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It is especially helpful for new mentors or for experienced mentors with 
students who have interests in different fields. It is recommended that mentors 

treat their students with respect and trust. Mentees should be encouraged to 
make decisions, set up meetings, call to confirm and above all ask questions.

The Activities section is designed to give mentors 
ideas and suggestions for working with their students.

To go to an area of interest, 
click on that title:

in this section
The following pages contain career-specific information designed 

to supplement the mentor’s professional knowledge. Each 

discipline gives basic information, project ideas, trips that you can 

take with your student, and careers that touch on that discipline.   
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create and have fun!
The overall structure for this Guide to Mentoring is primarily 

directed to professionals in the graphic design industry. However, 

the concept can be easily adapted for any creative profession. 

We consulted with several well-known agencies, studios and 

individual artists who have completed successful mentoring 

relationships to allow us to learn from their experiences. Scroll 

through the career-specific activities provided here to find 

mentoring project tips and ideas suited to your needs.

The overall structure for this guide 
to mentoring can easily be adapted 
for any creative profession. 

http://www.worldstudio.org
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4 Mentor gives the mentee an overview and introduc-

tion to his/her business and industry, including the 

company’s promotional material.

5 Mentor explains the company’s organizational structure. 

6 Mentor discusses with mentee the mentee’s career and 

post–high school options.

FOCUS ON THE WORLD OF WORK
Listed here is a selection of recommended activities 

for pairs. Everyone is urged to complete  
numbers one through three; however, none of  

the items are required. NYC DEPARTMENT OF EDUCATION

1 Mentor and mentee set goals for their relationship and 

plan a set of activities related to achieving those goals.

2 Mentor takes mentee on a tour of the job site and 

highlights the company resources and facilities relevant 

to their goals.

3 Mentee takes mentor on a tour of his/her school.

http://www.worldstudio.org
http://www.aiga.org
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7  Mentee sits in on a staff meeting, business meeting or 

in-house training session with mentor.

8 Mentor and mentee conduct a mini-research project.

9 Mentor and mentee engage in one or more hands-on 

projects, such as:

Create a business letter or report on the computer

Create something specific to your job

•

•

10 Mentor assists mentee in identifying and learning how 

to utilize various high school and corporate resources.

11 Mentor introduces mentee to supervisor and colleagues 

in the office/department. Mentor shows mentee 

employment opportunities within the profession.

12 Mentor teaches mentee job-related skills, such as how 

to take a phone message.

13 Mentor works with mentee to enhance mentee’s 

communication skills, such as:

How to interact with individuals at work 

The importance of body language

What language is or is not appropriate to use at work

14 Mentor shares job-getting advice with mentee, such as:

Appropriate topics of conversation 

How to dress 

The use of tools, such as a résumé

•

•

•

•

•

•

http://www.worldstudio.org
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15 Mentor and mentee work on mentee’s résumé.

16 Mentor shows a mentee the steps of operation of one 

of the company’s departments.

17  Mentor shares information on budgeting and finance, 

such as:

Income levels for various positions 

Company or department finances, including income/

expense/profit/shares

Creating personal budgets

18 Mentor works with mentee to enhance mentee’s plan-

ning and scheduling abilities by using the following:

Deadlines/target dates 

Flow charts 

Graphs

Timelines 

Calendars 

Pocket calendars

•

•

•

•

•

•

•

•

•

19  Mentor and mentee complete an evaluation of the 

program by discussing the following and filling out a 

written form:

What have we accomplished and learned?

How is mentee better prepared to face the world of 

work?

What would we do the same if we were going to do this 

again? What would we do differently?

What are our next steps? What areas need further work?

•

•

•

•

The New York City Department of Education JOEL I. KLEIN, Chancellor © 2004 New York City Department of Education. All rights reserved. 

All materials were written and provided by the Office of Strategic Partnerships, New York City Mentoring Program. To reproduce any of these 
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01 introduction
Four points should be recognized and addressed in the intro-

duction of the built environment to your students.

