
To Students

Graphic design is about communicating ideas in a visual manner. This workbook will guide 
you step-by-step through various exercises that teach diff erent aspects of graphic design. 
By working through each topic you will develop a rich understanding of the fundamental 
techniques and processes used in visual communication.

To Teachers

This book has been designed as a basic introduction to graphic design. The techniques taught 
in sections ensure students develop a sound understanding of the design process and the 
technical drawing skills required to present design solutions.

The techniques taught in each of the section topics are outlined for the students, and the notes 
that accompany each activity provide a valuable resource for student reference and revision. 
Students can work at their own pace using the lessons and activities provided in this book.
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1111
points to remember

When designing it is often necessary to stop and return to 
one of your previous design steps to make modifi cations 
and changes to your ideas. Always make sure you are 
designing to the given specifi cations.

THE DESIGN PROCESS

 Design Process Chart
Design Principles and Elements

Learning about the design process can be very helpful, 
but being able to apply it is extremely valuable to us in 
our everyday lives.

We use the design process every day without even 
thinking about it. Probably the fi rst major design problem 
we face is what to wear when we leave home in the 
morning.

Problem solving design activities develop our ability 
to reason and make value judgements, and provide 
opportunities to exercise our imagination and creativity.
They also give us the opportunity to critically evaluate 
both our own design ideas and those of others.

Some of the terms used in design are:

Principles of Design 
Function, Aesthetics  
   
Elements of Design 
Form, Proportion, Pattern, Balance, Rhythm
Line, Shape, Texture, Colour, Contrast
            
Please remember that old design principle and wonderful 
word:

KISS - Keep it Simple and Succeed

SECTION 1

task

workspace

1A. DEFINE THE COMMUNICATION NEED
Establish: client needs, purpose, audience, context

1B. BRIEF
A short statement indicating what is to be designed, based on the need or situation. It includes 

restrictions and specifi cations. 

3A. GENERATION, DEVELOPMENT AND REFINEMENT OF IDEAS
Initial drawings of possible solutions to the problem. It could be information from books, cutout 

pictures.

3B. DEVELOPMENT OF IDEAS
Take your favourite concept ideas and consider these in detail, developing and improving them 

through to a fi nal solution. 

3B. WORKING DRAWINGS
These must provide enough information to enable others to make the fi nal developed idea. They 

include sizes and construction details.

2. RESEARCH FOR IDEAS AND INFORMATION
Involves investigating anything that relates to the design problem. It 

could be information from books, cutout pictures etc.

4A. PRODUCTION AND EVALUATION
From development ideas one design should evolve through to a 

fi nal solution. These freehand drawings can be turned into detailed 
instrumental drawings.

4B. TESTING AND EVALUATION
The design is tested to see whether it works properly. An evaluation can 

then be done noting strengths and weaknesses.

4C. REALISATION
The making of the design from working drawings. Even at this stage 

changes can be made if there is a design fault.
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2

workspace

Start

1. Draw freehand 
    two vertical 

lines

2. Add two
    horizontal
    lines

3. Add  45°
    lines

4. Add vertical and
    horizontal lines
    to complete cube

1. 
    two 30° and one 
    vertical line to 

form arrow

Draw freehand 2. Add  30°
    parallel
    lines at top

3. Add two
    verticals at
    each end

4. Add two 30°
    lines at top
    to complete
    cube

Isometric
Cube

Oblique
Cube

1111
points to remember

Always use a soft 2B–4B pencil for freehand drawing.

When freehand drawing always have your paper in a 
comfortable position, and don’t fi x it down.

Hold the pencil loose and away from the point, and use 
your whole arm.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.

FREEHAND DRAWING AND 
RENDERING

task

1a.  Lines and Geometric 
Shapes Cubes in Oblique 
and Isometric

1. From the start point draw freehand lines to the 
given dots.  Make sure that you put your pencil on 
the starting point and look at the point you are 
aiming at, not at your pencil.

2. Draw freehand each set of parallel lines about 5mm 
apart as shown.  Vertical, horizontal and at 45° angles 
both ways.

