 102, Beginning
Figure Drawing; or FDES 210, Fashion Sketching 2; or
permission of instructor.

Portfolio Project: A selection of ten pieces from
varying projects representing the student’s best work
will be presented in portfolio form. Written material and
supporting sketches may be included.

ANIM 240 History of Animation

3 UNITS

This lecture course focuses on the historical, theoret-
ical, aesthetic, and technical developments that have
shaped the medium since its beginnings. Lectures
include screenings of animated works, stages of pro-
duction, and a general overview of animation process.
Lecture. Prerequisite: None.

Portfolio Project: A final paper for the course will be
included in printed form.

ANIM 241 History of Animation 2

3 UNITS

This is a lecture course building on ANIM 240, His-
tory of Animation and focuses on specific animation
genres, studios and artists. Course content will include
research, readings, screenings, and visiting lecturers.
Prerequisite: ANIM 240, History of Animation.

Portfolio Project: A final paper for the course will be
included in printed form.

ANIM 245 |conic Films: Essentials for Animators
3 UNITS

Even though animation is created one image at a time,

it is still considered cinema, and as such the audience
expects future animated films to be ever more cinematic
in content. This course is intended to be an overview of
the great films and filmmakers of the last century and
how they influenced the art of cinema as we know it.
Material will be through lectures and screenings of films,
supplemented by suggested reading. Lecture. Prerequi-
sites: WRIT 111, Academic Writing I.

ANIM 262 Introduction to 3D Computer
Animation

3 UNITS

This course will focus on instruction in the fundamental
principles of animation as applied to three-dimensional
digital animation. Emphasis on the basic processes of
modeling, texturing, lighting and rendering. Students
will create a series of simple animations, and model

and light simple props using a 3D software. Prerequi-
site: ANIM 111, Digital Citizenship; ANIM 161, Intro to
Digital Media.
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Portfolio Project: Students will create a DVD presen-
tation of all major projects. Supporting written material,
storyboards, and concept sketches may accompany the
DVD either as slide shows in the DVD or in portfolio
format.

ANIM 263 Stop Motion 1

3 UNITS

This studio course is an introduction to the funda-
mentals of stop motion and experimental animation.
Students experiment with lighting, staging and camera
placement while animating three-dimensional materials
shot with a digital camera in real three-dimensional
space. The student will learn specialized animation
software, specifically designed to shoot stop motion ani-
mation. For final review, students are required to submit
four finished projects in QuickTime format on a DVD.
Prerequisite: None

Portfolio Project: Students will create a DVD presen-
tation of all animation projects created in the course.
Written material, concept sketches and other material
may be included.

ANIM 289 Progress Portfolio

O UNITS

Required as a prerequisite to ANIM 305, Junior Studio I,
students will prepare a digital portfolio including work
from each Animation and Design Foundation studio
completed. Work from courses transferred into the
major and personal work may also be included. Stu-
dents will complete a written statement reflecting on
strengths, weaknesses and goals. A panel of faculty will
assess the students’ portfolios for progress in the major
and readiness for upper division studios. Studio.

ANIM 293 Open Studio: Sophomore

Studio 1: Animation

3 UNITS

This course can substitute or remediate for ANIM 203,
Sophomore Studio 1. ANIM 293 is an open studio course
building on ANIM 100, Animation Principles, where
students develop skills in character animation. Empha-
sis is on the basic principles of character development,
performance and composition, and visual storytelling.
Studio. Prerequisite: ANIM 100, Animation Principles
and ANIM 121, Storyboarding or consent of the instruc-
tor or department chair.
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Portfolio Project: Students will create a DVD pre-
sentation of the pencil test animation reel including all
major projects. Any written material for the course will
be included in the portfolio.

ANIM 2931 Open Studio: Sophomore

Studio 2: Layout

3 UNITS

This course can substitute or remediate for ANIM 204,
Sophomore Studio 2. ANIM 2931 is an open studio
course in the fundamentals of animation layout and pic-
torial composition as staged environments for animated
characters. Topics will include perspective, lighting and
tone, issues of style, architectural elements, natural ele-
ments, and props as visual storytelling devices. The art-
ist’s statement for the Sophomore Year Progress Portfo-
lio will be completed in this class. Studio. Prerequisites:
FOUN 101, Beginning Drawing; ANIM 203, Sophomore
Studio 1; FOUN 102, Design and Color Elements 1; or
consent of the instructor or department chair.

Portfolio Project: Students will submit a presentation
in portfolio form of background design, scene layout
and workbook example. All research, preliminary work,
written treatment of story and artist’s statement will be
included as part of the portfolio.

ANIM 305 Junior Studio |

3 UNITS

This is an intermediate studio course in project devel-
opment focusing on the execution of story into film

or interactive projects. Students will form in groups

of four to six to create a project proposal, which will
be completed in Junior Studio II. Topics will include
dramatic structure, theme, continuity, visual language,
and presentation skills. Project proposals will include
a treatment, storyboard, concept art, character design,
short animatic, and production schedule showing how
the project will be completed. Studio. Prerequisite:
ANIM 204, Sophomore Studio IT Layout; ANIM 289,
Progress Portfolio. Students must have a laptop in order
to enroll in this class.

Portfolio Project: Each student will compile a port-
folio or DVD of his or her contribution to the animated
project. The full animatic may be included at the end

of the DVD for context. All material will be clearly
labeled explaining what part of a scene the student did.
Supporting sketch and concept art, and written material
should be included in process book or portfolio format.

ANIM 306 Junior Studio Il

3 UNITS

This is an advanced studio course integrating all aspects
of professional animated production. Students will work
in their established teams in the production of the ani-
mated project developed in Junior Studio I. Emphasis is
on the elements of visual storytelling, animation, sound,
editing and compositing. The artist’s statement and

a proposal for Senior Studio will be completed in this
class. Studio. Prerequisite: ANIM 305, Junior Studio I.
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Portfolio Project: Each student will assemble a
properly documented clip reel of his or her contribution
to the animated project on a DVD. The full project may
also be included at the end of the DVD for context.
Supporting sketches, art, and written material should be
included in a process book or portfolio format.

ANIM 316 Intermediate Animation

3 UNITS

This is an intermediate class focused on traditional an-
imation building on the skills introduced in Sophomore
Studio II. Emphasis is on character construction and
drawing, expressions and posing, sequential storytell-
ing, scene planning, secondary animation and dialogue.
Studio. Prerequisite: ANIM 203, Sophomore Studio I:
Animation.

Portfolio Project: A DVD presentation of all anima-
tion tests will be presented as a pencil test reel. Written
material, supporting sketches, designs and research
may be included.

ANIM 325 Introduction to Acting and
Improvisation

3 UNITS

This is a course for anyone interested in exploring
human behavior, and their own creativity, “through

the lens of the actor.” Working both individually and

in groups, students will explore the actor’s tools of
observation, listening, physical expression and imagina-
tion, as well as the basics of improvisation and creating
a character. Emphasis is on acting for the screen and
television: class sessions will be videotaped. Studio.
Prerequisite: None.

Portfolio Project (for Animation students): A DVD
presentation of the student’s best work will be recorded
during the class sessions.
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ANIM 330 Animal Drawing

3 UNITS

This is an intermediate studio course in sketching and
drawing animals. Students will participate in an onsite
drawing of a wide variety of animals at the Los Angeles
7,00, as well as drawing sessions on campus utilizing
both domestic and wild animals. Basics include gesture,
rhythm, volumes, and proportion with an emphasis on
quick study, character design, movement and compar-
ative anatomy. Studio. Prerequisite: ANIM 221, Anima-
tion Drawing; ANIM 102, Beginning Figure Drawing;
FOUN 105, Intro to Figure Drawing,

Portfolio Project: A selection of ten pieces from
varying projects representing the student’s best work
will be presented in portfolio form. Written material and
supporting sketches may be included.

ANIM 335 Experimental Figure Drawing

3 UNITS

This course is an advanced studio course in figure draw-
ing in various dry media. Emphasis is on non-traditional
visual sense of figure through the use of interpretive
distortion and discovery through juxtaposition of mate-
rials. Students will draw from the model with full figure,
drapery, costume and props. Students will also further
develop a personal style through experimentation with
materials and compositional ideas. Studio. Prerequisite:
ANIM 102, Beginning Figure Drawing.

Portfolio Project: A selection of ten pieces from
varying projects representing the student’s best work
will be presented in portfolio form. Written material and
supporting sketches may be included.

ANIM 340 Visual Development

3 UNITS

Students examine and explore composition, lighting,
color, style, character design and various painting tech-
niques as components of animation development and
visual storytelling. Emphasis is placed on techniques
used by professional development artists and illustra-
tors in the animation industry. Prerequisite: ANIM 221,
Animation Drawing; ANIM 204, Sophomore Studio II
Layout.

Portfolio Project: A selection of six pieces from vary-
ing projects representing the student’s best work will
be presented in portfolio form. Research, supporting
sketches and written statements may be included.

ANIM 361 3D Computer Animation |

3 UNITS

This is an intermediate studio course in 3D computer
applications. Topics include modeling, rigging, and
techniques of character animation using 3D computer
software. Students will create projects using both char-
acter and camera animation, and explore lighting and
texturing. Studio. Prerequisite: ANIM 262, Introduction
to 3D Computer Animation.
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Portfolio Project: The portfolio project of this course
will consist of a DVD of three or more projects, includ-
ing the final project, showing the range of skills the
student gained during the course. Supporting written
and sketch material may be included on the DVD as a
slide show or presented in a portfolio format.

ANIM 362 3D Computer Animation Il

3 UNITS

This is an advanced studio course in three-dimen-
sional computer animation. Emphasis is on advanced
animation techniques, staging, lighting, texturing and
rendering. Students will create an animated sequence
and produce it from start to finish. Studio. Prerequisite:
ANIM 361, 3D Computer Animation I.

Portfolio Project: The portfolio project of this course
will consist of a DVD of the completed sequence includ-
ing examples from all stages of production. Supporting
storyboard, sketches, research and written material may
be included as a slide show or presented in portfolio
format.

ANIM 363 2D Computer Animation |

3 UNITS

This is a course focusing on 2D software currently in
use for production of television and short form anima-
tion. Emphasis is on applying the basic principles of
animation production in a two-dimensional CG environ-
ment. Students will create a short project to complete in
the 2D software. Studio. Prerequisite: ANIM 161, Intro-
duction to Digital Media or consent of the instructor.

Portfolio Project: The portfolio project of this course
will consist of a DVD of the final project showing the
range of skills the student gained during the course.
Supporting written and sketch material may be included
on the DVD as a slide show or presented in a portfolio
format.
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ANIM 364 2 D Computer Animation Il

3 UNITS

ANIM 364 is an advance course in the principles of
two-dimensional compositing. Emphasis is on the use of
post-production techniques to enhance the visual story-
telling and problem solve in production situations. Top-
ics include principles of editing and the visual language
of cinema. Studio. Prerequisite: ANIM 161, Introduction
to Digital Media; ANIM 111, Digital Citizenship.

Portfolio Project: The portfolio project of this course
will consist of a DVD of animation showing an under-
standing of compositing principles. At least one example
of a complete scene broken down into the various layers
should be included. All supporting process art and writ-
ten material may be presented in portfolio format. All
DVDs should be accompanied by a detailed shot list.

ANIM 366 Stop Motion 2

3 UNITS

This studio course is an in-depth investigation into the
art and animation of stop motion and experimental
animation. The student will develop, design and shoot
a stop motion short animated project from their ideas.
Students are allowed to take this course to develop
puppets, props and stages for their capstone senior
films. For final review, students are required to submit
a finished project in QuickTime format on a DVD or
document the development of their assets on a disc.
Course enrollment is limited based on stage space and
equipment. Prerequisite: ANIM 263, Stop Motion 1.

Portfolio Project: The portfolio project for this course
consists of a DVD presentation of all animation projects
created in the course. Written material, concept sketch-
es and other material may be included.

ANIM 380 Senior Studio Research Seminar

3 UNITS

The capstone research seminar provides students with
the opportunity to explore possible capstone projects,
research and gather support materials, identify a faculty
review committee, and gather a team if necessary to the
project. At the end of the research semester, students
will submit an Animation Capstone Project Proposal
signed by three members of the faculty representing the
disciplines represented in the student’s proposal. Prereq-
uisite: ANIM 305, Junior Studio I and consent of chair.
Students involved in interdisciplinary teams may, with
the permission of the chairs in the appropriate depart-
ments, participate in either TECH 302, Media Technol-

ogy Research Seminar or GAME 302, Game Capstone
Research Seminar as in lieu of ANIM 3XX, Senior Studio
Research Seminar.
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ANIM 390 Internship Seminar

TUNIT

This round-table seminar is designed to prepare stu-
dents for a successful internship experience. Subjects
will include researching and applying for internships,
mock interviews, and company expectations for interns.
Students who have completed internships will present
their experiences. Course will meet for three sessions of
five hours each and include a lunch. Prerequisite: Junior
standing plus consent of chair.

Portfolio Project: Students will maintain a written
journal which may include art detailing the internship
experience, how they met the learning outcomes, and
what professional skills they gained from the internship.

ANIM 393 Open Studio: Junior Studio 1

3 UNITS

This course can substitute or remediate for ANIM 305,
Junior Studio 1. This is an intermediate open studio
course in project development focusing on the execu-
tion of story into film or interactive projects. Students
will form groups of four to six to create a project
proposal, which will be completed in Junior Studio 2.
Topics will include dramatic structure, theme, conti-
nuity, visual language, and presentation skills. Project
proposals will include a treatment, storyboard, concept
art, character design, short animatic, and production
schedule showing how the project will be completed.
Studio. Prerequisite: ANIM 206, Sophomore Studio II.
ANIM 289, Progress Portfolio.

Portfolio Project: Each student will compile a port-
folio or DVD of his or her contribution to the animated
project. The full animatic may be included at the end

of the DVD for context. All material will be clearly
labeled explaining what part of a scene the student did.
Supporting sketch and concept art, and written material
should be included in process book or portfolio format.

ANIM 3931 Open Studio: Junior Studio 2

3 UNITS

This course can substitute or remediate for ANIM 306,
Junior Studio 2. This is an advanced open studio course
integrating all aspects of professional animated produc-
tion. Students will work in their established teams in the
production of the animated project developed in Junior
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Studio 1. Emphasis is on the elements of visual story-
telling, animation, sound, editing and compositing. The
artist’s statement and a proposal for Senior Studio will
be completed in this class. Studio. Prerequisite: ANIM
305, Junior Studio 1 or consent of instructor or depart-
ment chair.

Portfolio Project: Each student will assemble a
properly documented clip reel of his or her contribution
to the animated project on a DVD. The full project may
also be included at the end of the DVD for context.
Supporting sketches, art, and written material should be
included in a process book or portfolio format.

ANIM 405 Background Painting

3 UNITS

This advanced studio course in background painting
techniques, both traditional and digital. Emphasis is
placed on staging and supporting the theme and narra-
tive of the animated story through color, composition,
perspective, tone and mood. Studio. Prerequisite: ANIM
204, Sophomore Studio 2 and ANIM 340, Visual Devel-
opment or consent of instructor.

Portfolio Project: The portfolio project consists of

a selection of six pieces from varying projects repre-
senting the student’s best work presented in a portfolio
form. Research, supporting sketches and written state-
ments may be included.

ANIM 410 Advanced Figure Drawing

3 UNITS

This is a course an advanced course in life drawing

and the study of the human figure using a variety of
traditional and experimental media. Emphasis is on the
development of figure art for use in professional portfo-
lios. Studio. Prerequisite: ANIM 102, Beginning Figure
Drawing.

Portfolio Project: A selection of ten pieces from
varying projects representing the student’s best work
will be presented in portfolio form. Written material and
supporting sketches may be included.

ANIM 416 Character Animation Workshop

3 UNITS

This is an advanced studio workshop focusing on char-
acter animation within the production environments

of junior and senior studios. Emphasis is on setting

up a scene, including character layout, posing, timing,
dialogue, performance, and placing the scene within the
continuity of the story. Studio. Prerequisite: ANIM 203,
Sophomore Studio II Animation.

Portfolio Project: A DVD presentation of all anima-
tion tests will be presented as a pencil test reel. Written
material, supporting sketches, designs and research
may be included.
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ANIM 420 Effects Animation

3 UNITS

This course is an introduction to the principles of
effects animation in both two-dimensional and three-di-
mensional projects, hand drawn and CG. Topics will
include water, fire, smoke, shadows and other natural
phenomena. Emphasis will be on the appropriate use
of effects to support the story and art direction in an
animated project. Studio. Prerequisite: ANIM 261,
Introduction to 2D Computer Animation and ANIM 262,
Introduction to 3D Computer Animation or consent of
instructor.

Portfolio Project: The portfolio project will consist of
a DVD including six projects, three in two-dimensional
animation and three in three-dimensional animation.
Supporting sketches and written material will be assem-
bled in a project book to be presented with the DVD.

ANIM 430 Figure Drawing Workshop

3 UNITS

This course is an advanced figure-drawing course with
a focus on linear technique including use of one minute
poses. Emphasis is on continuing refinement of ana-
tomical knowledge combined with use of line, model-
ing in light and composition to develop an expressive
and personal style. This course is designed to support
students in the development of a professional portfolio
that meets studio standards. Prerequisite: ANIM 102,
Beginning Figure or FOUN 105, Introduction to Figure
Drawing.

Portfolio Project: A selection of ten pieces from
varying projects representing the student’s best work
will be presented in portfolio form. Written material and
supporting sketches may be included.

ANIM 485 Senior Studio |

4 UNITS

This advanced studio course consolidates all animation
methodologies. Emphasis is on concept design and
preproduction processes for the Senior Thesis Project.
Students will develop presentation storyboards, process
books, concept design and animatics. Studio. Prerequi-
site: ANIM 306, Junior Studio II.

2013-2014 Course Catalog

92



Portfolio Project: Student will create a production
bible that will be maintained through the completion of
the thesis project. Concept art, storyboards, character
design and research material will be included. The final
animatic will be submitted as a DVD.

ANIM 486 Senior Studio Il

4 UNITS

This advanced studio course covers all aspects of anima-
tion production. The course is a continuation of Senior
Studio I. Emphasis is on production of the Senior Thesis
Project and preparation for national or international an-
imation festivals. Studio. Prerequisite: ANIM 485, Senior
Studio I and permission of the instructor.

Portfolio Project: Students will create a completed
poster for the final project and the production bible for
the project will be submitted. The final project will be
submitted as a DVD in an appropriate professional case.

ANIM 491 Internship Work Experience

1-4 UNITS

ANIM 491 is an off-campus internship in animation.
The student bears the responsibility for submitting the
proposal that identifies the sponsor of the participat-
ing organization, the learning objectives and criteria
for evaluation. The department chair must approve all
internships. A minimum of forty hours is required for
each unit of credit. Prerequisite: Junior standing and
permission of the department chair.

Portfolio Project: Students will maintain a written
journal which may include art detailing the experience,
how they met the learning objectives and what profes-
sional skills they gained from the internship.

ANIM 493 Open Studio: Senior Studio 1

4 UNITS

This course can substitute or remediate for ANIM 485,
Senior Studio I. ANIM 493 is an advanced open studio
course that consolidates all animation methodologies.
Emphasis is on concept design and preproduction
processes for the Senior Thesis Project. Students will
develop presentation storyboards, process books, con-
cept design and animatics. Studio. Prerequisite: ANIM
306, Junior Studio II. Student must pass Sophomore
Portfolio Review or have the consent of the instructor or
department chair.

Portfolio Project: Students will create a production
bible that will be maintained through the completion of

the thesis project. Concept art, storyboards, character
design and research material will be included. The final
animatic will be submitted as a DVD.

>
2.
3
3
s
=

ANIM 4931 Open Studio: Senior Studio 2

4 UNITS

This course can substitute or remediate for ANIM 486,
Senior Studio II. ANIM 4931 is an advanced open studio
course covering all aspects of animation production

and is also a continuation of Senior Studio I. Emphasis
is on the production of the Senior Thesis Project and
preparation for national or international animation festi-
vals. Studio. Prerequisite: ANIM 485, Senior Studio I or
consent of instructor or department chair.

Portfolio Project: Students will create a completed
poster for the final project and the production bible for
the project will be submitted. The final project will be
submitted as a DVD in an appropriate professional case.

ANIM 4932 Open Studio: Animation Portfolio

3 UNITS

This course can substitute or remediate for ANIM 495,
Animation Portfolio. Instruction is in the preparation
and presentation of the animation resume, portfolio and
reel. Lecture topics include professional practice, studio
structure, career strategies, and business practices
relating to animation. Studio. Prerequisite: ANIM 306,
Junior Studio I OR consent of instructor or department
chair.

Portfolio Project: All elements of the student’s proj-
ects from all classes will be reviewed and the appropri-
ate work will be assembled into a professional portfolio
and reel for job hunting. Resumes, cover letters, artist’s
statements and other written material will be included.
The student will provide a copy to be maintained in the
Animation archive.

ANIM 495 Animation Portfolio

3 UNITS

The focus of this course is instruction in the preparation
and presentation of the animation resume, portfolio and
reel. Lecture topics include professional practice, studio
structure, career strategies, and business practices
relating to animation. Studio. Prerequisite: ANIM 306,
Junior Studio II.

Portfolio Project: All elements of the student’s proj-
ects from all classes will be reviewed and the appropri-
ate work will be assembled into a professional portfolio
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and reel for job hunting. Resumes, cover letters, artist’s
statements and other written material will be included.
The student will provide a copy to be maintained in the
Animation archive.

ANIM 170, 270, 370, 470 Topics in Animation

3 UNITS

These courses provide an in-depth study of topics of

a specialized nature in the field of animation. Lecture,
three hours a week. Studio, six hours a week. Prerequi-
site: Consent of instructor.

Portfolio Project: To be determined by the instructor
and chair of Animation. All projects must include an art
component and a written component.

ANIM 299, 399, 499 Independent Study

1-4 UNITS

This course is an individual studio investigation of
special interest chosen by the student. Regular, periodic
meetings with assigned faculty member are required.
Students must have consent and approval of the de-
partment chair. Thirty hours required for each unit of
credit. No more than ten units of credit may be given
for independent study courses toward the BFA degree.
Prerequisite: Independent study contract.

Portfolio Project: To be determined by the instructor
and chair of Animation. All projects must include an art
component and a written component.
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CURRICULUM MAP
Bachelor of Fine Arts in Animation BFA

INTRODUCED

UNIVERSITY

PROGRAM ASSESSMENT
PRACTICED ACCOMPLISHED | B | BENCHMARK F FORMATIVE S SUMMATIVE
Innovation & Social The Integrated
C
Creativity 2 3| 4 Responsibility 5 Student

PRINCIPLES

Assuring
Academic
Quality in
Animation

(BFA)

University Principles

University Principles

igital Citizenship

FO 101 Beginning Drawing
FO 102 Design & Color 1
AN 100 Animation Princi

ation Production (High School Only)

AN 203 Sophomore Studio 1 (Animation)

Il A~ 211 Storyboarding

ANM 100 Introduction to Ani
FO 104 Drawing and Compositi
AN 210 Design Symposia

Il AN 240 History of Animation

Elective

YEAR 3

Prod. Tech. Elective] Elect. Fall

ANIM 223 Costumed Figure

ANIM 231 Painting: Trad and Digital

ANIM 245 Iconic Film

Create a substantial body of personal work that showcases
a unique creative voice.

Exhibit mastery of hand-based and digital art skills
in creative projects.

Organize and present narrative content in storyboard form
using visual and cinematic language.
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YEAR 4

Elective

ANIM 410 Advanced Figure Drawing

ANIM 416 Character Animation Workshop

ANIM 405 Background Pai

Apply animation principles in the design and production
of time-based media.

Develop and coordinate art and design strategies in both
ive and il ion settings.

Engage in constructive critical analysis of both creative
process and product when offering and receiving
critiques in a studio setting.

Communicate artistic intent in a professional manner
that illustrates a working knowledge of animation
history and related fields.

Demonstrate artistic mastery of the tools and technology
in a chosen skill set of animation through presentation
of a professional quality reel and portfolio.

Understand legallethical issues relating to professional practices
and career management in the animation industry.
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Communication
(BA)

Nicole Marie Keating, Department Chair

The communication department is a vital part of the
School of Media, Culture & Design at Woodbury and
benefits from its strategic location in Burbank, CA,
widely known as the media capital of the world. The
curriculum offered spans the full range of communica-
tion studies including broadcasting, media analysis, and
popular culture. Students in the major have abundant
opportunities to develop a personalized education plan
that includes additional cross-disciplinary coursework
from other areas of the school including animation,
graphic design, fashion, and psychology.

Communication is a hybrid discipline that bridges the
humanities and social sciences. Many people are drawn
to the study of communication because they find that

it helps them understand the underlying symbolic
processes found in the modern world. As such, it is

a perfect gateway degree for entry into careers and
graduate programs related to media, entertainment, and
culture. Business leaders regularly cite communication
as one of the top critical skills needed for employment
in the twenty-first century.

The education provided in our department builds the
self-awareness needed to make reflective choices from
an ever-expanding array of communication possibil-
ities. During their course of study, students become
active critical thinkers with unique and well-developed
perspectives on communication practices. They develop
the ability to communicate effectively with diverse oth-
ers and to examine the nature of communication from
multiple theoretical perspectives. In short, they acquire
all the attributes of a communication scholar.

Creative inquiry is a hallmark of our program. In addi-
tion to a solid foundation in traditional communication
research, students explore the boundaries of their
thought using all the modern media available to them in
the present day. They are given the necessary tools to
become proficient public speakers, digital communica-
tors and academic researchers. Assignments have been
carefully tailored to meet the learning outcomes for
each class. Courses, too, are clearly aligned to program
outcomes so that students can direct their own progress
as they move through the curriculum.

The curriculum has been devised to follow four stages
loosely connected to the four years of a traditional de-
gree cycle. The first stage provides a solid introduction
to the field in both its theoretical and applied aspects.
The second develops the interpretive capabilities of the
student through the close reading of texts and exam-
ination of personal communication practices. Students
expand their purview in the third stage to include visual
communication and the broader socio-cultural aspects
of communication. In the fourth stage, they delve
further into the study of media and culture while also
personalizing their creative research agenda. Successful
completion of each stage of the curriculum, as well as its
related theory and research components, is demonstrat-
ed in student learning portfolios, comprehensive exams,
and the end-of-year departmental showcase.

The major culminates in a four-year Bachelor of Arts de-
gree. For further information about the Communication
major, contact Nicole Keating, Chair of Communication,
at nicole.keating@woodbury.edu.

MISSION

Communication studies the formation and flow of mean-
ing that takes place through the symbolic representation
of shared social realities. Our department encourages
students to understand these communication processes
through academic research, creative inquiry, and ethical
reflection. The curriculum we have developed integrates
theoretical expertise with practical skills in communica-
tion and research practices. Students graduate with the
knowledge needed to succeed in a wide variety of fields
related to media and contemporary culture.

PROGRAM LEARNING OUTCOMES

e Students will attain a solid grasp of leading theories
and research practices found in the discipline.

e Students shall cultivate responsive listening skills and
openness to the messages of others through their per-
sonal interactions inside and outside of the classroom.

e Students shall develop an appreciation for cultural
diversity and multiple ways of knowing.

e Students will gain the tools and confidence needed to
conduct research and frame arguments in a scholarly
way.

e Students will increase their media literacy through
the production and analysis of communication texts.

e Students shall gain exposure to professional practices
in organizations and other entities related to their
chosen area of focus in communication studies.

2013-2014 Course Catalog

96

0O
[©]
3
3
c
=2
9]
Q
=rs
o
>




FACULTY

Our faculty are dedicated to providing the highest qual-
ity instruction possible in order to achieve the student
learning outcomes defined by the curriculum. They
bring a wide range of knowledge and expertise in the
service of this goal, which is matched by their enthu-
siasm for the subject of communication. Many of them
are active professionals in the local media and entertain-
ment industries. All faculty members have office hours
set aside for students to receive individual instruction
outside of class.