Discuss your students’ dreams—these ideas will be the motivation 

behind any career path. Understanding that a creative career is 

infused with individuality and personal style is fundamental to 

manifesting dreams into reality. 

Relate architectural design to your students’ world—such as 

breakdance, rap; these patterns can be paralleled to design 

where form is repeated and reworked. 

Make a cultural connection—where can your students find 

familiar culture in design? Ownership is the best way to delve 

into any subject; understanding where an individual or a group 

fits into design is imperative. 

It’s time to recognize aesthetics and focus on design. Now, 

here’s the trick: once they are inspired, reverse this chronology. 

For to fulfill dreams, your student must learn the craft and its 

associated skills. 

1.

2.

3.

4.

SE
CT

IO
N

ARCHITECTURE
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research
Begin with research. Your students have demonstrated 

interest; now it’s time to follow through. Ask them to tour the 

city/neighborhood and evaluate what they see and like by 

writing and drawing in a sketchbook. Discuss their process, 

then expand with research (books and the Internet). 

Throughout the six-week program, remain accessible and 

encourage your student to initiate activities and calling.

discussion
It is important that your student understand that the field is 

constantly adjusting to new ideas and technologies and that 

the only way to stay in the running is through the accumula-

tion of knowledge and practice. You can delve into these 

topics together. It is good to spend an ample amount of 

time in demonstrating your design process—from paper to 

computer, to model building, to a client meeting, and from 

projects on the boards to built projects.

Point of understanding—recognizing and making a 
commitment to your vocation, through research, education, 
exploration and mentorship.

Point of reference—decipher what is meaningful: styles, 
influences, subject matter, substance and context.

Point of departure—become a magnet—people radiate to 
you because of your skills, interests and talents; thereby 
your talents benefit the next generation.

1.

2.

3.

Suggested Questions

http://www.worldstudio.org
http://www.aiga.org
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possible trips 
Trips to seemingly banal structures are as valuable 

as visits to magnificent ones. Construction sites 

and areas of the city that demonstrate planned 

elements add to the bigger picture.

career opportunities
Emphasize the study of other subjects incorporated 

in the study and practice of architecture—math, 

sculpture, illustration, art history, carpentry, design 

and management. Various career choices include: 

architect, project manager, draftsman, design 

critic, developer, entrepreneur, industrial designer, 

and engineer.

http://www.worldstudio.org
http://www.aiga.org
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introduction
What are we trying to say with our clothing? Raise your 

student’s awareness of the implications that fashion brings 

into any situation. Use the student’s school as a tool to study 

a microcosm of fashion consciousness. What is worn, and 

by whom? How is fashion used to differentiate, separate or 

blend different groups? Ask your student to examine his/her 

own definition of self; how does that differ from how s/he 

dresses and presents herself or himself. Explore fashion and 

its various market forces through your student’s world.

discussion
Challenge your student’s perception of associations by 

matching icons with contrasting style of clothing (Jamie Fox 

with tie-dye). When and how did certain values get attached 

to clothing? Switch gears and discuss the production of 

clothing; how and where profits are made; who makes the 

clothing and who wears it. 

02
SE

CT
IO

N

FASHION

SUGGESTIONS BY  
LIzETE MONTEIRO
THE fASHIon CEnTER»
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discuss how various lines of clothing are advertised; see a 

play or movie and discuss the costumes; go to a fashion 

show; go to different parts of town and discuss/compare what 

people are wearing—who stands out and why? Go to and 

compare a store like Target with an upscale department store. 

Discuss the variables (cost, comfort, quality and aesthetics) 

in fashion design and how the designer’s choices in one area 

can have an impact in another.

project ideas
Create a storyboard complete with color palettes, 

fabricchoices, shapes and so on—discuss color: 

seasonal and complementary hues

Sketch a design or line of clothing.

Set up a window or table display.

 Sketch or design modern interpretations of a past trend 

or style of clothing.

