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1. What is Graphic Design? 
 

The word ôgraphicõ comes from Latin, dates back in time to when the first works of art were created, 

and means text, images and lines (Yerli, 2007). Graphic design is defined by Frascara (2014) as: 

The activity that organizes visual communication in society. It is concerned with the 

efficiency of communication, the technology used for its implementation, and the social 

impact it affects, in other words, with social responsibility. The need for communicative 

efficiency is a response to the main reason for the existence of any piece of graphic design: 

someone has something to communicate to someone else. This involves, to a greater or lesser 

extent, a perceptual and a behavioural concern [p.20]. 

Graphic design is considered as a means for communication (Barnard, 2013) and expressed in 

functions or the tasks that graphics perform. It includes various, prevalent and effective functions. 

People, who cannot speak or write in the same language, can communicate through graphic design, 

which in fact includes a common language. According to Artut (2002), graphic design is a visual 

communication art and expressing the objects in the reproduction of text, image, colour and 

figures. It is òthe business of making or choosing marks and arranging them on a surface to convey 

and ideaó (Hollis, 1994). A more detailed representation of graphic design and components can be 

seen in Figure 9.1. 

  

Figure 9.1. A diagrammatic representation of traditional domains from which graphic design 

emerged and an integrated model that links four key dimensions with the wider context 

(Harland, 2011) 
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Functions of Graphic Design 
Graphic design has social, economic and cultural functions as a whole. As an individual, there are 

three main functions of graphic design as declared by Hollis (1994): (i) identification; to say what 

something is or where it comes from; (ii) information and instruction; relationship of one thing to 

another in direction, position and scale; and (iii) presentation and promotion; catching a spectatorõs 

eye and making the message memorable.  

Over the years, it has been enhanced by the authors. In recent years, the functions of graphic design 

are defined as below: 

¶ Informative; epistemic function, pub-signs, shop-fronts, coats of arms, company logos and 

packaging. 

¶ Persuasive; rhetorical function, advertising, logo, etc. 

¶ Decorative, aesthetic function; aesthetic images.  

¶ Magical function; the least obvious function that attempts to analyse and explain two 

things.  

¶ Metalinguistic and phatic functions; comics, arrows, changes of viewpoints or of 

perspectives, etc. (Barnard, 2013) 

Components of Graphic Design 
An element in any graphic design work consists of parts which are studied separately. These are 

line, shape (form), colour, texture, tone, size and direction (Atalayer, 1994). 

1. Line  is a design element which is used to connect the points to form a curved or straight 

line. It does not have any volume or space; nor bring movement or dynamic to the design 

(MEB, 2007). It is a basic element to build a shape or construct a design. There are three 

types, namely; dotted line, solid line, and dashed-line. Sample works of art created by 

lines are: 

  

Figure 9.2.  
Sample work art created by lines.  

 
Accessible at 

http://designjane.com/dev/ds/wordpress/wp -
content/uploads/2013/10/Line -Styles01.jpg 

Figure 9.3.  
Sample work art created by lines.  

 
Accessible at 

http://2.bp.blogspot.com/_HysgxB -

7_qc/TJI4B4M2lUI/AAAAAAAACFc 
/RyrqH1TBveg/s1600/sinkhole3dsm.jpeg  

 

 

http://designjane.com/dev/ds/wordpress/wp-content/uploads/2013/10/Line-Styles01.jpg
http://designjane.com/dev/ds/wordpress/wp-content/uploads/2013/10/Line-Styles01.jpg
http://2.bp.blogspot.com/_HysgxB-7_qc/TJI4B4M2lUI/AAAAAAAACFc%20/RyrqH1TBveg/s1600/sinkhole3dsm.jpeg
http://2.bp.blogspot.com/_HysgxB-7_qc/TJI4B4M2lUI/AAAAAAAACFc%20/RyrqH1TBveg/s1600/sinkhole3dsm.jpeg
http://2.bp.blogspot.com/_HysgxB-7_qc/TJI4B4M2lUI/AAAAAAAACFc%20/RyrqH1TBveg/s1600/sinkhole3dsm.jpeg
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2. Shape (form) is everything having a height and width that can be measured. The best known 

shapes are the rectangle, circle, and triangle. It can be grouped into three; namely character, 

symbol and real shape (form) by its nature. 

3. Colour  acts as a supporting element in the design of an object. It has an important role in 

creating meaning and affecting the subconscious (Parsa & Parsa 2002:48; as cited in Uyan, 

2009). It acts as an identity, conveys a message or distinguishes the nature of visual forms 

clearly. In practice, colour is dealt under two groups. 