CHAIR
Nicole Marie Keating, Associate Professor
PhD, University of Pennsylvania

FULL-TIME FACULTY
Barbara J. Bowley, Professor
MA, MS, Columbia University

PARTICIPATING ADJUNCT FACULTY
Jeanette Fischer
MA, Woodbury University

Tammera Stokes-Rice
MA, California State University, Northridge

ADJUNCT FACULTY
Ani Abcarians
MA, California State University, Los Angeles

Burcak Aydin-Mcbride
MA, California State University, Northridge

Sydney Balbes
MFA, California State University, Dominguez Hills

Jessica Baty
MA, University of Denver

Richard Dent
MFA, University of Arizona

Kristen Fuhs
PhD, University of Southern California

Armen Karaoghlanian
BA, University of Southern California

Olga Legg
PhD, Herzen Saint-Petersburg University, Russia

Camillia Monet
MFA, Yale

Lyle Slack
MA, Allegheny College

Alessandrina Sweeney
MA, California State University, Northridge

Teri Thompson
BA, California State University, Long Beach

Bethany Turner
EdD, University of Sarasota

Curriculum Summary
COMMUNICATION MAJOR CURRICULUM
Leading to the Bachelor of Arts (BA) Degree

Units

Major (M) 60
General Education/Integrative Learning (GE/IL) 50
Unrestricted electives (UE) 10
Minimum semester hours required 120
SUGGESTED SEQUENCE OF COURSES

FIRST YEAR
Fall Semester
Spring Semester

COMM 100  Media Culture 3M
. COMM 120 - Pubhc Speakmg ..................... 3 GE/IL
WRIT . 111 ..... Academ1c ert 1 ngI ................. 3GE/IL
CINDS IXX  Interdisciplinary Core 3 GE/IL
"MATH 149 Intermediate Algebra 3 GRAL
PPDV 11200 Transition to Woodbury  ~~ 1GE/IL.
COMM 203  Communication Theory 3M
COMM222F11mStud1e33GE/IL
COMM 231 ..... Oral Int erpret atlon ....................... 3 M
CWRIT 112 Academic Writing I 3 GE/IL
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SECOND YEAR Spring Semester

Q)
Fall Semester o)
COMM 3XX  Communication Elective 3M 3
COMM 210 Interpersonal Communication 3M COMM 400  Philosophy of Communication 3M g
COMM215  MediaHistory ... 3M o Unrestricted Elective 3 UE g
LCOMM 225 Writing for Media . SM_____ Unrestricted Elective 3 UE g
GOMM 200 Sereening Series DENLT T
PSYC 221  Statistics for Behavioral C . ior C Of S
Science 3 GR/IL ategories In Major Course Of Study
........................................................................ I Required Courses
ANTH 220  Cultural Anthropology 3GE/IL
COMM 100 Media Culture 3 units
Spring Semester COMM203 Communication Theory 8 units
COMM 210  Interpersonal Communication 3 units
_COMM 230 ...}.%.?.s.e..??.(?h. .M.e.?ﬁ(?% ........................ M GOMM 230 Research Methods 3 units
COMM 233 . Medla Productlon ...... e 3 M COMM 231  Oral Interpretation 3 units
COMM 2XX .. Itercultural Communication ... SM. GOMM 233 Media Production 3 units
COMM .2.(.).0.....Sf??:‘?ﬂlﬂg.é‘?.r}?sf.................. O M COMM 215 Media History 3 units
SOMM 235 Medl BINCS e 29I GOMM 225 Waiting for Media 3 units
ARTH ZXXArtHlstory SGE/IL COMM 200  Screening Series (2 semesters) 3 units
COMM 2XX  Intercultural Communication 3 units
THIRD YEAR COMM 323 Cultural Studies 3 units
Fall Semester ........................................................................
COMM 330  Social Media 3 units
LCOMM 323 | Cultural Studies 3M_ COMM 327 Communication & the Sexes 3 units
LCOMM 330 Social Media .. 3M_~ COMM325  Progress Portfolio 0 units
COMM 327 Communication & the Sexes 3M  COMMB3XX Media Professions 3 units
COMM325  ProgressPortfolic ! OM ~ COMM400 Philosophy of Communication® 3 units
___ Integrative Learning Elective 3 GE/IL COMM 485  Senior Seminar 3 units
S AN, S G COMM 490 ..... Int emsmp .............................. 3um ts
Spring Semester *This course satisfies the departmental requirement for
a competency exam.
COMM 360 Media Professions 3M
COMM3XX ~Communication Blective 3M I Upper-Division Major Electives (Choose three)
3XX  MCD Transdisciplinary ) )
Seminar sGEAL GOMM30T  Rhetorical Theory = .. 3 units
ENVT 220  Environmental Studies ggEa,  COMMSIO Argumentation and Debate 3 units
__ Unrestricted Elective 3 UE COMM 314 e ContemporaryJournah Smo 3un1 ts
......................................................................... COMM 350 World Cinerna 3 units
COMM 370  Special Topics 3 units
FOURTH YEAR COMM 450  Collaborative Seminar 3 units
Fall SemesSter e e e e e i e et
COMM 460  Critical Studies in
COMM 3XX  Communication Elective SM o Commumnication =~ 3 units
COMM 400  Philosophy of Communication 3M
__ Unrestricted Elective 3 UE
Unrestricted Elective 3 UE
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ASSESSMENT PROCESS

Regular and Ongoing Student Learning

Assessment Procedures

e Baseline measurements: Entrance essays and sur-
veys, persuasive speech, media culture assignment,
MCD interdisciplinary course, personal learning plans
on Moodle

e Formative assessment in (personal) practice: Inte-
grated advising, course assignments, student self-as-
sessments, computer literacy requirements, personal
learning plans on Moodle

e Formative assessment in (social) application: Inte-
grated advising, course assignments, student self-as-
sessments, computer literacy requirements, personal
learning plans on Moodle

e Summative assessment: Comprehensive exam, senior
seminar academic paper/project, internship host
evaluations, Moodle review, graduate surveys

Evidence Produced through Assessment

e Moodle Personal Learning Portfolios

e Use of standardized Communication survey instru-
ments for baseline and summative review

e Baseline (Major): First assignments in Media Culture
and Communication Theory

e Baseline (General Education/Integrative Learning):
Persuasion speeches in Public Speaking

e Formative—Personal: Final projects compared to
baseline

e Formative—Applied: Final Projects compared to
baseline

e Threshold: Best paper or project at end of junior year

e Remediation Path following review of threshold paper
or project

e Summative: Philosophy of Communication compared
to baseline Communication Theory

e Summative: Senior Thesis Project compared to base-
line Media Culture

CAPSTONE COURSE

A senior seminar capstone class is taken in the final
semester of the major course of study. In this class,
students engage in extensive research and produce a
major research paper or original project appropriate to
the field of communication. The creation of a personal
learning portfolio assists each student in their identifica-
tion of pertinent themes and research topics.

LEARNING PORTFOLIOS
All courses require specific activities and projects linked
to the learning outcomes specified for each course.

Work produced may include speeches, research papers,
visual communication, and other tangible effects.
Evidence of learning is assessed periodically through
faculty advising, program review, and review of student
learning portfolios.
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SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

The department provides excellent opportunities for
students to gain industry-related field experience in the
surrounding creative economy. It also encourages study
abroad through partnerships with international universi-
ties and summer course options. Students may gain new
media experience by participating in the department’s
virtual ventures, in a space that is becoming an educa-
tional home to a growing global audience.

Major Electives

In their senior year, students have the opportunity to
focus on either media analysis and production (MEDIA)
or cultural studies (CULTURE). A series of classes are
offered concurrently with critical studies and senior
seminar that deepen the student’s understanding of their
selected emphasis. The major electives are designed to
adequately prepare students for post-graduate study and
employment in areas linked to these specializations.

Collaborative Seminar

The collaborative seminar is an advanced topics course
that fosters independent “big picture” thinking in
relation to complex problems or phenomena that resist
reductionistic approaches to understanding.

Work Experience/Internship

Students majoring in communication are required to
complete 120 hours of internship or field experience.
There are a number of exciting internships in the local
area that are connected to the region’s media, culture,
and design industries. Internships give students practical
experience and critical insight into career opportunities.

Rethinking Media Series

The School of Media, Culture & Design periodically
hosts lectures related to the field of communication
studies by experts and other notable professionals. Stu-
dents are expected to attend these lectures in order to
become familiar with a broad range of perspectives and
topics in communication.

Professional Communication Associations
Students are encouraged to become members of the Na-
tional Communication Association (NCA) and Western
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States Communication Association (WSCA) as part of
their course of study.

Student Association

The department supports the activities of the Communi-
cation Club as well as the university’s chapter of the na-
tional communication honorary society Lambda Pi Eta.
These groups promote high academic achievement and
other communication ideals related to their charters.

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

COMPUTER LITERACY REQUIREMENTS
Computer literacy standards ensure that students
graduate with essential skills and knowledge relating to
computer technology and digital media. They include
regular and effective use of information resources, com-
puter-mediated communication tools, and multimedia
self-presentation. Faculty advisors will provide guidance
annually to students of their progress toward meeting
the department’s standards of computer literacy. It is
generally expected that students will become proficient
in each area of computer application through the suc-
cessful completion of courses in their major curriculum.
The principles applied to each level of computer literacy
are found below.

I. First Year: Computer Information Resources
Students should demonstrate:
e awareness of specific topics found in selected
online information resources;
e ability to discuss both sides of an issue in public

III. Third Year: Computer-Mediated Social Participation
Students should demonstrate creativity, transdisci-
plinarity, and social responsibility in their comput-
er-mediated participation.

IV. Fourth Year: Computer-Mediated Self-Presentation
Students should demonstrate self-reflection and
integration of personal, academic and professional
achievements in electronic copies of their resumes
and e-portfolios.

STUDENT COMPUTER REQUIREMENTS

Students are responsible for email and ISP accounts;
student-owned computers used on campus should have
a network, and/or wireless card, for use of the universi-
ty’s wireless network.

Recommended Hardware: MAC or PC, laptop or desk-
top, 1300 MHz (1.3 GHz) or better.

Required Software: Recent versions of operating system
and word processing software.

COMMUNICATION MINOR

COMM 210  Interpersonal Communication 3 units

Select one from the following lower-division electives:

COMM 203 Communication Theory 3 units

COMM 204 - PUth Relamon s ....................... 3 um ts
COMM 209 ..... Advem s 1 ng ............................. 3 um ts
COMM 230 ..... Research Method s .................... 3 um ts
COMM231  Oral Interpretation 3 units
COMM 110 ..... Creamve Wrmn g ...................... 3 um ts

Select one from the following upper-division electives:

debate- COMM 305 Media, Self, and Society 3 units
* detailed knowledge of at least one substantive COMM 307 Rhetorical Theory . 3 units
contemporary issue. COMM 310  Argumentation and Debate 3 units
COMM 312  Communication and Culture 3 units
II. Second Y.ear:.Basm Tools of Computer-Mediated COMM 314 Jowrnalism 3 units
Communlcamon COMM828Ettt Std ................. 3 ..... . t
Students should measure their own degree of compe- ... 000 nent %1'1?@.(9.1:1 ..... ues s
tency in computer-mediated communication and share ~ SOMM 240 - Communication and the Sexes 3 units
their findings in conversation with the faculty advisor. ~ COMM 370 Special Topics 3 units
Areas of improvement should be designated by the stu-
dent showing knowledge of and a commitment to digital =~ Minimum unit requirement ................cccceeveeeneenne 15 units
citizenship, netiquette, and ethical communication.
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Courses

COMM 100 Media Culture

3 UNITS

This course is an exploration of immediacy (liking)

and the depth and breadth of personal relationships.
Students will develop skills in generating messages in
one-on-one informal settings and methods of negoti-
ating. Communication variables might include nation-
ality, ethnicity, religious beliefs, and other ideologies.
Lecture. Corequisite: WRIT 111, Academic Writing 1. No
lab costs.

COMM 110 Creative Writing

3 UNITS

This course introduces the student to fiction writing
with an emphasis on the short story that provides a
foundation for writing across all disciplines. Self-expres-
sion and experimentation will be encouraged within the
framework of the narrative tradition. Mini-lectures on
craft, reading assignments, writing exercises designed
to inspire creativity and help the student reach his or
her full potential, and thoughtful critiques of those
exercises will guide the student toward planning, or-
ganizing and completing the final project: a short story
from five-hundred to one-thousand five-hundred words.
Students will learn how to submit stories for publication
and will be given the opportunity to read in front of an
audience. Lecture. Prerequisite: WRIT 111, Academic
Writing I. No lab costs.

COMM 120 Public Speaking

3 UNITS

This course provides a study of the oral presentation
of ideas and feelings that blend contemporary commu-
nication theory with traditional approaches to public
address. This course also provides experience in public
speaking, interpersonal communication, and critical
listening skills. Lecture. Prerequisite: none. Offered
spring, summer, and fall. No lab costs.

COMM 200 Screening Series

1.5 UNITS

This course exposes students to a variety of media
screenings: contemporary, classic, experimental,
narrative, documentary, etc. The course is designed to
be a combination of screenings and special events, so
during some weekly meetings the students will benefit
from guest speakers, workshops, or performances. The
screening schedule will be linked with Media History in
the fall and Intercultural Communication in the spring.

Prerequisite: WRIT 111, Academic Writing 1. Corequi-
sites: COMM 215, Media History or COMM 212, Intercul-
tural Communication.

COMM 203 Communication Theory

3 UNITS

COMM 203 introduces and critically analyzes the major
theories of communication with an emphasis on media.
The course also provides review of the characteristics of
the message, the communicator, and the audience that
affect the impact of the message. Lecture. Prerequisite:
WRIT 111, Academic Writing I. No lab costs.
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COMM 204 Public Relations

3 UNITS

This course introduces messaging strategy using a
combination of public relations theory and practical
application. Lecture. Prerequisite: WRIT 111, Academic
Writing [. No lab costs.

COMM 209 Advertising

3 UNITS

This course introduces students to North American
advertising techniques. Components of advertising cam-
paigns are used to illustrate these techniques in both
successful and unsuccessful marketing efforts. Lecture.
Prerequisite: WRIT 111, Academic Writing 1.

COMM 210 Interpersonal Communication

3 UNITS

COMM 210 introduces and critical analyzes the major
theories of communication with an emphasis on media.
The course provides a review of the characteristics of
the message, the communicator, and the audience that
affect the impact of the message. Lecture. Prerequisite:
WRIT 111, Academic Writing I. No lab costs.

COMM 215 Media History

3 UNITS

How do new forms of media and communication grow
out of older forms? How do new media technologies
alter the cultures from which they emerge? This course
explores how major developments in media technolo-
gies have influenced history and how major historical
and social changes have reshaped media forms. In so
doing, the course draws connections between the “pres-
ent” and historically and culturally specific modes of
communication. Through course readings, lively discus-
sions, library research, and media screenings, students
will engage with this “living history” and gain insight
into the social implications of the media technologies
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of today. This course should be taken in conjunction
with the Communication Screening Series. Prerequisite:
WRIT 111, Academic Writing 1.

COMM 222 Film Studies

3 UNITS

The movies — telling stories through images in a fixed
period of time — are potentially the most affective form
of human expression. This course will use lectures,
discussions and analyses of screenings of films and film
clips to explore how the elements that define all the arts
are incorporated in the narrative motion picture as it
seeks to approximate the actual processes of thought.
Prerequisite: WRIT 111, Academic Writing 1.

COMM 225 Writing for Media

3 UNITS

In this course, students develop writing skills specific to
various media-related fields. Students work on projects
in print and digital journalism, advertising, screenwrit-
ing, public relations and broadcasting. The emphasis is
on writing structure and style, the importance of revis-
ing and editing, and the emergence of a writer’s voice.
Hybrid genres such as creative nonfiction will also be
discussed. Prerequisite: WRIT 111, Academic Writing I.

COMM 230 Qualitative Research Methods

3 UNITS

This course introduces students to qualitative research
methods. Students will work on the formulation of
research problems, establish field relations and tactics,
develop interviewing skills, perform ethnography, and
write research reports. The difference between quan-
titative and qualitative research will also be explored.
Prerequistes: WRIT 111, Academic Writing I. No lab
costs.

COMM 231 Oral Interpretation

3 UNITS

This course focuses on improving communication skills
by focusing almost entirely on those aspects of presen-
tation associated with voice, body, and gesture. Unique
performative approach combines the discovery of mean-
ing in written texts with the effective communication
of that meaning to an audience. A variety of traditional
and non-traditional literary forms will be used including
prose, poetry, drama, autobiography, letters, and oral
history. Lecture. Prerequisite: WRIT 111, Academic
Writing I. No lab costs.

COMM 233 Video Production Workshop

3 UNITS

This course is a hands-on television production course
that provides solid grounding in the technical and cre-
ative aspects of production. Students will conceptualize
and develop group video projects and become familiar
with Final Cut Pro editing techniques. Lecture. Prereq-
uisite: WRIT 111, Academic Writing 1. Lab costs: approx.
$100.
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COMM 235 Media Ethics

3 UNITS

This course introduces the subject of media ethics
through readings, lectures, discussions and case studies.
This course is divided into two parts. Part One deals
with the foundations of ethics and various dimensions of
media ethics, such as truthfulness, privacy, identity pol-
itics, violence, and sexual pornography. Part Two then
covers case studies in a number of media industries,
including but not limited to journalism, entertainment,
graphics, fashion, advertising, and public relations.
Prerequisite: WRIT 111, Academic Writing 1.

COMM 250 The Director’s Craft

3 UNITS

Through lectures, discussions and analyses of screen-
ings of films and film clips, this course will present a
historical introduction to contemporary independent
film and video making and offer a step-by-step guide to
the art, craft and business of low-budget film and video
making in the digital age. Lecture. Prerequisite: WRIT
111, Academic Writing I. No lab costs.

COMM 212 Intercultural Communication

3 UNITS

This course provides an inter-, intra-, and cross-cultural
analysis of processes and problems of communication
as affected by ethnic or national identity; effects of dif-
ferences in language, values, meaning, perception, and
thought. Lecture. Prerequisite: WRIT 111, Academic
Writing I. Lecture. No lab costs.

COMM 305 Media, Self & Society

3 UNITS

This course provides an exploration of the techniques
used in propaganda and the persuasive communication
strategies that convert ideas into ideologies. These
techniques and strategies are illustrated in several ways
including marketing campaigns, artistic efforts, and
wartime propaganda. Lecture. Prerequisites: LSCI 105,
Information Theory and Practice or LSCI 106, Infor-
mation Sources for Architects and Interior Architects,
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or LSCI 205, Information in the Disciplines; WRIT 112,

Academic Writing IT or WRIT 212, Rhetoric and Design;
and COMM 100, Media Culture or COMM 203, Commu-
nication Theory. No lab costs.

COMM 307 Rhetorical Theory

3 UNITS

This course surveys major classical and neoclassical
treatises on rhetoric. The works include those of Plato,
Aristotle, Cicero, Quintilian, St. Augustine, Blair, Burke,
Whately, Toulmin, Campbell, Habermas, and other
leading theoreticians. New units might look at African,
Asian, and feminist approaches to rhetoric. Lecture.
Prerequisites: LSCI 105, Information Theory and Prac-
tice or LSCI 106, Information Sources for Architects and
Interior Architects, or LSCI 205, Information in the Dis-
ciplines; WRIT 112, Academic Writing II or WRIT 212,
Rhetoric and Design; and COMM 203, Communication
Theory. No lab costs.

COMM 310 Argumentation and Debate

3 UNITS

COMM 310 examines the uses of argument, evidence,
and the various types of proof. Attention is given to the
different formal debate structures and modes of refu-
tation. Treats reasoning and explores logical fallacies.
Students participate in classroom debates on significant
contemporary issues. Lecture. Prerequisites: LSCI 105,
Information Theory and Practice or LSCI 106, Infor-
mation Sources for Architects and Interior Architects,
or LSCI 205, Information in the Disciplines; WRIT 112,
Academic Writing IT or WRIT 212, Rhetoric and Design;
and COMM 120, Public Speaking. No lab costs.

COMM 314 Contemporary Journalism

3 UNITS

This course introduces students to the fundamentals

of newspaper, magazine and web journalism, including
the writing of hard news stories, features, profiles and
entertainment reviews (film, theater, music and books).
Students will collaborate in the writing, editing and
publishing of an expanded version of the student news-
paper, The Wire. Selected student journalism may be
published in the L.A. community press and on the web.
Lecture. Prerequisite: WRIT 112, Academic Writing II or
WRIT 212, Rhetoric and Design; and LSCI 105, Infor-
mation Theory and Practice or LSCI 106, Information
Sources for Architects and Interior Architects, or LSCI
205, Information in the Disciplines. No lab costs.

COMM 323 Cultural Studies

3 UNITS

This course provides a general introduction to cultural
studies, emphasizing the history and theoretical foun-
dations of both the British and American traditions. The
course focuses on popular culture as the site where so-
cial meaning is constructed, and explore trends in film,
animation, fashion, graphic design, gaming, architec-
ture, music, literature, etc. in our efforts to understand
how symbolic representation structures everyday life.
Lecture. Prerequisites: LSCI 105, Information Theory
and Practice or LSCI 106, Information Sources for Ar-
chitects and Interior Architects, or LSCI 205, Informa-
tion in the Disciplines; WRIT 112, Academic Writing II
or WRIT 212, Rhetoric and Design. No lab costs.
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COMM 341 Film Genres

3 UNITS

Genres have evolved greatly since their inception due to
improvements in technique and in response to changes
in sociological, philosophical, and political thought. As
such, genres have a cultural history that is tied up with
ideologies and stereotypes. This course is not a chrono-
logical history of genres but is instead an exploration
from many different perspectives including cultural,
political, and thematic ones. Prerequisite: LSCI 105,
Information Theory and Practice or LSCI 106, Informa-
tion Sources for Architects and Interior Architects, or
LSCI 205, Information in the Disciplines; and WRIT 112,
Academic Writing I or WRIT 212, Rhetoric and Design.
No lab costs.

COMM 342 Film Noir

3 UNITS

The American film industry has gone through a number
of movements and refinements in genre since its incep-
tion in response to changes in sociological, philosoph-
ical, and political thought. As such, film has a cultural
history that is tied up with ideologies and stereotypes.
This course explores a single significant movement in
film history, namely film noir. It surveys films from the
noir period to understand this movement in terms of its
unique style and meanings. The influence of the genre
on other film styles will also be discussed in the context
neo noir and other contemporary film movements.
Prerequisite: LSCI 105, Information Theory and Practice
or LSCI 106, Information Sources for Architects and
Interior Architects, or LSCI 205, Information in the
Disciplines; and WRIT 112, Academic Writing II or WRIT
212, Rhetoric and Design. No lab costs.
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COMM 350 World Cinema

3 UNITS

This course offers an incisive survey of the history of
the narrative motion picture from its silent beginnings
to the present as a reflection of and an influence on the
evolution of contemporary culture. Analyzing film imag-
es, stories and themes and exploring the dynamic inter-
play between American and foreign film in the context
of the movements and events of the past century, the
course provides a framework for examining the seeds
of a potential global culture. Prerequisite: LSCI 105,
Information Theory and Practice or LSCI 106, Informa-
tion Sources for Architects and Interior Architects, or
LSCI 205, Information in the Disciplines; and WRIT 112,
Academic Writing IT or WRIT 212, Rhetoric and Design.
No lab costs.

COMM 360 Media Professions

3 UNITS

This course is intended for students in the third year
of the program. It provides advanced communication
students with a “window” into various fields related to
communication and media studies, and gives students
the chance to examine future career options. Through
guest speakers, field trips, analysis of media industries
and completion of student projects, students gain a
better understanding of the career opportunities (and
internship possibilities) available to them. Students
also examine the cultural significance of the profes-
sions within contemporary society, and consider the
role of “work” in personal identity. Students will write a
research paper related to their chosen area of special-
ization. Prerequisites: WRIT 112, Academic Writing 2
or WRIT 212, Rhetoric and Design; COMM 100, Media
Culture or COMM 203, Communication Theory; and
LSCI 105, Information Theory and Practice or LSCI 105,
Information Sources for Architects and Interior Archi-
tects, or LSCI 205, Information in the Disciplines.

COMM 370 Special Topics in Communication

3 UNITS

This a seminar devoted to selected topics of special
interest to students and faculty. Lecture. Prerequisites:
LSCI 105, Information Theory and Practice or LSCI
106, Information Sources for Architects and Interior
Architects or LSCI 205, Information in the Disciplines;
WRIT 112, Academic Writing II; and COMM 100, Media
Culture or COMM 203, Communication Theory. No lab
costs.

COMM 330 Social Media

3 UNITS

This course looks at the new channels of communication
that make up the social media space. Students explore
why the shift is happening now both locally and globally,
placing “power “ in the hands of citizens and consumers.
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Students gain the latest information on communication,
public relations, advertising and marketing strategies
used across all industries. They will acquire practical
skills through assignments and tasks involving social
networks, content sharing, blogs, podcasts, wikis, and
Twitter. A final project will serve as a portfolio piece.
Lecture. Prerequisites: LSCI 105, Information Theo-

ry and Practice or LSCI 106, Information Sources for
Architects and Interior Architects or LSCI 205, Informa-
tion in the Disciplines; WRIT 112, Academic Writing II
or WRIT 212; Rhetoric and Design. No lab costs.

COMM 320 Understanding TV

3 UNITS

This course uses a cultural approach to examine
television’s evolution both as a technological medium

of communication and conversely as a reflection of
society itself. Students will explore the story-telling and
myth-making functions of television within the wider
socio-cultural context. Students will also use a variety
of theoretical perspectives, drawn from multiple areas
of study, to understand the history, technology, and
meaning of tele-visual discourse. Lecture. Prerequisites:
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design; and LSCI 105, Information Theory and
Practice or LSCI 106, Information Sources for Archi-
tects and Interior Architects, or LSCI 205, Information
in the Disciplines. No lab costs.

COMM 327 Communication and the Sexes

3 UNITS

This course provides an exploration of how cultural
values and habits influence views on femininity and
masculinity, how expectations of gender are commu-
nicated, and how communication affirms or challenges
prevailing cultural prescriptions of gender in intra- and
interpersonal, small group, public, and organizational
settings. Prerequisites: LSCI 105, Information Theo-

ry and Practice or LSCI 106, Information Sources for
Architects and Interior Architects or LSCI 205, Informa-
tion in the Disciplines; WRIT 112, Academic Writing II.
Lecture. No lab costs.
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COMM 325 Progress Portfolio

O UNITS

In this non-credit course, students work on portfolios
integral to the assessment process. Prerequisites: WRIT
112, Academic Writing II or WRIT 212, Rhetoric and
Design. Corequisite: COMM 323, Cultural Studies. No
lab costs.

COMM 400 Philosophy of Communication

3 UNITS

This course introduces students to some of the phil-
osophical issues involved in human communication.
Topics will include: the analysis of different types of
communication (interpersonal, electronic, mass, etc.);
the relationship between communication and identity;
the connection between communication and politics;
the nature of language, and the role that symbols play
in communication. These topics will guide discussions
aimed at investigating the role of communication in
larger philosophical issues such as existential notions of
being and the production and dissemination of knowl-
edge. Lecture. Prerequisites: LSCI 105, Information
Theory and Practice or LSCI 106, Information Sources
for Architects and Interior Architects, or LSCI 205,
Information in the Disciplines; WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design; COMM
100, Media Culture or COMM 120, Public Speaking. No
lab costs.

COMM 450 Collaborative Seminar

3 UNITS

These advanced special topics seminars seek to address
the changing nature of communication processes in re-
lation to a single grand theme. Previous offerings includ-
ed themes related to the future, the global context, and
the virtual world. Thematic Seminar may be taken twice
for credit in the major. Lecture. Prerequisites: WRIT
112, Academic Writing I or WRIT 212, Rhetoric and
Design; and COMM 307, Rhetorical Theory. No lab costs.

COMM 460 Critical Studies in Communication

3 UNITS

In this writing-intensive course, students gain a thor-
ough understanding of the critical studies approach

in communication. Students examine media texts and
other forms of communication through the lens of cur-
rent critical and cultural theory. To do so, extensive use
is made of the collection of important journal articles
housed in the media research room of the library. Suc-
cessful completion of the course satisfies the depart-

mental requirement for a comprehensive exam. Lecture.
Prerequisites: WRIT 112, Academic Writing II; COMM
307, Rhetorical Theory; and COMM 312, Communication
and Culture. No lab costs.

