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Applying the Design Process

6
CHAPTER

Explore what has come before you, do your research, look outside of your 

vision. Don’t just look at design and designers for inspiration. Look at art, 

food, nature, listen and read, ideas aren’t confined to the realms of your 

medium, be it print, digital or strategy. They’re everywhere, they all inform 

and communicate.

(Clinton Byrne, AGDA Student Council Member, Desktop magazine, 16 February 2012)

Overview
This chapter looks at specific stages of the design 
process and the ways imagery is created and 
manipulated both manually and digitally. Designers 
use a design process to organise their research, 
inspiration and analysis to support their interpretation 
of a given brief. Using a range of media, materials 
and digital or manual methods designers generate 
ideas further and reflect on potential options. The 
design process is underpinned by design thinking 
including evaluation and using the brief as a point of 
reference. Therefore, different stages of the design 
process may be revisited. This chapter will look at 
producing imagery in response to a brief including 
the selection of appropriate methods for different 
purposes and audience needs.

This chapter will cover:
•	 an overview of the design process

•	 drawing methods to visualise ideas and 
concepts

•	 different manual and digital methods

•	 media and materials for visualising ideas and 
developing concepts

•	 thinking about the design elements and 
design principles when using methods

•	 refining and presenting visual 
communications using manual and/or digital 
methods.

(VCAA 2012)
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communications that 
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to feedback 
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against brief DEVELOPMENT 
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when creating 
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DESIGN THINKINGcreative, critical and re�ective thinking

The Visual Communication Design Process

The visual communication design process supports 
the creation of visual communications. The model 
as illustrated in Figure 6.1 identifies a non-linear 
path of specific stages that can be used as a 
framework when creating visual communications 
for a given design brief. Analysis, reflection and 

evaluation, which underpin the design process, 
are not completed at specific stages in the design 
process; rather they are ongoing and require 
creative, critical and reflective thinking. This is 
referred to as ‘design thinking’.

Figure 6.1 The visual communication design process model

(VCAA, The Visual Communication Design Study Design (2013–2017), page 13)
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Examine

A Little Note on Design Thinking

The Port Phillip Estate project 
(Figure 6.2) was designed by 
Studio Round.

The image in Figure 6.2 
was initially discovered 
through experimenting with 
media to look at ways of 
developing a unique image. 
Experimentation with media 
and materials can lead to a 
clever design solution. The 
visual communication design 
process is underpinned by 
design thinking.

Figure 6.2 
The image at the top was the result 
of experimenting with media. The 
image was then used as part of the 
identity for Port Phillip Estate.

Instruct
Stages in the Design Process

Development of the brief:

•	 client	identification

•	 communication	need(s)

•	 purpose

•	 target	audience

•	 context

•	 constraints.

Research:

•	 gathering	ideas,	information	and	
resources

•	 investigation

•	 analysis	and	interpretation

•	 may	use	observational	drawing	
to record ideas or existing objects 
and spaces.

Generation of ideas:

•	 drawing	on	research	to	explore	ideas

•	 incorporation	of	visualisation	drawings

•	 freehand	ideation	sketches.

Development of concepts:

•	 selection	of	preferred	ideas

•	 application	of	a	range	of	media,	
materials, methods, design elements 
and principles
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Examine

A Visual Communication Design Process

The Brief
Figures 6.3–6.6 visually represents the design process undertaken by Finlay Williams to 
produce a set of Christmas cards. The client required a set of unique designs that needed to 
work together as a set in black and white. A handmade contemporary look was required that 
would appeal to adults.

Figure 6.3 Images gathered during research for the Christmas card brief

Instruct continued

•	 creation	of	two-	and	three-dimensional	
visual communications where 
appropriate to the brief

•	 continuation	of	visualisation	drawing	
may still occur and commencement of 
presentation drawing methods.

Refinement:

•	 editing,	adapting	and	tweaking	visual	
communications in response to client 
feedback and/or the brief.

Resolution of presentations:

•	 the	production	of	fully	refined	visual	
communications that meet the 
requirements of the brief.
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Development of the Brief
Initially at the commencement of the design 
process a brief is set and a designer will then 
undertake research to investigate ideas and collect 

inspiration and resources. The research is followed 
by the generation of ideas. Ideas are evaluated, 
which assists a designer to continue in developing 
concepts or undertaking further research. The 
designer is at the stage of resolving their ideas 

Examine continued

Research
Research may include drawing from observation, 
taking photographs, or looking through the 
internet, stock photo libraries and previous 
designs.

Generation of Ideas
Visualisation of drawings of images and ideas for 
layouts, including media trials with cut paper and 
ink and exploration of colour, shape and line.

Reflect on ideas generated, then discard, 
retain or develop these ideas further. Possible 
discussions with client and referral back to brief. 
If ideas are limited the designer may go back to 
undertake further research.

Development of Concepts
Selection of best concepts and designs trialled. 
Lino	printing	application	and	computer-generated	
design methods explored.

Resolution of Presentations
Resolution of final design fulfilling the needs of 
the brief.

Refinement of Ideas
Modifications and changes made to design 
chosen by client. Computer used to refine 
solution. Designer presents ideas for the set of 
cards to client. The designer will present up 
to three different design directions. The client 
chooses the design that best fits the need and 
marketing strategy.

6

Figure 6.4 Generation of ideas Figure 6.5 Development of 
concepts Figure 6.6 Resolution of 

presentations
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when all of the requirements of the brief are met. If 
a resolution cannot be met then the designer may 
revisit one of the previous stages.

Research
Research is the process of gathering information 
to assist in developing and generating ideas. 
Research also includes analysing and interpreting 
the information collected. It is more than cutting 
and pasting collected imagery into a visual diary 
with random annotations. Designers analyse 
and interpret their research to determine and 
justify what is going to be useful as a means for 
inspiration and to provide starting points for their 
design work. 

When gathering ideas and inspiration a designer 
may:

•	 look	at	aspects	of	previous	designs	and	
branding that might be used for inspiration

•	 investigate	the	work	of	an	artist	or	designer

•	 look	through	websites	and	follow	blogs

•	 subscribe	to	magazines	including	online	
magazines

•	 be	inspired	to	take	photographs	of	their	
surroundings or the environment suited or 
appropriate to the brief

•	 be	influenced	by	their	everyday	life	(the	street	
they live in or the cafe in which they drink their 
coffee)

•	 conduct	interviews

•	 look	through	books	and	literature	
relevant to the brief

•	 visit	galleries

•	 observe	objects	(observational	
drawings) and take observations of 
surrounds

•	 use	colour	samples	and	swatches.

The analysis of research may be 
the way a colour palette has been 
used or a photographic technique 
has been applied. These then 
may be interpreted into a simple 
mood board or a series of written 
brainstorms and thumbnail sketches 

to be applied in the next stage of the design 
process – the generation of ideas.

