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Assurance of Student Learning Report 
2023-2024 

Applied Human Sciences 
Interior Design & Fashion Merchandising 531 
 Sheila S. Flener 
Is this an online program?  Yes  No 
 

Please make sure the Program Learning Outcomes listed match those in CourseLeaf . Indicate verification here   
 Yes, they match! (If they don’t match, explain on this page under Assessment Cycle) 

 
Use this page to list learning outcomes, measurements, and summarize results for your program.  Detailed information must be completed in the subsequent pages. Add 
more Outcomes as needed. 
Program Student Learning Outcome 1:  IDFM Students work demonstrates the ability to effectively collaborate with multiple disciplines in developing design solutions. 
Instrument 1 Direct:  Interior Design students will team with Fashion Merchandising students to create a Pop-up shop as a component of the subscription box that 

Fashion Merchandising and Graphic Design Students are creating.    
 

Instrument 2 Direct: Fashion Merchandising students (IDFM 438 Merchandising II) will team with Art Students (ART 433 Package Design) to create a 
subscription box  

Based on your results, check whether the program met the goal Student Learning Outcome 1. 
   Met  Not Met 

Program Student Learning Outcome 2:  Fashion Merchandising students will gain understanding of the apparel production process from trend analysis to final garment 
construction. 
Instrument 1 

 
Direct: Create a mood board that is inspired by industry-standard trend forecasts from WGSN. 

Instrument 2 
 

Direct: Design and illustrate a 10-look capsule collection 

Instrument 3 
 

Direct: Produce and construct one full look from their capsule collection 
 

Based on your results, check whether the program met the goal Student Learning Outcome 2. 
   Met  Not Met 

Program Student Learning Outcome 3:  Interior Design Students apply knowledge of human experience and behavior to designing the built environment 
Instrument 1 

 
Direct: Bar and Grill Project: The final project in this course was a Bar and Grill based on a Rock-N-Roll song.  The song was analyzed using the design 
process steps to demonstrate concept to design intent. 

Instrument 2 
 

Direct: Junior Exam: 

Based on your results, check whether the program met the goal Student Learning Outcome 3. 
   Met  Not Met 

Assessment Cycle Plan:  
Instrument 1: 

1. We will be changing the program learning outcomes to include ID students in this outcome.  
2. Schedule IDFM 401 and IDFM 438 at the same time in Fall 2025. Students have registered for both of these courses so it is impossible to make this happen in the fall 

of 2024.  The ID & FM collaboration project will be revisited in the fall of 2025.  
3. More collaboration between instructor during the summer will result in better planning on everyone’s part. 

Instrument 2: 
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Instrument 3: 

1. Reorganizing IDFM 201 and 300 so that students are exposed to presentation boards 
2. Reorganizing IDFM 221 Visual Design II so that students are learning presentation skills 
3. More emphasis on learning from previous course contribute to success in higher studios 
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Program Student Learning Outcome 1 

 
Program Student Learning 
Outcome  

IDFM Students work demonstrates the ability to effectively collaborate with multiple disciplines in developing design solutions. 

Measurement Instrument 1  
 
 

Interior Design students will team with Fashion Merchandising students to create a Pop-up shop as a component of the subscription box 
that Fashion Merchandising and Graphic Design Students are creating.   

Criteria for Student Success Students must earn an average of 70% or higher 
Program Success Target for this Measurement 
 
 

 Students must score 70% or higher Percent of Program 
Achieving Target 

.100% 

Methods  

 
 
 
 
Interior Design students will team with Fashion Merchandising students to create a Pop-up shop as a component of the subscription box 
that Fashion Merchandising and Graphic Design Students are creating. 36 students were assessed 
 
 
 
 
 

78%

17%
5%

Grades

A's

B's

C's
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Rubric Used: 
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Measurement Instrument 2 
 

Fashion Merchandising students (IDFM 438 Merchandising II) will team with Art Students (ART 433 Package Design) to create a 
subscription box 

Criteria for Student Success 
 

Students must earn an average of 70% or higher 

Program Success Target for this Measurement 
 

Students must score 70% or higher Percent of Program 
Achieving Target 

100% 

Methods 
 
 

Fashion Merchandising students (IDFM 438 Merchandising II) will team with Art Students (ART 433 Package Design) to create a 
subscription box 19 students were assessed 

 

 
 
 
 

 
Rubric Used: 

84%

16%

Grades

A's

B's
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Based on your results, highlight whether the program met the goal Student Learning Outcome 1. 
   Met  Not Met 
Results, Conclusion, and Plans for Next Assessment Cycle (Describe what worked, what didn’t, and plan going forward) 
Results:  

 This was also one of the classes greatly impacted by the loss(death) of a student in the program towards the end of the semester.  
 Most of the students learned to collaborate with their classmates on the project. This worked well in all but 2 pairings in which one student felt that their classmate did 

not contribute their share of the work to complete the project. Most teams learned to collaborate with the “client Team” to produce a project that was well designed, 
and fit the needs and branding of the client. 

