
| mcom 415 | media graphics
Copyright 2013 Adam Marton, all rights reserved

Graphics/graphic design = visual communications
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Graphics/graphic design = visual communications

Graphic design is deliberate and considered.  It is designed.
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Media graphics are

- used to convey news and information 

- targeted to a specific audience

- published (print, online, other)

Advertisements, Infographics, Newsletters, Web sites, Newspapers, Magazines
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design basics

Four basic principals of design:

- Contrast

- Repetition

- Alignment

- Proximity
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design basics | contrast

Use contrast to add visual interest to your work

- Contrast is created when two elements are different

- Grabs a readers attention

- Creates Hierarchy among elements

- Direct a readers eye
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design basics | contrast

Contrast can be used in many ways.
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design basics | contrast

A few rules.

- Elements should be the same or very different.

- All colors and elements must match and feel organic.

- Too many contrasting elements is bad design. 
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Good Contrast Bad Contrast
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design basics | contrast

Good or bad?
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design basics | contrast

Good or bad?
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design basics | contrast on the web 
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design basics | contrast on the web 
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design basics | contrast on the web 



| mcom 415 | media graphics
Copyright 2013 Adam Marton, all rights reserved

design basics | prox     imity

Use to group related elements

- Move related elements together so they are seen as one 

unit/group.

- Useful to reduce the number of elements on a page.

- Do not group unrelated items-- move them apart.

- Physical closeness implies a relationship:
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Use proximity to reduce the number of elements on a page and imply cohesion.
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Don’t be afraid of white space.
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design basics | alignment

Use to create unity between elements and 

organize the page.

- Nothing should be placed on the page arbitrarily.

- Every item should have a visual connection with something 

else on the page.
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design basics | alignment
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design basics | alignment

Unity.

To make all elements on the page appear to be unified, 

connected and interrelated, there needs to be some visual tie 

between the separate elements.  
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design basics | alignment

A few rules.

- Be conscious of where you place elements on a page.  Every 

element should be aligned with other elements.

- Avoid using more than one text alignment per page.

- Do not use centered text except where appropriate.
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design basics | repetition

Use to create consistency (unity) and visual interest.  

- Repeat aspects of the design throughout the entire piece.

- Repeat a bold font, a line, a bullet, color or other design 

element.  

- Use to tie together elements on a page or to create unify in 

a multipage document.
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Use repetition to tie together elements on a page:
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Use repetition to tie together a magazine or newsletter (or newspaper):
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Use repetition to tie together physical elements with your brand:
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Use repetition to tie together elements of a package:
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design basics | process

Develop a creative process.

1. Research

2. Thumbnails

3. Roughs

4. Comprehensives

5. Publication
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design basics | process

1. Research

- Audience, Goal, Format, Budget, Constraints

- Brainstorming 

- Clip file / Research similar projects
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design basics | process

2. Thumbnails

- Pencil and paper sketches

- Explore ideas in rough form

- Small-- approx. 2x3”-- multiple on one sheet



| mcom 415 | media graphics
Copyright 2013 Adam Marton, all rights reserved

design basics | process

3. Roughs

- Select the best two or three thumbnails for refinement.

- You may move to the computer at this stage.

- Generally, work in black and white and insert color as one 

of your final steps.
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design basics | process

4. Comprehensives (“Comps”)

- Piece of art that you supply to the client for final approval.

- Should be clean and professional-- look just like the 

finished product.

- Always be prepared for changes.

5. Publish  Press, Web, etc
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Headline / body copy / branding
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Headline / body copy / branding
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Headline / body copy / branding


