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Full Color Book plus DVD
Downloadable Workbook included
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Over 100 hours Interactive E-lec-
tures, Quiz and Videos in DVD

DVD has many useful features for
teachers to teach with

digital resources in classroom
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UNIT 1

UNIT 2

UNIT 3

SECTION 1 BASIC COMPETENCIES
1. Learning Objectives
2 Introduction

LEAD WORKPLACE COMMUNICATION
Learning Objectives

Introduction

Communicate Information about Workplace Processes
Lead Workplace Discussions

Identify and Communicate Issues Arising in the Workplace
Unit Summary

Point of Discussion

Multiple Choice Questions

References
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LEAD SMALL TEAMS
Learning Objectives
Introduction

Provide Team Leadership
Assign Responsibilities

Set Performance Expectations for Team Members
Supervised Team Performance
Unit Summary

Point of Discussion

Multiple Choice Questions
References
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DEVELOP AND PRACTICE
NEGOTIATION SKILLS
Learning Objectives

Introduction

Plan Negotiations

Participate in Negotiations

Unit Summary

Point of Discussion

Multiple Choice Questions
References
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SOLVE PROBLEMS RELATED T
ACTIVITIES

Learning Objectives
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Introduction

Identify the Problem

Determine Fundamental Causes of the Problem
Determine Corrective Action

Provide Recommendation/s to Manager
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Unit Summary

Point of Discussion
Multiple Choice Questions
References
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USE MATHEMATICAL CONCEPTS AND

TECHNIQUES
Learning Objectives
Introduction

Apply Mathematical Procedure/ Solution
Analyze Results

Unit Summary

Points of Discussion

Multiple Choice Questions

References
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USE RELEVANT TECHNOLOGIES
Learning Objectives

Introduction

Study/Select Appropriate Technology

Apply Relevant Technology

Maintain/Enhance Relevant Technology

Unit Summary
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Point of Discussion
Multiple Choice Questions

References
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Learning Objectives

2: Introduction

APPLY QUALITY STANDARDS
Learning Objectives

Introduction

Assess Quality of Received Materials
Assess Own Work

Engage in Quality Improvement

Unit Summary

Point of Discussion

Multiple Choice Questions
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PERFORM COMPUTER OPERATIONS
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Introduction

Plan and Prepare for Task to be Taken Undertaken
Input Data into Computer

Access Information Using Computer

Produce Output/ Data using Computer System
Functions of a WWW-browser to Locate Information
Maintain Computer Equipment and Systems

Unit Summary
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References
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<X Introduction

DEVELOP DESIGN STUDIES

Learning Objectives

2. Introduction

3. Identify Target Audience and Medium
4. Receive and Interpret the Brief

&+ Generate and Assess Ideas

6. Conduct Research

7. Select Media/ Materials

8. Apply Visual Design and Communication Techniques
9. Evaluate Design

10. Role Model

11.  Unit Summary

12.  Point of Discussion

Multiple Choice Questions
References

CREATE VECTOR GRAPHICS USING A
GRAPHICS APPLICATION

Learning Objectives

Introduction

Prepare the Work Environment

Produce Objects

Alter Objects

Add Type as a Graphic Element

Set Appearance Attributes and Styles

Set Up Layers
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Finalize Artwork
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References
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Develop Brand and Prototype

Prepare Design for Mass/ Volume Production
Present Design Package

Produce Actual Booth and Product/ Window Displays
Evaluate Design Outcome

Job Role

Unit Summary

Points of Discussion
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Level Beginner to Advanced

Subject: Computer Science

VISUAL GRAPHIC DESIGN: Advanced
2nd Edition

Visual Graphic Design: Advanced 2nd Edition combines many different practical and visual skills with knowledge of special-
ized materials and techniques. Graphics is a method of communication that we use to portray our ideas to our audience,
and the better we can communicate the more information that they can retain, As the saying goes, A picture Is worth thou-
sand words. As a visual communicator, photography is essential to the graphic designer in diverse ways, since Images can
mean a lot in communication as far as aesthetics are concerned.

This book will introduce the knowledge and skills for those studying and/or working in graphics industry. The information
in thisrevised book covers basic to core competencies that a person must achieve to:
= Lead workplace communication and small teams
= Develop and practice negotiation skills
« Solve problems related to work activities
» Use mathematical concepts and techniques
« Use relevant technologies
-  Apply quality standards
-  Perform computer operations
Develop design studies
Create vector graphics & raster graphics using a graphics application
Develop designs for print media & electronic media
Develop designs for product packaging
Design booth and product/window display

The Book comes with a companion DVD for rich learning experience, which includes:

1. E-Bookwith further reading and learning links.

2. Interactive E-lecture of each chapter. E-lectures are expressive, informational, entertaining and persuasive, it uses
the tool of self-exploration, which makes it easy to learn and understand each topic in detail. It is very informative
as concrete details are provided and also entertaining, as graphics and other visuals are provided to make the
leaming process more interactive.

3. Video Lecture of each chapter, which explains each topic in detail with examples, animations, images and text and
makes it easy to understand the topics in easier, simpler and better way.

4. Huge Database of Interactive Assessments for each chapter, which Is also printable,

5. Further reading and learning links for each topic.

6. Glossaryand Notes for each chapter to understand each chapter with to the point information.

7. The DVD also includes a printable workbook, which walks through with a various sets of questions and choices
and assists in completing the curriculum. The workbook covers; Learning Objectives, Essential Concepts, Matching
Definitions, Study Problem, Questions, Fill in the Blanks and Answers,

8. Review Questions for each chapter are also given in the DVD, which are also printable.

The DVD is also a useful tool for teachers to teach with digital resources in classroom and do a great job of illustrating skills
and techniques that are otherwise difficult to explain.
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