Like other components of the design process, 
research may occur throughout the design process 
to provide continual support for ideas, to gain fresh 
directions and to assist with feedback from a client.

mood board
a type of poster 

that may include 
images, texts, 

samples of objects 
and materials 

arranged in an 
inspirational 

format. Used to 
assist designers in 

fulfilling a brief and 
to communicate to 

the members of a 
design team

Embark

Mood Board

You are required to create an identity card 
for another student in your class. The card 
is to be in the presentation format of a mood 
board and should include your classmate’s 
name and written adjectives. All imagery 
and words need to reflect your class mate’s 
personality.

Figure 6.7 An example of a mood board, which 
includes imagery, colours, textures 
and type
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Generation of Ideas
During this stage designers apply the information 
and inspiration gathered during their research. 
Designers work in different ways to generate 
ideas including written brainstorms, thumbnail 
and concept sketches. Observational drawings 
produced earlier are replaced by visualisation 
drawings produced with media that is quick and 
doesn’t require time to perfect (pencil and a fine 
liner are examples). These are not polished or 
refined drawings and the annotations beside them 
assist in explaining the idea. The designs being 
created at this stage are still fresh in the mind of the 
designer and not fully visualised. That is, the ideas 
created at this stage are starting points.

At this point a designer may have 
produced:

•	 brainstorming with words

•	 thumbnail sketches (see Figure 
6.9)

•	 concept	sketching	

•	 brief	annotations

•	 lots	of	quick	sketching

•	 pencil	and/or	fine	liner	illustrations	

•	 marker	drawings	or	anything	that	
is quick to assist in generating 
ideas quickly

•	 notes	taken	from	discussing	ideas	
with other designers or even the 
client

•	 the	generation	of	a	broad	range	of	
ideas

•	 visualisation	drawings	developed	
from observational drawings 

•	 the	interpretation	and	
development of any mood boards 
(see Figure 6.7)

•	 dummy	books	and	story	boards	
(a technique/process used by 
illustrators of books)

•	 work	may	have	commenced	using	the	
computer and programs such as Photoshop® 
or Illustrator®.

brainstorming
a method used to 
generate ideas for 
problem solving

thumbnails
small images 
used to represent 
design ideas. 
Often produced 
quickly when 
generating ideas

annotations
refers to written 
comments made 
on the drawings 
or designs in a 
folio. Generally 
the comments 
are reflections 
and evaluations 
on designs 
completed.

Figure 6.8 Simple story boards and dummy books 
can assist picture book illustrators and 
designers with planning and preparing 
the layout of a publication

Figure 6.9 Thumbnail sketches are used as part of the generation of ideas for the Geelong Youth Choir logo
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Figure 6.9 [cont.] Thumbnail sketches are used as part of the generation of ideas for the Geelong Youth 
Choir logo
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Analysis, Reflection and Evaluation
Evaluation is a continual process undertaken by 
a designer throughout a project. Following the 
generation of a wide range of ideas designers will 
analyse, reflect and interpret their ideas and the 
material generated. They make decisions about 
what ideas will be developed further and those that 
will be discarded. If there are not enough concrete 
directions to follow, a designer will go back to 
generating more ideas and even undertake further 
research if required.

Evaluation may include:

•	 meeting	with	the	client

•	 comparing	designs	to	previous	projects

•	 sharing	ideas	with	colleagues

•	 referring	back	to	the	brief.

Development of Concepts
After working quickly and mostly on a small scale 
the designer then spends more time developing 
selected concepts. This stage of the design 
process involves decision making and selecting 
concepts that suit the target audience and relate 
directly to the design brief.

Development of concepts may include:

•	 testing	and	trialling	different	directions	with	
different media and materials and the design 
elements and principles. For example, an idea 
for a logo may be created using watercolour 
and coloured inks to explore different ways 
of achieving fluid-like imagery. The element of 
shape may be emphasised to create a high 
level of contrast whilst the element of line may 
be used to explore fine detail

•	 incorporating	different	methods.	The	design	
for an illustration may be drawn freehand, 
constructed in a software program like 
Illustrator® or even screen printed

•	 exploring	presentation	formats,	which	
could then form part of a review stage for 
the design team, client feedback or for 
other professionals working on the project. 
A designer needs to critically evaluate the 
concepts developed and make some crucial 
decisions as to the final design direction. A 
designer can utilise a number of strategies 

to assist in this process including judging 
whether the design concepts fulfil the criteria 
of the design brief. This can be done by using 
a checklist, panel discussion, a designer 
report, a spreadsheet, which checklists the 
criteria for the communication, need or a 
graph indicating survey results for desired 
solution.

Refinement
The refinement stage involves selecting potential 
ideas that fulfil the requirements of the brief. A 
designer then produces refined images of their 
ideas making subtle changes where appropriate 
to design elements and principles. The methods 
of production are usually determined by this stage; 
however, they are incorporated with a high level 
of technical skill. The use of media and materials 
is refined further with the designer making final 
choices; for example, the type of paper to be used 
and selecting gouache over watercolour paint. 
Technical skills required by methods or appropriate 
to particular media and materials are necessary. 
The designer produces more sophisticated 
imagery. 

At this stage of the visual communication design 
process, a designer has had client feedback 
and other constructive feedback for review of 
their work. It is now a designer’s responsibility 

Figure 6.10 Geelong Youth Choir logo: development 
of concepts
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to make modifications according 
to the responses received and the 
communication need. The designer 
should be constantly referring back to 
the brief at this stage and be aware of 
the constraints that need to be met, 
including time, cost and production 
methods. Manufacturing methods, 
access to materials and availability 
of technology will also affect the final 
outcome. The designer provides the 

client with artwork in a high-resolution file and this 
is often presented as part of a package for a client 
to view.

Figure 6.11 Geelong Youth Choir logo: refinement

Resolution
The needs of the brief have been resolved and 
a mock-up is usually produced to present to 
the client. Mock-ups can be smaller in scale and 
produced using a cheaper form of materials. The 
mock-up allows the designer to test ideas and the 
client can see the final solution produced as close 
to the finished product as possible. As designers 
often have the best information technology at their 
disposal they produce high-quality mock-ups 
that don’t really require the designer to pitch their 
idea … the mock-up speaks for itself.

At this point there should not be any need 
for further designing or making changes. Some 
designers will charge extra at this stage of the 
design process to make significant changes.

Media and Materials for 
Imagery

It Started with a Pencil
Your pencil will always be one of the easiest ways 
to generate an image. It’s not only an economical 
choice of media but the pencil can be taken 
anywhere. The pencil can be used to create a 
variety of marks and illustration styles. 