COMM 485 Senior Seminar

3 UNITS

This class is a capstone for students in the communica-
tion major. Students will engage in extensive research
and produce a major research paper or original project
appropriate to the field of communication. The cre-
ation of personal learning portfolios will help identify
pertinent themes and research topics for each student.
Prerequisite: Senior status. No lab costs.

COMM 490 Communication Internship

3 UNITS

Students participate in an on-the-job practicum in
commercial settings in media, design, entertainment,
and marketing firms. Work experience is complemented
by academic requirements specified in a contract with
the faculty advisor. Prerequisite: Communication majors
only. No lab costs.
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Highest Importance Highest Importance Highest Importance Highest Importance
Moderate Importance Moderate Importance Moderate Importance Moderate Importance
Low Importance Low Importance Low Importance Low Importance
R Innovation & . s Social The Integrated
. ) 1 Creativity 2 | Communication | 3 | Transdisciplinarity | 4 Responsibilty 5 Student

Assuring
Academic
Quality in
Communication
(BA)

CO 327 Communication and the Sexes

CO 3xx Communication Elective
CO0 312 Communication and Culture
CO 329 Visual Communication

CO 210 Interpersonal Communication
MCD Restricted Elective

CO 231 Oral Interpretation
MCD Restricted Elective

CO 203 Communication Theory
CO 2xx Communication Elective
CO 4xx Emphasis Elective

CO 485 Senior Seminar

CO 203 Research Methods
CO0 490 Internship

CO Restricted Elective

CO 4xx Emphasis Elective
CO 460 Critical Studies
CO 450 Thematic Seminar

CO 307 Rhetorical Theory

CO 120 Public Speaking
CO 220 Media Culture

University Principles

. University Principles

Students will attain a solid grasp of leading theories and research strategies for
purposes of building their inquiry practices.

Students shall advance their levels of media literacy through the production,
interpretation, and critical analysis of communication texts.

Students shall develop an appreciation for both cultural diversity and multiple
ways of knowing that demonstrates a high degree of self-reflexivity.

Students will cultivate an awareness of their own communication styles, skills,
and insights along with a sense of responsibility for the effects these traits
may have on themselves and others.

Students will be able to identify the unique skills, talents, and qualities that they
possess which will help them fashion a destiny of their own making.

Students will acquire the ability to work collaboratively with multiple disciplines,
and to understand the advantages and benefits of cooperative activities.
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Anthropology
ANTHROPOLOGY MINOR

Required Courses:

ANTH 220  Cultural Anthropology 3

Select three courses from the following:

ANTH 300  Animals, Culture and Society 3

ANTH 305  Anthropology of Religion 3

ANTH 310  Food and Culture 3

ANTH 315  Visual Anthropology 3
Courses

ANTH 220 Cultural Anthropology

3 UNITS

This course provides students with a study of the sim-
ilarities and varieties of human behavior as reflected in
kinship systems, religions, arts and crafts, technologies
and life styles throughout the world. Lecture. Prerequi-
site: None.

ANTH 300 Animals, Culture, and Society

3 UNITS

This course examines human-animal interactions from
evolutionary and sociocultural perspectives. It explores
the co-evolution of humans and animals dating from

the time of our earliest ancestors, the role that animal
domestication has played in the development of human
culture, animal representations cross-culturally, the
phenomenon of animal communication, and sociopoliti-
cal issues concerning animals in Western society, includ-
ing animals as companions, entertainment, and food.
Lecture. Prerequisite: WRIT 112, Academic Writing II or
WRIT 212, Rhetoric and Design; and LSCI 105, Infor-
mation Theory and Practice or LSCI 106, Information
Sources for Architects and Interior Architects or LSCI
205, Information in the Disciplines.

ANTH 305 The Anthropology of Religion

3 UNITS

The course examines religion through a cross-cultural
lens. It explores major anthropological perspectives on
the domain of the sacred. The class will analyze areas

of mysticism such as magic, witchcraft, shamanism,
spirit possession, and altered states of consciousness. It
looks at the role of religion in today’s society, focusing
on world religions, secular religions, holy wars, funda-
mentalism, and the place of religion in relation to other
ways of knowing. Lecture. Prerequisites: WRIT 112,
Academic Writing IT or WRIT 212, Rhetoric and Design;
LSCI 105, Information Theory and Practice or LSCI 106,
Information Sources for Architects and Interior Archi-
tects; or LSCI 205, Information in the Disciplines.
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ANTH 310 Food and Culture
3 UNITS
Food is the basis for our survival as a species and touch-

es upon almost every aspect of culture. This course
examines multiple dimensions of food across a wide
variety of cultures. We study food rules and symbolism,
the link between food and power, and the relationship
between gender and food. We also examine cultural
differences in culinary practices, traditions and food
technology as well as the cross-cultural dimensions of
food and health, obesity and thinness, and malnutrition
and starvation. Students get hands-on experience with
the relationship between food and culture by doing
fieldwork in venues such as markets, restaurants, and
food banks. Lecture. Prerequisites: WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design; and LSCI
105, Information Theory and Practice or LSCI 106, In-
formation Sources for Architects and Interior Architects
or LSCI 205, Information in the Disciplines.

ANTH 315 Visual Anthropology

3 UNITS

Visual media provide a rich analysis of culture because
they capture social activities where they occur. This
course explores how visual media can enable us to
observe and record culture in a holistic way. The course
focuses on photographs, ethnographic films, documen-
tary films, feature films, social media and video sharing
sites. We look at how people use visual media to record,
analyze or change reality, and how media can both rep-
resent and distort culture. Students have an opportuni-
ty to create their own visual artifact or perform anthro-
pological analysis of an existing visual artifact. Lecture.
Prerequisites: WRIT 112, Academic Writing II or WRIT
212, Rhetoric and Design; and LSCI 105, Information
Theory and Practice or LSCI 106, Information Sources
for Architects and Interior Architects or LSCI 205, Infor-
mation in the Disciplines.
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ANTH 401 Ethnographic Seminar

3 UNITS

Ethnography is the study of cultures through close
observation and interpretation of cultural phenomena,
and it represents the main mode of analysis in cultural
anthropology. This course provides students with the
opportunity to experience intensive reading of key
ethnographic texts and practice original ethnographic
research. Students will learn how to read ethnographies,
evaluate ethnographic techniques, and apply these tech-
niques toward an original ethnographic project of their
own design. This is a seminar-style class in which each
student will facilitate class discussion concerning an
ethnographic text. Each student will also present their
final ethnography to the class and to the department
for analysis and feedback. Prerequisites: WRIT 112,
Academic Writing IT or WRIT 212, Rhetoric and Design;
and LSCI 105, Information Theory and Practice or LSCI
106, Information Sources for Architects and Interior
Architects or LSCI 205, Information in the Disciplines;
and ANTH 220, Cultural Anthropology.
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Fashion Design
(BFA)

Kathryn Hagen, Department Chair

Woodbury University offers a four-year Bachelor of Fine
Arts degree in Fashion Design. The program is tailored
to meet the needs of students wishing to enter the
challenging, varied, and exciting world of the fashion

or costume professional, and preparing students with a
diverse set of skills and knowledge to successfully com-
pete in the industries. The curriculum promotes strong
technical skills, as well as critical and creative thinking,
with equal emphasis on research and experiential learn-
ing. Freshman students may enter with no previous
training; transfer students should submit samples of
their work for placement evaluation. Choose a minor in
Costume Design to work in film, theater, and television,
or one in another department, such as Graphic Design,
Fashion Marketing, or Business. Woodbury graduates
will enter the workforce with confidence, good creative
problem-solving skills, and an eloquent command of the
appropriate professional terminology, a pertinent intern-
ship under their belt, and knowledge of the new practic-
es and research into green sources and production.

Design educators and exciting industry professionals
mentor students in creating their own collections and
finding their aesthetic voice. Fundamental skill areas
include design process, figure and model drawing,
illustration, pattern drafting, draping, apparel construc-
tion, as well as fashion history and new approaches to
the study of textiles, including a class on treatments
and embellishments. Studio classes are sequenced to
promote progressive learning, and include leading cate-
gories of womenswear, menswear, swimwear, knitwear,
accessories, and couture. Courses are also offered in
shoe design, technical design, costume design, costume
for animation and game art, lingerie, and other special-
ized areas. Computer-assisted design and illustration
are integrated into the curriculum throughout the four
years of study. The creative work of the fashion and
costume design students is showcased at the universi-
ty’s annual fashion show. Students’ capstone project is
an industry-level portfolio that will open the doors to
high-level jobs.

The Woodbury University Fashion Study Collection,
consisting of over six thousand garments and acces-
sories that represent the clothing history of the past

two-hundred years, is available as a hands-on resource
to students and faculty. Resources also include ex-
tensive runs of historical fashion magazines and trend
reports. The Judith Tamkin Fashion Center houses
rotating exhibitions of items from the Fashion Study
Collection, as well as student work. Students may intern
with the curator and work on the themed exhibitions
and management of the collection.
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Being part of the School of Media, Culture & Design,
students can benefit from studies in related disciplines,
such as visual communication, media psychology,

and animation. Woodbury’s location in the hub of the
media capital of the world, near this immense network
of fashion designers, design studios, movie studios,
animation houses, advertising agencies, and production
companies, means unique field trips, guest lecturers,
internships, and job opportunities that set Woodbury
apart. Career opportunities include fashion designer,
technical designer, fashion illustrator, fashion stylist,
wardrobe consultant, costume designer, costumer, game
art consultant, accessories designer, fashion museum
curator, manufacturer, and instructor.

MISSION

The Department of Fashion Design is committed to the
development of students’ unique creative voices, as
evidenced by articulate expression, effective visuals,
aesthetic sophistication and innovative design. The
integrated curriculum of cutting edge learning systems
taught by fashion professionals applies directly to
industry requirements. A deep understanding of fashion
history and the cultural relevance of clothing generate
work inspired by personal vision and research, rather
than trends. Graduates master an array of technical,
collaborative and problem-solving skills, to become a
resilient and ethical force in this rapidly changing global
industry.

PROGRAM LEARNING OUTCOMES
Upon graduation, students will have mastered five areas
of study.

1. Design- Students will have an understanding of
design process that effectively utilizes aesthetic
elements as well as research and applied conceptual
thinking to develop contemporary design groups that
are both functional and inventive.

2. Representation- Students will be able to utilize a
variety of media to communicate design ideas includ-
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ing a mastery of relevant drawing and digital skills,
writing, and verbal proficiency.

3. Three-Dimensional Construction- Students will
possess the knowledge and skills in the use of indus-
try-standard tools, materials, techniques and process-
es, sufficient to produce work from sketch, draft, or
specifications to industry quality finished product.

4. Professional Practice- Students will be able to
determine design priorities, define and evaluate crite-
ria, evaluate global markets, manage and coordinate
multiple project elements, respond knowledgably to
ethical and environmental issues, and communicate
effectively and productively with involved peers and
personnel at all stages of the design process.

5. Critical Thinking- Students will possess the ability
to research, analyze, and generate abstract ideas
based on multiple historical, cultural, and theoretical
contexts of fashion and identity.

FACULTY

Faculty participate in shaping the Fashion Design pro-
gram with their continuous involvement in the fashion
and entertainment industries, the art world and with
their own research. This involvement manifests in creat-
ing new courses, updating projects for existing courses
and assisting students with their studies and research.

CHAIR
Kathryn Hagen, Professor
MFA, Otis College of Art & Design

FULL-TIME FACULTY

Penny Collins, Professor

MS, College of New Rochelle; MFA, California State
University, Northridge

Karolyn Kiisel, Assistant Professor

BFA, Otis College of Art & Design

ADJUNCT FACULTY
Maxwell Barr

Eddie Bledsoe, Costume Track Coordinator
MFA, University of Southern California

Nina Dark
MA, California State University, Los Angeles

Maren Firpo

Magaly Flores
BFA, Woodbury University

Frances Harder
BA, Salford University, Manchester England

Wayne Kastning
BA, University of Arkansas

Renata Marchand
BFA, Otis College of Art & Design

Mauricio Osorio

Liuba Randolph
BFA, Otis College of Art & Design

May Routh
National Diploma of Design,
St. Martin’s College of Art & Design, London, England

Diane Sisko
BA, Theatre, Purdue University

Curriculum Summary
FASHION DESIGN MAJOR CURRICULUM
Leading to the Bachelor of Fine Arts

BFA, University of California, Berkeley (BFA) Degree
Units

PARTICIPATING ADJUNCT FACULTY Major (M) 71
Gerard Dislaire General Education/Integrative Learning (GE/IL) 49

Unrestricted Electives (UE) 8
Jared Gold, Fashion Show Coordinator Minimum Semester hours required 128
Anna Leiker
MS, California State University, Northridge
Eduardo Lucero
2013-2014 Course Catalog 10
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FIRST YEAR THIRD YEAR

Fall Semester Fall Semester g?

>

FDES 125  Technical Studio 1 3M FDES 310  Design Studio 4: LA Fashion 3M g.

FD E S 1 701 ..... Creatmg C har acter ....................... 2 M FDES 831 ..... Advanced Draplng ........................ 3M g

. F DE S 1XX - Machm e Techn ol ogy ..................... 1 M . FDES 301 ..... D1g1talDes 1 gn 2 ............................ 2M g
. FO U N . 1 01 ..... Begm mn g Drawmg ....................... 3 M ARTH 2XX e Art Hlstory Course ................ 3 RE/DES
WRIT 1 11 ..... Acadenucwnt mgl 3 GE/IL MATH 2XX . Mathemat 1 CS .......................... 3GE/IL
COMM 120 e Pubhc Speakmg e 3GE/IL ...... — _ - Natural Sc1ence Course ........................
R T L wilab 3GRIL.

FDES 3XX  Art/Fashion Symposium 1M

Spring Semester
Spring Semester

FDES 111  Design Studio 1: Core Skills 3M

'FDES 126 Technical Studio2 3M  FDES332 Junior Collections M
FO U N . 1 02 . Des1gn and Comp os1t1on ................. 3 M FDES 363 Digital Dortolio

FOUN 105 Figure Drawing SM e, Development e, SM
CWRIT 112 Academic Writmg 11 3GR/L  SDES3XX Textile Ats 2M
LSCI105  Information Theoryand . ARTH 2XX At History Course ... 3 RIVDES

Practice 1 GE/IL ENVT 220  Environmental Studies 3 GE/IL

COMM2XXMed1aEthlcs ~~~~~~~~~~~~~~~~~~~~~~~~~~ SGE/IL
CCOND AR __CareerExperlence ........................ OM

Fall Semester

FOURTH YEAR
FDES 105  Digital Fashion Design I 3M

........................................................................ Fall Semester
FDES 230  Design Studio 2: Materials 3M
FDES 226 Advanced Technical Studio gM FDES431  Senior Collectionl 4M
FDES 260  History of Fashion 16, . FDES3IS  Professional Practice 2M
FOUN 103 Color and Composition sm FDES__ Studio Elective . 2M
INDS 1XX  Interdisciplinary Course 3GEAL ... ——...One Social Science Course 3 GEAL
........................................................................ 5x% " MOD Tramsdisciplinary
Seminar 3 GE/IL
Spring Semester ........................................................................
FDES 232 . Km twear and Svnmwear ................ 4 M Spring Semester
FDES 261  History of Fashion 2 3 GE/IL
FDES 2XX  Experimental JFDES 411  Portfolio & Presentation aM
Draping/Patterns 3M FDES 432  Senior Collection II 4 M
"FDES 2XX  Design Studio 3: Experimental 3M COMMS3XX Integrative Learning Elective 3 GE/IL
FDES XX Progress Portfolio oM  Unrestricted Elective = 3UE
PSYC 200  Introduction to Psychology 3 GE/IL
Unrestricted Elective 1 UE

*Successful design review required prior to enrollment
in three-hundred level studios.
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FASHION AND COSTUME DESIGN ELECTIVES

FDES 1XX  Materials and Methods 2
FDES 2721 ..... Penod Cost u me DeS1 gn .................... 4
FDES386 ..... Leather Goods ............................... 2
FDES 3713 ..... Cost u me Des1 gn for F 11m .................. 2
FDES 872 0 ..... F11m ProductlonLab ....................... 3
FDES401 ..... ShoeDes1gn .................................. 2
. FD ESSXX - Co st u me COHect 1 Ons 1 ..................... 8
. FD ES4XX - Co st u me COHect 1 Ons 2 ..................... 4
"FDES485 Costume Career and Portfolio 2

ASSESSMENT PROCESS

Student performance and attainment in Fashion Design
is evaluated systemically throughout the program,
through ongoing assessment strategies both formal and
informal. Evidence of learning is assessed through the
Progress Portfolio Review at the end of the second year
of study. This process documents student progress and
is required for entrance into upper-division studios. Stu-
dent work is also evaluated through the capstone proj-
ect, which assesses the research methodology used, and
its effectiveness in design solutions. Further assessment
is made through the Senior Design Review Presenta-
tion, which evaluates the students’ mastery of learning
outcomes, and development from the Progress Port-
folio Review. A final assessment is conducted through
internship host companies, and evaluates the students’
preparedness for real-world design environments.

Placement Portfolio Review — Upon acceptance, transfer
students are required to submit a portfolio of their work
for studio placement.

PRE-CAPSTONE REQUIREMENTS

Progress Portfolio Review — At the end of the sopho-
more year, students are required to submit a compre-
hensive portfolio of their work from each major Fashion
Design studio and from a Fashion Design elective
studio of their choice. The portfolio should demonstrate
sufficient development of the knowledge and skills of
design process, sketching, patternmaking, and con-
struction. The goal of the review is to assess strengths,
weaknesses, and the general progress of a student and
their ability to integrate gained technical skills into
creative, effective and complex projects. Also, to assess
the student’s development of communication skills and
the self-evaluation of personal growth, they are required
to write a reflective essay. Portfolios are reviewed by

a panel of Fashion Design faculty and the department
chair. Passing the Progress Portfolio Review is a prereg-
uisite for upper-level fashion design classes. Students
who fail the portfolio review must take a remedial
course (as indicated by the results) and resubmit their
portfolio for review. Portfolio requirements can be found
on the Fashion Design website.
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CAPSTONE COURSES

In order to illustrate required professional and design
competencies before graduation, students must suc-
cessfully pass FDES 433, Art & History of Haute Cou-
ture and FDES 432, Senior Collection II, the outcomes
of which are judged by industry professionals in the
April Design Review, then presented at the professional-
ly produced annual student fashion show in May.

RESULTS OF LEARNING

Both studio and lecture courses require production of
various fashion design projects specific to the learning
outcomes of each course. Projects may include de-

sign croquis, illustrated and rendered design groups,
construction, finish or closure samples, muslins,
patterns, blocks and individual garments. Student work
is reviewed at the end of each semester by faculty and
industry professionals. Additionally, evidence of learn-
ing is assessed through the Progress Portfolio Review at
the end of the second year. In the senior year, students
develop their professional portfolio and begin designing
their own website. Student self-assessment is required
in both the Progress Portfolio and the Senior Design
Review presentation.

STUDENT WORK

The university reserves the right to retain student work
for archival, exhibition, and promotional purposes,
including print and web formats.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

It is the philosophy of the Fashion Design Department
that students be exposed to both theoretical and profes-
sional aspects of the discipline. Students will work with
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industry design professionals to develop their ideas and
learn a structured methodology of design practice that
will benefit them in the professional world. Students
will research current designers and have the opportu-
nity to experience international approaches to design
education and practice during their education. They are
additionally exposed to the operations of professional
practice, networking with industry practitioners, and
membership in professional design organizations. All
students are encouraged to enter the many fashion
competitions available, both locally and nationally.

Internship/Work Experience

Prior to graduation, students must complete 120 hours
of internship or work experience in the fashion, cos-
tume or apparel industries. It is recommended that the
student have passed the Progress Portfolio Review and
be at minimum in junior standing before interning. The
internship placement is approved by the department
chair as well as the student’s advisor. The Rosalie Utter-
bach Memorial Internship Award is offered annually for
students wishing to work on the Fashion Study Collec-
tion.

Study Tours and Study Abroad

Annual Spring Break New York study tours are planned
where students gain credit for a two-unit studio
elective. Biennial study abroad tours are designed

to enhance fashion design students’ curriculum and
usually give upper level credit. Past tours have included
England, Belgium, Turkey, France, Italy, and Costa Rica.

Lecture Series and Special Workshops

Students are required to attend lectures, panel dis-
cussions and workshops from industry professionals,
often as part of their course syllabus. Lecturers include
designers, business owners, historians and other prac-

COMPUTER LITERACY REQUIREMENTS

The Fashion Design Department requires its graduates
to be literate in the current media of fashion and cos-
tume design, demonstrated by the following:

e A proficiency in digital applications and global
CAD/CAM solutions for the Apparel Industry and in
executing creative concepts in fashion using CAD.

e A proficiency in computer based programs to
perform the entire process of transforming designs
into computer-generated images, creating presen-
tation boards, drafting the pattern, grading and
creating a marker for production.

e A proficiency in word-processing, document format-
ting and file management for creating specification
sheets, pattern cards and cost sheets. Bibliograph-
ic documentation of database use and citation of
web-based sources is required for all Fashion Design
courses.

e A proficiency in internet research, library research
using on-line search engines, and online fashion
market predictive services.
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STUDENT COMPUTER REQUIREMENTS
Students are responsible for email, printing, and net-
work logon accounts. Students are required to provide
computer data storage devices such as USB memory
cards or CD-Rom for saving their digital and CAD files.
The Fashion Design Department does not require a
laptop computer, but recommends that each student
have one.

MINOR REQUIREMENTS

Costume Minor [Choose desired courses that add up to
fifteen or more credits. Non-fashion students must con-
sult with chair. Courses used to fulfill a major require-
ment cannot be applied to the minor].

titioners. Special workshops include hands-on instruc- ~ FDES 1XX  Creating Character 2 units
tion, including acting workshops to improve students’ FDES 1XX | Materials and Methods 2 units
verbal presentations, and fiber and crystal workshops FDES 2721  Period Costume Design 4 units
in conjunction with Swarovski and the Surface Design FDES 3713 CostumeDe51gn for Film 9 units
Association. FDES 3720 Fim Production tah Sunits
Fashion Student Organization FDES SXX .. "C.g's,.t.l}mg..c’g]l.ggt’i.ggs.} ............... Sum tS
Fashion Design Students have an active organization, A FDES 4XX  Costume Collections 2 4 units
La Mode, that produces a newsletter twice each semes- FDES 485  Costume Career and Portfolio 2 units
ter, as well as other events. Students are also encour-

aged to join professional organizations, such as Fashion

Group International/Los Angeles, California Fashion

Associates, The Costume Society of America, and The

Surface Design Association.
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Fashion Design minor for Fashion Marketing majors

FDES 111 FD 1: Core Skills 3 units
FDES 1 25 - TechmcalSt u d101 .................... 3 um ts
FDES 1704 Sewing Machine Tech 1 unit
. FDES 260 - HlStOI‘yOf Fas h1or11 .................. 3 um ts
"FDES___ Fashion Design Elective 3 units
FDES 4XX - Profess1on al Pracuces m ......................

Fashion Design 2 units

Fashion Design minor for students in other majors

FDES 111  FD 1: Core Skills 3 units
FDES 1 25 - TechmcaISt u d101 .................... 3 um ts
FDES 1704 Sewing Machine Tech 1 unit
. FDES 230 - FD 2 Matenals ........................ 3 um ts
FDES 261 ..... Hlstoryof Fas h10n2 .................. 3 um ts
"FDES 313 Professional Practices in Fash-

ion Design 2 units

Fashion Design Courses

FDES 105 Introduction to Digital Fashion
Design

3 UNITS

The computer role in fashion design and its creative
potential is the focus of this course. Adobe Illustrator
and Adobe Photoshop fundamentals will be studied to
learn principles of digital designing while simultane-
ously developing your own drawing techniques. These
programs enable the fashion designer to digitally sketch
and present fashion collections. The student’s working
knowledge of tools and palettes is developed, gaining
speed and accuracy in creating flats and sketches.
Studio. Prerequisite: None.

FDES 11 Design Studio 1: Core Skills

3 UNITS

This course provides an introduction to design process,
illustration, model drawing, and rendering techniques,
as well as fashion theory and exposure to the retail mar-
ket. Emphasis is placed on learning basic skills as well
as beginning to develop a fashion vocabulary, a personal
visual style, and a unique design aesthetic. Studio. Pre-
requisite: FOUN 105, Figure Drawing.

FDES 125 Technical Studio 1

3 UNITS

This course is an introduction to basic flat pattern mak-
ing, draping, and sewing techniques. Muslin and fabric

samples are constructed with the use of industry power
machines, fitted and completed into finished garments.
Studio. Prerequisite: None.

FDES 126 Technical Studio 2

3 UNITS

This course provides a study of creating patterns
through draping and drafting techniques and builds on
the skills learned on Technical Studio 1. Designs are
translated into muslin and fabric directly on the dress
form. Complex designs are interpreted through flat pat-
tern techniques, production patterns are developed and
graded and markers are made. A coordinated separates
group is produced for the final review. Studio. Prerequi-
site: FDES 125, Technical Studio 1.
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FDES 1701 Creating Character 1

2 UNITS

This course will introduce the costume and fashion
design student to the nuances of character development
and identity. Whether designing fashion or costume, the
student will learn to see, identify, and then practice the
art of color, texture, fit, and proportion. Students ana-
lyze and interpret a story to understand a specific char-
acter or customer, and how to do additional research

to enhance their work. They will then learn to translate
that research into conceiving the perfect outfits for their
muse/character. In addition, students will explore the
basic skills needed for drawing and rendering costumes,
including depicting specific actors or celebrities. Studio.

FDES 1704 Sewing Machine Technology

TUNIT

Students will be given intensive training in the use and
safety issues of all sewing, ironing, and construction
equipment in the fashion design department so they
can work independently and efficiently in the appropri-
ate studios. They will be responsible for constructing

a sample bag that utilizes all the required skills, and a
notebook of instructions and notes. They will be tested
on all equipment. A heavy-duty bag with multiple design
features will be the final project/test of their learning
process. Studio. Prerequisite: None.

FDES 210 Design Studio 2: Materials

2 UNITS

This course aims at developing core skills in the
understanding and identification of textiles and other
materials used in garment design. Emphasis is placed on
the creation of effective fabric boards relating to specific
design direction. Studio.
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FDES 226 Advanced Technical Studio

3 UNITS

This advanced course reviews and reinforces flat
pattern, draping, and construction techniques. Special
attention is given to development and construction of
complex facings, lapels, and closures. Pattern marking
and labeling is standardized. Fabrics are researched and
purchased, resulting in finished coordinated garments.
Studio. Prerequisite: FDES 125, Technical Studio 1;
FDES 225, Technical Studio 2 or equivalent transfer
credit.

FDES 232 Knitwear and Swimwear

4 UNITS

Knitwear and swimwear markets are researched. Gar-
ments are designed and constructed through advanced
draping and advanced pattern-making methods. Cloth-
ing is juried for the fashion show. Studio. Prerequisite:
FDES 226, Advanced Technical Studio.

FDES 260 History of Fashion 1

3 UNITS

This course examines prehistoric, ancient, and tradi-
tional world costume through the 16th century CE,
emphasizing the origins of clothing and stylistic trends
in Asia, Africa, and the Near East. Lecture. Prerequisite:
WRIT 111, Academic Writing 1.

FDES 261 History of Fashion 2

3 UNITS

This course explores western costumes from the
seventeenth century CE to contemporary times with
an emphasis on the twentieth and twenty-first century.
Lecture. Prerequisite: WRIT 111, Academic Writing 1.

FDES 2722 Experimental Draping/Patterns

3 UNITS

Students will explore radical free-form draping tech-
niques, repurposing existing garments, and creating pat-
tern blocks from the resulting details and silhouettes.
Sustainability issues will be used to generate projects as
will in-depth research of creative influences and histori-
cal precedence. Developing industry-level pattern-mak-
ing skills will be a priority. Prerequisites: FDES 111 and
FDES 230 concurrent with Experimental Design or by
instructor permission. Studio.

