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 ABSTRACT
This report gives a good account of the training and experience which exposed student during the student industrial work experience (SIWES) at KEEM GRAPHICS.














CHAPTER ONE
0. INTRODUCTION
 This program called (SIWES) student industrial work experience scheme is compulsory to all ND1 student who practicable course. It enables student to have the experience of the aspect which have been taught in school. It is a program that takes up to three month in which student are expected to be able practices what they are taught.
0. AIMS AND OBJECTIVES OF SIWES
The student industrial work experience scheme (SIWES) can be define as a technical skills and acquisition of knowledge from the organization, industrial sector. It is also serving as the complement the learning which student have acquired in the classroom or theoretically.
The objective of the student industrial work experience scheme is as follow
1. It enables the student to practically different test from what they learnt theoretically in the classroom.
1. It also enlighten student to various s division of industrial or organization of work in which the course of study can be radicalized.
1. It relate the student to the labor market and how it being operated.
1. To enable student to defend his or her self in anywhere he or she found itself.
0. HISTORICAL BACKGROUND OF THE ORGANIZATION
The name of the organization is KEEM GRAPHICS Nigeria Limited located at O 40 Oyun Area Ilorin Kwara State.
It was created in 2000 and was directed by Mr. Hassan  Abdulwahab. The aims and objective of the organization is to train both SIWES and its student and also individual in networking in order for them to know much or deep about and they have taught in their various institutions.
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1.5	MAJORACTIVITIES OF THE ORGANIZATION 
	The major activity of the organization is operating of is GRAPHICS from both outside and inside the  Word and also students teaches about computers in general. The organization also accommodate SIWES student.
Other activities performed by the organization are:
1.	The organization based on designing different types of things and and printing press, senator material and others
2.	The organization also based on training student in practical aspect.
3.	The organization also goes about making and training other students to become better.


CHAPTER TWO
2.1	SECTION/UNITS OF THE ORGANIZATION AND THEIR SPECIFIC FUNCTION
	Here are the major activities in a graphics organization:
Design Activities:
1. Concept Development: Brainstorming and researching ideas for visual communications.
2. Sketching and Wire framing: Creating rough sketches and wireframes to visualize design concepts.
3. Design Creation: Using graphic design software to create visual elements such as logos, icons, graphics, and typography.
4. Color Theory and Palette Development: Selecting and creating color schemes for designs.
Pre-Production Activities:
1. Project Planning: Coordinating with clients, project managers, and team members to plan and schedule projects.
2. Asset Gathering: Collecting and organizing design assets such as images, fonts, and graphics.
3. Design Review and Revision: Reviewing and revising designs based on feedback from clients and team members


Production Activities:
1. Design Execution: Creating final designs using graphic design software.
2. Image Editing and Retouching: Editing and retouching images for use in designs.
3. Typography and Typesetting: Creating and arranging text for designs.
Post-Production Activities:
1. Design Finalization: Finalizing designs and preparing them for delivery.
2. Quality Control: Reviewing designs for errors and inconsistencies.
3. Delivery and Distribution: Delivering designs to clients and distributing them through various channels.
Administrative Activities:
1. Client Communication: Communicating with clients to understand their needs and provide design solutions.
2. Project Management: Managing projects from concept to delivery.
3. Team Management: Managing and supervising design teams.
4. Budgeting and Estimating: Creating budgets and estimates for design projects.

Technical Activities:
1. Software Maintenance and Updates: Maintaining and updating graphic design software.
2. Hardware Maintenance and Upgrades: Maintaining and upgrading computer hardware and other equipment.
3. Troubleshooting: Troubleshooting technical issues with design software and hardware. the staff, manager and the SIWES students.