Grey Lead and Graphite Pencils

Grey lead pencils are an essential tool that you can 
use for all drawing types including observational 
and visualisation drawing. Grey lead pencils are 
graded according to their hardness or blackness, 
from 9H to 9B.

Graphite pencils are solid pencils of graphite 
covered in lacquer to prevent your hands from 
becoming stained or dirty with graphite. The 
graphite pencil is soft and luxurious to use and 
is a welcomed media of choice for observational 
drawing.

Figure 6.12 Pencils are rated by hardness and 
blackness

Figure 6.13 Drawing using a grey lead pencil

mock-up
a	scaled	or	full-
sized prototype 
to demonstrate 

what a design will 
look like. Used 
for testing and 

evaluating design 
concepts
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Embark

Before We Get Started … A Thought for Your Developmental Work

Developing imagery for a client or your folio work should be undertaken with as much 
enthusiasm and consideration as producing the final solutions. Take time when arranging and 
drawing thumbnails and look at other designers’ drawing styles and different use of media 
and materials. As your ideas develop so will the drawing of your ideas and the skilled use of 
different methods (such as drawing methods).

Figure 6.14 Night light
A series of concept sketches for a child’s night light. Images have been drawn on white paper and recycled 
brown paper using grey lead pencil and a white china graph. Think about the arrangement of imagery on the 
page and the media and materials used.
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Figure 6.15 Shell renderings produced using 
graphite pencils

Coloured Pencils

Coloured pencils are made using wax-like cores 
with pigment and other fillers. Pencils can be 
blended to create different colours. Lightly applying 
layers of colour or deliberately layering colour using 
a crosshatching style will allow you to achieve 
blended colours, as seen in Figure 6.16.

Figure 6.16 Different applications of colour pencil 
including blending of layers

Instruct
Colour Pencil in Action

Choose a textured paper, such as cartridge paper. Start applying tone with pale yellow, 
building up shadowed areas and leaving highlight areas of white. Next, apply darker shades 
of yellow and green on top of the existing yellow shaded areas. Work softly, applying gentle 
layers of pencil to build up both tone and colour. Finally, apply cool greens and reds to create 
contrasting shadows; this will produce more interesting shadows than if you just used black, 
which can flatten your work. Do not be afraid to leave behind the texture created when using 
pencil; try to deliberately leave behind sketchy, wispy line work in the shadowed areas to 
create visual interest.

Figure 6.17 Pears in coloured pencil
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Water-Soluble Pencils

Water-soluble pencils can be used like regular coloured 
pencils, or can act like watercolour paint with the addition 
of water. In Figure 6.20 the illustration of bees was 
produced using watercolour pencil on smooth-textured 
illustration board. A layer of pencil was applied directly 
onto the board followed with washes of water using a 
soft brush. When the wash was dry, layers of watercolour 
pencil were applied by lifting the colour off the pencil with 
a wet brush and applying it to the image. This allowed 
greater control in achieving fine detail.

Examine

Go Your Own Way

Do not be afraid to incorporate different media 
together. Figure 6.18 is a drawing produced with 
a 2B grey lead pencil that incorporates coloured 
pencil to draw our eyes to a focal point, creating 
hierarchy. Look for this image further in the 
chapter to see how the visual communication 
designer has incorporated other media and 
methods to change the purpose of the drawing.

Figure 6.18 The combination of grey lead and 
coloured pencils can work to create 
hierachy in an image

Figure 6.20 Water-soluble pencils can act like watercolour paint

Figure 6.19 
Cropped detail of 
bee from Figure 
6.20. Look closely 
to see the paint 
brush marks left 
behind to create 
line-like texture.
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Pen and Ink
Fine Liners
Fine liners are hard felt-tipped pens and are 
available in a range of colours and line widths. They 
produce a consistent and smooth high-quality fine 
line, which is why they are popular with illustrators. 
Alongside grey lead pencil they make an excellent 
choice for the initial sketches produced in the early 
stages of your design process.

Felt-Tip Pens

Felt-tip pens are a quick and versatile ink medium 
especially for filling in large areas. Available in a 
range of thickness and nib styles, they come with a 
permanent or water-based ink.

Figure 6.21 An illustration created using a black fine 
liner

Embark
Using a fine liner, create an illustration that 
focuses on the element of line. Take your 
illustration into a program like Illustrator® 
and add shape and colour.

Figure 6.22 An illustration that includes the 
outlines of the objects. A task 
completed in Illustrator® creating 
initial outlines and filling in the shapes 
with blocks of flat colour.

Ballpoint Pens

When using a ballpoint pen the end result may not 
look a lot different to using a fine liner. However, 
some illustrators and designers prefer the harder 
tip on the end of a ballpoint pen in preference to 
the softer tip of a fine liner. These pens come in one 
line width, which will be consistent for the life of the 
pen, unlike a fine liner where the tip can become 
damaged.

Figure 6.23 A drawing completed with a black 
ballpoint pen

Examine

Not all fine liners and ballpoint pens use the 
same ink. There can be slight differences in 
the colour and fluidity of the ink. Therefore 
use the same pen for the one job.
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Figure 6.24 Drawing with a black felt tip pen

Examine

No Excuse

While not always the most ideal choice of 
media it is amazing what can be achieved 
with the blue biro found at the bottom of 
the drawer.

Figure 6.25 Drawing with a blue biro

Embark
Select an object and produce a series of 
black and white drawings focusing on line 
and pattern. Use these images to develop 
a range of stationery including cards with 
matching envelopes and wrapping paper.

The Digital Toolkit and Teacher Resource 
have more information on creating a design 
repeat for the wrapping paper.

Figure 6.26 Ink line drawings used as imagery for 
wrapping paper

This wrapping paper design was  
created by Ali J. See more of her work at 
www.cambridge.edu.au/viscommweblinks.

http://www.cambridge.edu.au/viscommweblinks
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Ink for Dipping, Brushes and Your 
Imagination

Drawing inks have been around for a long time 
and are desired for their brilliance of colour and 
their range of possible applications. They are 
available in a wide range of colours, can be used 
with brush, dip pen or airbrush and are widely 
used by designers, calligraphers and artists as well 
as illustrators. These inks are permanent, easily 
diluted, intermixable and can be used on a variety 
of surfaces.

Figure 6.27 Ink applied with brush

Markers

Spirit-based design or illustration markers usually 
come with two tips: a broad chisel tip for filling in 
large areas and a fine tip for line work and adding 
detail. Good-quality markers will have replaceable 
nibs and can be refilled with replacement ink. 
These markers are available in a broad range of 
colours and can be colour matched to industry 
printing inks and dyes including the Pantone® 
colour range.

Embark

Exploring the Coffee 
Cup with Markers

Find a disposable coffee 
cup complete with a 
lid. Complete a series of 
observational drawings. 
Select one image and 
render with markers.