•

•

•

•

possible trips
View costume collections or archives; tour a cutting room; 

visit showrooms; visit a retail store and compare how various 

lines are displayed; take a billboard/magazine ad tour and 

http://www.worldstudio.org
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materials
Discuss the significance of fabrics and other materials. This is 

an opportunity to talk about production concerns, to discuss 

environmental and social implications inherent within the 

fashion industry, and to articulate how the student can make 

good educated decisions in the field.

career opportunities
Fashion designer; photographer; fashion editor; marketing 

and research; seamster; salesperson; public relations; 

fashion show producer; stylist; buyer; theater or movie set 

designer.

http://www.worldstudio.org
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03
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N

FILM

introduction
A good way to start students in film and video is to take advan-

tage of the easy availability of television. Guide students to 

watch television in order to learn to devise critiques. Kids 

and teenagers are self-obsessed, and having them watch TV 

to notice how young people are represented could lead to 

a conversation about whether the representations they see 

on television are correct. Help students pull out archetypes.

Lead them to identify how young peoples’ perceptions are 

different from what’s broadcast.

Help your students become aware of other uses of film/video 

such as documentaries, surveillance cameras, commercials, 

public service announcements, documentation of events,and 

autobiographical pieces. Call attention to the pre-produc-

tion aspects of brainstorming, story-telling-and especially the 

audience for the story.

SUGGESTIONS BY  
RHEA MOKUND
lISTEnup! »
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If you do not have access to a studio, seek donations of time 

in an editing booth or other alliances. Local public access 

centers offer free training and the chance to check out equip-

ment.

A wealth of resources is available from listenup!-a youth media 

network for young filmmakers and their allies. 

project ideas
Together, inspect your reel and discuss the elements that 

factored into the creation—shooting time, actual footage, 

and postproduction. Start your student off by having him/

her shoot footage that they can review on the camera or on 

VCR tape. Begin playing with the different elements involved, 

such as lighting, sound, filters, color vs. black and white, 

time. Examine the influence that these elements play through 

manipulation and minor changes. Explain how a filmmakers’ 

choices have a direct impact upon the end product.

Although the result is exciting, the process of producing a 

movie involves tedious work, takes patience, and needs a 

cooperative community to make sure everything.

discussion
Film is an expensive discipline. When planning a project, try 

to keep costs to a minimum by setting clear goals and being 

realistic about timing. Also, take advantage of the student’s 

skills and talents. For instance, a shy person may make a 

brilliant cameraman because she’s adept at blending into the 

background and making people comfortable on camera. A 

student who loves minutiae may make a good editor. A techni-

cally-oriented student may be great on lighting and sound.

http://www.worldstudio.org
http://www.aiga.org
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working with a theme
Recognize the tendency to stratify concepts into definitive categories such 

as “good” and “bad.” Film has tremendous power because it combines 

visual and auditory narrative to convey a message. Point out that with this 

strength, film can tend to be strongly one-sided. Explore ways to make 

the issue at hand more provocative by blurring those defined borders or 

addressing a more controversial topic from a differing viewpoint.

possible trips
Editing room, production house, professional shoot, explore and compare 

various locations to shoot, e.g. suburban/urban, visit a multi-media 

exhibit

related jobs
Director; art director; producing; screen writing; motion graphics; editing; 

cameraman; technological backup; lighting; sound technicians; computer 

editing; art department/props.

http://www.worldstudio.org
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GRAPHIC DESIGN

introduction
Graphic designers, art directors and advertisers are first and 

foremost creators. It is an extremely accessible discipline 

because the work of graphic designers can be seen quite 

literally everywhere one looks. Designers and advertisers 

play a major role in our media presence, in what images 

circulate, what messages they propagate, and to whom they 

are targeted. Explaining how these disciplines work and the 

choices that go into finished products can be an extremely 

empowering experience for a young person. Remember that 

many groups of people are actually ignored by the general 

media/advertising presence, and that demystifying its role is 

an important part of media literacy.