FDES 301 Digital Design 2
2 UNITS

This course focuses on the role of the computer in fash-
ion design and its creative potential. Adobe Illustrator

fundamentals will be studied along with SnapFashun
Plug-In to learn principles of digital designing while si-
multaneously developing your own drawing techniques.
This program enables the fashion designer to digitally
sketch and present fashion collections. The student’s
working knowledge of Illustrator’s Tools is developed,
gaining speed and accuracy in creating flats and sketch-
es. Studio. Prerequisite: Introduction to Digital Design.
Prerequisite: FDES 105, Introduction to Digital Fashion
Design.
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FDES 310 Design Studio 4: LA Fashion

4 UNITS

This course combines design research with advanced
illustration techniques and professional practice explo-
ration. Students work with mentors to research denim
techniques and the LA fashion industry to create de-
signs that reflect the youthful LA‘vibe’. Projects provide
a sequential series of visual and creative processes and
critiques with the outcome being a finished collection of
designs that will be built in FDES 332, Junior Collec-
tions. Emphasis is also placed on field research and
discussions to enhance internship experiences. Prereq-
uisite: FDES 230 or equivalent. Studio.

FDES 313 Professional Practices in

Fashion Design

2 UNITS

This course will focus on the entrepreneurial aspects of
the apparel industry, from costing and funding, product
development, production, marketing and branding to
the end consumer. Students will research the various
markets and the appropriate design approaches, as well
as investigate the future of the global marketplace and
related sustainable practices. Projects will include creat-
ing a business and marketing plan, as well as developing
Tech Packs and storyboard for final presentation. The
importance of teamwork will also be emphasized. Stu-
dio. Prerequisite: Digital Design 2.

FDES 331 Advanced Draping

3 UNITS

This advanced construction course builds on the skills
learned in FDES 2722, Experimental Draping and
Patterning through the study of complex draping tech-
niques, and introduces students to advanced tailoring
techniques through the patterning and construction
of a tailored jacket. Studio. Prerequisite: FDES 226,
Advanced Technical Studio and Experimental Draping
or equivalent.
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FDES 332 Design Studio 5: Junior Collections

3 UNITS

Junior Collections is a studio construction course that
builds on the work done in Advanced Draping/Pattern-
ing and LA Collections. Students construct two to three
outfits from their design groups that can be juried into
the show. Garments are constructed through draping,
tailoring techniques, and sewing procedures. Prerequi-
site: FDES 331, Advanced Draping. Studio.

FDES 336 Leather Goods

2 UNITS

A course provides a study of handbag design, pattern-
making, and methods of construction. The contempo-
rary leather goods market is researched and designs and
samples are constructed. Studio. Prerequisites: FDES
125, Technical Studio 1 or permission from the depart-
ment chair.

FDES 363 Digital Portfolio Development

3 UNITS

This course explores the advanced use of Photoshop
and Adobe Illustrator for fashion and costume design.
Students learn to illustrate complex design groups
combining digital and manual skills in preparation for
Senior Portfolio. Studio. Prerequisite: FDES 301, Digital
Fashion Design.

FDES 390 Fashion Design Internship

1-3 UNITS

Students obtain practical experience in a fashion design
studio or apparel business. A journal will be submitted
to verify the completion of forty hours for each unit of
credit. An evaluation will be submitted by the internship
sponsor. A pass/fail grade will be given upon the com-
pletion of the internship experience. Internships must
be approved by the fashion design department chair.
Prerequisite: junior or senior standing.

FDES 3XX Textile Arts

2 UNITS

This course provides an introduction to various tradi-
tional and innovative surface and structural treatments
used for aesthetic and functional purposes in apparel
design. Studio. Prerequsite: Design Studio 2: Materials
or equivalent course.

FDES 401 Shoe Design
2 UNITS

A course provides a study of shoe design and methods
of construction. The contemporary shoe market is

researched and designs and samples are constructed.
Studio. Prerequisite: FDES 125, Technical Studio 1 or
permission of the department chair.

FDES 411 Portfolio and Presentation

2 UNITS

This course provides a structured approach to the
development of an industry-level portfolio intended to
enable graduates to get jobs in the targeted areas that
they choose to specialize in. Instructors will take an
individual approach to each student, depending on their
chosen area of emphasis. Design process, research,
illustration techniques, market research, fabric group
development, and advanced digital skills will all be
addressed and will contribute to the efficacy of the final
presentations. Studio. Prerequisites: FDES 363, Digital
Portfolio, Design Studios 1-5.
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FDES 431 Senior Collection |

4 UNITS

Students research the elements and principles of design
to create a couture level collection and work through
the design process with the design mentor to develop

a group related to the fashion show theme. Design and
sew a tailored jacket, and the first outfit of the design
group. Studio. Prerequisite: Design Studios 1-5.

FDES 432 Senior Collection Il

4 UNITS

This course explores the design and construction

of high fashion, evening, and experimental designer
garments, with sample and style book production, cul-
minating in Design Review presentation with industry
judges. Course includes fabric selection, flats, drap-
ing, patternmaking, and professional industry finishes
aligned with couture construction methods. Studio.
Prerequisite: FDES 431, Senior Collection 1.
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CURRICULUM MAP
Bachelor of Fine Arts in Fashion Design BFA
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UNIVERSITY Innovation & Social The Integrated
. Communication Transdisciplinarit -

PRINCIPLES 1 Creativity 2 3 P y| 4 Responsibility 5 Student E
%)
=)
o
o}
|

® ®
o = 2 @,
2 > > (o]
o~ b=} | o
o 3 HIBEA < o o}
j=2 -
HHENEE HEA NI E o 2
N . HEHEEERE HRE HEREHE AR EERE
1 & EEEIMEIRE sl 2| |2|2|2|E|<|8||E[E]E
7z = I ®»|T| g AN IR HEE M EEEIE RS z 2
4 5 HEMHEREREIER s[ 8| 8l2|5|s|lsl[g|=[S] s|z|=[=]| El 2| 2|25
=1 < HEEEEIREE] s|&l2lz|2lelelelsl2le|sEs|s|5|els|e
e} = '&'ﬁ';,%.:.:.:-: = Slel2|5|s|(21=2 eS| ele|2|ElB[Z|E| 5
O o| | 2| 2| a3 83 2l ela|l<|T| 8| &S| 2ol &8 =|S|2 c|lo|lE|ls]|e
M > NN LR [ri I - cli|u||alo|lf|o|lw|alo|lo|l<|al|lE
=] » BEEHEEHAEE 2128 <lg|s|g|s|gle|s|g s 5=
S HEHEEEIKAAIE nlolnlx nlnlolnlnlonlonln]|lon|loglnlvnlvln
o HEHBHEHBEEHEHEREEHEEEEEEEHEHEEEE
LEARNING OUTCOMES D e vy v v ey ey ey T ||| < [rmg) [y QT iy T gy v (T v v Ty T ) T (T Ty T
University Principles .
L d basic design
Understanding how design principles
relate to 3-dimensional forms

Research, information gathering and analysis

Generation of alternative and multiple solutions

Knowledge of basic tools and skills of fashion design

Ability to design for a variety of markets

Ability to define and evaluate criteria

Knowledge of basic busil p
and variety of markets

Participation in field i and i

Recognition of human factors that
shape design solutions

Knowledge of fashion history

Knowledge of practical aspects of fashion design

Knowledge of theoretical aspects of fashion design

Connection with other design fields III I II

Awareness and use of fashion design resources

Knowledge of design priorities and criteria I

Communication of the design process

Drawing, including tools and processes

Portfolio preparation

Digital technologies

Knowledge of design and art history, theory

Knowledge of fashion design process
from concept to consumer

Organization of design projects and
coordination of project elements

Working productively as a team member
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Filmmaking
(BFA)

David Collins, Interim Chair

MISSION

Film is one of the most influential mass communication
media. The curriculum we have developed integrates
theoretical expertise with practical skills in media
production. Students in our program graduate with the
knowledge needed to succeed in a wide variety of fields
related to media and cultural studies.

PROGRAM LEARNING OUTCOMES

e Students will understand film as a medium of commu-
nication.

e Students will understand esthetic principles of film.

e Students will understand design principles considered
in film production.

e Students will understand the use of time as an ex-
pressive design consideration in film.

e Students will produce work from concept to finished
product.

e Students will emphasize at least one area of film pro-
duction, e.g. cinematography, editing, lighting, sound,
animation, writing, etc.

e Students will have functional knowledge of the history
of film.

e Students will coordinate project elements and com-
municate with involved personnel.

e Students will understand marketing procedures for
film production, distribution, and exhibition.

e Students will serve an internship within the film
industry.

e Students will produce a supervised senior project.

e Students will create a professional quality portfolio.

FACULTY

Faculty participate in shaping the Filmmaking program
by their continuous research in various aspects of visual
communication, which manifests itself in creating new
courses, updating projects for existing courses and as-
sisting students in their studies and research. They are
also involved in contemporary filmmaking movements
through their creative work, which has a direct effect on
the students’ filmmaking experience. This engagement
creates a community atmosphere inside and outside of
the classroom and contributes to the learning success of
students.

FULLTIME FACULTY
David Collins, Interim Chair
MFA, University of Southern California

Xiaolin Yu, Interim Assistant Chair
MFA, American Film Institute

Louis Kleinman, Assistant Professor
BA, Oberlin College

PARTICIPATING ADJUNCT FACULTY
Rick Rafanovic
BA, University of California at Irvine

ADJUNCT FACULTY
Blain Brown
MArch, M.I.T.

Curriculum Summary
FILMMAKING MAJOR CURRICULUM
Leading to the Bachelor of Fine Arts
(BFA) Degree

Units
Major (M) 70
General education/Integrative Learning (GE/IL) 31
Restricted GE to support major for NASAD (RGE) 12

Restricted Design Electives (RDE) 6
Unrestricted electives (UE) 9
Minimum semester hours required 128

SUGGESTED SEQUENCE OF MAJOR AND
SUPPORTING REQUIRED COURSES

2013-2014 Course Catalog

FIRST YEAR
Fall Semester
FILM 101  Film History I 3M
ANIM 211  Storyboarding (studio) 3M
__ Restricted Design Studio 3 RDE
WRIT 111  Academic Writing 1 3 GE/IL
COMM 120  Public Speaking 3 GE/IL
_ One Unrestricted Elective 1 UE
n8
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Spring Semester Spring Semester

I
FILM 1701  Film History II 3M FILM 206  Social Documentary 3M g
FILM 1700  Beginning Media Production 3M FILM 3700  Pre-Production Planning o
FILM 1702 Actor’s Craft for Film (studio) SM ) e SM, 3
WRIT 1 12 . Academmwm 1 ng2 .................. 3 GE/IL FILM 3701 Directing Actors For Film and
.............................. ........................................... Television SM
LSCI 105 Information Theory P2 /4 U O N
Practice 1 GE/IL _ One Film Studies Elective 3M
'GDES___  Graphic Design Elective ~ MATH221 Statisties 3 GR/IL
(studio) 3 RDE

FOURTH YEAR
Fall Semester

SECOND YEAR JFILM 4701 _Business of Entertainment M,
Fall Semester FILM 4702  Senior Thesis I: Production
(Studio) 4 M
JFILM 2700 Digital Video Editing SM " "FILM 4700 The Art of the Pitch 3M
FILM 2701 Pl.roduf:tlon Design and Art 3XX Integrative Learning Elective 3 GE/IL
Dlrectlon 3 M e T e e e ettt
..................................... -................................... _ OneFllmHlStOI’yCOUI‘SG SM
FILM 2705 Sound Recordmg for the ........................................................................
Screen (studio) 3M
COMM 235 Media Ethics 3 GE/IL  Spring Semester
DS 1XX | Interdisciplinary Gore el 3GEAL B 4704 Senior Thesis IT
oo, Dorestricted Blective SUE Post-Production (Studio) 4M
FILM 402  Film Marketing and
Spring Semester Distribution 3M
FILM 490  Internship 3M
FILM 2702 Beglnmng Screenwriting 3 M ......................................... '. .o . .o . ........................
..................... __ One MCD Transdisciplinary
FILM 2703 . W'C.l.r}‘e'r.r}z.i't.q‘g}?phy. .......................... SM Seminar 3 GE/IL
TECH . ZXXFuture OfDlgltal Medla .................. SM _ Unrestricted Elective 1 UE
ENVT 220 Environmontal Studies SGR/L T T
__ One Social Science Course 3 GE/IL
........................................................................ Co urses
THIRD YEAR FILM 101 Film and Television History |
Fall Semester 3 UNITS
N Through lectures, discussions and analyses of screen-
FILM 311 Advanced Screenwriting: ings of films and film clips, this course will offer a
................. Features o 3 M chironology of the development of both the artistic
FILM34] Intermediate Media Production 3M  elements in the narrative motion picture—exploring
Natural Science Course with lab 3 GE/IL  the film story as a natural progression of the storytelling
""""""""" One Social Science Course 3 GRE/IL,  tradition that has shaped scripture, poetry, drama and
................. One Fﬂm Studles Electlve T 3 M the noyel thr(?ughout human history—and as a glF)be
........................................................................ spannlng business that has reshaped our perceptlons of

cultures, ethnic groups, and economic systems. Covers
the period from 1890 to 1950. Meets art history elective
requirement. No prerequisites.
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FILM 1700 Beginning Media Production

3 UNITS

This course is a hands-on television production course
that provides solid grounding in the technical and cre-
ative aspects of production. Students will conceptualize
and develop group video projects and become familiar
with digital non-linear editing techniques. Lecture.
Portfolio project: two short projects will be screened

at semester end and judged by peers and faculty. No
prerequisites.

FILM 1701 Film and Television History Il

3 UNITS

Through lectures, discussions and analyses of screen-
ings of films and film clips, this course will offer a
chronology of the development of both the artistic
elements in the narrative motion picture—exploring
the film story as a natural progression of the storytell-
ing tradition that has shaped scripture, poetry, drama
and the novel throughout human history—and as a
globe-spanning business that has reshaped our percep-
tions of cultures, ethnic groups, and economic systems.
Covers the period from 1950 to present and examines
other media of mass entertainment such as TV, VHS
tapes, DVDs, cable TV, satellite TV, and streaming on
the internet. You will continue exploring the film story
as a natural progression of the storytelling tradition as
it continued into the twenty-first century. Open to all
majors. No prerequisites.

FILM 1702 The Actor’s Craft for Film and TV

3 UNITS

This workshop course exposes students to the basic
techniques of acting for the camera. It distinguishes the
differing methods of acting for stage, television, and
film. Students will prepare monologues, dialogs, and
ensemble pieces. They will be required to act in projects
for FILM 102, Beginning Media Production. Lecture.
Meets art history elective requirement. No prerequi-
sites.

FILM 1703 Sound Design

3 UNITS

This studio course introduces the students to audio
concepts, recording techniques, mixing and playback
methodologies and software. The emphasis is concept
design and audio composition via pre and post produc-
tion processes of mixing audio tracks for the Animation,
Game or Film student. Prerequisites: FILM 2705. Studio.

FILM 1704 Video Equipment Operation

and Safety

TUNIT

This five-week course is required of non-film majors
who wish to check out and use video, electrical, sound,
and grip equipment for campus projects in other majors,
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or to record campus events.

FILM 206 Social Documentary

3 UNITS

This course will focus on the ways documentaries both
report on and influence culture, looking at the spe-
cific processes of persuasion. A variety of theoretical
perspectives will be used to untangle the meanings
inherent in texts presented as entertainment so that
their complexities and cultural logic become visible
and subject to critique. Students will consider how
such documentaries have influenced their own lives
and those of others through the mechanisms of popular
culture. Prerequisite: WRIT 111, Academic Writing I.

FILM 2700 Digital Video Editing

3 UNITS

Students will learn the basic elements of editing using
non-linear digital video editing software. Emphasis

will be placed on establishing continuity of direction,
motion, time, and place. These techniques will be ex-
panded into cutting for rhythm, timing, and storytelling.
No experience required. Lecture and lab. Prerequisite:
FILM 102, Beginning Media Production or permission of
instructor. Studio.

FILM 2701 Production Design and Art Direction
3 UNITS

This course explores the aesthetic process for designing
and/or choosing color schemes, costumes, makeup, set
design, set dressings and decoration, props for both
digital film production. Students will view and analyze
classics of production design, then develop designs for
advanced projects. Prerequisites: ANIM 211, Story-
boarding; FOUN 103, Design and Color Elements I; and
FILM 102, Beginning Media Production or permission of
instructor. Open to Architecture and Interior Architec-
ture majors.

FILM 2702 Beginning Screenwriting

3 UNITS

This course is an introduction to the fundamentals of
writing screenplays, using beat analysis techniques.
Students will learn and put into practice the principles
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involved in conceiving theme, plot structure, characters
and dialogue for a compelling cinematic story whether
it be for features, television or internet, live action or
animation. Study includes analysis of selected classic
and contemporary films together with their written
screenplays and the sharing/critiquing of each other’s
developing scripts. At the completion of the course, stu-
dents will have written a detailed outline and a fully ex-
ecuted Act One for their own original screenplay or the
complete script for a short to be produced in FILM 341,
Intermediate Digital Filmmaking. Lecture. Prerequisite:
WRIT 111, Academic Writing I. Open to all majors.

FILM 2703 Cinematography

3 UNITS

This course focuses on the visual aspects of digital
video filmmaking. Students learn important concepts of
cinematography including: how to operate and care for
cameras and lenses; how to compose the image; lighting
techniques; camera operating techniques including pan-
ning, tilting, zooming, booming, and dollying; controlling
focus; controlling attention of the viewer; shooting to
edit; creating camera reports; interfacing with the film
labs and post houses; filters for lenses; exposure; and
color balance. Prerequisite: FILM 102, Beginning Media
Production or permission of instructor. Studio.

FILM 311 Advanced Screenwriting

3 UNITS

This course is a seminar in which students work on
individual scripting projects of substantial length, using
class and instructor for critical analysis. This course
may be used to develop either the Senior Thesis Project
or a feature length script. Portfolio: Students will write
a finished script to be approved by faculty for develop-
ment in FILM 304, Pre-Production Planning. Prerequi-
site: FILM 2702, Beginning Screenwriting or permission
of chair.

FILM 341 Intermediate Media Production

3 UNITS

This course is intended to provide students with ad-
vanced video production experience. The student will
learn industry terminology, crew production skills, and
other professional aspects found in the media industry.
The students will be encouraged to develop complex
shooting and lighting assignments that will enhance
their critical thinking skills. Students will fill skilled posi-
tions within the crew. Lecture. Prerequisites: FILM 1XX,
Beginning Media Production or permission of instructor.
Portfolio: Students will complete a digital film project of

ten minute length, post-produced and burned to DVD.
It will be critiqued and ranked by faculty and students.
Studio.
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FILM 3700 Pre-Production Planning

3 UNITS

This course explores all aspects of preproduction plan-
ning for digital film production. Students assume the
role of producer, developing production companies to
take the concept from inception to completion, through
the development phase of the filmmaking process. Stu-
dents will pre-produce their senior thesis. Prerequisites:
FILM 102, Beginning Media Production or permission of
instructor.

FILM 3701 Directing Actors for Digital
Filmmaking

3 UNITS

The student will produce and direct two scenes in class
using competent, well-rehearsed actors who have been
cast and prepared by the student director for their
roles. Students will be able to choose a script, hold audi-
tions, cast it, rehearse the actors, and present a scene in
class, along with a production package, including script
notes, scene goals, character analysis, storyboard and
shot list. Prerequisites: FILM 1702, The Actor’s Craft;
ANIM 211, Storyboarding; or permission of instructor.
Portfolio: Students will create two videotaped scenes,
post-produced and burned to DVD. These will be cri-
tiqued and ranked by faculty and students. Studio.

FILM 4700 The Art of the Pitch

3 UNITS

Pitching is crucial in the digital filmmaking business.
Pitching is the ability to accurately and engagingly con-
vey the basic outline of your story to another person,
verbally, in a very short time. It is not as easy as one
would imagine. Working with experienced professionals,
students will practice pitching in a mock real-world ses-
sion. They will come up with characters and storylines
(or use one of the treatments they developed in prior
screenwriting classes), practice verbally pitching them,
and will then pitch to the instructor, gaining feedback
and comments to further the student’s skills. Portfolio:
a complete pitch package. Prerequisites: FILM 3XX,
Pre-Production Planning or permission of instructor.

FILM 4701 Business of Entertainment

3 UNITS

This course presents a comprehensive introduction to
the business of contemporary moving image formats.
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This course examines various entertainment companies
including large corporations, independent production
companies, television companies, computer companies,
and startup ventures. Methods of production, mar-
keting, distribution, and exhibition are examined in a
variety of platforms including motion pictures, network
television, cable, interactive communication, video, pay-
per-view, records, and games. Prerequisite: WRIT 112,
Academic Writing I or WRIT 212, Rhetoric and Design;
an economics course; TECH 201, Future of Digital Me-
dia; Filmmaking or permission of instructor.

FILM 4702 Senior Thesis Project |: Production

4 UNITS

The senior thesis/project demonstrates both depth and
sophistication in the major. A project or thesis proposal
must be submitted and accepted to enroll in this course.
This project may be cross-disciplinary. It is meant

to serve as a portfolio item or as part of a demo reel.
Project will be shot during this course and post-pro-
duced in Senior Thesis Project II. Prerequisites: FILM
304, Pre-Production Planning; FILM 3XX, Intermediate
Digital Filmmaking. Studio.

FILM 4703 Film Marketing and Distribution

3 UNITS

Open to all majors, this course will examine film acqui-
sitions, distribution, marketing and exhibition. Topics
include buyers (i.e. studios/independents, distributors,
exhibitors), genres that sell, how buyers select films,
the importance of festivals and producer reps/sales
agents, the negotiation process, contracts, deal terms,
domestic/international marketplace, avoiding unscru-
pulous distributors, marketing, successful and failing
marketing campaigns, film ratings, psychology of film
trailers, market research, publicity, merchandising/prod-
uct placement. The students will be given knowledge of
the business of film, what sells and how to bring their
films into the marketplace. The course will link filmmak-
ing and distribution/marketing so that each student will
understand and appreciate the interconnected qualities
of the two disciplines. Prerequisite: WRIT 112, Aca-
demic Writing I or WRIT 212, Rhetoric and Design; an
economics course; TECH 201, Technology and Culture;
or permission of instructor.

FILM 4704 Senior Thesis Project Il:

Advanced Post-Production

4 UNITS

This course explores advanced practical and conceptual
issues in editing images and sound in a digital produc-
tion environment. The project shot in FILM 441 will be

edited, color corrected, and outputted to various media.
Double system production sound will be married to the
visuals. New sound elements will be designed, added to
the visuals, and a final mix created. This completes the
Senior Thesis Project and is meant to serve as a port-
folio item or as part of a demo reel. Prerequisite: FILM
4XX, Senior Thesis Project I. Studio.
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FILM 490 Internship Requirement

1TO 3 UNITS

Students participate in an on-the-job practicum in com-
mercial settings in media, design, entertainment, and
marketing firms. Work experience is complemented by
academic requirements specified in a contract with the
faculty advisor. Prerequisite: Filmmaking majors only.
Internships may be taken one, two, or three units at a
time, with a total of three being required.

ASSESSMENT PROCESS

Student performance and attainment in Filmmaking

is evaluated systemically throughout the program,
through ongoing assessment strategies both formal and
informal. The department specifies four key areas for
measured assessment that include both formative and
summative benchmarks and involve multiple forms of
evaluation. The processes provide a vehicle to assure
program quality and promote continuous improvement
in the effectiveness of teaching, the improvement of stu-
dent work, and the design of the curriculum. Evidence
of learning is assessed through the Progress Portfolio
Review at the end of the second year of study. This pro-
cess documents student progress and is required for en-
trance into upper-division studios. Student work is also
evaluated through the thesis project, which assesses the
pre-production, shoot, and post-production methodolo-
gies used, and their effectiveness in narrative solutions.
Further assessment is made through the Senior Portfo-
lio Presentation, which evaluates the student’s mastery
of learning outcomes, and development from the Prog-
ress Portfolio Review. A final assessment is conducted
through internship host companies, and evaluates the
student’s preparedness for real-world assignments.

PRE-CAPSTONE REQUIREMENTS

Progress Portfolio Review — At the end of the sopho-
more year, students are required to submit a compre-
hensive portfolio of their work from each major design
studio. The portfolio should demonstrate sufficient
development of the knowledge and skills of narrative
filmmaking and the ability to integrate that cumulative
knowledge and skill into original, creative, and mean-
ingful films. Portfolios are reviewed by a panel of design
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faculty and the department chair. Passing the Progress
Portfolio Review is a prerequisite for FILM 341, Inter-
mediate Digital Filmmaking,.

CAPSTONE COURSES

In order to illustrate required professional and film-
making competencies before graduation, students must
successfully complete a capstone project. Capstone
projects are designed to provide students an experience
of developing and completing a filmmaking project that
illustrates their ability to address knowledge gained in
the previous years of study. Students must demonstrate
the application of theoretical research and production
practice to a self-initiated filmmaking project through

a rigorous level of work demonstrating a high degree of
critical thinking, skill and craft.

RESULTS OF LEARNING

Both studio and lecture courses require production

of various filmmaking projects specific to the learning
outcomes of each course. Projects may include screen-
plays, posters, pitches, pre-production packages, cine-
matography, sound recordings, sound designs, and final
sound mixes, poster design, acting scenes, websites,
motion graphics, advertising, fictional narrative films,
documentary narrative films, business plans, budgets,
storyboards, animatics, production designs, art direction
projects, and research papers. Student work is reviewed
by industry professionals and faculty, at the end of each
term. Additionally, evidence of learning is assessed
through the Progress Portfolio Review at the end of

the second year of study. These portfolios must include
project samples from all studios completed. In the se-
nior year, students develop their professional portfolio,
which is also reviewed by industry professionals, and
assessed by faculty and the Filmmaking Advisory Board.
Student self-assessment is required in both the Progress
and Senior Portfolio processes.

STUDENT WORK

The university reserves the right to retain student work
for archival, exhibition, and promotional purposes,
including print and web formats.

ACADEMIC STANDARDS

Less than average work is not acceptable for a profes-
sional degree. A minimum grade of “C” is required for
the design studios in order to continue in the studio
sequence. A student receiving a grade below a “C” must
successfully repeat that studio prior to enrollment in
the succeeding studio. It is strongly recommended that

students take no more than twelve studio units in a
single semester.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

It is the philosophy of the Filmmaking Department that
students be exposed to both theoretical and profession-
al aspects of the discipline. Students will become ac-
quainted with current filmmakers and film movements,
and have the opportunity to experience international
approaches to filmmaking education and practice during
their education. They are additionally exposed to the
operations of professional practice, networking with
industry practitioners, and membership in professional
design organizations.
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Internship/Field Experience - Prior to graduation,
students must complete 120 hours of internship or field
experience at a local design studio, advertising agency,
entertainment studio, publishing or marketing company.
Passing the Progress Portfolio Review is a prerequisite
to the field experience, which must be accomplished in
the junior or senior year and approved by the depart-
ment chair. Woodbury’s Career Development Office
offers a variety of programs, services and resources to
assist students in exploring careers and securing in-
ternships. The staff works with students one-on-one to
develop successful internship search strategies to help
students connect with employers through internship
postings, resume collections, on- or off-campus inter-
view opportunities, alumni connections, and employer
outreach in the US.

Filmmaking Symposia - As an exploration and study
of current art and design events in the Los Angeles area,
this experience requires students to attend lectures,
museums, galleries, and exhibitions exploring a variety
of topics including social and culture issues. Through
analysis and discussion of their experiences, students
use this course to inform their studio work, and as a
springboard for conceptual development of their degree
projects.

Lecture Series - Students are required to attend
lectures from professional filmmakers each term.
Industry professionals from both national and inter-
national arenas have spoken at Woodbury on various
design topics including visual effects, logo development,
entertainment media, motion graphics, information
graphics, environmental graphics, costume design, and
art direction.