Figure 6.29 Observational  
drawings  
rendered with  
markers

Figure 6.28 Markers
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Instruct
Markers in Action

Figure 6.30 Using markers

Choose	smooth-textured,	bleed-proof	paper	to	allow	the	ink	in	the	markers	to	flow,	making	
blending colours easier. Apply your colours from light to dark. In the example shown in 
Figure 6.30, pale yellow was used to create tone by building up layers of colour. A darker 
yellow-green	shade	was	then	applied	to	areas	where	there	were	darker	shadows.	If	you	find	it	
difficult to blend two colours smoothly, try using a lighter shade to blend the colours together 
or use the blend marker. Add a cooler and darker shade of green, such as olive, to the shadow 
areas and try using a contrasting colour such as red in the shadowed areas to create more 
depth. To create more visual interest, use pencil or dry pastel on top to add white or coloured 
highlights.

Digital Toolkit
A	step-by-step	process	for	quick	sketching	 
with markers.

Figure 6.31 Sketching with markers
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Paint

Gouache

Gouache is an opaque water-soluble paint, rather 
than being transparent like watercolour. Being 
opaque, gouache can 
hide any pencil marks 
underneath and is 
easy to work on top of 
with pencil or fine liner 
if required. It dries 
to a flat finish and 
is therefore easy to 
scan, unlike coloured 
pencil, which has a 
sheen that can be 
picked up during 
scanning. White is 
available in the colour 
range unlike many 
watercolour brands 
where the white of the 
paper is preserved.

Discover

Investigate the following via www.cambridge.edu.au/viscommweblinks:

Websites

•	Mark	Randall

•	Spencer	Nugent	(he	refers	to	himself	as:	
Designer – Coder – Illustrator). He also 
has a wonderful idea of a sketch a day

•	How	to	Render	(Quickly)	In	Photoshop®.

•	Marker	Rendering	Resources.

Books

Design Rendering Techniques by Dick Powell 
and Product Rendering with Markers by 
Mark Arends are great books on the subject

Figure 6.32 
Mixed at the right consistency, 
gouache will cover grey lead 
pencil

Figure 6.33 
Gouache: dilute with water or use as a creamy 
consistency with coloured pencil applied over 
the top when dry

Instruct

Hot Tip:

Use a china graph pencil, chalk pastels and/or correction fluid for highlights when rendering 
with markers.

http://www.cambridge.edu.au/viscommweblinks:
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Watercolour

Besides the allure of creating transparent layers of 
colour, watercolour paints can provide designers 
and illustrators with a quick and effective media 
for rendering and environmental illustrations. 

Figure 6.34 Watercolour illustration for a poetry 
book cover design, by Jessica Price

Figure 6.35 An illustration incorporating freehand 
drawn elements

Instruct
Choose appropriate watercolour paper for this 
task. When working with watercolour you 
generally work from light to dark, although there 
are always some exceptions. The example in 
Figure 6.36 was produced by dropping colour 
onto wet paper, which 
allowed the medium 
to have some freedom. 
The darker shades 
of yellow and green 
were then applied 
with more control 
to deliberately build 
up the shadowed 
areas. To create 

visual interest, a fine brush and thicker layer of 
watercolour were used to create fine work and 
detail.

Figure 6.36 Using watercolour

Watercolours can be applied directly to dry, pre-
soaked or wet paper for different results. Be sure to 
experiment.
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Charcoal, Pastels and Crayons

Charcoal

Often associated with life drawing, charcoal shouldn’t be left out 
of the design room. An excellent media for producing deep tones 
and realistic lighting techniques, it lends itself to a variety of 
paper surfaces and colours. Light areas in your drawing can be 
achieved by leaving areas of the paper untouched or removing 
charcoal with an eraser. Different rendering techniques and 
styles of illustration can be achieved with charcoal.

Discover

Oil and Acrylic Paints

Although oil and acrylic paints are traditionally found in 
your art studio classroom, never limit your imagination to 
the media and materials found in your design classroom 
or studio. Oil paints and acrylic paints achieve very 
different results and will enable you to take on different 
directions when creating an image. The resulting image 
could then be scanned and manipulated further in a 
software program like Photoshop®. After generating 
thumbnail sketches of an idea take your ideas to the art 
department and see if they can assist you with research 
and developing your ideas further using different media 
and materials.

Figure 6.37 Acrylic paint on calico

Figure 6.38 
The finer side of charcoal: this image was generated 
using a charcoal pencil with layers of tracing paper

Figure 6.39 
A charcoal drawing was one starting point 
for generating the image for this CD cover
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Oil Pastels and Water Soluble Crayons

Oil pastels are a dynamic medium to use, as their 
malleability changes with temperature. When cold, 
oil pastels are stiff and leave a definitive mark; 
when heated, they are soft, less predictable and 
colour intensive. Oil pastels can be difficult to blend 
because of their oily nature; however, they can be 
dissolved using a white spirit such as turpentine, 
which gives them a more painterly appearance.

Dry Pastels

Soft pastels are a medium widely used by 
illustrators and designers in renderings and visual 
communications. They are a versatile medium and 
can be applied directly or shaved into a powder and 
applied with a cotton swab. Although the names 
can be misleading, soft pastels are available in 
varying degrees of softness: hard, medium or soft.

Soft pastels contain more pigment and less 
binder. They allow the pastel to be applied quickly 
and can crumble or break easily. The harder ranges 
of soft pastels contain more binding gum and 
less pigment. This makes them better suited to 
preliminary sketch work and for finishing or highlight 
work. Hard pastels can be sharpened to a fine point 
and do not crumble or clog the tooth of the paper. 
Soft pastels generally come in three forms: round, 
square or wood-encased.

Collage
A collage is the creation of an image made from 
assembled materials glued together. Try more than 
just using paper by combining and arranging all 
sorts of objects and papers and adding illustrations. 
Keep in mind that if your work is to be scanned the 
materials will need to be flat. The images below 
show different approaches to including collage 
techniques in design practice.

Figure 6.41 is a collage of a cityscape created 
with layers of newspaper that were then painted. 
Buildings were drawn in ink on a variety of 
recycled paper that had been glued down onto 
the background. Finally, additional pen and colour 
pencil were added. This image was then scanned 
into Photoshop® where additional manipulation of 
the image was undertaken. The final image was 
used for a book cover. 

Figure 6.40 
Colour, tone and 
expressive lines 
using oil pastel

Figure 6.41 
Cityscape collage

Figure 6.42 
Collage applied to 
book cover
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Digital Toolkit

A Design  
Process

An analysis and  
collage activity.

Figure 6.43 A collage design in practice (© Copyright Luci Everett 2012)

Embark

It’s Not a Pencil

Look beyond black ink 
and white paper by 
using materials such as 
scraperboard.