To start out, gather a pile of products and images that graphic 

designers have created. Cover the range from every printed 

piece of paper to websites, billboards, environmental signage, 

books, CDs and magazines. Look at things that particularly 

SUGGESTIONS BY  
DAVID STERLING
woRldSTudIo »
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address young people, such as a youth magazine or CD 

covers: relevant images will elicit an enthusiastic response. 

Realize that what you recognize immediately as designed may 

not be so apparent to your student. The barrage of images 

will show him/her the extent to which graphic design informs 

everyday life, and how s/he may potentially impact these 

things.

discussion
It may be helpful, especially if you have records of the begin-

ning stages of a project, to go through the creative process 

using real examples. Take a document that already exists in 

finished, preferably printed form, and then show how it was 

constructed of different elements. Let the student change, 

rearrange and play around with it. Discuss the creative process 

and the communication between designer and client. It is 

especially helpful to show the process and alternate designs 

of a final piece, and talk about why some were chosen and 

not others.

http://www.worldstudio.org
http://www.aiga.org
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projects
Review the computer, beginning with the basic choices 

involved in selecting type, color, size, paper and printing. 

Show the different equipment you have in your office, such as 

printers, scanners, disk drives, thoroughly explaining things 

with which the student has yet to come into contact, and the 

old-fashioned tools you learned with. Create a book or ad 

campaign with your student utilizing the typical materials a 

designer uses (photographs, illustrations and text). Ask the 

student to bring in his/her own photos and drawings to add 

to the experience. Ask you student to photograph examples 

of graphic design in his/her everyday world. The project that 

you ultimately do should reflect both your student’s interests 

and talents and your own.

career choices
Graphic designer, advertising executive, photographer, web 

designer, printer, account executive, production artist, stylist, 

movie director.

http://www.worldstudio.org
http://www.aiga.org
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ILLUSTRATION

SUGGESTIONS BY  
SUzANNE ANOUSHIAN
DONNA DAVID 
fIT/SunY

KAREN GREENBERG
KAREn GREEnbERG IlluSTRATIon

introduction 
Illustration is all around us—it is the visual clarification for 

products and ideas in advertisements, books, magazines, 

animation, websites and so on. It can be created in any 

medium such as pencil, paint, collage, or digitally produced 

conceptually, it is used to convey a thought, and idea, an 

event, a place, a feeling, a moment in time. Illustration is 

most commonly used to help in telling a story or to provide 

additional information to the written word it accompanies, 

making a concept or instruction easier to understand.

discussion and interaction
There is a good chance your students are already drawing 

Ask if you may see those and let them explain their thought 

process. Encourage the student to keep a sketchbook, to 

capture visual, as well as verbal ideas. The sketchbook can 

»

»
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include drawing, painting, collage and text. They should 

sketch events, places, characters, products—just about 

anything. If you keep a sketchbook, your mentee may find it 

interesting to see your work.

Discuss with your student how their conceptual and drawing 

skills will develop over time. Ultimately, the sket book will 

become a record of their personal expression and develop-

ment.

project ideas
Give the student a fictitious book title or a page of text to illus-

trate. Encourage them to keep process sketches and let them 

know that the work needs to develop before going to final 

drawing. Explore different media—paints, pencils, markers, 

pastels as well as different papers and surfaces. If possible, 

expose them to different painting and drawing software on 

the computer. Discuss how each media can influence the 

concept, look and feel of the final piece.

possible trips
You and your student should go to art museums and local 

galleries where you can view works from the masters to 

contemporary art and illustration. A library or bookstore is 

a great place to view illustration annuals and web sites. A 

research librarian can help you locate these materials and 

older, more rare examples of early illustration. A trip to a book-

store is a great place to assess the current state of children’s 

book illustration and book jacket design. When possible, 

take your student to visit a working illustrator, an illustrator’s 

“rep,” an art director who may hire illustrators for specific 

assignments and a children’s book editor who can explain 

the process through which a children’s book is created.

http://www.worldstudio.org
http://www.aiga.org
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how to prepare to be an illustrator
To become a successful illustrator you must be able to commu-

nicate verbally as well as visually. Creative writing classes will 

prove helpful in developing verbal skills and articulating ideas. 

