
To Students

Visual communication 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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1111THE 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. They 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

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.

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 
construction 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.

© H
aw

ke
r B

ro
wnlo

w E
du

ca
tio

n



© 2012 Hawker Brownlow Education • 9781743302293 • LG2293
© Lighthouse Graphics Limited

2

workspace11111a. Lines and Geometric Shapes

1. From the start point draw freehand lines to the given 
dots. Make sure that you put your pencil on the start 
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 given geometric shapes: 
Rectangle, Triangle and Ellipse.

4. Geometric Solids:
Draw freehand the pictorial view of the four 
geometric solids. Draw a box around each solid to aid 
your drawing.

5. Soma Block Shapes:
Draw freehand the pictorial view of the soma block 
shape. Draw a box around each block to aid your 
drawing.

FREEHAND DRAWING

task

points to remember

Use a soft 2B–4B pencil. 

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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workspace11111b. Object Drawing

1.  Draw freehand a pictorial view of the fi ling cabinet 
using the given pictorial view. Draw a box around it to 
aid your drawing. Render your drawing to clearly show a 
light source.

2.  Draw freehand a pictorial view of the arch using the 
given isometric view. Draw a box around it to aid your 
drawing. Render your drawing to clearly show a light 
source.

3.   Draw freehand a pictorial view of the hexagonal nut 
using the given oblique view. Draw a box around it to 
aid your drawing. Render your drawing to clearly show a 
light source.

4.  Draw freehand a pictorial view of the wooden block 
using the given isometric view. Draw a box around it to 
aid your drawing. Render your drawing to clearly show a 
light source.

FREEHAND DRAWING 

task

points to remember

Use a soft 2B–4B pencil. 

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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workspace2222COLOUR THEORY – MODES 
AND MEDIA

2a. Colour Wheel

Complete the following:
• The colour wheel.
• The colour principles chart.
• Render the geometric solids in primary colours.
• Render the geometric solids in secondary colours.
•  Render the children’s blocks in harmonising and 

complementary colours.

SECTION 2

task

points to remember

Colour pencils are soft and should be protected. Do not 
drop them.

Have your paper in a comfortable position. Don’t fi x it 
down. 

Hold the pencil loose and use your whole arm.
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workspace22222b. Use of Media

Render the given boxes using the media outlined. Use 
diff erent colour combinations and try out some of your 
own ideas to complete the sheet.

COLOUR THEORY – MODES 
AND MEDIA

task

points to remember

When using diff erent colours, remember that:
•  Complementary hues (colours on opposite sides of the 

colour wheel) distract the eye, as they appear to vibrate 
when viewed together. This creates wonderful contrast if 
used carefully.

•  Hues near each other on the colour wheel are 
harmonious, since the colours are related.

•  For a contrasting colour scheme, use darker colours in 
the background and brighter colours in the foreground.

•  Black and white count as colour and you should include 
the balancing of black, white (or white spaces) and 
colour in your planning.

•  Colour should be used for impact and as an aid to 
comprehension.
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workspace22222c.  Shadows
Close Light Source

Study the three examples along the top of the sheet 
showing how to fi nd shadows cast by objects with a close 
light source.

Colour render and add shadows to the objects given at 
the bottom of the sheet, clearly showing a light source. 
The light source and ground point can be positioned
to create the length of shadow appropriate to your 
drawing.

Render the shadows on the two objects with either solid 
shading, hatching or cross hatching.

COLOUR THEORY – MODES 
AND MEDIA

task

points to remember

Colour pencils are soft and should be protected. Do not 
drop them.

Have your paper in a comfortable position. Don’t fi x it 
down. 

Hold the pencil loose and use your whole arm.
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workspace22222d. Object Presentation

GRAPHIC REPRESENTATION
Render and present the given objects using diff erent 
media and presentation methods. Make the objects 
stand out and clearly indicate the materials they are 
manufactured from.

Use as many diff erent types of graphic design media as 
you can: Pastels, colour pencils, felt pens, paint, gouache, 
etc.

Look at various presentation techniques in books and 
magazines and apply them to the examples.
Emphasis should be on precision, accuracy of layout, 
neatness and tidiness, and eff ectiveness and execution of 
techniques.

COLOUR THEORY – MODES 
AND MEDIA

task
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3333INSTRUMENTAL DRAWING 1

workspace

3a. Instrumental Drawing

Complete the instrumental drawings shown using your 
compass, T/square and appropriate set squares (as straight 
edges only).

All exercises must be completed without the aid 
of the set square angles, and you need to leave all 
construction lines clearly visible.

SECTION 3

task

points to remember

Hold the pencil fi rmly about 20 to 30mm from the point.

Use your whole arm.

Keep the paper fi xed down.

Use light pressure on the pencil to draw construction lines 
and heavier pressure to draw darker fi nishing lines, or use 
a darker pencil.
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workspace33333b.  Instrumental Drawing 
Polygons

Complete the instrumental drawings shown using your 
compass, T/square and appropriate set squares (as straight 
edges only).

All exercises must be completed without the aid 
of the set square angles, and you need to leave all 
construction lines clearly visible.

INSTRUMENTAL DRAWING 1

task

h

e
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t s r p

points to remember

Hold the pencil fi rmly about 20 to 30mm from the point.

Use your whole arm.

Keep the paper fi xed down.

Use light pressure on the pencil to draw construction lines 
and heavier pressure to draw darker fi nishing lines, or use 
a darker pencil.
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