2013-2014 Course Catalog

123



COMPUTER LITERACY REQUIREMENTS

The Filmmaking Department requires its graduates to

be literate in the current media of representation and

communication, demonstrated by the following:

e A proficiency in computer systems operations, includ-
ing communications, upgrades and management.

e A proficiency in internet research, through comple-
tion of LSCI 105, LSCI 106, or LSCI 205, or appro-
priate equivalent. Bibliographic documentation of
database use and citation of web-based sources is
required of all Filmmaking courses.

e A proficiency in word-processing, document format-
ting, and file management for both print and digital
distribution.

e A proficiency in computer based programs for editing,
screenwriting, storyboards, animatics, sound design,
budgeting, pre-production planning, color grading,
titling, poster design, and image creation.

Media literacy is embedded in the curriculum at all
levels, and filmmaking students are expected to demon-
strate these proficiencies through successful completion
of their coursework.

COMPUTER REQUIREMENTS

Students are responsible for email and ISP accounts;
student-owned computers used on campus should have
a network, and/or wireless card, for use of the universi-
ty’s wireless network.
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CURRICULUM MAP
Bachelor of Fine Arts in Filmmaking BFA
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University Principles

Und d film as a medium of icati IXE3.a

D —— R

Understand design considerations in production | IX.E.3.a

Understand time as an expressive design ideration | IX.E.3.a I

Produce work from concept to finished product | IX.E.3.b

Emphasize at least one area of film production | IX.E.3.b

Have functional knowledge of the history of film | IX.E.3.c I

Coordi project el and

with involved personnel | -3

Und 1 marketing p for producti
distribution, and exhibition IXE3.e

Serve an internship within the industry | IX.E.3.e

Produce a supervised senior project | IX.E.3.g

Create professional quality portfolio | IX.E.3.g lI]I
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Game Art & Design
(BFA)

Plan Approved by the National Association of
Schools of Art and Design

William Novak, MFA, Department Chair

In the continuously evolving new media environment,
computer games have advanced and interactive soft-
ware has become an integral part of today’s culture.
Rapid development in technology has moved commu-
nication in an interactive and visual direction, requiring
new skills for designers and developers. A generation
of young artists and game players, raised on the early
video games of yesterday, are now the designers and
creators of the video games of today. Tomorrow, society
will witness the young artists and designers, who are
presently students in university, grow as the field’s
innovators and developers of tomorrow’s games. They
are taking game art and design to new places to pro-
mote learning, encourage health and exercise, create
social change, assist corporations in employee training,
support the military in recruiting and training, and, of
course, entertainment.

The Game Art & Design BFA brings together art, anima-
tion, computer technology, sound design, story develop-
ment and game design. Students may choose from two
emphases: Game Art, focusing on two-dimensional and
three-dimensional character, environmental design, and
animation; and Game Design, focusing on elements such
as game conceptualization, play mechanics, game rules,
story, program flow, scoring systems, and prototyping.

The new degree aligns with both the Media Technology
program and the Animation program, sharing many
courses in their major sequence. This will allow students
to work in a cross-disciplinary environment and encour-
age multidisciplinary capstone teams formed of artists,
designers and technologists mirroring the professional
world.

MISSION

Game Art & Design merges creative vision, story, art,
sound, animation, game mechanics, and computer tech-
nology in the development of immersive game experi-
ences. Through interactive projects, students develop
an individual creative voice while collaborating in a
unique production environment. We provide students
with the knowledge and skills to excel while prepar-

ing them to meet the challenges of rapidly changing
technology in both the production and distribution of
tomorrow’s computer games.

PROGRAM LEARNING OUTCOMES

Students who graduate from the Game Art & Design
program will meet the following learning outcomes
listed below.

e Students will develop command of the visual, spatial,
sound, motion, interactive, and temporal elements of
digital game art and design.

e Students will analyze story and story structures in
creating interactive media for digital game technology
and its audience.

e Students will understand game technologies (hard-
ware and software); appropriateness for story, func-
tional, and strategic applications; and influences on
game audiences.

e Students will understand the processes for the de-
velopment and coordination of digitally based art and
design strategies (for example, concept mapping, and
the use of scenarios and personas).

e Students will analyze human interaction (physical,
cognitive, cultural, social, political, and economic) in
interactive game environments.

e Students will analyze audiences and design projects
for a specific audience.

e Students will understand history, theory, and criticism
in narrative film, animation, and digital art and game
design.

e Students will understand the interaction of art and
technology in game design.

e Students will master the ability to work in teams and
take a leadership role in a collaborative project.

e Students will design and create professional quality
digital games.

e Students will understand digital game marketing.

e Students will serve an internship within the digital
game industry.

e Students will produce a supervised senior project.

e Students will create a professional quality portfolio.

FACULTY
CHAIR

William Novak, Assistant Professor
MFA, Mills College
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PARTICIPATING ADJUNCT FACULTY
Bryan Jaycox
MFA, University of Southern California

Duane Loose
MFA, Miami International University of Art and Design

ADJUNCT FACULTY
Crossman Wilkins
MFA, Otis College of Art & Design

Student Computer Requirement
Game Art & Design requires that third and fourth year
students have a laptop computer, and strongly recom-
mends the same for first and second year students. The
system and software must be compatible with existing
on-campus computer labs. Students may choose either
Mac (recommended) or PC laptops (meets require-
ments) based on their needs and budget.

It is also recommended that third and fourth year
students have a smartphone or tablet computer. For the
2013-2014 academic year, the Department is supporting
Apple iOS devices for student game app development.
These devices include:

e iPad fourth generation or later, 32GB minimum;

e iPhone 5 or later, 32GB minimum;

e iPad Mini, second generation, 32GB minimum.

During the 2013-2014 academic year, the department
will be evaluating its support of Android devices. Game
Art & Design majors use their devices to design, devel-
op, run and present student-created apps. These apps

SUGGESTED SEQUENCE OF COURSES
GAME ART EMPHASIS

FIRST YEAR

Fall Semester

GAME 1XX  Game Design [ 3M

;f‘ EC H 1XX . Technology and Culture 1 ......................
with Lecture Series 3M

FOUN 10 1 ..... Begm mng D rawmg ........................ 3M

. ANIM 11 1 ..... Dlgltalcltlzenshlp ......................... 1 M

. WR I T 11 1 ..... Academlc Wrmng I ................... 3 GE/IL

.(.; O MM 12 0 ..... PUth Speakmg ....................... 3 GE/IL

GAME 1XX  Game Design II 3M
TECH 1XX  Technology and Culture 2
with Lecture Series 3M
FOUN 102  Design and Composition 3M
ANIM 161  Introduction to Digital
Media 3M
WRIT 112 Academic Writing II 3 GE/IL
MATH2XX  Mathematics Course 3 GE/IL
LSCI 105 Information Theory and
Practice 1 GE/IL

SECOND YEAR
Fall Semester

ANIM 203  Sophomore Studio I

form the cornerstone of a student’s professional game — ................... (ammatlon) ............................... SME
portfolio. Student apps may also be run on a laptop ANIM 262 Intro 3D Gomputer Animation 3 ME
or desktop computer using a free software simulator. GAME 213  Introduction to Game Engines 3M
Questions may be directed to the department chair TECH 111 . Introduction toProgrammmgI """"" SM
arld/OIj faculty for thg needs of a particular projecF. FOUN104 o Dravmng Conceptsand """""""""""""
Questions may be directed to the department chair for Composition
current hardware and software requirements. (Environment Specialty) 3ME
Projected Curriculum Summary oo O e
GAME ART & DESIGN MAJOR CURRICULUM FOUN 105 Introduction Figure Drawing
Leading to the Bachelor of Fine Arts ... (Character Design Speciality) SME
(BFA) Degree PSYC 200  Introduction to Psychology 3 GE/IL
Ui T

Major (M) 68

Game Core Courses 38

Major Emphases (ME) (Game Art, Game Design) 30
General Education/Integrative Learning (GE/IL) 45
Unrestricted Electives (UE) 9
Restricted Elective (RE) 6
Minimum Semester Hours Required 128
2013-2014 Course Catalog 127
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Spring Semester

Spring Semester

GAME 336  Environmental Design and GAME 412  Capstone Studio II 3M
.................... Modeling ~ ~ ~ 3M  GAME432 Professional Practices of the
GAME 210 Design Symposium IM Game Industry SM,
(COMM235 MediaBthies  —  3GEAL ____ Ar/FilwDesignHistory SRE
CENVT220 Environmental Studies 3 GE/L ~ PSYC3XX General Education/Integrative
CINDS IXX  Interdisciplinary Core 3 GE/AL ... Leamning Blective ... 3 GIIL
BCONZXX  Economics Gourse 3 GE/IL.
GAME DESIGN EMPHASIS
THIRD YEAR
Fall Semester FIRST YEAR
Fall Semester
GAME 223  History of Games | 3M
" GAME 351  Materials and Lighting 5M_ GAMEL0L GameDesignl . . SM
" TECH221  Human-Computer Interaction 3M TECH101  Technology and Culture 1
U AwFilmDesign History  3RE ooooooeer with Lecture Series ... SM
" 9XX  Natural Science Lab Course 3 GE/L LOUN101  Beginning Drawing M
.......................................................................... ANIM 111 Digital Citizenship M
WR 1 T111 ..... Academlcwmmgl ................... 3 GE/IL
Spring Semester ......................... et e
COMM 120  Public Speaking 3 GE/IL
GAME 294 History of Games I Gy
| GAME 302 Game Capstone Research §  3M  Spring Semester
GAME 3563  Technical Direction: In
Engine SM . GAME 102 Game Design Il ... M.
RN 3D Compter Animation 1B TOH 102 Teehwology and e
Ot SN e ST O R ..................................................... Wlth ,I{? cture S .e}jif?? .................. 3 M
....................... .................................................. FOUN 102 Designandcomposition 8M
ANIM 340 Visual DevelOpIMEnt — eeeeseeceseessieeii o s L s et e
(art director speciality) sME  ANIMI6L niro 2D Computer Anmation 3 M
- 3XX_Integrative Learning Elective 3GEAL ~ WRIT112 _Academic Writing1l 3 GE/L
GAME 490  Internship 1-3M  MATH2XX  Mathematics course 3 GE/IL
LSCI 105 Information Theory
REQUIRED FOR GRADUATION: ... and Practice ... L GRL
120 hours of internship/work experience, paid or un-
paid, in the game industry is required.
Summer between third and fourth year is the recom- SECOND YEAR
mended time for internship/work experience. Fall Semester
FOURTH YEAR GAME 213 Introduction to Game Engines SM.
Fall Semester GAME 211  Game Design Documentation I 3 ME
GAME22 1 ..... GamePlayerAnalys1s ................... SME
GAME 411  Game Capstone Studio I 5 5L
GAME 334 Character Design & Modeling 3 ME el 1L Introduction to Programming I 3 M.
R SO OR ................................... F ILM ......... Sound D emgn ........................... SME
GAME 336 Environmental Design & - PSYC 200 Introduction to Psychology 3 GE/IL
Modeling 3ME - COMM235  Media Ethics . 3 GIVIL
..................................... OR
ANIM34 0 ..... Vlsual Development ..................... 3 ME .
. _3XX - MC DTransdlSClph nary .........................
e Seminar el 3 GRAL
2013-2014 Course Catalog 128
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Spring Semester

GAME 212 Game Design Documentation II 3 ME
GAME210 ..... De31gn Symposmm ........................ 1 M
GAME32 2 ..... Prototypmg ............................... SME
TECH 112 Introduction to Programming I~ 3 M
'ENVT220  Environmental Studies 3 GRAL
INDS XX Inerdisciplinary Core 3 GRAL
THIRD YEAR
Fall Semester

GAME 223  History of Games I 3M
TECH221 Human-Computer Interaction 3M
GAME . 332 .o Story D evelopment . for .........................

Interactive Media 3 ME

N Art/an/D es,1gn H 1 st Ory ................ 3 R E .
BCON2XX _Beonomics Course |~ 3 GEIL
Spring Semester

GAME 302  Game Capstone
Research Seminar 3M

. G AME 224 - Hlstory of Games H ........................ 3M
.. — _ - Art/Fﬂm/D es1gn Hlstory ................ 3 R E "
.. — _ - Namral Sc1ence C Ourse .........................

with Lab* 3 GE/IL

" 3XX Integrative Learning Elective 3 GE/IL
GAME490Internsh1pl3M

* One of the science courses must have a lab component.

REQUIRED FOR GRADUATION:

120 hours of internship/work experience, paid or un-
paid, in the game industry is required.

Summer between third and fourth year is the recom-
mended time for internship/work experience.

FOURTH YEAR
Fall Semester

GAME 411  Game Capstone Studio I 3M
GAME32 5 ..... User Interface Des1 gn .................. 3ME ”
. — . SXX - MCDTransdlSClpl mary ........................

Seminar 3 GE/IL

Spring Semester

)

GAME 412  Capstone Studio II 3M %

" GAME 432 Professional Practices of the >

Game Industry 3M oo

" PSYC3XX  General Education Elective/ o

..................... Integrative Learning 3 GE/L g
COURSES

GAME 1XX Game Design |

The study of the inner workings of computer and
video game design

We will examine classic and contemporary video games
focusing on game play, rule sets, user interface, level
layout, art direction, basic animation, asset manage-
ment, look-and-feel, introductory sound design, and
user psychology. Study includes monitoring and discuss-
ing current industry trends, contemporary hardware
platforms, and popular media. Working individually and
in teams, students will design, develop and play their
original game designs. Studio. Prerequisites: None.

GAME 1XX Game Design |l

Continuing the study of game design using digital
and non-digital games, both old and new

The second semester delves deeper into the introducto-
ry design topics by expanding into the areas of proce-
dural thinking, ideation, game prototyping, the balance
between chance and skill, an examination of various
design theories, and the ethical considerations of game
design. As the basis of student critiques, games will be
played and broken down into their formal, dramatic
and dynamic structural elements. Individually and in
teams, students will design and develop games that
are play-tested and critically reviewed in class. Studio.
Prerequisites: GAME 101.

GAME 2XX Introduction To Game Engines
Commercial software systems that aid in

computer game development

This will be an exploration and analysis of visual devel-
opment tools and reusable software components for
game asset creation and management giving attention
to two-dimensional and three-dimensional rendering
performance, collision detection, simple scripting,
animation, play mechanics, sound and music. Students
will design and implement simple game concepts and
test for playability and design integrity. Studio. Prereq-
uisites: GAME 102, TECH 102.
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GAME 2XX Game Player Analysis

When creating a video game, development teams
often lose sight of what they are doing and why, and
who they are doing it for

We will focus on the game player and how game cre-
ators can “play to their audience.” We will identify the
types of players, why people play computer games, ana-
lyze player psychology, audience diversity, marketing to
the player as consumer, and the role of quality assur-
ance play-testers. Lecture. Prerequisites: GAME 102.

GAME 2XX History Of Games I

The creation and evolution of video games in the
twentieth century

We will examine the origin and development of digital
games and their technology. Our study will begin with
the World War II era and the invention of the electronic
computing machine. Our exploration will continue with
the early uses of electronics in games, the emergence of
digital media in everyday life, the placement of power-
ful game computers in the home, and the creation and
advances of the internet. Key games will be analyzed in
terms of their social, cultural and economic impact on
our world. Lecture. GAME 223 and 224 may be taken in
any order. Prerequisites: WRIT 111, GAME 102, Game
Design II.

GAME 3XX Prototyping

Design assessment prior to production

Prototyping is that part of game development where
designers and artists assess all aspects of a game design
prior to full production. Attention is paid to issues of
feasibility, practicality, and remedy of design flaws.
Focus includes “fun factor”, development time and
overhead system resources. Techniques include paper
mockups, use of logic and flow charts, and advanced use
of game engine software. Students will learn to proto-
type original game designs for group critique. Studio.
Prerequisites: GAME 321.

GAME 223 History of Games |

A study of the contemporary interactive digital
environment

We will examine how modern game and digital technol-
ogies have continued to converge and shape our lives.
Topics include the increasing ubiquity of the internet,
the advances of game design and game hardware, digital
distribution models, the human body as computer
interface, and the freemium business model. We will
discuss the implications of MMO’s, networked mobile
devices, social media, personal ownership in the era of

cloud computing, and the gamification of our society.
Key games of the twenty-first century will be analyzed
in terms of their social, cultural and economic impact on
our world. Lecture. (GAME 223 and 224 may be taken
in any order.) Prerequisites: WRIT 111, Academic Writ-
ing I; GAME 102, Game Design II.
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GAME 211 Game Design Documentation |

The life of a video game design project from initial
conceptualization to the final written specification;
i.e., the Game Design Document (a.k.a., GDD)

We will focus on the early stages of the process, tracing
the creation of the initial game idea through a high
concept and “pitch” phase to the writing of prelimi-

nary design documents. We will explore the purpose of
design documentation, its maintenance, and its use in
professional software development efforts. Students will
write a variety of concept designs for existing games
and choose one to develop into a preliminary design

for the final project. Studio. Prerequisites: GAME 102,
Game Design II.

GAME 212 Game Design Documentation Il
Continues the thread established in GAME 211 -
Game Design Documentation I
Focus will be on the transition from a preliminary design
to the creation of a substantial, full length GDD (master
Game Design Document) suitable for directing devel-
opment of the Senior Capstone Project. Students with a
game design emphasis will be responsible for creating a
GDD based on the project selected in the future Game
Capstone Research Seminar (GAME 302). Studio. Pre-
requisites: GAME 211: Game Design Documentation 1.
Topics include:
e GDD maintenance;
e management of changing design parameters reflect-
ing executive, practical and technical restrictions;
e creation of team-oriented documents written in
language understandable to artists and program-
mers;
e techniques of source version control,
e effective management of large amounts of assets.

GAME 230 Design Symposia

What’s happened in the game and art world — past
and present?

This is an exploration of current game, art and design events
in the Los Angeles area. Students will attend lectures and
visit museums, game development studios, galleries, exhi-
bitions or other events exploring a variety of topics, both on
and off campus. Class lectures will focus on the historical
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context of the events, as well as analysis and discussion of
student experiences. Students will submit a journal includ-
ing collected materials, reflective writing and critical analysis
of the events attended. Lecture. Prerequisite: None.

GAME 302 Game Capstone Research Seminar
Research and pre-production, the first stages of
preparation for the capstone experience

Working in teams representing the three game em-
phases (art, design and programming), students will
develop and present their final Game capstone project
proposal signed by three members of the faculty from
disciplines represented in the proposal at the end of the
research semester. Proposals will include comprehen-
sive game documents for each project presented. Stu-
dents experience overall project management, including
technical standards, documentation, and pre-production
processes. One or more research seminar projects will
be selected and produced in the senior year Game Cap-
stone Studios I and II. (Meets With TECH 302) Studio.
Prerequisites: consent of chair.

GAME 325 User Interface Design

Analysis of effective user interface design techniques
and devices

Students will explore roles and uses of hardware input
devices: mouse, keyboard, game console controller,
gesture capture and multi-touch screen, focusing on
display components such as, menu structure, clarity

of icon usage, screen layout, program flow, game shell
and motion sensing, and audio sensing devices. We will
focus on tools used for information exchange between
human and computer analyzing real-time action control
(“gameplay”) vs. static control, such as menu naviga-
tion. Students will compare awkward vs. intuitive user
interfaces measuring and enhancing “playability.” Study
will include the psychological, perceptual, and cognitive
elements behind interface design decisions.

Students will design user interfaces for a wide variety of
applications. Studio. Prerequisites: GAME 321.

GAME 332 Story Development For Interactive
Media

FExploration of story in games and interactive media
We will compare and contrast linear, branching, and
emergent storytelling. Students will identify hybrid
forms and discover new narrative modes. A variety of
games will be analyzed from early text-based adven-
tures to more contemporary role-playing, shooter, and
strategy games. Students will create characters, situ-
ations, and narratives through game play and scripted
scenes. Studio. Prerequisites: GAME 221.

GAME 336 Environmental Design And Modeling
Industrial Design and Architecture principles for
game artists

Students will be introduced to the concepts of high

and low polygon modeling, image budgets, workflows,
space planning, human scale factors, and rendering
performance considerations. Traditional skills includ-
ing sketching and mock-ups will be used to design and
create digital three-dimensional models of buildings,
vehicles, props and set dressing. Students will integrate
their models into a game engine for evaluation and
iteration. Studio. Prerequisites: ANIM 262, Introduction
to 3D Computer Animation.
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GAME 351 Materials and Lighting

The physics of light in games

We will study, experiment with and examine how virtual
light interacts with materials by reflection, refraction,
diffraction, and other methods. We will explore the
conceptual development of materials and lighting with
research, direct observation and the integrity of material
properties. Topics include digital lighting tools, movie
photography principles, “leading the player” techniques,
material channels, and procedural and animated textures.
Materials and lighting are integrated in-engine with the
student’s three-dimensional model portfolio for evalua-
tion and iteration. Studio. Prerequisites: GAME 336.

GAME 353 Technical Direction: In Engine

The principles and elements of special visual effects
within the game engine

We will explore and study the power of game engine
scripts, procedural animation, and the creation and use
of technical animation rigs. Topics include motion driv-
en hierarchical animation, physics-based animation, and
particle and material based visual effects used in video
games. Animated elements are integrated in-engine by
students for evaluation and iteration. Studio. Prerequi-
sites: GAME 351.

GAME 411 Game Capstone Studio |

Putting it all together...Part 1 of 2

Students in the GAME and TECH programs integrate
the interdisciplinary elements of their curricula to
produce a video game in the capstone project. Based on
the Game capstone project proposal submitted in GAME
302, students will work with a faculty review committee
and course facilitator to begin their capstone project.
Studio. Prerequisites: GAME 302, Game Capstone
Research Seminar or TECH 302, Media Technology
Research Seminar.
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GAME 412 Game Capstone Studio |l

Putting it all together...Part 2 of 2

A continuation of GAME 411 Game Capstone Project 1.
Students will continue to work with their faculty review
committee and the course facilitator to complete their
capstone project. Capstone projects are presented and
assessed in a final faculty review. Students are respon-
sible for a written self-evaluation of their capstone
project, analyzing theme, game goals, and their level of
success. Projects are presented at the year-end Wood-
bury Game Showcase. Studio. Prerequisites: GAME 411,
Game Capstone Studio I.

GAME 432 Professional Practices of the Game
Industry
Current professional practices in the game industry
with focus on entry into the job market
Topics will include:

e economics and structure of the industry;

e roles and skill sets within team structure including

human resources;
e creative processes;
e business practices including publishing and marketing.

Students will prepare professional project portfolios and
resumes appropriate to the entry position sought in the
video game industry. Faculty will evaluate materials in
terms of creativity and quality of presentation. Studio.
Prerequisites: GAME 411, Game Capstone Studio 1.

GAME 490 Internship/Work Experience
Welcome to the real world!

This course offers commercial, on-the-job experience
with media, video/computer game, entertainment,

and marketing firms. 120 Hours of work experience is
required to graduate. Internships may be taken one,
two, or three units at a time, with a total of three being
required. A minimum of forty hours of participation for
each unit of credit is required.

Students must be in their junior year and in good aca-
demic standing to apply. They must submit a Game Art
& Design Internship Contract signed by their faculty ad-
visor, the program chair and the host company’s super-
visor prior to beginning. Grades are pass/fail only and
are based on a signed evaluation form from the compa-
ny’s supervisor, and an internship journal maintained by
the student. The journal details what they learned about
the industry, their thoughts on the experience, and the
expectations of artists and designers working in the

industry. Students will formally share their findings with
classmates. Prerequisites: consent of the chair, Game
Art & Design majors only.

ASSESSMENT PROCESS

The Game Art & Design curriculum is designed to
systematically assess student performance and learning
throughout the four-year program. In addition to facul-
ty’s formal written evaluations, students are assessed
within the individual courses with ongoing interactive
critical evaluation and discussion between students and
faculty.

Assignments are assessed in the context of the type of
student work. This work includes the public presenta-
tion of game concepts, proposals and demonstrations,
progress made during a project, written essays and
research papers, exams and quizzes, and participation
and insights displayed during peer reviews in which
students strive to improve the work of other students.

CONTINUOUS ASSESSMENT IN STUDIO

The design and development of interactive computer
software, i.e. video games, is by nature an interactive
process. Studio courses provide the faculty an excellent
opportunity to watch students work on their projects,
assess their progress, and provide ongoing feedback and
critique, both informal and written. Students are able
to improve their projects during the semester based on
input from the faculty and from other students.

Studio projects involve individual and team creation

of video games. These projects consist of a rich mix of
creative and artistic abilities, technical and organiza-
tional skills, writing, and interpersonal effectiveness to
produce a course’s learning outcomes. Outcomes are
assessed using appropriate rubrics at regular intervals
during a semester. At the end of a semester, faculty
provides a formal evaluation of a student’s studio work
encompassing weekly progress and the final result.

SECOND YEAR PROGRESS PORTFOLIO

Game students are required to maintain a running Prog-
ress Portfolio during each semester. This portfolio con-
sists of work from all studios, including Design Founda-
tion courses. Evidence of learning is assessed through
the Progress Portfolio Review at the end of the second
year of study. This process documents student progress
and is required for entrance into upper-division studios.
The process also enables the department to assure pro-
gram quality and to promote continuous improvement
in the effectiveness of teaching, the improvement of stu-
dent work, and the design of the curriculum.
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THIRD AND FOURTH YEAR GAME CAPSTONE
PROJECT

During the final three semesters of the program, game
students form teams, research and create an original
game design, and make it. The capstone project is
designed to provide students the experience of devel-
oping and completing a video game of substantial scope.
Students must address the knowledge gained in the pre-
vious years of study by illustrating the required profes-
sional, theoretical and practical competencies required
for entry into the game industry. Industry professionals
and game department faculty review student games.
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CURRICULUM MAP
Bachelor of Fine Arts in Game Art & Design BFA (Emphasis on Art)
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Demonstrate command of the visual, spatial,
sound, motion, interactive, and temporal elements 12
of digital game art and design.

Understand game technologies (hardware and software);
appropriateness for story, functional, and strategic 13
applications; and influences on game audiences.

Understand the processes for the development and coordination
of digitally based art and design strategies (design docs, 12
flowcharts, block diagrams, concept mapping, etc.)

Understand history, theory, and criticism in narrative film,

animation, and digital art and game design. 2456
Understand the interaction of art and technology 2356
in game design.
Master the ability to work in teams and take a leadership 235

role in a collaborative project.
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CURRICULUM MAP
Bachelor of Fine Arts in Game Art & Design BFA (Emphasis on Design)
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Demonstrate command of the visual, spatial,
sound, motion, interactive, and temporal elements 12
of digital game art and design.

Understand game technologies (hardware and software);
appropriateness for story, functional, and strategic 13
applications; and influences on game audiences.

Understand the processes for the development and coordination
of digitally based art and design strategies (design docs, 12
flowcharts, block diagrams, concept mapping, etc.)

Understand history, theory, and criticism in narrative film,

animation, and digital art and game design. 2456
Understand the interaction of art and technology 2356
in game design.
Master the ability to work in teams and take a leadership 235

role in a collaborative project.
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Graphic Design
(BFA)

Sue Vessella, Department Chair

Woodbury University offers a four-year Bachelor of Fine
Arts degree in Graphic Design. The program provides
students with a professional education that prepares
graduates through a solid understanding and mastery
of the expertise required to enter professional practice.
The curriculum provides students with a thorough com-
prehension of the design process through critical and
creative thinking, theoretical and historical study, along
with conceptual and experimental exploration. It is the
intent of the department that students graduate with
standards of design excellence, professional ethics and
social responsibility.

Students are actively engaged in the process of learning
through their direct participation in the discussion and
analysis of the subject matter. Areas of investigation
include visual communication in theory and practice,
shaping civic attitudes through understanding cultural
diversities, finding solutions for environmental and eco-
logical concerns, and communicating the global aspects
of social and political life. The curriculum promotes the
internalization of the information, and evidence shows
that by graduation, this reciprocal process has become
a part of the student’s design process. Through this pro-
cess they learn how to convey their personal voice and
take initiative in advancing their education.