If offered, courses in design will let students get a taste of 

how illustration and typography are used together. In today’s 

illustration market, much work is produced digitally, making 

computer classes invaluable.

related jobs or career choices 
Animation, cartooning, comic books and graphic novels, 

game design, children’s books, educational and editorial 

publishing, fashion illustration, information graphics, tech-

nical illustration, medical illustration, map illustration, music 

videos and web design.

http://www.worldstudio.org
http://www.aiga.org
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introduction 
Product design is the art of turning ideas into tangible prod-

ucts or services. From the bed you sleep in, to the toothbrush 

you used to brush your teeth every morning, the computer 

you have at school, or the shoes you’re wearing, or the sci-fi 

movie you saw the other day; all of them started as ideas that 

were developed into three-dimensional objects by product 

designers. Some product designers specialize into a particular 

industry, such as shoes, furniture, toys, cars, or entertainment. 

But regardless of where they end up, they use many of the 

same tools and processes, such as drawing, model-making, 

observation, and visual thinking. Designing a product is a 

collaborative process that involves many people. Designers 

work closely in team with engineers, researchers, anthropolo-

gists, marketers, and modelmakers. A great project would be 

06
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CT
IO

N

INDUSTRIAL DESIGN

SUGGESTIONS BY  
WILLY LOOR
InduSTRIAl dESIGnER
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to use your student’s power of observation and take apart a 

small object and analyze all its parts, figure out the materials 

used, why they were used, and why each part is shaped that 

way.  The student can then start redesigning that object as 

he or she would like, either by drawing or creating a three 

dimensional model of their design.

discussion
Every product s part of a whole ecosystem of products that 

are somehow related to one another, to the environment, 

and to us as the end users. Discuss the need products fill, 

products’ relationship to the environment and to us. 

possible trips
Product design is about creating through observation, so what 

better thing to do than to go see things being created. Take 

your students to a manufacturing facility, a glass factory, a 

furniture studio, a welding metal shop. Go to places that will 

engage their imaginations, such as museums, product fairs, or 

busy streets. Organize design trips, where you’d go to a place 

to design something related to that place; a good example is 

go on a camping trip and design camping equipment. 

project ideas 
The design trips can become a day long project, where you get 

together in the morning, observe and gather information on 

what you’d be creating, and then spend the day implementing 

your ideas. 

http://www.worldstudio.org
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Other projects can be to design an object from ready made 

objects or found things, examples that come to mind are 

shoes or sandals, pinhole cameras, backpacks.

You can also give the student a problem with well defined limi-

tations, such as price range, number of materials, or size, and 

ask the student to generate sketches with as many different 

ideas as possible. Then, help the student refine the sketches 

with the most promising ideas. 

career opportunities
Toy designer, fashion designer, shoe designer, transportation 

designer, design researcher, design strategist, advertising, 

game designer, entertainment designer, color specialist, 

computer programmer, web designer, packaging designer, 

design engineer, materials manufacturing, textile designer, 

design manager, glass maker, jewelry designer, furniture 

designer, illustrator, visionary.

http://www.worldstudio.org
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introduction
A successful interior designer has an impressive range of 

abilities; an initial way to address this is by examining their 

role in a project. Showcase the designer’s thought process, 

goals and considerations when approaching a project—the 

process of transformation. Examine the different approaches 

to design, pointing out the importance of architecture and the 

various applications of art in interior design. 

discussion
Move into the details; discuss with your student the stages 

of each project. Have an open dialogue about the decision- 

making process and the ways in which those choices 

change throughout the project. Refer to all trades involved 

in completing a job.