 
 
Conclusions:  
What worked?  
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 Collaboration between IDFM 438 and Art 433 
 Technical skills that ID students have gained made for better projects.  This was due to moving technical courses up in the program.   

 
What didn’t?  

 The ID-partnering class was changed on the schedule at the last minute and met on alternate days from both the FM and ART classes. This made the collaboration 
very difficult. If we plan to continue this collaboration it will be important (for students) to keep all 3 classes so that there is some crossover with meeting times 
allowing them to do group work.  

 There was a schedule change this particular semester that meant the class was not able to meet with the FM/GD students in person or see their presentations. It would 
be much better to ensure the studios could meet together for at least the branding and the final presentations.  

 The packages were not shared with the IDFM 401 students as promised on October 25th . Some of the projects were not completed once they were shared. This gave 
the ID students a condensed time to complete and turn the design in to them in time for their final presentations.  

 Some teams had delayed responses from their “Client team” which squeezed the schedule even more. 
 
 
Plans for Next Assessment Cycle:   

 Schedule IDFM 401 and IDFM 438 at the same time in Fall 2025. 
 Better collaboration between faculty will improve the sharing of information.  

 
 

Program Student Learning Outcome 2 
Program Student Learning 
Outcome  

Fashion Merchandising students will gain understanding of the apparel production process from trend analysis to final garment construction. 

Measurement Instrument 1 Create a mood board that is inspired by industry-standard trend forecasts from WGSN. 

Criteria for Student Success Students must earn an average of 70% or higher on mood board 
 

Program Success Target for this Measurement 
 
 

85% of students will score 70% or higher Percent of Program Achieving 
Target 85% 

Methods  Students produce physical mood board as part of IDFM 433 by means of computer aided design (Photoshop) or collage which are then 
submitted for grading. 13 students were assessed 
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Rubric Used: 
 

Capsule Collection Grading Rubric  
Grade Criteria 
A Students demonstrate command of medium used for their illustrations and designs a cohesive 

10-look capsule collection that shows evidence of their creative direction. Capsule collection 
is well merchandised and includes a variety of silhouettes and product categories. 

B Students produce 10 fully colorized and illustrated designs that are in keeping with their 
chosen theme. Capsule collection lacks a variety of silhouettes and product categories. 

C Student sketches a capsule collection but does not fully illustrate (in color). Capsule 
collection does not incorporate their original theme/inspiration. 

 
 

Measurement Instrument 2 
 

Design and Illustrate a 10 look capsule collection 

Criteria for Student Success 
 

Students must earn an average of 70% or higher on project 

Program Success Target for this Measurement 
 

85% of students willscore 70% or higher Percent of Program Achieving 
Target 100% 

Methods 
 

Students sketch and illustrate a 10-look capsule collection as part of IDFM 433 using either computer aided design (Photoshop/Illustrator) 
or by hand (color pencil or illustration markers) which are then submitted for grading. 13 students were assessed 

85%

15%

Grades

A's

B's
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Rubric Used: 

Production Grading Rubric  
Grade Criteria 
A Final garments are well constructed, fully functional and with no flaws. Student selects 

appropriate fabric and materials to construct their garments. 
B Some flaws are present, but garments are still functional and wearable. Student selects 

appropriate fabric and materials to construct their garments. 
C Garments contain many flaws but are still wearable. Student does not consider construction 

and/or design of garments when making fabric selections. 
 
 
 

Measurement Instrument 3 
 

Produce and construct one full look from their capsule collection 
 

Criteria for Student Success 
 

Students must earn an average of 70% or higher on capsule collection project. 

Program Success Target for this Measurement 
 

85% of students willscore 70% or higher Percent of Program Achieving 
Target 

80% 

Methods Students create and submit garments as part of IDFM 433 13 students were assessed 

A's
100%

Grades

A's
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Rubric Used: 
 

40%

40%

20%

Grades

A's

B's

C's
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Based on your results, circle or highlight whether the program met the goal Student Learning Outcome 2. 
   Met  Not Met 
Results, Conclusion, and Plans for Next Assessment Cycle (Describe what worked, what didn’t, and plan going forward) 
Results:  The results for this class have improved dramatically in the last two years. They are now meeting expectations. 
 