3.1. Additive colour / RGB colours  are generated by the beam, and are usually used on 

the lights, monitors, TVs, etc. 

3.2. Subtractive / CMYK colours  are generated through colour mixing processes such as 

ink or paint. They are usually used in the process of printing images onto the surface 

of solid materials such as paper, metal, cloth or plastic.  

Primary colours are yellow, red and blue; intermediate colours are orange, purple and green 

and formed as mixing of primary colours (OdabaĥĔ, 2006; Eiseman, 2013). The generally 

acknowledged meaning of colours is given in Figure 9.4.  

 

Figure 9.4. Meaning of Colours  
Retrieved from http://www.interiordesignipedia.com/color -meanings.html  

  

http://www.interiordesignipedia.com/color-meanings.html
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4. Texture is the surface appearance of an object. In practice, it is often known as a pattern of 

an objectsõ surface (e.g. carpet surfaces, clothing, bark, paint, canvas). Texture of an object 

may come from nature or may be formed by a designer artificially (OdabaĥĔ, 2006; 

Hashimoto, 2003). There are two types of texture: real texture and artificial/visual texture as 

defined by Öztuna (2007). If a texture is recognized by touching, then it is a real texture. If it 

is recognized by seeing, it is called as a visual or artificial texture. 

 

Figure 9.5. Texture  

Retrieved from http://fc07.deviantar t.net/fs70/i/2013/290/a/5/texture_218_by_couch_and_canvas-d6owhn6.jpg  

5. Tone is composed of main colours with transverse colours or grey mix. It is also known as 

light-dark tones of any colour. Hence, tone is related to lightness-darkness of surfaces. It can 

be used in surfaces or other design elements such as line (Öztuna, 2007). 

                           

Figure 9.6. Tones of Colours  

Retrieved from 

http://fe867b.medialib.glogster.com/media/c3/c394e8e3604786e7fc17b554fe326e5679b6461049ff02af96021d

59f8f44374/tone-grey-jpg.jpg & 

http://www.aberdeenquest.com/web/MultimediaFiles/COLOUR_TONE.JPG   

  

http://fc07.deviantart.net/fs70/i/2013/290/a/5/texture_218_by_couch_and_canvas-d6owhn6.jpg
http://fe867b.medialib.glogster.com/media/c3/c394e8e3604786e7fc17b554fe326e5679b6461049ff02af96021d59f8f44374/tone-grey-jpg.jpg
http://fe867b.medialib.glogster.com/media/c3/c394e8e3604786e7fc17b554fe326e5679b6461049ff02af96021d59f8f44374/tone-grey-jpg.jpg
http://www.aberdeenquest.com/web/MultimediaFiles/COLOUR_TONE.JPG
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6. Size expresses the dimensions of an object. It can be defined as the arithmetic relation within 

the whole itself or among its parts. The factors such as contrast, emphasis, distance, position, 

depth, etc. affect the perception of objects (Gürer & Gürer, 2004). For example, two lines 

having the same length can be perceived differently (e.g. horizontal line can be perceived 

longer than the vertical line) although they are same size as seen in figure below. 

 

Figure 9.7. Two lines perceived differently 

Retrieved from http://www.sciencekids.co.nz/images/pictures/illusions/verticalhorizontalillusion.jpg   

7. Direction  is the balance or structure of the objects. It can be affected by many factors such 

as structure used in objects, concept, figure or powerful or attractive lines, being at right or 

left side, etc. (Genç & Sipahioølu, 1990). An example can be seen in figure below. 

 

Figure 9.8. Importance of Direction 
Retrieved from http://aces.nmsu.edu/pubs/_c/C312/images/lines1_opt.jpeg   

  

http://www.sciencekids.co.nz/images/pictures/illusions/verticalhorizontalillusion.jpg
http://aces.nmsu.edu/pubs/_c/C312/images/lines1_opt.jpeg
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Principles of Graphic Design  
Principles of graphic design are used in organising elements in the visualization of thoughts, and 

they help composition for effective design (Öztuna, 2007; Engle, 2010). 

1. Balance means equal distribution of weight. 

 

 

 

Figure 9.9. Balance  
Retrieved from http://practicumjourney.files.wordpress.com/2011/03/asymmetric_psf1.png  

 2. Proximity  means creating relationship between elements by organizing or grouping them 

into together. 