This	black-and-white	
drawing was produced on 
scraperboard using a fine 
needle. Different hatching 
techniques were used to 
achieve the strong tonal 
highlights and shadows.

Figure 6.44 Example of a scraperboard drawing
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Digital Toolkit

The Recycle Project

A design project asking students to 
use recycled materials to create an 
advertisement for a recycled product.

Figure 6.45 It all came from the recycled box

Methods for Imagery
We live in a world saturated with visual media. As a 
designer you have access to an array of methods 
to produce visually exciting imagery. Drawing, 
painting, printmaking, photography, collage and 
3D processes are methods to investigate, explore 
and intermix. Developing different directions with 
these methods will allow you to create a diverse 
range of imagery to suit different design briefs. So 
far this chapter has reviewed different media and in 
doing so there have been discussions of materials 
and some methods. Digital methods, printmaking, 
photography and 3D processes need to be visited, 
reviewed and discussed. 

Digital Media Processes

Working with Digital Images

Digital technologies can adjust and enhance 
drawings and their capabilities are endless. Before 
commencing any work in this area ask yourself the 
following:

•	 What	do	I	want	to	do?

•	 Where	will	my	work	be	seen/used?	

•	 Will	my	work	be	viewed	on	the	screen	(web)?	

•	 Will	it	be	published	on	a	large	scale?	What	
about	resolution	and	image	size?

•	 Will	it	be	in	colour	or	black	and	white?	

•	 What	type	of	paper	will	it	be	printed	on?

•	 Do	I	require	a	specific	font?

These types of questions need to be answered 
so that you do not end up wasting time and feeling 
frustrated after making wrong choices with digital 
design directions.

Discover

View the State of Design Festival at www.
cambridge.edu.au/viscommweblinks.

http://www.cambridge.edu.au/viscommweblinks
http://www.cambridge.edu.au/viscommweblinks
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Digital Images: Vectors and 
Bitmaps

The two main types of images 
you will work with are vectors 
and bitmaps. Vector images are 
mathematically defined (there 
is a great scene in the movie 
Despicable Me that explains this) 
and are made up of curves and 
lines. Vector images are created in 
software programs like Illustrator 
and Corel Draw. These image 
types allow you to manipulate and 
move entire lines, shapes and 
curves to create your image. You 
can use these to create images like 
logos, symbols and some types of 
illustrations, as seen in Figure 6.46.

Bitmap or raster images are 
made up of small squares known 
as pixels. When working with 
bitmaps you edit your image 
pixel by pixel or in selected 
groups. Programs like Adobe® 
Photoshop® and Corel Paint work 
with pixel images.

Anti-Aliasing

Imagine taking a high-resolution image and 
scanning it into Photoshop®. If our scanning 
resolution is too low then our image will differ 
from the original and an alias is seen (hence the 
term aliasing). Anti-aliasing is the process of 
minimising the distortion that we see in an image 
that has a low resolution. Anti-aliasing is not only 

vectors
mathematically 

defined shapes and 
images made up of 

curves and lines. 
Commonly used in 
software programs 

like Corel Draw and 
Adobe® Illustrator®

bitmap (raster 
image)

a type of image 
file format used to 

store digital images. 
These are sometimes 

referred to as raster 
images.

anti-aliasing
refers to the process 

of minimising the 
distortion of an image 

when representing a 
high-resolution	image	

at a lower resolution

Figure 6.46 An illustration for a children’s book 
created in Illustrator® using vector 
graphic. If you were to zoom in on 
this picture while in Illustrator® you 
would not see pixels as you would in 
Photoshop®

Embark

Developing a Vector Image

Take one of your illustrations (preferably a 
line drawing) and scan it into a program like 
Illustrator®. Use auto trace to trace your image — 
this will be the beginning of your vector image. 
Spend time getting to know the pen tool and 
working with anchor points.

Figure 6.47 An example of a vector image
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used in computer graphics but is a technique or 
process used in many other applications like digital 
photography and digital audio. It is a technique that 
is helpful when applying text in bitmap programs 
like Photoshop®. See Figures 6.49 and 6.50.

Figure 6.51 is a before and after of anti-aliasing a 
letter. Take this textbook and hold it up as far away 
as possible from your eyes. Does the anti-aliased 
image	look	better?	Remember	though	that	anti-
aliasing does not actually smooth any of the pixel 
edges it merely fools the eye. It is a process to help 
make things look better.

Resolution and Image Size

Understanding what image size and image 
resolution are will assist you in being able to save 
and store the digital work you produce. When 
setting up a new document you make decisions 
about your document such as the page orientation 
of portrait or landscape. You also get to select the 
image size (for example A4) and the resolution. 
Image resolution is referred to in pixels per 
inch (ppi), which shows the number of pixels of 
information that are represented within an inch 
of the image area. The resolution you specify will 

Figure 6.48 An illustration that has been scanned into Photoshop® and is now known as a bitmap or raster 
image. If you were to zoom in on this image whilst in Photoshop® you would be able to see all of 
the pixels. Each of the three images here was created as a different image size. Image sizes are 
discussed further on in this chapter.

Figure 6.49 
Low-resolution image 
with no anti-aliasing 
applied

Figure 6.51 
Before (left) and after (right)

Figure 6.50 
Low-resolution image with an anti-
aliasing technique applied. This 
large scale simply looks blurred.

pixel
a single point 
in a raster or 
bitmap image

depend on the output of your work. If you are 
producing work that will go to print, say for 
a magazine, you will set your document or 
scanning resolution to at least 250–300ppi. 
Unless you are printing work to a very large 
scale, 300ppi images will be appropriate for 
this subject. An image scanned or generated at this 
resolution will allow you to enlarge it to three times 
the size without losing any definition.
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Instruct
Hot Tip: DPI

In our digital world, ppi and dpi are terms that are often confused but are quite different. In 
all cases unless you are talking about your printer you will use the term ppi (pixels per inch). 
Dpi refers to ‘dots per inch’ and this refers to the number of printed dots of ink per inch. When 
purchasing a printer you will often see the dpi number displayed on the packaging as part of 
the printer information or advertising. Obviously the higher number of dpi the better quality 
image the printer will produce.

High-resolution	images	are	not	always	required.	If	you	are	producing	images	for	the	
internet	a	resolution	of	72ppi	is	acceptable.	Although	these	low-resolution	images	will	not	be	
as useful for print options they have the advantage of being easy to email. So when creating 
and producing digital images you need to know what the output will be because if you set 
your document at a low resolution you cannot add extra pixels later. If you find yourself in this 
situation there could be a solution depending on the size of your image. You can increase your 
image resolution by adjusting the image size. For example, let’s say you have an A4 image at 
72ppi.	If	you	reduce	the	image	size	by	one-third	and	increase	the	resolution	size	by	one-third	
you will end up with a sharper quality image for print. But remember you need to keep the 
image at the smaller size for this to work.