Conclusions: The learning outcome was met. Even so, aspects for improvement exist. A more efficient workspace for the number of students in the course would make a huge 
difference. Many students are doing their work on the floor of the classroom and the hallway. A plan of increasing the layout space and occupancy to the sewing lab was proposed 
for 2024. Many students struggle to complete all coursework in the time allotted for this course. To remedy this, I offer multiple open lab / extra-help sessions, especially later in 
the semester, which not all students are available to attend due to scheduling conflicts.Pre-requisite courses that were created and/or modified to better train students in the skills 
required to be successful in this course have continued to show improvements in student work. 
What worked? Changes made to the curriculum to better train students to be successful in this course. 
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What Didn’t? The workspace and the inability of students not being able to attend open lab times. 
 
Plans for Next Assessment Cycle: For Spring 25 we are going to break this class into two meeting times - students are showing signs of burnout by a 4-hour, once-a-week lab. We 
will also begin using a web-based design software called Browzwear to assist students in creating their original designs. 

Program Student Learning Outcome 3 
Program Student Learning 
Outcome  

Interior Design Students apply knowledge of human experience and behavior to designing the built environment 

Measurement Instrument 1 Bar and Grill Project: The final project in this course was a Bar and Grill based on a Rock-N-Roll song.  The song was analyzed using 
the design process steps to demonstrate concept to design intent. 

Criteria for Student Success Students must earn an average of 70% or higher 
 

Program Success Target for this Measurement 
 
 

85% of students must score 70% or higher Percent of Program Achieving 
Target 97% 
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Methods  

 
 
 
 
Bar and Grill Project: The final project in this course was a Bar and Grill based on a Rock-N-Roll song.  The song was analyzed using 
the design process steps to demonstrate concept to design intent. 38 students were  assessed 
 
 
 
 

87%

8% 2%3%

Grades

A's

B's

C's

D's
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Rubric used: 

Measurement Instrument 2 
 

Junior Exam: The final exam is a comprehensive exam covering 3 years of course work.  The exam was 170 questons and covered the 
categories used in the NCIDQ IDFX exam.   
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Criteria for Student Success 
 

Students must earn an average of 70% or higher 

Program Success Target for this Measurement 
 

85% of students must score 70% or higher Percent of Program Achieving 
Target 97% 

Methods 
 

The exam is given online and the questions are reordered for each taker. The exam examines knowledge and competency in: design 
communication – building systems and construction – programming and site analysis – construction drawings and specification – human 
behavior and the design environment – furniture, finishes, equipment, and lighting – technical drawing conventions. Thirty eight students 
were assessed. 
 
The break-down is as follows: 

 Programming and Site Analysis 15% 
 Human Behavior and the Design Environment 10% 
 Building Systems and Construction 15% 
 Furniture, Finishes, Equipment, and Lighting 15% 
 Construction Drawings and Specification 20% 
 Technical Drawing Conventions 15%.   
 Design Communication 10% 
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Based on your results, circle or highlight whether the program met the goal Student Learning Outcome 3. 
   Met  Not Met 
Results, Conclusion, and Plans for Next Assessment Cycle (Describe what worked, what didn’t, and plan going forward) 
Results: The results are better by instituting some of the changes proposed in the ASL report in 2022-2023.  

 The importance of programming is being stressed. 
 Graphic Design principles are emphasized more in earlier projects in the semester.   

 
Conclusions:  
What worked? 
1. Studio IV projects have improved by adding a requirement of creating a powerpoint presentation of the programming phase of the project 
2. Bar project improved by working with students on the first two projects in the course on their graphic design layouts.  
3. Renderings have improved due to overhaul of the IDFM 304 lighting course.   
What didn’t work? 
1. Bar project renderings are in need of improving by working with students on camera placement. 
2. Bar project presentation boards need to be improved graphic design and labeling projects as per design standards 
3. Exams scores: We need to reinforce concepts such as the selection of furniture, finishes, equipment, space planning, and building codes.  
Plans for Next Assessment Cycle:   
We plan to do the following: 
1. Revamp Studio I and 2 to have presentation boards and powerpoints 
2. More emphasis on presentation skills in IDFM 221 Visual Design II  
3. Dropping 1 project from this studio to allow more time to work on the Bar project.  The components from the first two projects can be combined.  

18%

66%

13% 0%3%

Grades

A's

B's

C's

D's

F's
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