3. Draw freehand the following geometric shapes:
square, rectangle, triangle, diamond, ellipse and 
circle

4. Oblique and Isometric Cubes:
Under the written instructions for the cubes, draw 
them freehand following the four stages. When 
they are completed turn the cubes into something 
realistic - maybe a dice or a packet of something.  

© H
aw

ke
r B

ro
wnlo

w E
du

ca
tio

n



© 2012 Hawker Brownlow Education • 9781743302286 • LG2286
© Lighthouse Graphics Limited

3

workspace

2D
MP3
Player

Oblique
MP3
Player

Isometric
MP3
Player

1. Draw freehand over 
given rectangle which is
approximately half the
size of a standard MP3
player.

2. Add details to
develop your
MP3 drawing

3. Final drawing
to be fully
rendered

1111FREEHAND DRAWING AND 
RENDERING

task

1b.  2D, Oblique and Isometric
MP3 Player

Use a soft 2B pencil.

2D MP3 Player
Starting with the given rectangle at 1, follow the starting 
instructions and draw freehand the MP3 player in stages 
from 1 to 3. The given rectangles are approximately half 
the full size of a normal MP3 player. Add colour to the fi nal 
drawing at 3 to make it look realistic. Use the photo as a 
guide.

Oblique MP3 Player
Drawing within the given rectangles, complete the 2D 
MP3 player as you did in 1. Now add 45° lines to each step 
to complete a 3D MP3 player in oblique. Add colour to 
your fi nal drawing.

Isometric MP3 Player
Again, working within the given rectangular prisms, draw 
isometric views of the MP3 player and add colour to your 
fi nal drawing.
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workspace

VERTICAL LINES

HATCHING

CROSS HATCHING

SQUIGGLES

1

2

4

3

Sketching
Steps

45

45 45

Start

Start

Start

1111FREEHAND DRAWING AND 
RENDERING

task

1c.  Tonal Scale
Soma Cubes

In the tonal scale boxes complete the following:

Draw freehand vertical straight lines. Sketch from one 
end of the boxes or the other and reduce the gaps to 
darken the tone at one end.

Draw freehand 45° straight lines. 
This is called hatching. Follow instructions in 1.  Slope lines 
at 45°.

Draw freehand 45° straight lines both ways.
This is called cross hatching. Follow instructions in 1.  
Slope lines at 45° in both directions.

Draw freehand squiggles.
Have your squiggles gather intensity by reducing the gaps 
and darkening the tone through to one end.  

Draw freehand soma cubes
Using the steps as a guide, draw the three soma cube 
forms from the given start points. Note that the cube 
on the left has four blocks on the top, and the cube on 
the right has four blocks on the ground. When you have 
completed your sketches, use diff erent line techniques to 
add shade and shadow to your cubes, clearly identifying a 
light source.

Use the given photo as a guide when rendering wooden 
texture.

points to remember

Always use a soft 2B–4B pencil for freehand drawing.

When freehand drawing always have your paper in a 
comfortable position, and don’t fi x it down.

Hold the pencil loose and away from the point, and use 
your whole arm.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.
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5

workspace

VERTICAL LINES

HATCHING

CROSS HATCHING

SQUIGGLES

1111FREEHAND DRAWING AND 
RENDERING

task

1d.  Tonal Scale
Geometric Solids
and Shadows

In the tonal scale boxes use similar techniques as you did 
in activity 1c, but experiment with diff erent line types and 
weights. 

Draw freehand from one end of the boxes or the other 
and reduce the gaps to darken the tone at one end.

Line render fi ve overlapping geometric solids. 
Using only line techniques, add shade and shadows to the 
fi ve overlapping geometric solids to clearly show a light 
source. 

Line render fi ve isolated geometric solids. 
Again using only line techniques, add shade and shadows 
to the fi ve isolated geometric solids, adding cast shadows 
on the ground as shown above.
Look at the supporting photos and clearly show a light 
source. 
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workspace1111FREEHAND DRAWING AND 
RENDERING

task

1e.  Object Sketching using
Tonal Scale

Draw freehand a 3D view of each of the objects in the 
space provided, using the given starting points. 