Small class size allows individual attention from the
faculty and advances the student learning experience.
Students learn through research, sequential develop-
ment, the study of current visual communication topics,
and projects that simulate professional practice, as well
as individual and class critiques. This pedagogy involves
levels of competency including introduction, develop-
ment, practice and mastery. Courses are taught by de-
sign educators and industry professionals, and include
study in typography, graphic design, digital practice,
package design, interactive media, photography, design
history, and professional practices. In the senior year,
students can focus their creative energy and gain expe-
rience in a design profession that sparks their interest,
by customizing their studies in the following areas:

Entertainment Design
Motion Design
Advertising Design
Publication Design
Environmental Graphics

As one of the many vibrant programs in the School of
Media, Culture and Design, the program is designed to
integrate communications and psychology into the gen-
eral education curriculum through the study of visual
communications, media culture, consumer behavior,
and media psychology.

Woodbury’s location in the hub of Southern California’s
entertainment and advertising industries provides
students with unique field trip, internship and field
experience opportunities. Career opportunities include
positions as graphic designers, interactive and web de-
signers, art directors, and creative directors, as well as
positions in marketing and corporate communications.

MISSION

The Department of Graphic Design is committed to
providing students with a design education in accor-
dance with the highest professional standards. Our aim
is to inspire graphic designers to develop and create
effective visual communications by cultivating their in-
dividual talent, potential and personal voice. We prepare
innovative graduates that will advance the practice of
graphic design and contribute responsibly in the global
community.

PROGRAM LEARNING OUTCOMES

e Students will possess the ability to solve communica-
tion problems, including the skills of problem identifi-
cation, research and information gathering, analysis,
generation of alternative solutions, prototyping and
user testing, and evaluation of outcomes.

e Students will have the ability to describe and respond
to the audiences and contexts which communication
solutions must address, including recognition of the
physical, cognitive, cultural, and social human factors
that shape design decisions.

e Students will be able to create and develop visu-
al form in response to communication problems,
including an understanding of principles of visual
organization/composition, information hierarchy,
symbolic representation, typography, aesthetics, and
the construction of meaningful images.

e Students will have understanding of tools and tech-
nology, including their roles in the creation, repro-
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duction, and distribution of visual messages. Relevant
tools and technologies include, but are not limited to,
drawing, offset printing, photography, and time-based
and interactive media.

e Students will understand design history, theory, and
criticism from a variety of perspectives, including
those of art history, linguistics, communication and
information theory, technology, and the social and
cultural use of design objects.

e Students will possess an understanding of basic
business practices, including the ability to organize
design projects and to work productively as a member
of teams.

e Students will have the ability to work collaborative-
ly with multiple disciplines, and to understand the
advantages and benefits of cooperative activities.

FACULTY

Faculty participate in shaping the Graphic Design pro-
gram by their continuous research in various aspects of
design and visual communication, which manifests itself
in creating new courses, updating projects for exist-

ing courses and assisting students in their studies and
research. They are also involved in contemporary design
movements through their creative work and private de-
sign practices, which has a direct effect on the students
design experience. This engagement creates a commu-
nity atmosphere inside and outside of the classroom and
contributes to the learning success of students.

CHAIR
Sue Vessella, Professor
MFA, California State University, Los Angeles

FULL-TIME FACULTY
Behnoush McKay, Associate Professor
MFA, California State University, Northridge

Cate Roman, Associate Professor
MFA, Claremont Graduate University

PARTICIPATING ADJUNCT FACULTY

ADJUNCT FACULTY
Ryan Achzet
BFA, Woodbury University

Rebekah Albrecht
BA, California State University, Northridge
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Kindah Brennan
MA, California State University, Northridge

Steven Gold
MA, DePaul University; MA, Pepperdine University

Dan Hoy
BA, California State University, Northridge

Bert Johnson
BA, University of Illinois, Urbana-Champaign

Richard Kobayashi
BFA, Art Center College of Design

Louise M. Louis
MA, Art History, MA, French, University of New Mexico,
Albuquerque

Graham Moore
BA, Wimbledon School of Art, London, UK

Salvador Orara
MFA, Art Center College of Design

Donald Schwartz
BFA, Woodbury University

Bonnie Tanaka
BA, San Francisco Art Institute and School of
Visual Arts

Curriculum Summary
GRAPHIC DESIGN MAJOR CURRICULUM
Leading to the Bachelor of Fine Arts

Brian Herbst (BFA) Degree

MFA, California State University, Northridge Units
Major (M) 74

Niku Kashef General Education/Integrative Learning (GE/IL) 46

MFA, California State University, Northridge Unrestricted electives (UE) 8
Minimum semester hours required 128
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SUGGESTED SEQUENCE OF COURSES
FIRST YEAR
Fall Semester

FOUN 101  Beginning Drawing 3M
. FO U N . 1 02 .. De51gn &C omp051 uon .................... 3 M
. GDES 106 .. Graphlc De51gn1 .......................... 3 M
WRIT 111 ..... Academ1cwr1t1ngl PR SGE/IL
e Unrestr 1 cted electlve ................... 8 UE

Spring Semester

FOUN 103  Color and Composition 3M
. GDES 1 07 . DlgltalPracuce ............................ 3 M
. GDES 116 . Typography 1 .............................. 3 M
WRIT 112Academ1cWr1tmgH SGE/IL
.. L SCI 1 05 . Inf Ormatlon T heory and .......................
Practice 1 GE/IL
"GDES260 History of Graphic Design 3M

SECOND YEAR
Fall Semester

FOUN 104  Drawing and Composition or

or 105  Figure Drawing 3M
. GDES 207 .. De31gn Producuon ........................ 3 M
GDE8216Typography2 .............................. 3 M
. GDES 240 .. Photographyl ............................. 3 M
GDES 265 History of Graphic Design 2 3M

Spring Semester

GDES 256 ~ Web Production 3M
. G D E S28 5 ..... Logoand Idenmty Des1gn ............... 3 M
GDE8288 Graphlc De51gn2 ......................... 3M
. G D E 828 9 ..... Progress Portfoh O ........................ O M
. C OMM 12 0 ..... PUth Speakmg ...................... 3 GE/IL .
. PSY C 200 ..... Int roto Psychol ogy ................. 8 GE/IL .
MATHZXX e Mathemamcs .......................... 3 GE/IL

Progress Portfolio Review required for advancement to
GDES 310, Information Design.

THIRD YEAR
Fall Semester
GDES 310  InformationDesign 3M

GDE S 315 ..... Package DeS1gn ........................... SM
GDE S 356 ..... WebDeSlgn ................................ 3M
INDS IXX  Interdisciplinary Course 3 GR/L
CENVT 220  Environmental Studies 3 GE/L
. ARTH .......... Art Hlstory ............................ 3 GE/IL

Spring Semester

GDES 317  Typography 3 3M
. GDE S 388 ..... Grap h1c Des1 gn 3 ......................... 3M
. GDE S 391 ..... De51gn Symp051a .......................... 1M
. GDE S 491 ..... Degree PI‘Q]eCt Research ................ 2M
" Natural Science with Lab 3 GEAL
. C OMM23 5 ..... Medla Etmcs .......................... 3 GE/IL
. ARTH .......... Art H1story ............................ 3 GE/IL
L CAREER e Career Experlence ....................... OM

FOURTH YEAR
Fall Semester

GDES 450  Professional Practice 2M
GDE S 492 ..... DegreePrOJect ............................ 3M
'GDES 4XX  Graphic Design Focus Elective 3 M
. PSYC SXX e Psycho logyElectlve ............................
.................... OR
COMM 3XX ~ Communication Elective 3 GRAL
SRS Unrest rlcted Electl Ve .................. 3 U E ..

GDES 485  Portfolio Presentation 3M
'GDES4XX _ Graphic Design Focus Elective 3 M
o 3XX  Transdisciplinary Seminar 3 GR/IL
e Unrest rlcted Electl Ve .................. 3 U E ..

Courses That Meet Graphic Design Focus
Elective Requirements

GDES 414  Environmental Graphics
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ASSESSMENT PROCESS

Student performance and attainment in Graphic Design
is evaluated systemically throughout the program,
through ongoing assessment strategies both formal and
informal. The department specifies four key areas for
measured assessment that include both formative and
summative benchmarks, and involves multiple forms of
evaluation. The processes provide a vehicle to assure
program quality and promote continuous improvement
in the effectiveness of teaching, the improvement of stu-
dent work, and the design of the curriculum. Evidence
of learning is assessed through the Progress Portfolio
Review at the end of the second year of study. This
process documents student progress and is required
for entrance into upper-division studios. Student work
is also evaluated through the Degree Project, which
assesses the research methodology used, and its ef-
fectiveness in design solutions. Further assessment is
made through the Senior Portfolio Presentation, which
evaluates the student’s mastery of learning outcomes,
and development from the Progress Portfolio Review. A
final assessment is conducted through internship host
companies and evaluates the student’s preparedness for
real-world design environments.

PORTFOLIO REQUIREMENT

Freshman Portfolio

Applicants are encouraged to submit a portfolio that
demonstrates their artistic perspective and range of
skills to help the professors better understand how to
assist students in reaching both their academic and
professional goals.

Placement Portfolio

Upon acceptance, transfer students are required to
submit a portfolio of their work for studio placement. Re-
quirements can be found on the Graphic Design website.

PRE-CAPSTONE REQUIREMENTS

Progress Portfolio Review

At the end of the sophomore year, students are required to
submit a comprehensive portfolio of their work from each
major design studio. The portfolio should demonstrate
sufficient development of the knowledge and skills of
graphic design and the ability to integrate that cumulative
knowledge and skill into original, creative, and meaningful
visual communications. Portfolios are reviewed by a panel
of design faculty and the department chair. GDES 289,
Progress Portfolio is a prerequisite for GDES310, Informa-
tion Design. Students who fail GDES 289, Progress Port-
folio, must remediate according to the review committee’s
recommendations and resubmit their portfolio for review.

Prerequisite Requirements

GDES 310, Information Design is an intermediate studio
in graphic design exploring the fundamental theories
and methodologies of visual communication. Students
develop creative design solutions involving research,
information analysis and problem solving in consider-
ation of context, concept, audience and process. An
additional prerequisite is GDES491, Degree Project
Research where students develop a proposal for their
degree project. The course is broken into four modules
that deal with the components of the Graphic Design
project: topic development, research and information
analysis, conceptual thesis and contextual framework.

CAPSTONE COURSES

In order to illustrate required professional and de-

sign competencies before graduation, students must
successfully pass GDES491, Degree Project Research;
GDES492, Degree Project; and GDES485, Portfolio Pre-
sentation. GDES492 is the program’s capstone project.
Capstone projects are designed to provide students an
experience of developing and completing a design proj-
ect that illustrates their ability to address knowledge
gained in the previous years of study. Students must
demonstrate the application of theoretical research to a
self-initiated graphic design project through a rigorous
level of work, which is clearly resolved, demonstrating a
high degree of critical thinking, skill and craft.

RESULTS OF LEARNING

Both studio and lecture courses require production of
various graphic design projects specific to the learning
outcomes of each course. Projects may include logos,
stationery applications, brochures, posters, publications,
photography, packaging, websites, motion graphics, ad-
vertising, collateral material, environmental designs, ex-
hibit design, information design, and research papers. At
the end of each term, student work is reviewed by both
industry professionals and department faculty. Addition-
ally, evidence of learning is assessed through GDES 289,
Progress Portfolio at the end of the second year of study.
These portfolios must include project samples from all
studios completed. In the senior year, students develop
their professional portfolio, which is also reviewed by
industry professionals and assessed by faculty and the
Graphic Design Advisory Board. Student self-assessment
is required in both the Progress and Senior Portfolio
processes, as well as the internship experience.
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STUDENT WORK

The university reserves the right to retain student work
for archival, exhibition, and promotional purposes,
including print and web formats.

ACADEMIC STANDARDS

Less than average work is not acceptable for a profes-
sional degree. A minimum grade of “C” is required for
the design studios in order to continue in the studio
sequence. A student receiving a grade below a “C” must
successfully repeat that studio prior to enrollment in the
succeeding studio. Students are not permitted to enroll
in more than twelve studio units in a single semester.

SPECIAL LEARNING
OPPORTUNITIES/REQUIREMENTS

It is the philosophy of the Graphic Design department
that students be exposed to both theoretical and pro-
fessional aspects of the discipline. Students will become
acquainted with current designers and design move-
ments, and have the opportunity to experience inter-
national approaches to design education and practice
during their education. They are additionally exposed to
the operations of professional practice, networking with
industry practitioners, and membership in professional
design organizations.

Internship/Career Experience

Prior to graduation, students must complete 120 hours
of internship or Career Experience at a local design
studio, advertising agency, entertainment studio,
publishing or marketing company. Passing GDES 310,
Information Design, is a prerequisite to the Career
Experience, which must be accomplished in the junior
or senior year and approved by the department chair.
Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

Study Abroad

The department has offered summer study abroad
programs, which have included London, Paris, and
Turkey, including topics exploring design and photogra-
phy. Exchange programs in visual communications and
design are available in Germany, Mexico and the Neth-
erlands, as well as opportunities with a number of other

universities world-wide. Woodbury also hosts interna-
tional students, which promotes a vibrant cross-cultural
discourse.

Design Symposia

As an exploration and study of current art and design
events in the Los Angeles area, this experience requires
students to attend lectures, museums, galleries, and
exhibitions exploring a variety of topics including social
and culture issues. Through analysis and discussion of
their experiences, students use this course to inform
their studio work, and as a springboard for conceptual
development of their degree projects.
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Lecture Series

Students are required to attend lectures from profes-
sional graphic designers each term. Industry profes-
sionals from both national and international arenas have
spoken at Woodbury on various design topics including
typography, logo development, entertainment media,
motion graphics, information graphics, environmental
graphics and print.

Professional Affiliation

The Woodbury University Graphic Design program is
affiliated with the American Institute of Graphic Arts,
AIGA, the national professional association for design,
whose mission is to advance designing as a professional
craft, strategic tool and vital cultural force. Students
participate in the local Los Angeles chapter events
including studio tours, speakers, scholarship compe-
titions, exhibitions, conferences and portfolio review
events. They network with industry professionals,

and students from other AIGA affiliated schools, and
participate in special projects sponsored by local design
studios.

COMPUTER LITERACY REQUIREMENTS

The Graphic Design Department requires its graduates
to be literate in the current media of representation and
communication, demonstrated by the following;:

e A proficiency in computer systems operations,
including communications, upgrades and manage-
ment.

e A proficiency in internet research, through comple-
tion of LSCI 105, Information Theory and Practice
or appropriate equivalent. Bibliographic documen-
tation of database use and citation of web-based
sources is required of all Graphic Design courses.

e A proficiency in word-processing, document for-
matting, and file management for both print and
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digital distribution.

e A proficiency in computer-based design programs
for page layout, interactive and motion design, and
image creation.

Media literacy is embedded in the curriculum at all lev-
els, and graphic design students are expected to demon-
strate these proficiencies through successful completion
of their coursework.

COMPUTER REQUIREMENTS

Students are responsible for email and ISP accounts;
student-owned computers used on campus should have
a network, and/or wireless card, for use of the univer-
sity’s wireless network. The Department of Graphic
Design requires a laptop computer, the use of which is
mandatory beginning with the course GDES 216, Typog-
raphy 2., It is strongly recommended for first semester
studios, however. The system must be compatible with
existing on-campus computer labs. Specific hardware
and software requirements are listed on the Graphic
Design website.

MINOR REQUIREMENTS
(Minor students exempt from FOUN 103 Design and
Color Elements 2)

GDES 106  Graphic Design 1 3 units
. GDES 1 07 - Dlgltal Practlce ........................ 3 umts
. GDES 1 16 - Typography 1 .......................... 3 umts
. GDES 216 - Typography 2 .......................... 3 u m ts .
. GDES 288 - Grap h1c De51 gn 2 ..................... 3 u mts .
. GDES 289 - Progress Portfoh O .................... 0 umts

Graphic Design Minor for Architecture Majors
(Minor students exempt from FOUN 103 Design and
Color Elements 2)

GDES 106  Graphic Design 1 3 units
GDES 1 16 - Typography 1 .......................... 3 um ts
GDE8216 - Typography 2 .......................... 3 uru ts
. GDES 288 - Grap th Des1 gn2 ...................... 3 um ts
. GDES 289 - Progress Portfoh O .................... O um ts

Select one from (3 units each):

[0}
(GDES207__ Design Production §
GDES 240 Digital Photography o
GDES 250  Screen Printing 1 2
DB S P :
T

Graphic Design Courses

GDES 100
3 UNITS
This course is an introductory course in the fundamen-
tals of graphic design, and exploration of opportunities
in the field. Emphasis is on the design development
process including research, concept, and execution

of visual communication topics. Students will become
familiar with digital tools and terminology, basic typo-
graphic conventions, and concept sketching. Studio.
Prerequisite: None.

Introduction to Graphic Design

GDES 106 Graphic Design 1

3 UNITS

This course is an introduction to the field of graphic
design exploring the creation and function of design

as a tool of communication. Emphasis will be placed

on understanding principles of visual organization and
vocabulary of design, as well as the design development
process including research, concepting, execution and
presentation of work. This course is also an introduction
to the tools of design including typography, color, and
composition in both hand and digital formats. Studio.
Prerequisites: None.

GDES 107 Digital Practice

3 UNITS

This is an introductory course in the fundamentals of
digital technology, including their roles in the creation,
reproduction, and distribution of visual messages.
Students will study major drawing and imaging software
used in the graphic design industry. Students will also
become familiar with digital tools and terminology as
they apply to creative visual communication. Studio.
Prerequisite: None.
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GDES 116 Typography 1

3 UNITS

This course introduces the student to the fundamentals
of typography, including its theory, practice, technology
and history. Students will study typographic vocabulary,
anatomy, proportion, grids, hierarchy and legibility.
Students will also study the analysis of typographic
solutions and their impact on visual communications.
Studio. Prerequisite: None.

GDES 207 Design Production

3 UNITS

This an intermediate course in the study and practice
of software applications used for design and production
of multi-page documents. Emphasis is on commercial
printing process including both digital pre-press and
post-press applications. File preparation, color sep-
aration, ink and paper specifications as well as bind-
ery considerations are covered. Studio. Prerequisite:
GDES107, Digital Practice. May be taken concurrently
with GDES107, Digital Practice for transfer students.

GDES 216 Typography 2

3 UNITS

This course focuses on intermediate-level studies in ty-
pographic communications exploring student awareness
of typography as an informative medium that carries,
aesthetic and social meaning. Emphasis is placed on
extensive application of type to visual communication
projects and the responsibilities inherent in working
with visible language. Studio. Prerequisite: GDES116,
Typography 1.

GDES 240 Photography 1

3 UNITS

This course provides an introduction to digital pho-
tography and digital camera operations covering
lighting, composition, exposure and the fundamentals
of traditional photographic concepts. Exploration of
creative and technical issues in photographic output are
covered. Students will also gain instruction in imaging
software application including image editing, printing
and color management. Studio. Prerequisite: None.

GDES 250 Screen Printing 1

3 units

This course is an intermediate studio featuring the
exploration and study of the screen printing process
including inks, imaging techniques and stencil sys-
tems. Students will investigate surfaces and substrates
including fabric, paper, and plastics, and produce screen

prints. Students will also examine the history of screen
printing and contemporary industry overview. Individ-
ual study and investigation of special interests will be
encouraged. Studio. Prerequisite: Sophomore standing.
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GDES 256 Web Production

3 UNITS

This course is an intermediate studio introducing visual
programming language including Action Script and
HTML for interactive media. This course also focuses on
experimentation with various methods of organization
by adding behavior and interaction to the traditional de-
sign process. An examination of information mapping to
integrate layers of content into a non-linear, interactive
narration is also included. Studio. Prerequisite: GDES
107, Digital Practice.

GDES 260 History of Graphic Design 1

3 UNITS

This course provides a study of the historical evolution
of graphic design and its influence today. The course
will examine how graphic design responded to, and
affected international, social, political, and technological
developments since 1450. Emphasis will be placed on
the development of visual and written communication
from the industrial revolution through World War II.
Lecture. Prerequisite: WRIT111, Academic Writing I.

GDES 265 History of Graphic Design 2

3 UNITS

This course is a study of graphic design during the
twentieth and twenty-first centuries, focusing on Late
Modern, Postmodern and contemporary movements in
design affected by advancements in computer and digi-
tal technologies. Students will discuss the work of major
individual designers as well as national and international
styles and design movements. The course will examine
how graphic design responded to, and affected inter-
national, social, political, and technological develop-
ments since the 1970s. Emphasis will be placed on the
development of experimental design, Post Typographic
Revolution, motion graphics and visual communications.
Lecture. Prerequisites: GDES 260, History of Graphic
Design 1.

GDES 285 Logo and Identity Design

3 UNITS

This course is an intermediate studio in the design of
logo and identity systems. Students will design marks
for various businesses and organizations, as well as
explore both contemporary and historic corporate logos
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and their evolution. Emphasis is on the application of
logotypes, and typographic issues in logo design, as well
as style manuals and collateral applications. Studio.
Prerequisite: GDES216, Typography 2.

GDES 288 Graphic Design 2

3 UNITS

This is an intermediate course in the study and practice
of graphic design systems relative to social, cultural and
historic issues. Students will learn the value of research
as it applies to the development of design solutions.
Emphasis is on conceptual thinking, visual organization/
composition, information hierarchy, symbolic repre-
sentation and the construction of meaningful images.
Studio. Prerequisites: FOUN103, Design and Color
Elements 2; GDES106, Graphic Design 1; GDES116,
Typographyl, and GDES107, Digital Practice. Required
corequisite: GDES 289, Progress Portfolio.

GDES 289 Progress Portfolio

O UNITS

Required as a corequisite to GDES288, Graphic Design
2, students will develop a portfolio including work from
each major design studio completed. They will complete
a reflective self-assessment evaluating their strengths
and weakness, and performance in lower division stu-
dios. Students will be assessed for their progress in the
program and readiness for upper division studios. Stu-
dio. Prerequisite: FOUN103, Design and Color Elements
2; GDES106, Graphic Design 1; GDES116, Typographyl;
and GDES107, Digital Practice. Corequisite: GDES288,
Graphic Design 2.

GDES 310 Information Design

3 UNITS

This is an intermediate studio course in graphic design
exploring the fundamental theories and methodolo-
gies of visually communicating information. GDES 310
examines the development of creative design solutions
involving research, information analysis and problem
solving in consideration of context, concept, narrative,
audience and process. Studio. Prerequisite: GDES288,
Graphic Design 2; GDES 289, Progress Portfolio; GDES
240, Photography 1; and GDES260, History of Graphic
Design 1.

GDES 315 Package Design

3 UNITS

This is an intermediate studio course examining mate-
rials and processes as they relate to the development of
forms and graphics for packaging. Through an under-
standing of the qualities inherent in various packaging

materials, students produce a variety of packaging solu-
tions dealing with shape, form and volume. Students will
examine marketing issues such as client needs, product
placement and package function. Studio. Prerequisite:
GDES288, Graphic Design 2.
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GDES 317 Typography 3

3 UNITS

This is an intermediate studio course that explores
experimental typographic applications. Students will
develop and design concepts which challenge traditional
typographic aesthetics, and investigate experimental
approaches to create unique designs using type as an
expressive element. Studio. Prerequisite: GDES288,
Graphic Design 2.

GDES 340 Photography 2: Photographic Prac-
tice

3 UNITS

This course is a continuation of photographic study
exploring technique, in-studio and other lighting options
and presentation/professional practices. Emphasis is
placed on the continuation of the contemporary photo-
graphic series, portfolio development, post-visualization
and materials with a basic introduction to photographic
theory. Studio. Prerequisite: GDES240, Photography 1.

GDES 342 Photographic Studio and Alternative
Practice

3 UNITS

This is a course in both intermediate problems in studio
photography for commercial and creative application,
and an overview of alternative processes as related to
further understanding of creative image-making possi-
bilities. Studio emphasis is placed on art direction for
products and subjects. Basic studio lighting techniques
for digital camera operation. Studio. Prerequisite:
GDES240, Photography 1.

GDES 356 Web Design

3 UNITS

This is an advanced studio that explores visual pro-
gramming language including Action Script and HTML
for interactive media and mobile devices. Emphasis

is placed on the design of navigational structures and
systems concerning user interaction and accessibility of
information across multiple devices. Studio. Prerequi-
site: GDES256, Web Production.
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GDES 360 Screen Printing 2

3 UNITS

This is an advanced studio featuring the exploration
and study of the screen printing process as applied to
the student’s major discipline focusing on inks, imaging
techniques and stencil systems. Students will develop
designs, investigate surfaces and substrates to commu-
nicate or create a unique design assemblage. Individual
research and investigation of special interests will be
required. Students will be required to produce a major
work as it applies to their individual major study. Focus
will be on the research and originality of the submission.
Studio. Prerequisite: GDES250, Screen Printing 1.

GDES 388 Graphic Design 3

3 UNITS

This is an advanced studio in the study and application
of graphic systems. Students will develop a comprehen-
sive design system for a sponsoring client, exploring
issues of research, analysis, audience, identity and pre-
sentation. Internal, promotional and collateral material
is examined. Studio. Prerequisite: GDES288, Graphic
Design 2.

GDES 390 Internship

1-4 UNITS

Students will participate in an off-campus internships
in design, advertising and marketing. No more than

ten units of credit may be given for internship courses
toward the BFA degree. The student bears the respon-
sibility for submitting the contract that identifies the
sponsor of the participating organization. All internships
must be approved by the department chair. A minimum
of forty hours of participation is required for each unit
of credit. These units can be applied to the Career Ex-
perience requirement. Prerequisite: GDES310, Commu-
nication Design.

GDES 391 Design Symposia 1

TUNIT

This course explores and studies current art and design
events in the Los Angeles area. Students will attend
lectures, museums, galleries, exhibitions or other events
exploring a variety of topics, and analyze and discuss
the experiences. Lecture. Prerequisite: GDES 265, His-
tory of Graphic Design 2; GDES 288, Graphic Design 2.

GDES 392 Design Symposia 2

TUNIT

This course provides a focused exploration and study of
current historic art and/or cultural events and exhibi-
tions in the Los Angeles area. This research will expand
on the study and experience from Design Symposia

1. Students will attend lectures, museums, galleries,
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exhibitions or other events exploring a variety of topics,
and analyze and discuss the experiences. Readings and
discussion of experiences will enhance the analytical
perspective of the student. Lecture. Prerequisite: De-
sign Symposia 1.

GDES 414 Environmental Graphics

3 UNITS

This is an advanced studio course examining the design
of visual communications systems in the spatial environ-
ment. Both interior and exterior spaces are investigated
including design of signage, wayfinding systems, dis-
plays and exhibits. Exploration of fabrication methods
and materials. Studio. Prerequisites: GDES 288, Graphic
Design 2; GDES 289, Progress Portfolio.

GDES 430 Advertising Design

3 UNITS

This course provides an introduction to the design of
advertising for mass communication. Emphasis is placed
on marketing and concept development through analyz-
ing specific client needs to create effective and targeted
advertising for both print and electronic media. Studio.
Prerequisite: GDES288, Graphic Design 2; GDES 289,
Progress Portfolio.

GDES 432 Publication Design

3 UNITS

This course is an advanced design studio exploring the
design, layout and production of electronic and print
publications including newsletters, magazines and annu-
al reports. The class will emphasize page layout and grid
systems, typographic structures and the use of art and
photography in publications. Studio. Prerequisite: GDES
288, Graphic Design 2; GDES 289, Progress Portfolio.

GDES 446 Entertainment Design

3 UNITS

This is an advanced design studio exploring graphic
applications in the entertainment business. Emphasis
is placed on the design of movie posters, DVD and pro-
motional packaging used in the film industry. Study of
marketing techniques. Studio. Prerequisite: GDES 288,
Graphic Design 2, GDES 289, Progress Portfolio.
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GDES 447 Motion Design

3 UNITS

This is an intermediate studio exploring motion design
with an emphasis on narrative structure in relation to
elements of space, time and transition in sequential
organization. Students explore the study of rhythm
and pacing and their influence on content and visual
messages. Stress is placed on systems, structure and
synthesis of text and image for time-based media. Stu-
dio. Prerequisite: GDES 288, Graphic Design 2; GDES
289, Progress Portfolio.

GDES 450 Professional Practice

2 UNITS

This course provides an examination of business pro-
cedures used in the graphic design industry. Students
will develop a formal business and marketing plan with
graphic components that include identity and promo-
tional elements. Emphasis is placed on professional
issues and relationships, project procedures, business
management, ethical issues, copyright, contracts and
pricing. Studio. Prerequisites: GDES288, Graphic De-
sign 2 and WRIT112, Academic Writing I or WRIT 212,
Rhetoric and Design.