07
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INTERIOR DESIGN

SUGGESTIONS BY  
STEPHANIE STOKES
InTERIoR dESIGnER »
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possible trips
Make a trip to any design trade building or furniture showroom 

to pick up samples and tearsheets relating to the student’s 

project. Encourage him/her to speak to and ask questions of 

the showroom personnel. Visit period homes and museums 

showcasing antiques.

project ideas
Prepare a small-sized project. Using the student’s room or 

apartment is the perfect opportunity to give him/her owner-

ship of the project. Spaces you are familiar with are quite 

challenging to design. It is difficult to separate yourself and 

your  experiences from the challenge at hand. Select a theme, 

invent a purpose for the room(s) or let the student have 

carte blanche. Explain the purpose of floor plans, elevations, 

perspective drawings and CAD, and the different possibilities 

for presenting the project. Send your student shopping (with 

a camera) for his/her project independently. Field research will 

give him/her real world practice in considering all the steps of 

a project—an important realization. Go over the results, make 

sure to constantly evaluate progress and bring up issues 

that your student may not have considered. To solidify the 

project, have your student present his/her plans to a work 

colleague.

career opportunities
Interior design; interiors architect; stylist; theater or movie 

prop and set design; product/industrial design (objects, furni-

ture, fabrics); architect; landscape architect; florist.
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introduction
New Media design encompasses emerging technologies and 

computer-based audio and visual mediums. Interactive and 

online design, computer animation and 2-D imaging are all 

under the umbrella of New Media. Delineating the different 

subsets of this discipline can help your student understand 

the scope of the field. With its changability and exploratory 

nature, New Media attracts designers that are eager to be 

on the technological forefront. Similarly, students with an 

interest in this discipline are encouraged to think about thier 

own receptivity to change and new design parameters. Would 

they enjoy the challenge of designing using a restricted palette 

of web-safe colors? Do they enjoy linking content and  and 

end-user’s intake of information through design in an elegant 

user interface?
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discussion
How do you gather content for an interactive project? Discuss 

how considerations on user experience of content change 

how you design interactive elements of a project. Drawing 

parallels between a website and a book or magazine can be a 

helpful excercise. What elements make up a chapter in a book 

or an article in a magazine? Use the idea of narrative to help 

reinforce the navagational component of interactive design. 

Emphasize the need for clarity in this non-linear structure and 

explore different design methodologies that can help users 

make easy choices as they interact with the piece.

Define what makes a good website: accessibility; quick down-

load; good user interface (the success of a site is hinged upon 

ease of location and navigation); compelling graphics; inter-

action between text and images (the visual layout should be 

cohesive); flow of style and information from one page to the 

next; innovative ideas; focused target audience or market. 

possible trips
Expose your students to as much as possible; introduce them 

to the spectrum of digital creation. Check local newspapers 

to see if there are any exhibits of digital media. Or, simplest 

yet, take an armchair trip: sit back with your student and surf 

the web!

project ideas
Ask your students to write out their ideas in the form of a 

proposal. This format allows you to easily decipher what 

it is that they want to convey. Discuss what skills they will 

need to have to realize the project and alert them to how 

http://www.worldstudio.org
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many different skill sets are often employed when building 

large websites. Consider the project in terms of an entire 

site, but focus energy on the creation of just one web page. 

Relate the importance of creating structure before adding text 

and images. The creation of collaborative “hub” pages by a 

few different students gives students an idea of how teams 

often work together on new media projects. For example, 

one student may design the illustration/animation, while the 

other develops the narrative content. Acknowledge that the 

field is specialized; utilize contacts that may be better instruc-

tors/advisors for certain programs. 

career choices
Web developer; graphic designer; animator; broadcast 

design; 3D web design; exhibiting artist; compositors (scene, 

background, film and video); storyboard artists; producers; 

content developers (info systems and user interfaces). 
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introduction
Photography’s nature as a documentary medium that draws 

widespread attention renders it an especially apt art form to 

relay ideas to society at large. To introduce your student to 

photography, begin by revealing the wide range of uses and 

venues for photography, album covers, magazines, fine art 

and photojournalism. Use subject matter and formats to pique 

your student’s interest. Explore, through specific examples, 

how the various choices in lighting, lenses and film are all 

editorial decisions that determine what is communicated. 