Table 6.1 Estimated average size of storage for data

Name Abbreviation Size

kilobyte KB 1000 bytes

megabyte MB 1 000 000 bytes

gigabyte GB 1 000 000 000 bytes

terabyte TB 1 000 000 000 000 bytes

petabyte PB 1 000 000 000 000 000 bytes

What comes next? 
In the future look 
out for Exa, Zetta 
and Yotta.

How Big Is My File?

Computers, hard drives, USBs, CD-ROMs and 
even an iPhone have storage for data and this 
storage space is measured in bytes. Table 6.1 
explains this unit of measurement.

Digital Image File Types

Whether working with vector or raster images, you 
will need to be aware that you can set your files 
up and save them as different digital file types for 
different purposes. There are many digital file types 
and part of the reason is the need for compression. 
Image files can be quite large and larger file types 
mean slower downloads and the need for more 
disk space. Another reason for so many file types 
is that images differ in the number of colours they 
contain. If an image has few colours then you use 
an appropriate file type as a way of reducing file 
size. Compression is simply a way of cutting the 
size of your file. Compression systems can be 
lossy or lossless.

The terms lossy and lossless compression are 
easily explained. A lossless compression will not 
change the information being saved; instead a 
more efficient way to represent the image without 

lossy compression
a term used in information technology to describe the 
compression of data when saving. Lossy compression 

compresses data by removing some of it – such as 
storing colour information at a lower resolution

lossless compression
lossless compression contrasts to lossy compression 

in only allowing an approximation of the original data 
to be reconstructed and as a result provides better 

compression rates



 CHAPTER 6 Applying the Design Process 179

6

ISBN 978-1-107-68829-2 © Jacinta Patterson and Joanne Saville 2012 Cambridge University Press
Photocopying is restricted under law and this material must not be transferred to another party

making compromises is achieved. In contrast, 
lossy compressions accept some degradation in 
the image in order to achieve a smaller file size. 
For example, a lossy compression might store 
colour information at a lower resolution than the 
image itself.

The table below explains some of the file types 
you will come across.

Saving and Backing Up Your Work

It cannot be emphasised enough how important it 
is to regularly save your work. Files get corrupted, 
computers crash and as humans we make 
mistakes. As well as regularly saving your work 
make it your practice to create back up files too. 
Another idea is to save your work at different 
stages so that you can always go back to a 

Table 6.2 Common file types

Image Type Description Use

PSD and Ai High-quality file formats for Adobe® Photoshop® and 
Adobe® Illustrator®. The preferred working formats 
as you edit images in the software, because only the 
proprietary formats retain all the editing power of the 
programs. 

Image creation for web or print

Tip: save your end result as a standard TIFF or JPG, or 
you may not be able to view it in a few years when your 
software has changed.

TIFF 
(Tagged Image File 
Format)

Creates one of the largest files 

TIFF is the highest-quality image format for full-
colour photography. TIFF is used almost exclusively 
as a lossless image storage format that uses no 
compression at all.

Print

Tip: Do not use TIFF for web images as, firstly, they are 
quite large and, secondly, many web browsers will not 
display TIFFs.

JPEG 
(Joint Photographic 
Experts Group)

These are compressed, lossy file formats for raster 
data only. Jpeg files are often smaller – meaning that 
a certain amount of the image quality is lost during 
the saving process. 

Mostly for photo-type images on the web

Must be high quality if required for print

They are useful for high-quality images that need to be 
emailed or published electronically (web).

Tip: Be careful not to edit JPEG files if at all possible; 
instead go back to your original master file (for 
example, PSD if working in Photoshop®) for editing 
and then re-export as a new JPEG with your changes. 
JPEG compression always involves data loss and 
continuing to edit and save the same JPEG file means 
you will be working with less and less quality.

PDF 
(Portable 
Document Format)

These are highly compressed files that make it easier 
to email large files and link files to web pages. 

Print and web

Tip: Need to ensure images are suitably high-resolution 
and the fonts are embedded properly.

PNG 
(Portable Network 
Graphics)

Designed to be an alternative to GIF and offers a 
wider range of transparency options for RGB and 
greyscale modes.

Web images such as logos and diagrams where flat 
colour is used

GIF 
(Graphics 
Interchangeable 
Format)

A good option for flat graphics images such as the 
images you would create in vector drawing programs 
like Illustrator®.

Web images such as logos and diagrams where flat 
colour is used

BMP 
(Bitmap)

A format created by Microsoft . Web or print
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Embark

Imagery and Type

Create an illustration and scan into a software program like Adobe® Photoshop®. Add type 
and manipulate both to create a balanced composition.

previous idea. As well as saving your work on your 
computer, back it up by saving work to a second or 
third source such as:

•	 a	CD	or	DVD

•	 a	portable	hard	drive

•	 a	USB	memory	stick.

If you haven’t saved in three places – you haven’t 
saved!

Figure 6.52 Combining imagery and type

Instruct

When working on a large project make 
an extra copy of your file regularly as 
corruption can occur with your file. Use Save 
As	to	create	a	back-up	file	just	in	case.
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Printmaking
Printmaking is a method that can be used to further or produce a 
finished piece of visual communication. A print is an artwork created 
by printing ink onto a material, with each individual print known as an 
edition. Unlike drawing and painting, prints are created by an indirect-
transfer process rather than applying media directly onto a material. 
There are several different kinds of print making: monoprints, relief, 
intaglio, offset and silk-screen printing.

Monoprinting

Monoprinting means making a unique singular print. An image or 
design is painted onto a surface, such as plastic, glass or metal, then 
transferred to paper by rubbing or using a press. When the image is 
offset from the plate to the paper, the print achieves a unique quality 
that is totally unlike a painting made directly onto paper.

Relief Printing

Woodcuts, wood engraving and lino prints are examples of relief 
printing. In the relief-printing process, the wood block or lino tile is 
carved using appropriate tools. When the carving is complete the 
block is inked, with ink sitting on the raised surface only. The areas 
carved from the block will not show in the final printed image.

monoprinting
making a unique singular print. An image 
or design is painted onto a surface, such as 
plastic, glass or metal, then transferred to 
paper by rubbing or using a press

relief printing
in	the	relief-printing	process,	the	wood	block	
or lino tile is carved using appropriate tools. 
When the carving is complete the block is 
inked, with ink sitting on the raised surface 
only. The areas carved from the block will 
not show in the final printed image

Figure 6.53 The original pencil sketch  
and monoprint

Digital Toolkit

Monoprinting Patterns for Design 
Imagery

A task that requires students to create patterns using the 
combined methods of monoprinting and digital processes.