GDES 470 Topics in Graphic Design

1-4 UNITS

Topics will include advanced design, production and
communication problems of a specialized nature.
Studio.

GDES 485 Portfolio Presentation

3 UNITS

This is an advanced studio in the preparation and pre-
sentation of the Graphic Design Portfolio in both print
and digital mediums. Emphasis is placed on portfolio
review and critique, book development and augmenta-
tion. Presentation and interviewing techniques includ-
ing resume preparation, job search issues, networking,
references and salary negotiation are covered. Studio.
Prerequisite: GDES 310, Information Design.

GDES 491 Degree Project Research

2 UNITS

Through lectures, self-directed study and research,
students develop a proposal for their degree project.
The course is broken into four modules that deal with
the components of the Graphic Design project: topic
development, information analysis, conceptual thesis
and contextual framework. Through weekly meetings
and seminars, students discuss their research as it

progresses to a final degree project proposal. Studio.
Prerequisite: GDES 265, History of Graphic Design 2
and GDES310, Information Design.

GDES 492 Degree Project

3 UNITS

This is an advanced capstone studio involving applica-
tion of theoretical research to a self-initiated graphic de-
sign project. Through a rigorous level of work, which is
clearly resolved and demonstrates a high degree of crit-
ical thinking, skill and craft, students will create visual
communication projects that communicate a unique
perspective on the subject matter and fully address the
demands of the target audience. Studio. Prerequisite:
GDES491, Degree Project Research.
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GDES 299, 399, 499 Independent Study

1-4 UNITS

This is an individual studio investigation in a field of spe-
cial interest chosen by the student. Course description,
objectives, content and schedule must be submitted to
the department chair for approval. Regular, periodic
meetings with sponsoring faculty are required. Prereq-
uisite: No more than ten units of credit may be given for
independent study courses toward the BFA degree.
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CURRICULUM MAP
Bachelor of Fine Arts in Graphic Design BFA

High Importance

High Importance

High Importance

High Importance

BFA Core Courses

Moderate Importance Moderate Importance Moderate Importance Moderate Importance Formative
Low Importance Low Importance Low Importance Low Importance | Summative
UNIVERSITY 1 Innovation & 2| ¢ 3T 4 Social 5 The Integrated
PRINCIPLES Creativity Responsibility Student

Assuring
Academic
Quality in
Graphic Design
(BFA)

Identify communication problems 123

Solve visual communication problems 123

Research, gather information,
e 235
analyze and synthesize findings

FOUN 103 Design & Color 2
GDES 116 Typography 1
GDES 207 Design Production
GDES 216 Typography 2
GDES 240 Photography 1
GDES 217 Typography 3
GDES 288 Graphic Design 2

2N roun 102 Design & Color 1
I coEs 106 Graphic Design 1

GDES 289 Progress Portfolio

Art History
Art History

GDES 256 Web Design

GDES 260 Hist. Graphic Design 1
GDES 265 Hist. Graphic Design 2

FN2
FN2

- -n FOUN 101 Beginning Drawing

Generate alternative/multiple solutions 153
to visual communication problems

Generate Comprehensives and prototype projects 12

- - -m FOUN 104 Drawing & Comp.

Analyze end user experiences 234

Evaluate outcomes of design solutions 235

Identify and describe appropriate audiences for 234
communication solutions

Recognize and respond to physical / cog-nitive 2345
factors that shape design decisions

and respond to i 2345
human factors shaping design solutions

Create and develop visual form in response to 12
communication problems
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GDES 492 Degree Project

GDES 390 Internship/Field Exp.

All

Organize visual elements in consideration 12
of overall composition

Organize visual elements in consideration
: S 12
of information hierarchy

Organize visual elements in consideration 123
of symbolic representation

Organize visual elements in consideration 12
of typography

Organize visual elements in consideration
" 12
of aesthetics

Construct meaningful images | 1234

Create drawings, utilizing various tools and processes 12

Demonstrate knowledge of
- S 124
offset printing uses and principles

N .
and technical nowledg of 1234
photographic principles

Apply digital technologies to multiple 2
visual communication problems

Understand the process of design through Al
investigation of art history and theory

Demonstrate design criticism through Al
analysis of their own, and others work

and i ion theory
and their application to solving design problems

Al

Understand business practices and their Al
application to the design industry

Organize multi-faceted design projects
: o 125
from conception to fruition

Work productively as a team member Al

Demonstrate verbal and visual presentation skills | 1235

All
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Media Technology
(BS)

Jesse Gilbert, Department Chair

Dori Littell-Herrick, Title V Grant Activities
Director

The use of digital technology as a tool in art, design and
media continues to expand exponentially. Here in Los
Angeles, in the heart of the animation, film, television
and game industry, it is now necessary for all artists en-
tering these fields to “speak technology” as well as use
those digital tools that are common to their professions.
It is increasingly necessary as well for technologists to
“speak art and design” in order to integrate into creative
studio culture and work side-by-side with artists and
designers. The Media Technology Bachelor of Science is
designed to meet that need by integrating programming
and technology skills with the current BFA degrees in
MCD (Animation, Graphic Design, and Fashion Design)
as well as the new BFAs that are also part of a Title V
grant (Digital Film and Game Art and Design). Media
Tech will also support those students in Architecture
and Interior Architecture who have an interest in the
technology-heavy aspects of architecture, such as
themed environments (e.g. Disney Imagineering). Many
of the designers working in the local special effects and
game industries hold architecture degrees.

Media Technology is designed to be a Bachelor of
Science degree that aligns closely with our Bachelor

of Fine Arts degrees. Most Media Technology courses
are project-based and will be taught in a studio (or lab)
format, with five hours per week of faculty contact per
three unit studio course. This will integrate well with
the current studio culture in MCD. In addition, the
Animation, Media Tech and Game programs share many
classes in their major sequence. This will allow students
to work in a cross-disciplinary environment and encour-
age multidisciplinary capstone teams formed of artists,
designers and technologists mirroring the professional
world.

Media Technology requires a fifteen-unit Design/Media
concentration, in which enrolled students will choose from
five studio courses in a field of their choice. The concen-
tration is designed to provide students with in-depth expo-
sure to a creative discipline, leading to a deeper integration
at the capstone level. All courses in this concentration
must be approved by the Media Technology chair.

MISSION

As creative disciplines continue to incorporate technol-
ogy into their core practices, the demand for technically
knowledgeable university graduates has increased dra-
matically. Traditional design programs are challenged to
address this demand. The Media Technology Bachelor
of Science program offers an alternative by providing
technically minded students a solid grounding in the
history, theory, and practice of software and hardware
systems, while also emphasizing a dialogue with creative
disciplines via collaborative projects throughout the
four-year degree. Media Technology graduates will
pursue creative high tech jobs prepared to face the
demands of the twenty-first century marketplace.

STUDENT LEARNING OUTCOMES

e Students who graduate from the Media Technology
program will explore and analyze the historical and
cultural context of digital media within a range of
creative disciplines, including narrative visual media
and games.

e Students who graduate from the Media Technology
program will demonstrate mastery of modern soft-
ware development practices, including prototyping,
developing, debugging, managing source code, docu-
mentation and deployment.

e Students who graduate from the Media Technology
program will demonstrate familiarity with devel-
opment environments and mastery of at least one
coding language.

e Students who graduate from the Media Technology
program will collaborate in teams comprised of people
from different disciplines.

e Students who graduate from the Media Technology
program will take a leadership role in a collaborative
project.

e Students who graduate from the Media Technology
program will develop original software or hardware in
the field of human/computer interaction.

e Students who graduate from the Media Technology
program will demonstrate the utility of original soft-
ware or hardware within a specific media context.

e Students who graduate from the Media Technology
program will demonstrate the integration of a high
level of quantitative and logic skills within software
development.

e Students who graduate from the Media Technology
program will apply computational skills to analyze,
scope, and resolve problems as they arise in the de-
velopment and/or deployment of technology projects.
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e Students who graduate from the Media Technology SECOND YEAR

program will demonstrate mastery of written and Fall Semester %
oral presentation including technical documenta- %
tion of technology projects. TECH 221 Human Computer Interaction 3M 5
TECH 211  Scripting with Python 3 ME ;:3'
FACULTY OR %
........................................................................ e
CHAIR GAME 213 Intro to Game Engines 3 ME <
Jesse Gilbert, Assistant Professor ... T T Des lgn/Medla Concen tratlon ............ 3M
MFA, California Institute of the Arts ANIM 210 e Des 181 Symp051a ..................... 1GE/IL
COMM 120  Public Speaking 3 GE/IL
PARTICIPATING ADJUNCT FACULTY MATH 2XX  Math for Media Technology I 3 GE/IL
Emery Martin s

MPS, New York University
. Spring Semester
Curriculum Summary

MEDIA TECHNOLOGY MAJOR CURRICULUM JTECH212  Digital Media Infrastructure 3ME
Leading to the Bachelor of Science (BS) Degree . O e
Units TECH 214  Game Development 3 ME
Migor (1) e Saiedn Goneeriion.
Media Technology Core Courses 5 U0 ntroduction to Perehoiony 8GRI
Design/Media Concentration 1B cenemrrar e e DT
General Education/Integrative Learning (GE/IL) 52 COMMZ% . Medla EtthS .......................... 3 GE/H‘
Unrestricted Electives (UE) 8  ENVTz20 | EnvionmentalStudies ... 2GR
Minimum Semester Hours Required 120
THIRD YEAR
SUGGESTED SEQUENCE OF COURSES Fall Semester
FIRST YEAR (TECH301  Programming for Visual Media M,
Fall Semester _____ Media Technology
Major Elective 3 ME
TECHI01  Technology & Cultwre I 2 Design/Media Concentration 3M
JTECHIIL  Introduction fo Programmingl SM 'MATHSXX ~ Math for Media Technology
TECH 121 Media Technology Lecture Series 1M and Games Il 3 GE/IL
- Design/Media Concentration sM_ T sty 3 GE/L
WRIT 1T Kendemic Wit SO T
INDS 100 Interdisciplinary Core 3 GEIL .
........................................................................ Sprlng Semester

TECH 302  Media Technology Research

Spring Semester Semmar ...................................... SM
___ Media Technology Major

TECH 102  Technology & Culture II 2M Elective 3 ME

TECH 112  Introduction to Programming II 3M ___ Film History 3 GE/IL

TECH 121  Media Technology Lecture ___ Social Science 3 GE/IL
................... Seres M ___Natural Science Lab Course 3 GE/IL

T DesianMedia Concentration P R R R

WRIT 112 Academic Writing II 3 GE/IL Sum;“i“ Petheer{ third 2E}d/fourlih year s the recom-

MATH %X Pro-Caloulns 3 GRIL mended time for internship/work experience.
LSCI 105  Information Theory and
Practice 1 GE/IL
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FOURTH YEAR
Fall Semester

TECH 411 Media Technology Capstone
Project I 3M
TECH 421  Future of Digital Media 3M
__ 3XX General Education/Integrative
Learning elective 3 GE/IL
Elective 3 UE
Spring Semester
TECH 412 Media Technology Capstone
Project 11 3M
TECH 422  Media Technology Professional
Practices 3M
3XX Interdisciplinary GE/IL seminar 3 GE/IL
Elective 3 UE

REQUIRED FOR GRADUATION:
120 hours of internship/work experience, paid or un-
paid, in the media technology field is required.

Courses

TECH 1701 Technology & Culture |

2 UNITS

This is a foundation course composed of introductory
modules focused on the history and development of
technology. Technology is a pervasive presence in our
lives, impacting the way we work, create, interact, and
share ideas. We utilize technologies every day from
across a variety of time periods, yet contemporary views
of technology are largely a historical. This course asks
students to look more critically at technology, examin-
ing key elements of technological development across
various historical eras. Why do certain technologies
take hold, while others fail? What historical, market,
and cultural forces contribute to these outcomes? How
do technologies catalyze cultural transformation, and
what are the potential consequences of such change?
How has the rise of computing impacted the world, and
how does this era differ from previous technological
developments? Students will complete regular writing
assignments, culminating in a semester research paper.
Part one of a two-semester sequence.

TECH 1702 Technology & Culture Il

2 UNITS

This is a foundation course composed of introducto-
ry modules focused on systems thinking as a way to

further understand technology role in cultural forma-
tion. Building on the previous semester’s exploration,
this course introduces systems thinking as a powerful
analytical tool in understanding technology. Systems
thinking forces us to acknowledge the ethical, opera-
tional, and structural implications of our technological
choices, and provides a window into the potential for
purpose-driven technological innovation. The course
provides a rigorous introduction to the systems lens and
asks students to apply such thinking to their own uses
of technology. Students will complete regular writing
assignments, culminating in a semester research paper.
Part two of a two-semester sequence. Prerequisite:
TECH 1701, Technology and Culture 1.
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TECH 11 Introduction to Programming |

3 UNITS

This course provides an introduction to foundation prin-
ciples of computer science for students with no prior
background in computing. Topics include the history of
computers, writing algorithms and using programming
constructs, data organization and computer applica-
tions, introductory concepts in digital electronics and
computer architecture, computer languages, and the
impact that computers have had on society and are like-
ly to have in the future. Students will complete weekly
programming assignments, culminating in an original
semester project that elaborates on the concepts and
techniques covered in the course. Part one of a
two-semester sequence.

TECH 1XX Introduction to Programming Il

3 UNITS

This course explores an elaboration of foundation prin-
ciples of computer science for students with no prior
background in computing. Topics include the history of
computers, writing algorithms and using programming
constructs, data organization and computer applica-
tions, introductory concepts in digital electronics and
computer architecture, computer languages, and the
impact that computers have had on society and are like-
ly to have in the future. Students will complete weekly
programming assignments, culminating in an original
semester project that elaborates on the concepts and
techniques covered in the course focusing on user inter-
face and user experience design. Part two of a two-se-
mester sequence. Prerequisite: TECH 111, Introduction
to Programming 1.

TECH 1XX Media Technology Lecture Series
TUNIT
Visiting lecturers drawn from the intersection of art,
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science & technology. A weekly lecture series address-
ing current issues in the development of technology
and its impact on culture, scientific inquiry, and artistic
practice. Students will write weekly reaction papers.
May be repeated for credit.

TECH 2XX Game Development

3 UNITS

This course provides an exploration of game engine
programming with an emphasis on the development of
custom code for visual effects and advanced interac-
tion. Game engines are highly extensible platforms that
incorporate sophisticated API’s for customizing game-
play including, but not limited to; artificial intelligence,
sound and visual effects, and gestural control. Students
will be introduced to scripting API’s and will work in
teams to design and implement a personal game as a
semester project. Prerequisites: GAME 2XX, Game
Design Documentation II and ANIM 262, Introduction to
3D Computer Animation.

TECH 2XX Human Computer Interaction

3 UNITS

This course offers a broad overview of Human Computer
Interaction (HCI). After being introduced to tools and
techniques, students will explore the design process
incorporating user research and observation. Attention
will be paid to the emerging field of Natural Interaction
and the insights of gesture within performance sys-
tems. Students will complete final projects synthesizing
theoretical constructs with their own unique approach
to the interface. Prerequisite: TECH 1xx, Introduction
to Programming II.

TECH 2XX Scripting with Python

3 UNITS

This is an introductory course in Python. Python is an
interpreted, interactive, object-oriented, extensible pro-
gramming language that has become a standard across
the creative media industry. Class will focus on funda-
mentals of language syntax, data structures, functions
and re-usable classes, and will highlight core strategies
for scripting in the context of creating digital media.
Students will complete regular programming exercises,
culminating in a semester project that demonstrates
mastery of the Python language as applied in digital
media workflows. Prerequisite: TECH 1XX, Introduction
to Programming II.

TECH 2XX Digital Media Infrastructure
3 UNITS

This is a hands-on course introducing core concepts
and practices of digital media workflow creation and
maintenance. Creative industries have shifted en-masse
to digital workflows for all stages of production. Course
will provide students with hands-on training in the
design, implementation, and maintenance of digital
media workflows that can be applied across a number of
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industries. Topics may include: networks, capture and
editing paradigms, compression and codecs, storage
topologies, resource planning, automation via scripting,
environmental monitoring and notification, and network
render queues. Students will work in teams to design

and implement test systems throughout the semester.
Demand for skilled technicians with this expertise is
industry-wide. Prerequisite: TECH 2XX, Scripting with
Python.

TECH 3XX Programming for Visual Media

3 UNITS

Twenty-first century visual media are inextricably
bound to the computer era. This has led to a prolif-
eration of tools that are increasingly programmable,
creating new opportunities for developers. This course
will explore both technical and cultural implications of
the digital image making, emphasizing image-processing
techniques within real-time systems. Students will be
required to create a custom software project. Prerequi-
site: TECH 221.

TECH 3XX Media Technology Research Seminar
3 UNITS

The capstone research semester provides students with
the opportunity to explore possible capstone projects.
Students will research and gather support materials;
identify a faculty review committee; and gather a proj-
ect team. At the end of the research semester, students
will submit a Media Technology Capstone Project
Proposal signed by three members of the faculty from
the disciplines represented in the student’s proposal.
Prerequisite: TECH 3XX, Programming for Visual Media.

TECH 3XX Intermediate Python

3 UNITS

This is an intermediate course in programming with
Python building on skills learned in TECH 211. Empha-
sis will be placed on developing skills relevant to digital
media workflows and system administration. Students
will design and implement digital workflow systems that
will be used in production by the various programs in
the School of Media, Culture and Design. Prerequisite:
TECH 2XX, Scripting with Python.
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TECH 3XX Technical Direction for Animation

3 UNITS

This courses examines advanced computer animation
techniques. The course will explore key framing, pro-
cedural methods, motion capture, and simulation. Also
included will be a brief overview of storyboarding, scene
composition, lighting and sound track generation. The
second half of the course will explore current research
topics in computer animation such as dynamic simu-
lation of flexible and rigid objects, automated control
systems, and evolution of behaviors. Students will com-
plete regular research and writing assignments, leading
to an inter-disciplinary final project collaborating with
students in the Animation program that demonstrates
mastery of key technical concepts covered in the
course. Prerequisite: TECH 3XX, Intermediate Python
and ANIM 262, Introduction to 3D Computer Animation.

TECH 3XX Programming for Mobile |

3 UNITS

Fueled by the explosion of Apple’s iOS and Google An-
droid platform, the increasing ubiquity of mobile devices
has reshaped the technology landscape. The course will
provide a solid grounding in the development, testing
and deployment of software across a variety of mobile
hardware platforms and API’s. Students will complete
regular programming assignments, culminating in a
semester project that consists of deployment-ready
code and clear technical documentation. Part one of a
two-semester sequence.

TECH 3XX Programming for Mobile Il

3 UNITS

This course provides a further exploration of the
reshaped technology landscape. The course will also
provide a further grounding in the development, testing
and deployment of software across a variety of mobile
hardware platforms and API’s. Students will complete
regular programming assignments, culminating in a
semester project that consists of deployment-ready
code and clear technical documentation. Part two of

a two-semester sequence. Prerequisite: TECH 3XX, Pro-
gramming for Mobile I.

TECH 3XX Introduction to Computer Music

3 UNITS

Digital technologies have profoundly impacted the ways
that sound is created, recorded, processed, and distrib-
uted. Personal computers have replaced studios full of
sound recording and processing equipment, completing
a revolution that began with recording and electronics.
Students will learn the fundamentals of digital audio,

basic sound synthesis algorithms, and techniques for
digital audio effects and processing. Students will apply
knowledge to programming assignments using a visual
programming environment for sound synthesis and
composition. Students will complete a semester project
that reflecting a personal approach to sound and inter-
action, demonstrating mastery of tools and techniques.

TECH XXX Media Environments

3 UNITS

Media has overflowed the boundaries of traditional
delivery paradigms and has become ubiquitous in our
environments. This course will frame the rapid diversifi-
cation of digital distribution and display technologies in
its historical context, highlighting recent developments
across the media industry. Students will be introduced
to a variety of tools that allow programmers to engage
media display surfaces, and will create an original
installation that articulates a personal approach within
the field.

TECH 3XX Database & Asset Management
3 UNITS
This course explores the management of large bodies of
data or information. Prerequisite: TECH 212.
Students will be immersed in a project studying:
e fundamentals of database systems;
e distributed database architectures shared by sever-
al computers;
e Jocal and global transaction processing;
e privacy and security;
e object-oriented schemes for multimedia data;
¢ metadata and data mining;
e data warehousing;
e mobile databases and storage file structures.
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TECH 3XX Network Programming &
Management

3 UNITS

This is an introductory course to network principles
and current network technology. The course focus is
on cross-platform network design and administration
using hardware and software tools and techniques. The
course will also emphasize hands-on learning through a
practical laboratory experience. Students will complete
a collaborative programming project based on key net-
work principles introduced in the course. Prerequisite:
TECH 2XX, Digital Media Infrastructure.

TECH 4XX Media Technology Capstone |

3 UNITS

This course integrates the interdisciplinary elements of
curricula. Students will work with their faculty review
committee and the course facilitator to begin their cap-
stone project based on the Media Technology Capstone
Project Proposal submitted in TECH 302. Part one of a
two-semester sequence. Prerequisite: TECH 3XX, Media
Technology Research Seminar.

TECH 4XX Media Technology Capstone |l

3 UNITS

Students will continue to work with their faculty review
committee and the course facilitator to complete their
capstone project. Final review will include presentation
to the student’s faculty review committee and presenta-
tion in the Media Technology Senior Showcase. Continu-
ation of TECH 4xx, Media Technology Capstone Project.
Part two of a two-semester sequence. Prerequisite:
TECH 4XX, Media Technology Capstone I.

TECH 4XX Future of Digital Media

3 UNITS

This course offers a speculation on the future of digital
media through examination of the past and present.
From traditional television to the web, games, movies,
mobile devices, and advanced interactive systems,
digital media surrounds us. Students will explore the
new digital landscape, how it came about, where it is
going and how it can be leveraged for creativity and
commerce. Students will complete regular writing
assignments, culminating in a semester research paper.
Prerequisite: TECH 3XX, Media Technology Research
Seminar.

TECH 4XX Media Technology Professional
Practices

3 UNITS

This course focuses on developing ethical foundations
of good professional practice in the media technology
industries. The course will provide a basic survey of eth-
ical theories and discussions of the role of professional
organizations in maintaining good practice, including
ethical concerns such as data privacy, software and
media piracy. Students will complete regular writing
assignments, culminating in a semester research paper.
Prerequisite: TECH 4XX, Future of Digital Media.

TECH 4XX Internship

3 UNITS

A supervised professional experienced third year
student in good academic standing must apply for

an internship. They will submit a “Media Technology
Internship Contract” signed by their faculty advisor, the
program chair, and the professional industry supervi-
sor from the place of internship for approval prior to
beginning the internship. Grades are pass/fail only and
are based on the student’s internship journal and a let-
ter of completion and evaluation from the professional
industry supervisor.
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CURRICULUM MAP
Bachelor of Science in Media Technology BS
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Explore and analyze the historical and cultural context of
digital media within a range of creative disciplines 12
including narrative visual media and games.
Demonstrate mastery of modern software development
practices including prototyping, developing, debugging, 1236
managing source code, d ion and deploy
Demonstrate familiarity with development environments 13
and mastery of at least one coding.
Collaborate in teams comprised of people 12
from different disciplines.
ke zlend “"mleina taborat projed. B II II I I I I I
Develop original software or hardware in the field of 12
human/computer interaction.
Demonstrate the utility of original software or hardware 2456
within a specific media context.
Demonstrate the integration of a high level of quantitative and
P 2356
logic skills within software development.
Apply computational skills to analyze, scope, and resolve
problems as they arise in the development and/or 25
feployment of technology proj
Demonstrate mastery of written and oral presentation including 235
technical d ion of technology projects.
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Psychology
(BA)

D. Joye Swan, Department Chair

The psychology major concentrates on the behavior and
mental processes of human beings as individuals, mem-
bers of groups and as part of the larger social culture.
Students confront issues of competition, cooperation
and conformity within social settings and explore mech-
anisms of influence in the media and their environment.
The Psychology program places special emphasis on
the investigation of humans as agents for and recipients
of influence and persuasion in their roles as consumers
and communicators.

The program is writing intensive with an emphasis on
critical thinking. Coursework in the major challenges
students to apply their classroom knowledge to real
world issues and experiences. Students also develop
the skills necessary to design, implement, statistically
analyze, and write research studies. Students receive a
strong foundation in psychological theory and applica-
tion that successfully prepares them to continue their
education at the graduate school level. At the same
time, the program’s emphasis on critical thinking and
social behavior is designed to complement any career
path involving human interaction.

The Department of Psychology offers students in other
majors the opportunity to complete a minor in psychol-
ogy. A minor helps focus the skills developed in another
major by adding additional layers of analytical thinking,
strategic problem solving, effective writing, and persua-
sive communication abilities. A communication minor is
recommended for psychology majors but students are
encouraged to discuss other options with their adviser
that may better meet their career goals. A capstone Se-
nior Thesis Project completes the curriculum, providing
the student with the opportunity to synthesize and put
into practice the knowledge and skills learned in the
program.

MISSION

The mission of the Woodbury University psychology
program is to develop critical thinkers who are intro-
spective and proactive life-long learners and who are
demonstrably learned in the field. The program values
a practical perspective where students are encouraged
to apply their knowledge to novel situations and to the

amelioration of social problems and where students
are prepared to demonstrate these skills in a variety of
arenas, such as graduate school or public service.

PROGRAM LEARNING OUTCOMES

Students majoring in Psychology are expected to
acquire knowledge and skills relevant to behavioral
science in general and to psychology in particular.

e Students are expected to demonstrate the ability to
engage in collaborative learning both within the field
and across disciplines through successful completion
of teamed research and design projects with other
students in MCD.

e Students are expected to demonstrate strong disci-
pline-specific APA writing skills through engagement
in writing intensive core curricular courses.

e Students are expected to demonstrate the ability
to design, conduct and evaluate discipline specific
research problems, culminating in submission of a
proposal to a research conference and in the comple-
tion of an independent senior thesis.

e Students are expected to demonstrate computer
application skills used in acquiring information from
databases (e.g. PychINFO), in organizing and ana-
lyzing empirical data (e.g. SPSS), and in presenting
information (e.g. Powerpoint).

e Students are expected to apply the knowledge of psy-
chology to real world problems as demonstrated on
application essay exams and hands on projects where
students “do” psychology.

e Students are expected to demonstrate critical thinking
skills, such as the weighing of evidence, analysis of ar-
guments, and drawing of conclusions through debate,
writing, and investigative assignments.

e Students are expected to demonstrate significant
knowledge of the content of the discipline of psy-
chology through written work, projects, debates and
presentations across the breadth of the curriculum.

FACULTY

CHAIR
D. Joye Swan, Associate Professor
PhD, Claremont Graduate University

FULL-TIME FACULTY
Michael Faber, Assistant Professor
PhD, University of New Hampshire, Durham
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Robert Thornton, Assistant Professor SECOND YEAR

PhD, University of Southern California, Los Angeles Fall Semester ;U?
O
EMERITUS FACULTY (PSYC 210 Developmental Psychology SM :
Zelda Gilbert, Professor ____ Art History/Humanities 3 GE/IL 2
PhD, University of Kentucky __ - Soc1al SClence Course ............... 3 GE/IL
" Natural Science with Lab | 3 GE/IL
ADJUNCT FACULTY it seinans e s saia s s s s

Herb Hoviss T T
MA, New York University

Spring Semester
Elisa Lipton

MA, Phillips Graduate Institute .PSYC300  Social Psychology M,
PSYC 3XX  Psychology Major Elective 3M
Emily Prior PSYC 305  Personality 3M
MA_ California State University, Northridge o i e
o G T e
Curriculum Summary TR T e nresnceecwe ............................
PSYCHOLOGY MAJOR CURRICULUM ENVT220 Environmental Studies 3 GEML

Leading to the Bachelor of Arts (BA) Degree
Units  THIRD YEAR

Major (M) 58  Fall Semester

General Education/Integrative Learning (GE/IL) 49

Unrestricted Electives (UE) 13 PSYCSU6  Influence & Persuasion SM.