Photography’s nature as a documentary medium that draws 

widespread attention renders it an especially apt art form to 

relay ideas to society at large.
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discussion
Discuss the power of photographs and the ways in which a 

photographer can use the medium to influence the viewer. 

Photojournalism is a significant vehicle that conveys social 

commentary—for example, Eli Reed’s “Black in America” and 

its largely political nature. Marketers take advantage of the 

use of real images in photography, such as the  Marlboro 

Man, to create a direct association between advertisement 

and viewer. The expense of photography should be noted; 

brainstorm ways to cut costs and reasons to spend more 

or less. Additionally, discuss the environmental impact that 

photography incurs (chemicals and nonrecyclabled paper) 

and the alternatives. 

possible trips
Museums and galleries are great ways to explore the deci-

sion-making process. Visit with art directors and advertising 

agencies. Explore your city, neighborhood or park with the 

camera. 
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materials
Photography is heavily based in technical knowledge. Give 

your students the basics: camera mechanics; darkroom 

processes; manipulation of the technical equipment and 

the development process. The common perception is that 

photographs display the truth. However, each photograph 

tells the story that the person behind the camera wishes to 

tell. Additionally, photographs can be manipulated through 

the computer or darkroom or by hand retouching and 

distressing. 

project ideas
• Have the student take multiple photographs that 

communicate or narrate something in his/her life: a 

bound narrative/story could be a good compilation. 

•   Make a photomontage.

•  Create a book jacket or a magazine cover.

career opportunities
Art director; photojournalist; photo retoucher; film director; 

photo editor; portraitist; curator; book publisher.
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164 Fifth Avenue
New York, NY 10010

T:  212  807  1990  /  F:  212  807  1799
E:  mentoring@aiga.org 

AIGA, the professional association for design, is the oldest and largest organization for professionals engaged 

in the discipline, practice and culture of designing. AIGA was founded in 1914 and now represents more than 

18,000 designers through national activities and local programs developed by 55 chapters and more than 150 

student groups.

AIGA supports the interests of professionals, educators and students who are engaged in the process of 

designing. The association is committed to stimulating thinking about design, demonstrating the value of design 

and enabling success for designers throughout the arc of their careers.

Through conferences, competitions, exhibitions, publications and websites, AIGA inspires, educates and informs 

designers, helping them to realize their talents and to advocate the value of design among the media, the business 

community, governments and the public.
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Worldstudio Foundation is a nonprofit organization that offers scholarships and mentoring programs in the fine 

and applied arts. Acting on the belief that creativity holds enormous power for social change, graphic designer 

David Sterling established the organization in New York City in 1993 and developed it with his business partner 

Mark Randall. Since its inception, the Foundation has launched several programs dedicated to helping the 

next generation of artists, architects and designers realize their dreams while being proactively involved in their 

communities. Mentoring programs pair at-risk high school students with creative professionals to work on  

collaborative projects. Scholarships are aimed at increasing diversity in the creative professions and building a 

more socially responsive creative studio of the future. The first nonprofit in the United States devoted exclusively 

to encouraging social responsibility in the design and arts professions, Worldstudio Foundation dares young 

artists to dream—of new lives, new careers and new solutions for the world in which we live.

200 Varick Street, Suite 507
New York, NY 10014

T:  212  366  1317  /  F:  212  807  0024
E:  mentoring@worldstudio.org

http://www.worldstudio.org
http://www.aiga.org

	Bookmark 1
	Introduction to Activities
	Focus on the World of Work, NYC DOE
	Disciplines
	Architecture
	Illustration
	Interior Design
	Photography

	About Us
	photographer

	kelly: 
	aiga email 2: 
	Worldstudio email 2: 