  

Figure 9.10. Proximity  

 

  

http://practicumjourney.files.wordpress.com/2011/03/asymmetric_psf1.png
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3. Alignment  allows us to create order and organisation. Aligning elements allows them to 

create a visual connection with each other.  

  

Figure 9.11. Alignment  

4. Repetition  strengthens a design by tying individual elements together. It helps to create 

association and consistency. Repetition can create rhythm (a feeling of organized 

movement). 

 

 

Figure 9.12. Repetition  

Retrieved from http://phobos.ramapo.edu/~tfurman/wk1principal s/images/repetition.jpg  

http://phobos.ramapo.edu/~tfurman/wk1principals/images/repetition.jpg
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5. Contrast is the juxtaposition of opposing elements (opposite colours on the colour wheel, or 

value -- light/dark, or direction -- horizontal/vertical). Contrast allows us to emphasise or 

highlight key elements in your design.  

 

Figure 9.13. Contrast  

           Retrieved from http://maddisondesigns.com/wp -content/uploads/2009/03/5 -basic-principles-of-design.jpg  

2. Graphical Organisers 
 

Graphical organisers are visual and graphic displays depicting the relationships between facts, 

terms or ideas within a learning task. They help students to learn consolidating information into a 

meaningful whole (Fisher & Schumaker, 1995). They are also referred to as knowledge maps, 

concept maps, story maps, cognitive organizers, advance organizers, or concept diagrams. Concept 

map, webs, mind maps, compare-contrast matrix or Venn diagram, flowcharts or sequence charts, 

KWL, cause-effect diagram, main idea and details chart are among various types of graphic 

organisers.  

K-W-L+ or K -W-L-H method, one of the least known graphic organisers, is a group instruction 

activity developed by Ogle (1986). It serves as a model for active thinking during reading. It 

provides a framework for learning used across content areas to help students for becoming active 

constructors of meaning (Ogle, 1996).  

 

Figure 9.14. KWLH Method (Ogle, 1986)  

 

K
• Stands for helping students recall what they 

KNOW about the subject

W
• Stands for helping students determine what 

they WANT to learn.

L
• Stands for helping students identify what they 

LEARN as they read.

H
• Stands for HOW we can learn more (other 

sources where additional information on the 
topic can be found) 

http://maddisondesigns.com/wp-content/uploads/2009/03/5-basic-principles-of-design.jpg


12               

 ©2014 

 

 
Figure 9.15. Sample K-W-L-H Activity: Dinosaurs 

Retrieved from http://www.ncrel.org/sdrs/areas/issues/students/learning/lr1kwlh.htm   

3. Storyboarding 
 

Storyboards are visual organisers, typically a series of illustrations displayed in sequence for the 

purpose of pre visualizing a video, web-based training, or interactive media sequence (Truong, 

Hayes, & Abowd, 2006). Storyboards are also used to pre-visualize a website or an application, 

although, in that case, wireframes are typically used as part of an iterative design process. The first 

complete storyboards were created for the 1933 Disney short Three Little Pigs: The Story of Walt 

Disney, Henry Holt, 1956. 

A storyboard should convey the following information: 

ǒ What characters are in the frame, and how are they moving? 

ǒ What are the characters saying to each other, if anything? 

ǒ How much time has passed between the last frame of the storyboard and the current one? 

ǒ Where the ôcameraõ is in the scene? Close or far away? Is the camera moving? 

4. Conclusion 
 

Visuals are of key importance in e-learning. Moreover, there are numerous ways of presenting the 

content for the different purposes of learning. Particularly while using the presentation method, 

instructors should avoid using long sentences and prefer explaining the content by using visuals. 

There are many kinds of software which helps us to shape the information to be presented or 

delivered.  

What We Know 
More

• Dinasours are 
large.

• Dinasours are 
dead.

• They lived a 
long time ago.

• There is a 
movie about 
dinasours.

What We Want 
to Find Out

• How long ago 
did they live?

• Why did they 
die?

• How do we 
know what 
they looked 
like?

• Who are the 
people who 
study 
dinasours?

What We Learnt

• An archeologist 
has an exciting 
life.

• Dinasours eat 
plants, and 
some eat meat.

• Some dinasours 
were gigantic, 
but had small 
brains.

• Fossils uncover 
dinasour trails. 

How Can We 
Learn

• Research

• Museums

• Field Trips

• Archeological 
Digs

• Videos

• Internet Search

http://www.ncrel.org/sdrs/areas/issues/students/learning/lr1kwlh.htm
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