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Module I1 Non Projected Visual Aids

Unit 1 Graphic Design

Instructional Objsctives:

* 1, State three important aspects which assist in producing
effective graphic materials.

2, Name the six principles of visual design.

3. lIdentify the features of each one of the visual design

principles,
4, List five visual tools used in géaphic design.

5, Relate esach of the given visual tools with atleast one
function of their application,

’

6. Apply the principles of visual design for making visuals
such as posters,; charts and other non projected training
aids, later on when cdmpleting pother units of the module~2,
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GRAPHIC DESIGN: . .

INTRODUCTION

The success of any visual material can be attributed in
large measures to the quality and effectiveness of the
art work and related graphic materials, These are
achieved through organising preliminary thoughts, careful
planning, and applying techniqués of visual design. One
of the first problem faced‘by an instructor is how to
strengthen the attention and interest of the lqarner-

We always want to instruct efficiently and effectively.
We would like the learner to learn pleasantly, But this
is not always easy, Our aim is to make a learner concen=
trate upon a new idea or fact or principle that we want
him to learn, Visuals help us see, For away things,
strange materials, hidden parts and any unapproachable
place can be brought near us through visuals,. Everyone
can see them and get meaning from them. A picéure is worth
thousand words. You dont have
the lariguage when the picture
is clear, You 2earn through
eyes. To be effective
graphics, charts, diagrams,
posters and other visual mate-
rials must be properly designed
with appropriate layout and

" verbal explanations are added
whenever necessary. These decide
the effectiveness of learning
through the visual aids.

5
.
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DESIGN PRINCIPIES

A design is a plan for doing somethings, By planning
carefully, you can influence people, 'Any display
material used for instructional purposes must be designed
after carefultplanning. It is therefore necessary for
instructors to be aware of certain basic principles of
visual design and design tools. Now you imagine a circle
25 mm diameter drawn on a piece of milk white paper.

Can you compare this circle with other circles drawn here
and say with confidence allfthe circles are alike and
same, Think for a moment, .
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The background against which the circle is presented to
us also has quite a lot to do with our seeing it as plain
abstract circle looks different when it is compared to
smaller or larger circles, when it is near to, or far.
from contracting lines when it is lighter or darker,
brighter or duller than its background. As you 109ked

at these *optical illusions,*® you were influenced by the
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relationship between the circle and its su}roundings. This
will not be the same, like your locking at circular plates
on a lunch table or a circle drawn on your blackboard. _Your
mind and eyes were seeing differences in the actual shape
and size of the circle, '

These examples show the truth of the statement “Things are
not alwags what they seem to be". The reverse of this state~
ment is true too, and is very important to you: things can be
made to appear what they are not, Herein lies your power of
designin§ visuals, You can guid; the eyes of your trainees
and persuade their minds to believe what they see,

3

Visual design has two major functions: )

l. The viewer can be helped to see & similarly
between one thing and another, so that, he
may more zasily follow through the pattern
of the display and grasp the meanings of
the ideas presented in their logical order.

.2s The viewer can be helped to see differences
among the elements used, so that, he will
be able more easily to separate and ‘remember
the ideas.

Your trainee needs to see how things are related and alike,
and also how they are separate and different. Here we should
understand a few terms of the design principles used by the

visualisers and arﬁists. Dominance, Simplicitv, Harmopny Qr
Unity, Pattern, Balance apd Variation are the terms, which

we describe as six principles of designe
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1., DOMINANCE

The kev idea in a visual
ghould stand out from the

subordinate elements., Show
difference bétween the key
idea and the rest of the
elements., Main idea should
be bold and preferably with
heavy;lines.

2, SIMPLICITY

The elements of a visual

should be simple and not
comblex, Your visual ghould
have one idea at & time, In
generzl, the fewer the elements -
the more pleasing it is to the
eye, You should limit the verbal
content. Subedivide or redesign
complex data into a series of easy B
to understand visuvals, Use minimum

of different lettering styles in

the same éisual.' )

3. HARMONY OR UNITY

The elements of a visual should

£it together to crééte a harmonious
effect. Unity is the relationship




that exists among the various
elements of a visual when they
all function together. Use of
same kinds of lines and the
same groupings of shapes also
helps unity. We can ghow
similarigy through unity.

Avoid ineconcruous - disagreeing
colours, tones and lettering.