CHAPTER THREE 
3.0  	STUDENT SPECIFIC INVOLVMENT AT VARIOUS SECTION/ UNIT
INTRODUCTION TO THE PACKAGING UNIT
	The chapter include information about how to to pack so costly cloth and material in a way that its won’t have any course of issues, they also make sure. Every single goods order, are in better position and well package 
HUMAN MANAGEMENT 
	The Human Management Unit (HMU) refers to the department or team responsible for managing the human resources aspects of a fabric selling business. The HMU plays a crucial role in ensuring the smooth operation of the business by overseeing the recruitment, training, development, and welfare of employees;
KEY FUNCTIONS OF HMU
1. Recruitment and Selection: The HMU is responsible for attracting, selecting, and hiring talented employees to work in the fabric selling business.
2. Training and Development: The HMU provides training and development programs to enhance the skills and knowledge of employees, ensuring they can effectively sell fabrics and provide excellent customer service.
3. Employee Relations: The HMU manages employee relations, including resolving conflicts, addressing grievances, and promoting a positive work environment.
4. Performance Management: The HMU oversees performance management, including setting goals, evaluating employee performance, and providing feedback and coaching.
5. Employee Welfare: The HMU is responsible for ensuring the health, safety, and well-being of employees, including providing benefits, such as health insurance and paid time ofImportance of HMU in Fabric Selling Business
1. Improved Customer Service: A well-managed HMU ensures that employees are trained to 
SALES DEPARTMENT AT THE COMPANY
	The sales department at a fabrics store is responsible for interacting with customers, understanding their needs, and providing them with the right fabrics and services. Here's an overview of the typical activities and responsibilities of a diffent design department.
Pre-Sale Activities
1. Greeting Customers: Sales staff greet customers, welcome them to the store, and ask how they can assist them.
2. Understanding Customer Needs: Sales staff ask questions to understand the customer's project requirements, fabric preferences, and budget constraints.
3. Providing Fabric Options: Sales staff show customers various fabric options, explain their features, and help them make informed decisions.
Sales Activities
1. Measuring and Cutting Fabrics: Sales staff measure and cut fabrics according to customer specifications.
2. Processing Transactions: Sales staff process transactions, handle payments, and provide receipts.
3. Answering Customer Queries: Sales staff answer customer questions, provide advice, and offer solutions to their problems.
RECORD KEEPING DEPARTMENT
Importance of Record Keeping
Record keeping is essential for a fabric store to maintain accurate and up-to-date information about its operations, finances, and customer interactions. Effective record keeping helps fabric stores:
Keeping Methods
POS can use various methods to keep records, including:
1. Manual Records: Paper-based records, such as notebooks, spreadsheets, and filing cabinets.
2. Digital Records: Computer-based records, such as accounting software, customer relationship management (CRM) systems, and inventory management software.
· Track Sales and Revenue: Monitor sales performance, revenue, and profit margins.
· Manage Inventory: Keep track of fabric stock, including quantities, prices, and suppliers.
· Provide Customer Service: Record customer interactions, including purchases, returns, and complaints.
· Make Informed Decisions: Analyze data to inform business decisions, such as pricing, promotions, and inventory management.
· Cloud-Based Records: Online records stored in cloud-based storage services, such as Google Drive or Drop box













CHAPTER FOUR
4.1	PERSONAL IMPERSSION ABOUT THE ORGANIZATION
	Though the organization is a growing firm, yet it is of standard. It is standard enough to impact great and immeasurable knowledge to students who have chosen computer science as a field of study.
FACTOR TO BE CONSIDERED IN SELECTING A DESIGN AND COMMODITIES IN GRAPHIC HOUSE
MARKET DEMAND
Here are some factors to consider when selecting a design and commodities in a graphic organization:
Design Selection Factors:
1. Target Audience: Consider the demographics, needs, and preferences of the target audience.
2. Brand Identity: Ensure the design aligns with the organization's brand identity, including logos, color schemes, and typography.
3. Message Clarity: Choose a design that clearly communicates the intended message.
4. Visual Appeal: Select a design that is visually appealing and engaging.
5. Cultural Sensitivity: Ensure the design is culturally sensitive and respectful.
6. Originality and Creativity: Choose a design that is original and creative.
7. Technical Requirements: Consider the technical requirements of the design, including file formats, resolution, and color modes.
Commodity Selection Factors:
1. Quality and Durability: Choose commodities that are of high quality and durable.
2. Cost and Budget: Consider the cost of the commodities and ensure they fit within the budget.
3. Availability and Lead Time: Ensure the commodities are available and can be delivered within the required lead time.
4. Brand Consistency: Choose commodities that align with the organization's brand identity.
5. Environmental Sustainability: Consider the environmental sustainability of the commodities, including their production, packaging, and disposal.
6. Functionality and Purpose: Ensure the commodities serve their intended purpose and function.
7. Aesthetics and Design: Choose commodities that are visually appealing and align with the organization's design standards.
Additional Factors:
1. Client Preferences: Consider the preferences and requirements of the client.
2. Industry Trends and Standards: Stay up-to-date with industry trends and standards.
3. Regulatory Requirements: Ensure compliance with regulatory requirements, including accessibility and copyright laws.
4. Timeline and Deadlines: Consider the timeline and deadlines for the project.
5. Team Collaboration and Feedback: Encourage team collaboration and feedback to ensure the best design and commodity selections.












CHAPTER FIVE
5.1	CONCLUSION
	In conclusion, student industrial work experience scheme program (SIWES) has given the opportunity to have at least some knowledge about my course of study and program has provided me an abridgement of gap.
5.2	RECOMMENDATION
	I hereby recommend that the school management should promote	 proper orientation on the program for the student who lacks it for high rate of student un-involvement.
	I will be glad if the programmer student industrial training experience scheme (SIWES) period is extended more than four months, so that the student might have enough time to learn practical aspect of what have learnt in their various institutions.
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