Minimun Semester Hours Required 120 PSYC3XX  Psychology Major Elective SM.
PSYC 3XX  Psychology Major Elective 3M

SUGGESTED SEQUENCE OF CONMBXX ™ Communication Course 3G

REQUIRED COURSES e S

FIRST YEAR
Fall Semester
Spring Semester

WRIT 111  Academic Writing I 3 GE/IL
COMM 120  Public Speaking 3 GE/IL PSYC 221  Statistics for the Behavioral
COMM100 Media Culture e Sclences M,
................... OR PSYC 300 Abnormal Psychology M
COMM203  Communication Theory 3GEaL (PSYC3XX | Psychology Major Blective M,
" Social Science Course 3 GR/IL PSYC 230  Foundations of Research
......................................................................... Methods 3 M
o Unrestrl()ted EleCthe 3 UE ................................... 3 .o ... . .: ............ AR
......................................................................... SXX MCD TransdlSClphnary Semlnar 3 GE/IL
Spring Semester
PSYC200 I ducti Psychol 3M FOURTHYEAR
................... ntroduction to Psychology 3M " pail Semester
WRIT 112 Academic Writing II 3 GE/IL
LSCI 105  Information Theory & Practice 1 GE/AL ~ PSYC331 - Advanced Statistics for
INDS 1XX Interdisciplinary Core course SGE/ML i BehaVloI‘al SClence ...... R PR 4M
_ Unrestricted Elective 3 UE PSY CSX X ..... PsychologyMajorElectlve ............... SM
........................................................................ PSYC 3XX Psychology Major Elective 3 M
PSYC 402  Advanced Research Methods 3M
Unrestricted elective 3 UE
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Spring Semester

PSYC 3XX  Psychology Major Elective 3M
'PSYC3XX  Psychology Major Elective 3M
P SYC : 410 ..... SenlorTheSIS ............................... SM
PSYC490 nternship in Psychology | 3M
" Integrative Learning Elective 3 GE/IL_

COURSES THAT MEET PSYCHOLOGY ELECTIVE
REQUIREMENT
Students must complete seven courses from the following;:

PSYC 301  Group Processes
. P SYC . 31 1 ..... Human Sexu al 1ty ................................
'PSYC312  Environmental Psychology
PSYC314  Psychology of Gender OR COMM 327
" PSYC315  Industrial/Organizational Psychology
"PSYC 316 Cross-Cultural Psychology OR
COMM 312
. P SYC 317 - Medla Psychology ...............................
. P SYC 318 - Consumer P sy ch 01 ogy .........................
. P SYC 320 ..... Sensatlon and Perceptlon .....................
. P SYC . 370 ..... Toplcs mPsychOIOgy ...........................

ASSESSMENT PROCESS

The psychology program runs on a five-year cycle of
assessment and review. The purpose of this is to main-
tain the highest level of academic quality and to assure
that the program continues to meet the needs of the
students it serves. Assessment of the Student Learn-
ing Outcomes listed above is an ongoing part of that
process. Student success in meeting these criteria is
assessed throughout the curriculum but most particu-
larly through the major’s capstone courses.

MARKER COURSES

There are two marker courses in the major designed

to measure student progress in their knowledge and
abilities related to the field. These courses are rigorous
and writing intensive, requiring students to produce and
extensive written project. In the psychology major, the
marker courses are Social Psychology and Advanced
Research Methods.

CAPSTONE COURSE

The Capstone Course of the major is the senior thesis
where students create an extensive research project
applying what they have learned in psychology to a
real world problem or question of their choosing. The

Senior Thesis Projects are presented in a public forum
and evaluated by members of the Woodbury community
as well as individuals in the field. Students must also
apply to present their final project at a national research
conference.
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RESULTS OF LEARNING

The majority of upper division psychology courses
include written projects which ask students to demon-
strate their ability to apply and critically think about
what they have learned. In addition, students engage

in both individual and group research projects. The
Advanced Research Methods and Senior Thesis Projects
are presented publicly and evaluated by the Psychology
Advisory Board.

ACADEMIC STANDARDS

A minimum grade of “C” is required for PSYC 200,

Intro Psych; PSYC 300, Social Psychology; PSYC 221,
Statistics; PSYC 230, Foundations of Research Methods;
PSYC 402, Advanced Research Methods; and PSYC 410,
Senior Thesis. A student receiving a grade below a “C”
must successfully repeat that course prior to enrollment
in succeeding courses.

INTERNSHIP

All students at Woodbury University are required to
complete an internship in an area closely related to their
career or educational goals. For the psychology major
the internship provides an opportunity for students

to gain valuable experience in a specific area that the
student may be planning a career in or that they may be
intending to specialize in during graduate school. This
allows students a “try before you buy” opportunity to
make sure that any particular area of psychology is a
good fit for them.

STUDENT WORK

The university reserves the right to retain student work
for archival, exhibition, and promotional purposes,
including print and web formats.

SPECIAL LEARNING OPPORTUNITIES/
REQUIREMENTS

Woodbury’s Career Development Office offers a variety
of programs, services and resources to assist students
in exploring careers and securing internships. The staff
works with students one-on-one to develop successful
internship search strategies to help students connect
with employers through internship postings, resume
collections, on- or off-campus interview opportunities,
alumni connections, and employer outreach in the US.

2013-2014 Course Catalog

156



It is the philosophy of the Psychology Department that
students be exposed to both theoretical and profes-
sional aspects of the discipline. Students will become
acquainted with current psychological theories and
emerging trends and movements in the field.

INTERNSHIP/FIELD EXPERIENCE

Prior to graduation, students must complete 120 hours
of internship or field experience at a relevant and preap-
proved venue.

PROFESSIONAL RESEARCH CONFERENCES
Students are required to submit either their Senior The-
sis Project for presentation at a professional psychologi-
cal conference.

PROFESSIONAL AFFILIATION

The Woodbury University Psychology program is a
member chapter of Psi Chi, the national honor society in
psychology. Students meeting eligibility requirements are
inducted annually into lifetime membership in Psi Chi.

COMPUTER LITERACY REQUIREMENT
The Psychology Department requires its graduates to be
literate in the use of computers in a variety of capacities:

e Proficiency in email, through regular communica-
tion with school administration and course instruc-
tors.

e Proficiency in internet research, through com-
pletion of all writing intensive courses requiring
research papers. Specifically, these courses are
PSYC 200, Introduction to Psychology, PSYC 302
Research Methods, PSYC 312, and PSYC 401, Se-
nior Seminar.

e Proficiency in word-processing, verified through re-
search assignments and essays that are submitted
as .doc or .pdf files (specific examples can be found
in almost all 300-level psychology courses).

e Proficiency in the use of statistical analysis soft-
ware, specifically SPSS, through the completion of
PSYC 221, Statistics, PSYC 302, Research Methods,
and PSYC 331 Advanced Statistics.

e Proficiency in the use of PowerPoint and presentation
software through the completion of courses including,
but not limited to, PSYC 302 and PSYC 401.

e Proficiency in searching databases for research
articles and books verified through research assign-
ments and essays that are submitted in almost all
300 level and above Psychology courses. Proficien-
cy in word processing is expected and honed across
all courses in Psychology.

STUDENT COMPUTER REQUIREMENTS

Students are responsible for email and ISP accounts;
student-owned computers used on campus should have a
network, and/or wireless card, for use of the university’s
wireless network.
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PSYCHOLOGY MINOR REQUIREMENTS

PSYC 200  Introduction to Psychology

Select four from the following courses:

PSYC 300  Social Psychology
. P SYC 301 ..... Grou p Pr O Cesses ................................
. P SYC 305 .. Pers onahty .......................................
. P SYC 306 .. Inﬂuence and Persuasmn .....................
. P SYC 309 .. Abn orm al Psychology ..........................
. P SYC 31 1 ..... Human Sexu al 1ty ................................
. P SYC 312 ..... Enmronmental Psychol ogy ...................
. P SYC 314 .. PsychOIOgyOf . Gen der ..........................
" PSYC315  Industrial/Organizational Psychology
PSYC316  Cross-Cultural Psychology
. P SYC 31 7 .. Consumer P Sy ch 01 ogy .........................
. P SYC 318 .. Medla Psychology ..............................
. PSYC 320 .. Sensamon and P ercept1on .....................
. P SYC 370 .. Top1cs mPsychology ...........................

Psychology Courses

PSYC 200 Introduction to Psychology

3 UNITS

This course introduces students to the basic concepts of
psychology and the psychological processes of percep-
tion, learning, thinking, motivation, personality, develop-
ment, and social behavior. Lecture. Prerequisite:

WRIT 111, Academic Writing I.

PSYC 210 Developmental Psychology

3 UNITS

This course focuses on the study of the psychological
development of the person from the prenatal period
through old age and death. The course emphasizes the-
ories and their applications to the understanding of the
physical, cognitive, social, and emotional changes that
occur throughout the human life span. Lecture. Prereg-
uisites: LSCI 105, Information Theory and Practice or
LSCI 106, Information Sources for Architecture and In-
terior Architecture, or LSCI 205, Information Sources in
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the Disciplines; PSYC 200, Introduction to Psychology;
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design; and COMM 120, Public Speaking.

PSYC 221 Statistics for Behavioral Sciences

3 UNITS

This course emphasizes a conceptual rather than com-
putational understanding of basic statistical concepts,
including descriptive and inferential statistics, proba-
bility and hypothesis testing. A key component of the
course is the introduction to statistical computation us-
ing the SPSS computer program. Lecture. Prerequisite:
Placement exam or MATH 149, Intermediate Algebra
with a grade of “C” or better. Majors must pass with a
grade of “C” or higher.

PSYC 230 Foundations of Research Methods

3 UNITS

This course introduces students to the methods psy-
chologists use to conduct research. Students will learn
about the scientific method—the universal language of
science—as well as how to form research questions and
hypotheses, how to design and critique studies, how to
analyze and interpret research data, and how to control
variables. In particular, an important way in which stu-
dents will learn about research methods in this course
is through performing research studies rather than just
reading about them. Prerequisites: AW112, PSYC 200,
PSYC 221, and a minimum of three UD Psychology
courses. Majors must pass the class with a grade of “C”
or better.

PSYC 300 Social Psychology

3 UNITS

Social psychology is concerned with the interaction of
individuals with other individuals and groups. Topics
include attitudes, prejudice, persuasion, obedience and
attraction. Lecture. Prerequisites: WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design; LSCI 105,
Information Theory and Practice or LSCI 106, Informa-
tion Sources for Architecture and Interior Architecture,
or LSCI 205, Information Sources in the Disciplines;
COMM 120, Public Speaking; and PSYC 200, Introduc-
tion to Psychology. Majors must pass PSYC 300 with a
grade of “C” or higher.

PSYC 301 Group Processes

3 UNITS

This course focuses on the study of intergroup process-
es and structure, including cooperation, hostility and
prejudice, stereotypes, influence, and conformity. The
class will examine leadership and membership issues in

such settings as families, study group and team projects.
Lecture. Prerequisites: LSCI 105, Information Theory
and Practice or LSCI 106, Information Sources for Ar-
chitecture and Interior Architecture, or LSCI 205, Infor-
mation Sources in the Disciplines; WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design; and COMM
120, Public Speaking.

el
0
<
0
>
o
o)
Q
<

PSYC 305 Personality

3 UNITS

This course focuses on the study of historical develop-
ment of major personality theories, including psychoan-
alytic, humanistic and learning approaches. Methods of
personality measurement, such as objective and projec-
tive tests, inventories and other assessment procedures
will also be explored. Lecture. Prerequisites: LSCI 105,
Information Theory and Practice or LSCI 106, Informa-
tion Sources for Architecture and Interior Architecture
or LSCI 205, Information Sources in the Disciplines
PSYC 200, Introduction to Psychology; WRIT 112, Aca-
demic Writing II or WRIT 212, Rhetoric and Design; and
COMM 120, Public Speaking.

PSYC 306 Influence and Persuasion

3 UNITS

This course explores on how people influence them-
selves and each other singly and in groups. The activi-
ties of compliance professionals such as salespersons,
con artists, politicians, etc. are stressed. Additionally,
concentration is placed on research into the effects of
influence and the ethics of the application of influence.
Lecture. Prerequisites: LSCI 105, Information Theory
and Practice or LSCI 106, Information Sources for Ar-
chitecture and Interior Architecture, or LSCI 205, Infor-
mation Sources in the Disciplines; WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design, and COMM
120, Public Speaking.

PSYC 309 Abnormal Psychology

3 UNITS

Abnormal psychology is the study of disorders of a psy-
chological nature. This course is intended to familiarize
the student with the symptoms, causes and treatments
of a variety of such disorders, including mood, anxiety,
and personality disorders as well as disorders related to
substance abuse. Lecture. Prerequisites: LSCI 105, In-
formation Theory and Practice or LSCI 106, Information
Sources for Architecture and Interior Architecture, or
LSCI 205, Information Sources in the Disciplines; PSYC
200, Introduction to Psychology; WRIT 112, Academic
Writing IT or WRIT 212 Rhetoric and Design; and COMM
120, Public Speaking.
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PSYC 311 Human Sexuality

3 UNITS

This course examines the social dimensions of human
sexuality. An emphasis is placed on self-evaluation and
frank discussion in regards to sexual attitudes, values
and behaviors. Historical, anthropological, biological,
social, and psychological factors will be introduced to
encourage a broad social science perspective. Lecture.
Prerequisites: LSCI 105, Information Theory and Prac-
tice or LSCI 106, Information Sources for Architecture
and Interior Architecture, or LSCI 205, Information
Sources in the Disciplines; PSYC 200, Introduction to
Psychology; WRIT 112, Academic Writing II or WRIT
212, Rhetoric and Design; and COMM 120, Public
Speaking.

PSYC 312 Environmental Psychology

3 UNITS

This course focuses on the examination of the effect

of the environment on human behavior. Topics include
evolutionary and cultural forces that impact use of the
environment, the concept of territoriality and how peo-
ple perceive and use space. Emphasis is placed on the
effects of signage and architectural design on human be-
havior and the impact of crowding, noise and population
density on well-being. Lecture. Prerequisite: LSCI 105,
Information Theory and Practice or LSCI 106, Informa-
tion Sources for Architecture and Interior Architecture,
or LSCI 205, Information Sources in the Disciplines;
WRIT 112, Academic Writing II or WRIT 212, Rhetoric
and Design; COMM 120, Public Speaking; PSYC 200,
Introduction to Psychology.

PSYC 314 Psychology of Gender

3 UNITS

This course focuses on the examination of the concepts
and issues related to gender viewed from a broad range
of disciplines within the social sciences with an empha-
sis on historical antecedents, evolution, biology, and
cultural norms. Issues include the meaning of gender in
society, the development of gender identity, sex roles,
and gender differences in aptitudes and abilities. Lec-
ture. Prerequisites: LSCI 105, Information Theory and
Practice or LSCI 106, Information Sources for Architec-
ture and Interior Architecture, or LSCI 205, Information
Sources in the Disciplines; PSYC 200, Introduction to
Psychology; WRIT 112, Academic Writing II or WRIT
212, Rhetoric and Design; and COMM 120, Public
Speaking.

PSYC 315 Industrial/Organizational Psychology
3 UNITS

This course explores the study of human organizations
in the workplace. Topics include cultural issues involved
in the development of industry and the structure of
these organizations, the efficacy of various organiza-
tional structures on productivity and well-being of the
employees, organizational structure as a reflection of
values and norms, and the effect of changes in a culture
on organizational behavior and vice versa. Lecture. Pre-
requisites: LSCI 105, Information Theory and Practice
or LSCI 106, Information Sources for Architecture and
Interior Architecture or LSCI 205, Information Sources
in the Disciplines; PSYC 200, Introduction to Psychol-
ogy; WRIT 112, Academic Writing I and WRIT 212,
Rhetoric and Design; and COMM 120, Public Speaking.

PSYC 316 Cross-Cultural Psychology

3 UNITS

This course looks at the search for commonalities and
differences in behavior, attitudes and norms across
cultures. The focus is on the applicability of western
theories of human psychology to other cultures, broadly
defined to include nationality, race, ethnicity, gender,
and social class. Lecture. Prerequisites: LSCI 105, In-
formation Theory and Practice or LSCI 106 Information
Sources for Architecture and Interior Architecture or
LSCI 205 Information Sources in the Disciplines PSYC
200, Introduction to Psychology; WRIT 112, Academic
Writing II or WRIT 212 Rhetoric and Design; and COMM
120, Public Speaking.

PSYC 317 Media Psychology

3 UNITS

This course encompasses the behavioral aspects of
media in activities, events, theories, and practices
regarding the effects and behaviors stimulated by media
elements. These include pictures, sound, graphics, and
content and their effects on the senses and intelligenc-
es. Prerequisites: LSCI 105, Information Theory and
Practice or LSCI 106, Information Sources for Architec-
ture and Interior Architecture or LSCI 205, Information
Sources in the Disciplines; WRIT 112, Academic Writing
I or WRIT 212, Rhetoric and Design; COMM 120, Public
Speaking; and PSYC 200, Introduction to Psychology.

PSYC 318 Consumer Behavior

3 UNITS

This course examines the application of psychological
theory and applied research methods to the study of
consumer behavior. The psychological processes that
influence consumer decision making will be addressed
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including product recognition, alternative evaluation
and choice behavior, and post-purchase attitudes and
behavior. Prerequisites: LSCI 105, Information Theo-
ry and Practice or LSCI 106, Information Sources for
Architecture and Interior Architecture or LSCI 205,
Information Sources in the Disciplines; WRIT 112,
Academic Writing I or WRIT 212, Rhetoric and Design;
COMM 120, Public Speaking; and PSYC 200, Introduc-
tion to Psychology.

PSYC 320 Sensation and Perception

3 UNITS

This course focuses on understanding how individuals
obtain information from the environment and various
theories as to how that information is processed. Topics
will include basic sensory physiology, psychophysics,
visual perception, auditory perception, tactile percep-
tion, and the chemical senses. Prerequisites: MATH 049,
Elementary Algebra; WRIT 112, Academic Writing II or
WRIT 212, Rhetoric and Design; LSCI 105, Information
Theory and Practice or LSCI 106, Information Sources
for Architecture and Interior Architecture or LSCI 205,
Information Sources in the Disciplines; and PSYC 200,
Introduction to Psychology.

PSYC 331 Advanced Applied Statistics

4 UNITS

This course examines the application of advanced sta-
tistical methods including multivariate and nonparamet-
ric analyses. Course focuses on selecting appropriate
statistical analyses and computer skills to perform the
analyses using SPSS, and the interpretation of computer
generated results. Lecture. Prerequisite: PSYC 221, Sta-
tistics for Behavioral Sciences. Must pass with a grade
of “C” or higher.

PSYC 370 Topics in Psychology

1-3 UNITS

This course focuses on various areas of interest within
the field of psychology. Prerequisites: LSCI 105, Infor-
mation Theory and Practice or LSCI 106; Information
Sources for Architecture and Interior Architecture or
LSCI 205, Information Sources in the Disciplines; PSYC
200, Introduction to Psychology; WRIT 112, Academic
Writing IT or WRIT 212, Rhetoric and Design; COMM
120, Public Speaking; and other specific prerequisites
depending on topic.

PSYC 402 Advanced Research Methods

3 UNITS

This course examines advanced experimental and re-
search methodology in contemporary psychology. Spe-
cific topics from areas of student interest are applied to
hypothesis formation, experimental design, observation,
measurement and data collection. Individuals will be
expected to complete a scientific research study from
conception to implementation to statistical analysis to
written APA-style manuscript. Lecture. Prerequisites:
PSYC 200, Introduction to Psychology; PSYC 221, and
have completed a minimum of six UD Psychology cours-
es. Students must pass PSYC 402 with a grade of “C” or
higher. Senior Standing, Psychology majors only.
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PSYC 410 Seminar Thesis

3 UNITS

The course emphasizes the student’s ability to synthe-
size and integrate the knowledge gained throughout
the program. Students will be expected to possess an
appropriate range of expertise regarding the field and
science of psychology and to translate this knowledge
into impacting the knowledge base of understanding of
human behavior in real world settings. This is accom-
plished through a capstone written research project
honed from the Advanced Research Methods course.
Students will work independently with their Senior
Thesis faculty member. Prerequisite: Senior standing,
Psychology majors only.

PSYC 490 Internship

3 UNITS

Students obtain practical, on-the-job training in a
setting of business, law, government agency, or other
organization. Work experience is complemented by an
academic requirement and periodic meetings with the
student’s on-campus internship advisor. Students are
required to complete ninety hours at the internship
site, with an additional thirty hours devoted to weekly
written summaries as well as a final written review of
the experience. Prerequisite: junior standing,
Psychology majors only.
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Bachelor of Arts in Psychology BA
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Institute of

Transdisciplinary Studies

Douglas J. Cremer, PhD, Dean

College graduates enter a world of rapid change in
which they will have to remake themselves several
times during their working lives. The days of remaining
in the same career throughout one’s working life are
past. We want to give students at Woodbury, who are
already a diverse group and driven to succeed when
they step onto the campus, every possible advantage as
they transform their energy and ambition into educa-
tional programs capable of meeting the challenges of
the contemporary world. Experience has taught us that
a transdisciplinary approach is the best way to accom-
plish this task. Woodbury, in fact, has a long history of
teaching practices that encourage collaboration, social
responsibility, and what we now discern as other emer-
gent forms of transdisciplinary inquiry.

Our curriculum focuses on developing the intellectual
capacity to seek out and appreciate different ways of
living and experiencing the world, the interpersonal
skills needed to work effectively both within and across
cultures, and the ability to analyze, understand and
create new ways of living and experiencing the world.
Courses, majors and programs in the Institute of Trans-
disciplinary Studies prepare students with the skills for
an array of careers and advanced degrees. All of our
courses expose students to the knowledge, theories,
ideas, and principles that have shaped society, technol-
ogy, culture and the environment. Within the Institute,
the emphasis is on active, experiential learning tech-
niques designed to enhance the student’s capacity for
independent creative thought and action.

MISSION

The Institute of Transdisciplinary Studies is devoted to
instilling a love of learning, thinking, questioning, and
critiquing all forms of knowledge in their content, struc-
ture and application.

MAJORS, DEPARTMENTS AND PROGRAMS
The institute houses three majors as well as numer-
ous other departments and programs that educate all

undergraduate students who attend the university. The
majors, Interdisciplinary Studies, Organizational Leader-
ship, and Politics & History, are designed as interdisci-
plinary degrees:

Interdisciplinary Studies uses a self-directed approach
where students integrate two different disciplines
among those offered at Woodbury under the direction
of a selected faculty advisory team, resulting in a Senior
Thesis Project that sets a student on course for a unique
career.

Organizational Leadership blends studies of human
behavior, ethical decision-making, quantitative analysis
and organizational structures in a unique manner that
highlights the struggles and rewards of contemporary
leadership, using a highly interactive and challenging
instructional methodology specifically suited to develop-
ing future leaders.

Politics and History combines two closely related fields
in a way that emphasizes the strengths of historical
study for uncovering the roots of and possible solutions
to today’s global problems and the value of political
analysis in understanding the multiple sources and
differing strategies employed by groups and individuals
to address these same issues.

Our other departments, Art History, Mathematics,
Sciences, and Writing, all provide essential elements

of a university education, initiate efforts in transdisci-
plinary collaboration with other parts of the university,
and oversee several programs that enrich and diversify
our students’ experiences in such fields as Economics,
Foreign Languages, Library Science, Literature, Phi-
losophy, Personal and Professional Development, and
Urban Studies. Finally, we host a number of programs
that assist students in their academic success, from the
writing center to pre-law advising.

2013-2014 Course Catalog

162

—
=
Q
3
wn
o
(%]
@),
S
=
Q
=
<
%]
-
C
=
(0]
(%]

4O aINHISU|




Interdisciplinary
Studies
(BA or BS)

Will McConnell,
Department Chair and Assistant Dean

The Department of Interdisciplinary Studies provides a
diversity of educational experiences for students. From
its self-designed major, allowing students to create their
own educational program with the assistance of a group
of faculty, to its minor in philosophy and its courses in
economics, foreign languages, interdisciplinary studies,
library sciences and literature, the department bridges
the distance between and creates unique perspectives
on the applied arts, the fine arts, the humanities, and
the natural and social sciences. Through innovative and
collaborative educational experiences, programs and
courses in the Department of Interdisciplinary Studies
can also enrich discipline-specific majors, since cours-
es offered by the department often involve in-depth
coverage of two or more knowledge-specific areas. They
are designed to provide knowledge, skills and experi-
ences not normally encountered in other courses, and
frequently employ team-teaching strategies to enhance
their interdisciplinary perspectives.

The Interdisciplinary Studies major is intended for
students seeking a unique, hand-crafted university
education. In consultation with the dean and a team of
faculty chosen from across the university for a student’s
particular needs, a student co-creates a self- designed
program combining two or more disciplines, culminating
in a senior thesis presentation that demonstrates their
learning. Built around a core of courses in interdisciplin-
ary theory and research, the major offers opportunities
for students to bring together such diverse disciplines
as business and architecture, communication and poli-
tics, or art history and interior architecture. The major
suits students who have interests that lie between or
outside the scope of our academic majors but has strong
relationships with those majors. This interest also may
be related to a curriculum that supports the majors,
such as art history, literature, or writing, but for which
we do not currently offer a major program. In the Inter-
disciplinary Studies Self-Designed Major, students work
with three faculty members serving in the role of faculty
advisors/mentors to design an in-depth study that re-
quires knowledge of or skills in multiple disciplines.

Additionally, the department offers a variety of cours-

es and programs in support of both general education
and integrative learning goals of the university. Such
learning experiences are rooted in a strong group of in-
terdisciplinary courses that approach history, literature,
philosophy and politics from a historical and political

as well as thematic perspective: Journeys, Natures,
Conflicts, and Knowledges. From the fundamentals of
economics, where students learn about labor markets,
supply and demand dynamics and government fiscal
policies, to initial foreign language study in Chinese,
French or Japanese, the department’s courses prepare
students for the globalized world. In the study of literary
and philosophical works, students are grounded in the
humanistic values and questions important to under-
standing the diverse perspectives and cultures in which
they live. In all courses in the department, students
practice interpretative, critical and analytical skills while
challenging traditional boundaries and structures.

=1
-t
o
=2
o
wn
23
o
=
)
=
<
%)
—
C
Q
o
wn

MISSION

Connecting students and faculty in the exploration
and analysis of issues and topics that both integrate
and transcend differing disciplinary perspectives and
methods.

PROGRAM LEARNING OUTCOMES

Learning outcomes express the kinds of things (abili-
ties, knowledges, and values) that students can expect
to be taught and to learn in the Interdisciplinary Studies
program and its courses.

e Students will practice textual analysis, placing ideas
in context while transcending received meaning(s) in
oral presentations and written work.

e Students will practice textual analysis, creating a
sense of play, exploring different possibilities for in-
terpretation and the production of meaning(s), in oral
presentations and written work.

e Students will acquire the multiple analytical and
interpretative skills that come with experience in
different disciplines, demonstrating a nuanced under-
standing through oral presentations and written work.

e Students will develop the breadth of knowledge and
experience that leads to a sense of social and per-
sonal responsibility and civility as evidenced in their
choice and execution of research projects.

e Students will demonstrate the ability to take initiative
in crossing boundaries while developing integrative
research projects.

e Students will create innovative approaches to
multifaceted situations through critical thinking and
inquiry in oral presentations and written work.
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e Students will solve problems too complex to be dealt
with the knowledge and tools of a single discipline
through individual and group research projects.

FACULTY

The faculty of the Department of Interdisciplinary Stud-
ies is incredibly diverse, not only in their education and
backgrounds, but in their approach to student learning
and academic scholarship. As the principal stewards

of the program, they are responsible for creating and
improving the educational experiences of all of the pro-
gram’s students. They serve as mentors and advisors,
providing personal and on-going direction for students,
whether they are majors, minors or taking an individual
course. Faculty also work collegially and collaboratively
with each other as well as faculty members across the
university (and outside the university as well) in order
to establish opportunities for inter- and transdisciplinary
research and course development.

CHAIR

Will McC