-

4, ~ PATTERN

The elements of & visual should

. be arranged in an appropriate

pattern., Adopt basic deslgn patterns,
You should watch a number of visuals
and you can understand the patterns
followed by them, If you are
planning a series of viguals
different patterns will play an
important rele in avoiding monoteny,

Show differences through patternse

5 BALANCE
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- PATTERN

The elements of a visual should have balance in relation
to each other, There are two kinds of balance = the

formal and informal balance,
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'FORMAL
'BALANCE

INFORMAL
BALANCE
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Formal balance is identified by an 1maginafy axis running

through the centre of the visual dividing the design so

that one half will be the mirror reflection of the other

half, Such formal balance is always static, Formal balance

show similarity of arrangement of visuals. Our eyes can

~see it quickly and easllyy formal balance seems orderly
and strongs ‘

Informal balance is(lsymmetrical: the elements creatggan
equilibrium without being static. It is dynanic end more
attention getting arrangement. It requires more imagination
and daring action by the designer. Show similarity through
formal balance, differences through informal balance,
Keeping the ‘ideas and the presentation simble is always the
best praztice, but if a éomplicated presentation is unavoide ,
able, you ought to help your audience by using formal balance,




21

6o VARIATION

The elements of a visual should have sufficient variatfbn
between themselves and their surroundings to be interesting.
A variety of ideas may be
used to make your visual
stand out and eye catching.

4 & |
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You may show differences )
through variation, Through
the .use of size, relatione :

ships, perspective, and e . a4
such visual tools as colour » $e
or space, emphagis and varia- !
tion can be given to the most '

important elements. Any idea

you want to display as a visual

must be different from the rest

of the visual. Try various arrangements before finally
deciding on any arrangements you would like to make for
design of any visual. {
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It is not necessary that instructors or accomplished artists
to acquire skills in planning layouts, in making appropriate
Iettering, and in selecting effective colour .: schemes.
Everyone can learn to use the principles of visual design,
By working from instructdnal objectives and proceeding
through an orderly plan to a finished display, students and
instructors can evolve ways and means of making the learning
. environment dynamic and colourful.
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Learner activities

1,

2.

3.

4o

Go through the following pages. T
of this unit and link the examples
given with the theory glven heree

You may recall the six principles

of the design glven and £ind out,

from the verious visuals available

in the visual aids workshop, how far

the six principles have been followed.
Organise a discussion amongst yourselves,
Collect a set of materials for use on

a4 displaybecard which will help you to
develop understanding of one or more
impartan€ concepts,.

Apply the principles of design later,
when you prepare charts, posters, cytout:
materials for flannelboard etce.
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DESIGN AND IAYOUT 7. ~ 23
The key idea in a visual should

stand out from the subordinate

elements,

1

The elements of a visual should
be simple, not complex,

The elements of a visual should
fit together to create a hermonious
effect,

The elements of a visual should be
arranged in an apprepriate pattern

The elements of a visual should have
balance in relation to each other.

The elements of a visual should have
sufficient variation between themselves
and their surroundings to be interesting.
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l, DOMINANCE

I, Put one idea or operation inte a visuals

2, Place important elements s¢ they receive maxdmum
attentione

Y

A, Divide the area into thirds, net halves oer guarters.

Be Avoid pleing the dominant elements near the edge
of the area.

.

C. Aveld pking the dominant element near the center
of the area.




25

3, Use attention devices to point giltthé dominant element,

' BACKGROUNDS

r“-*.*-
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FRAMING
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e
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POINTERS

MOVEMENT

4, EMPHASIZE DOMINANT ELEMENT BY VARIATION, , "\
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TEXTURE

POSITION
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THIS NOT THIS

2, SIMPLICITY.
l. Subdue unimportant elements,
2. Avoid unnecessary elements,

S

THIS NOT THIS

3. Use simple backgrounds

NOT THIS
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1. Use elements that are related,

<
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THIS NOT THIS
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2. Relate the elements you use

5

THIS | NOT THIS

< 3« Avoid incongruous ceolors, tones, and lettering.

® 00 ® ®0
900 ® 0@

FERTILIZER

THIS : NOT THIS



4, PATTERN

1. Use basic design patterns.

CIRCLE

PYRAMID

CURVE

TRIANGLE

28



2, Consider meaning of line,

A

=z

DIAGONAL-MOVEMENT

S ———_ o b

HORIZONTAL=PEACE

23

CURVE=FLOW

4

VERTICAL=STRENGTH

3, Repeat tones, colors, lines, shapes.

o ©
\\\\\\\\




S. BALANCE 30

1, Place dark areas and large masses below the

middle of the Picture, ;

THIS ; NOT THIS

}

2. Balance large light elemenés with small dark

elemants.,

Il
i

1

)
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THIS ' : NOT THIS

i

'

3. 'Balance large elements near the center of the area
with smaller elements rear the edges of the
area, ;

THIS
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i. Use variety to make your visuals stand out. Take
advantage of variety of

O

SIZE

«

()
O

TEXTURE

COLCR
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2. Use a verilety of ideas to make your visuals eye catching.