6

Figure 6.54 
An example of relief printing: a 
wood engraving
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Intaglio Printing

With intaglio printing, the image is printed from a 
recessed design in the surface of the printing plate. 

An etching is created by engraving or 
etching a design onto a metal plate. 
Ink is then pressed into the design, 
the surface wiped and ink remains 
in the recesses or engraved areas. 
The image is transferred to paper 
by placing damp paper onto the 
plate and running it through a press. 
Engravings, aquatints and mezzotints 
are also intaglio prints.

Silk-Screen Printing

Screen printing or silk-screen 
printing is a printmaking technique 
where the image is created from a 
stencil, allowing the printmaker to 
control where the ink prints. It involves 
using a woven mesh frame that 
supports an ink-blocking stencil. The 
stencil forms open areas of mesh. 

Figure 6.56 Screen print by Andy Warhol

Figure 6.55 An example of intaglio printing: an 
etching

intaglio printing
with an intaglio 
print, the image 
is printed from a 
recessed design 
in the surface of 

the printing plate. 
An example of this 
process is etching

screen printing
a printing 

technique that 
uses a woven mesh 

to	support	an	ink-
blocking stencil. 

The stencil creates 
open areas of mesh 

that allows ink 
to transfer when 
pressed through 
the mesh with a 

squeegee

When a roller or squeegee is dragged across the 
stencil, it forces ink past the mesh in the open 
areas, transferring a sharp-edged image onto 
paper. It is a popular technique in fine arts and in 
commercial printing, where it is commonly used 
to print images on T-shirts, hats, CDs, DVDs, 
ceramics, glass, polyethylene, polypropylene, 
paper, metals and wood.
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Photography
The emergence of digital technologies has 
revolutionised the practice of graphic design. A 
graphic designer or design house may outsource 
their photographic requirements (which can be 
quite expensive) or will use photographs and 
images from stock images (such as Shutterstock). 
When required a graphic designer can take 
their own photographs and even if it is not 
something they specialise in, the knowledge 
and understanding of photographic methods 
is invaluable. Photography is used to assist in 
recording imagery for research and inspiration, to 
assist in working out compositions, to photograph 
models for developmental folios, for advertising or 
presentation of ideas to clients. Photography can 
provide realistic images, or be used to provide an 
image that can be manipulated and used digitally.

Embark

Surface Design for Packaging

You are required to create an image that can be used across a family of package designs.  
Use monoprinting or relief printmaking processes to create your imagery.

Figure 6.57 Bloom Cosmetics Pty Ltd

Discover

Using Stock Images

At times graphic designers will source 
their photographic images from photo 
stock companies. These companies have 
a	huge	array	of	high-resolution	images	
that can be cheaper to use than employing 
a professional photographer. Spend 
some time looking around the following 
websites for stock images (go to www.
cambridge.edu.au/viscommweblinks).

•	 Istockphoto

•	Shutterstock

•	Stock.xchng	–	free	images	if	you	do	
not choose the ‘premium’ category.

We love the package design for this brown paper and printed imagery design by Bloom. 
The bright colour palette for the floral images and the selected typeface reflect the nature of 
the product and its handmade qualities.

http://www.cambridge.edu.au/viscommweblinks
http://www.cambridge.edu.au/viscommweblinks
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There are many types of cameras, each with 
their own specialised usage and functions. The 
most commonly used cameras are compact digital 
cameras and single lens reflex (SLR) cameras. 
If possible, use a digital camera with at least 6 
megapixel digital SLR with a 22–80mm zoom 
range and a viewfinder or viewing screen. A 
camera like this will allow you to shoot what you 
see and control where to focus the image and how 
to compose it. A digital camera with automatic 
features will calculate lighting, focal distance and 
aperture settings with nothing more required than 
pointing and clicking, for reasonable results.

When you are taking photos keep in mind the 
following:

•	 Add	drama	to	your	photo	by	incorporating	
dramatic diagonals. The diagonal angle will 
create tension within the standard rectangular 
format.

•	 Capture	long	lines	with	the	foreground	and	
background – a visual pathway for the viewer.

•	 Use	strong	light	and	shadow	–	early	morning	
and late afternoon will produce different 
shadows to the middle of the day.

Embark

Photographing Textures

Spend one hour walking around and collecting photographs of different textures. Aim to 
collect 30 different images.

Using a software program like Illustrator® type the word:

TEXTURE
Use your photographs to create type masks for each letter. Instructions for this technique 

are found in the Teacher Resource.

Include a title for your work and print it.

Figure 6.58 Using photographs to show texture

•	 Take	deliberately	symmetrical	and	
asymmetrical compositions.

•	 Use	abstraction	–	zoom	and	crop	to	change	
the composition, meaning or subject matter.

•	 Take	unusual	image	shapes.

•	 Use	varying	orientation	(portrait	or	landscape).

Planning Your Shoot

It is important to plan your photo shoot, whether 
it be considering simple elements like the weather 
and location potential or a more serious photo 
shoot that requires equipment. Taking photographs 
for research or inspiration may be as simple as 
setting aside some time in appropriate weather 
conditions. However, setting up a still life to 
photograph may require lighting, backdrops, 
props and planned camera angles, and research 
on photographic styles to be emulated. If you 
are including photography in your folio for this 
subject, you should show your planning, including 
brainstorms, equipment lists and concept sketches 
that show set up, camera angles and composition 
details.
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3D Process
At times you may want to incorporate three-
dimensional methods as part of your design 
process. Your brief may request a point-of-sale 
stand or an exhibition display, or perhaps you want 
to create a three-dimensional image that will be 
photographed and then applied to an advertising 
poster. There are different materials that you may 
wish to explore.

Paper and Card

Paper and card are accessible choices of materials 
that can be used to construct models, packages 
and create exhibition displays. Card is available 
in different weights and colours and items that 
can be found in your recycling box at home and 
school should not be overlooked. Not only might 
you find some interesting paper and card such as 
corrugated items, colour cards, different weights 
and textures but you are also working on your 
carbon footprint and the impact your design work 
has on the environment. Always use a sharp 
knife to cut your card and use appropriate glue or 
incorporate tabs to join pieces together. Scoring 
card with a knife will assist in creating folds or 
angles in your work.

Digital Toolkit

Photographing Type

Select a word and then find objects associated with it and photograph these to create 
the word.

Digital Toolkit

Digital Photo Manipulation

You are required to create a typographic 
self-portrait.	This	portrait	is	to	be	a	
combination of a photograph, your first 
initial and pattern or texture.

Figure 6.59 An example of a typographic portrait 
(© tin&ed 2011)
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Digital Toolkit
The	following	activities	involve	three-dimensional	processes.