Line render your drawings to make them look realistic. 
Use appropriate colour to add eff ect and clearly show a 
light source. Use the photos as a guide.
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workspace
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R B B Y Y R

R V B G Y O

CONTRAST

HARMONY

Colour Principles

Primary
Colours

Secondary
Colours

COLOUR SHADE
add black

TINT
add white

RELATED
Harmony

COMPLEMENTARY
Contrast

R

V

B

G

O

Y

Tertiary
Colours

The Colour Wheel of Itten
Johannes Itten, known as the master of the Bauhaus, developed
his colour wheel in the 1930's. The Bauhaus was a German
school of architecture and applied arts which opened in 1919.
In the centre are the three primary colours red, yellow and blue.
Next are the three secondary colours, created by mixing two
primary colours: red + yellow = orange etc.
In the outer ring are the tertiary colours, created by mixing one
primary colour with a neighbouring secondary colour:
yellow + orange = yellow/orange, etc.

2222
points to remember

Did you know?

Colour pencils are soft and should be protected. Don’t 
drop them.

When sketching always have your paper in a comfortable 
position and don’t fi x it down.

Avoid erasing too often.

Use diff erent pressures on the pencil to achieve diff erent 
tones.

COLOUR THEORY

2a.  Colour Wheel

Colour render the given primary, secondary and tertiary 
pencil drawings on the left, using the correct colours. 
Complete the colour wheel on the right. Complete the 
colour principles chart.

Colour Use
When using diff erent colours, remember that:
Selecting two complementary hues (colours on opposite 
sides of the colour wheel) distracts the eye, as the colours 
appear to vibrate when viewed together.  This can create 
wonderful contrast, but should be used with great care.

Selecting two hues that are near each other on the colour 
wheel creates harmony, since the colours are related.  This 
is generally a safe choice, but these can often look a touch 
boring and bland. 

Selecting hues with three colours between them on the 
wheel creates contrast.

SECTION 2

task
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workspace

1 2 3 4 5 6

1 2 3

1 2 3 4 5 6

1 2 32222COLOUR THEORY

task

2b.  Tonal Scale
Render 3D Solids

Colour render the top two tonal scale boxes from light to 
dark starting at the left end. These two boxes have been 
divided into 3, with value 1 the lightest and value 3 the 
darkest. 
Three tonal values should be used with a clear graduation 
of colour blocks from one end to the other. These should 
represent the three shades you would fi nd on a cube 
when a light is shone onto it from above and at an angle.   

Colour render the next two tonal scale boxes from light 
to dark starting at the left end. These two boxes have 
been divided into 6, with value 1 the lightest and value 6 
the darkest. Six tonal values should be used with a clear 
graduation of colour blocks from one end to the other.   

Colour render the fi ve separate geometric solids with 
diff erent colours to clearly show a light source.

Colour render the fi ve combined geometric solids and 
add cast shadows from one solid to the next, and onto the 
ground plane. Clearly show a light source.

Experiment with diff erent rendering techniques and 
use diff erent media.
eg:  colour pencils, aquarelles, paint, felt pens, etc.
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9

workspace2222COLOUR THEORY

task

2c.  Colour Render
Robots

Colour render the robot sketches with primary, 
secondary, harmonising and complementary colours.

Colour Use
When using diff erent colours, remember that:
Selecting two complementary hues (colours on opposite 
sides of the colour wheel) distracts the eye, as the colours 
appear to vibrate when viewed together.  This can create 
wonderful contrast, but should be used with great care.

Selecting two hues that are near each other on the colour 
wheel creates harmony, since the colours are related.  This 
is generally a safe choice, but these can often look a touch 
boring and bland. 

Selecting hues with three colours between them on the 
wheel creates contrast.

Harmonising Colours

Primary Colours

Complementary Colours

Secondary Colours

© H
aw

ke
r B

ro
wnlo

w E
du

ca
tio

n