YOU WALK

[-]

WASH
| %YOUR HANDS
1) “BEFORE

i,

INDUSTRIAL FASTENERS

BASIC MOTIONS OF MACHINE
TOOLS

RECIPROCATING ROTATING

BACK
LEFT
RIGHT
up _ DOWN FORWARD
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VISUAL TOOLS

We have so far been discussing about the six design
principles namely dominance, simplicity, harmony or

unity, pattern, formal & informal balance and variatlion, As
we have been discussing the design principles, we noticed
that certain things help us to quide the attenticu of the
viewer. To the su&cessful use of the above design princiles,
we must learn to use the tools of visual design namely space,
size & ghspe, line, texture and colour. An understanding of

visual tools is essential and necessary.

-

1. SPACE

Any cbject has little reality r - )
for you, unless it is in some A8 N B

relation to you and the space
which holds you both. Only

=
il

when space is used carefully

can the elements of design
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O
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become effective. A display

space has definite limits,

actual bdundaries and limitae
tions within which you must work.
Open space around visual elements and words will prevent a
crowded feeling. ‘

2, 8IZE & SHAPE

(

Size and shape help vou

plan your visual, Unusual
large or small objects
demand spescial attention
because they are out of
ordinary. You may emphasise

N Shcpe”}




through ‘size the most importantitﬁ;hgs. You don't have 3]
to stick to reality. Everything in your visual can be
reduced or enlarged, You can even make one of the objects
stand out as big br small and cgatch the attention. You want
your shape to get attention or form part of the quiet back=
ground. Pick the right shape for the specific Job you wante
You can omit the minute detail$;§;;;;5cnly the essentlalse
Unusual shapes can motivate .the viéﬁers; With shape and size
you can add power into your éesigno

[N

3. -LINE

A line in a2 wvisual can connect
elements together and will also N : o
~drect the viewer to study the ! j E *

visuval in a specific seqguence.

How can we uwe these different
lines in making designs? If
they are to have meaning, they
are to go together. Lines tend
to reinforee one another, It is also easy to mee th4at contract—
-ing lines will attract more attention and stimulate a greater
feeling of action.

4, COLOUR

Colour has the great power to
- attract the attentionﬂand
interest of most peoﬁ;%glt is
an important feature to most
visuals. Many studies have
shown that colour seems to

Q
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a
attract initial attentién
(:(>l(>ljr better than b%gﬁﬁand white and

that people remember a thing
. ) better with colour pictures.




A colour repeated in different parts of a display tends to 35
show a relationship among those parts,

5« TEXTURE

Texture is another of the tools
that you can use to make your
visuals more interesting. It is
an elemat that may serve as a
replacment for the sense of

touch and can be used in much .
the same way as colour. It will

give emphasis on separation, or

to enhance harmony and unitye

Repetition of certain texture within the des{gn can show that
the two ideas are similar and are to be compared. Like
repetition of shape or colour or line, use of the same texture
here and there in a design tends to lead the eye from one spot
to another,

SUMMARY
The power of a planned design is very subtle, It influences
viewers, . Zebra crossings on roads have specific meanings,
Yellow lines on the middle of the road has algo similar
meanings. These will have different meanings elsewhere, and

done difficulty at the mame place. Even without using top
level concentratin, these help you to act in a specific manner,

Bach person uses visuals differently, because he has different
set of interests and problems, Each one will read into it
.something differents Yet you can plan your visuals using the
tools of space, size & shape, line, colour and texture, to '
make your designs as effective as possible, as efficient as
possible, and to come to the conclusions that you have plannede.



Here is a diagram =~ representation of what we have been 36
saying about the tools and the principles of design. You
can use them to help your audience to learn from Vvisuals,

Space Harmony
| Pattern

M .
Sh;pe_ ~similarities through
Formal balance

Size , ;
.differences through Informal balance

Line

Ly Variation
Colcur . | Dominan ce
Texture

Learning activities

l, You may recall the six tocls for design that contrie
bute to the successful use of the design principles
and link it with the principles of design, in making
visuals for practice teaching.

2, Plan activities for design of visuvals to make charts,
posters, bullettin board dilsplay etc. using the tools
of visual design and the principles of deslgne

3. Think of the salient features of displayéd in the
visual aid workshop and discuss amongst yourselves
how far the principles of design and the tools of
design have been used.

4. Plan for the design of the visual display of the
materials available in the visual aid workshop, using
techniques taught through this unit,