Layers of Type
Creating a composition that is based upon  
abstract layers of type.

Paper Portraits

This task requires students to work with paper sculpting techniques.

Figure 6.60 Using layers 
(Paul Sonsie, Box Hill Tafe)

 (Paul Aykut, Box Hill Tafe) (Ashleigh Kourlis, Box Hill Tafe) 

Figure 6.61 Examples of paper sculpting
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Digital Toolkit

Movie Poster Remake

A task that explores movie poster designs 
and the wide variety and different 
interpretations of methods, materials and 
media used.

Digital Toolkit continued

Mounted Faux Animal Heads
A 3D task applied to advertising.

Figure 6.62 3D animal designs

(James Kher-Bek, Box Hill Tafe) (Tracey Goodman, Box Hill Tafe) (Adrian Gullo, Box Hill Tafe)

Figure 6.63 The Royal Tenenbaums poster
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Chapter Review

Summation

A picture tells a thousand words but it is not always in the form of a photograph. As a student of design 
you will be asked to respond to a brief and use a range of manual and/or digital methods, media and 
materials. You will apply and document design thinking techniques and evaluate the suitability of design 
ideas.

•	 Design	thinking	techniques	need	to	be	applied	and	documented	when	using	the	design	
process.

•	 Researching	and	analysing	information	once	collected	assists	in	generating	ideas.

•	 Freehand	visualisation	drawing	and	accompanied	annotations	are	used	to	generate	ideas	
and	help	convey	concepts.

For each of the questions below select the correct answer. 
Below are four images where different methods, media and materials have been used to generate imagery. 
For each image select the correct answer.

1	 What	method	has	been	used	
predominately?

a printmaking

b contrast

c watercolour paint

2	 What	material	has	been	used	
predominately?	

a collage

b paper

c colour

Multiple-Choice Questions
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Mini Task

White Paper Sculpture

Using white paper, scissors/knife, glue and tape 
you are required to create and generate imagery for 
the following six words:

1	 forest

2	 type

3	 hair

4	 explode

5	 weave

6	 ocean.

You need to use the design process to assist you 
in completing this task including:

•	 researching	images	associated	with	all	six	
words

•	 developing	ideas	including	paper	sculpting	
techniques	and	processes

•	 evaluating	your	ideas

•	 generating	concepts	and	showing	your	
teacher	or	classmates

•	 refining

•	 producing	final	resolutions	and	mount	work	
for	assessment,	as	seen	opposite.

Mounting work for assessment

Extension Task: Children’s 
Cookbook Recipes

Brief

You are required to design and illustrate an existing 
recipe that is suitable for children. Your recipe 
needs to include imagery that is not only appealing 
and eye catching for children but will also assist in 
explaining the recipe.

You will need to:

•	 select	an	appropriate	recipe

•	 compile	a	list	of	ingredients	and	prepare	
simple	steps	for	the	cooking	process

•	 investigate	ways	to	illustrate	the	cooking	
process

3	 What	media	has	been	used	predominately?

a marker

b line

c freehand drawing

4	 What	method	has	been	used	
predominately?

a texture

b pattern

c digital media
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CHAPTER REVIEW

•	 generate	ideas	for	imagery	including	
thinking	about	what	methods,	media	and	
materials	to	incorporate

•	 make	decisions	about	appropriate	use	of	
type

•	 decide	on	page	orientation	and	layout

•	 document	your	design	process	in	your	visual	
diary

•	 carefully	save	all	digital	design	work	
produced.

Assessment

•	 a	folio	that	demonstrates	the	design	process	
(developmental	work	including	all	research	
and	digital	media	explorations)

•	 A3	presentation	of	recipe.

Recipe card designed by Christina Inserra

Recipe card designed by Stephanie Plain

VCAA Assessment

Applying The Design Process

Outcome 3

On completion of this unit the student should be 
able to engage in stages of the design process to 
create a visual communication appropriate to a 
set brief.

(VCCA 2012)

Stamp Designs: Celebrating Our 
Australian Designers

Australia has wonderful designers that need to 
be celebrated! In recognition of our designers, 
Australia Post wants to produce a collection 
of postage stamps that celebrate the diversity 
and talent of our designers. You are required 
to select an Australian designer from the visual 
communication field of design. Design and produce 
a stamp that celebrates their work. Your stamp can 
be a portrait or include reproductions of selected 
parts of their work. You will need to research the 
methods and style of their work so that you can 
imitate/include/incorporate those into your own 
homage to the designer.

Examples of designers could be:

•	 Shaun	Tan

•	 Kat	Macleod

•	 Tin	or	Ed	(from	Tin&Ed)

•	 David	Pigeon

•	 Michaela	Webb	from	Studio	Round.

1	 Research	your	designer’s	body	of	work	
including:

•	 website	and	blogs	

•	 look	at	any	associations	that	they	may	
belong to 

•	 look	at	agents	that	they	are	represented	by

•	 you	may	wish	to	organise	an	interview
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•	 look	at	stamp	collections	for	layout	and	
design ideas (www.cambridge.edu.au/
viscommweblinks).

2	 From	your	research,	compile	a	list	of	
qualities	that	define	the	style	of	work	that	
they	produce.	Look	at	methods,	style	of	
illustration	colours	or	typefaces	used	and	
so	forth.	Generate	thumbnail	sketches	
and	brainstorm/mind	map	thoughts	and	
directions.	Make	decisions	about	what	
method(s)	you	wish	to	employ.

3	 Then	in	the	style	of	your	chosen	designer,	
create	an	image	for	a	postage	stamp.

You will:

•	 respond	to	the	brief	provided	
(approximately	100	words)

•	 analyse	and	implement	research

•	 use	manual	freehand	visualisation	
drawings	to	generate	ideas	and	develop	
concepts

•	 use	the	design	process	to	structure	your	
investigation

•	 use	a	range	of	manual	and	digital	methods	
for	creating	imagery	such	as	drawing,	
painting,	printing,	photography,	collage	
and	three-dimensional	processes

•	 use	the	design	elements	and	principles	to	
assist	in	generating	and	developing	ideas,	
and	making	and	applying	these	decisions	
in	the	final	solution.

Final Submission

•	 A3	mounted	stamp	with	imagery	that	
represents	your	chosen	designer

•	 folio	that	demonstrates	the	design	
process	using	manual	and/or	digital	
processes.

Stamp design, by Kady Smith, 
Box Hill Tafe

Stamp design, by Kady Smith, 
Box Hill Tafe

Stamp design, by Kady Smith, 
Box Hill Tafe

Stamp design, by Annie Sheng, 
Box Hill Tafe

Stamp design, by Annie Sheng, 
Box Hill Tafe

http://www.cambridge.edu.au/viscommweblinks
http://www.cambridge.edu.au/viscommweblinks



