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This unit explores working in graphic design. You will be able to try working in traditional

studio graphics, computer graphics and photography. You will also find out about how a

professional graphic designer works.

You will learn:

•  how to use 2D media in graphic design

•  special techniques and processes

•  about tools, equipment and technology

•  ways of working safely

•  how a professional graphic designer works

•  appropriate technical terms.

This unit builds on what you have learned in Unit 2: Materials & techniques (Foundation).

This unit will be assessed through your portfolio work only. The grade awarded will be

your grade for the unit.
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In graphic design, media and materials can be used in many ways to create different effects

and results. You will need to try out a variety of:

•  traditional studio media and materials, such as paints, inks, brushes, pencils, marker

pens, technical pens, adhesives, paper

•  computer-aided media, such as software for word processing, drawing, desktop

publishing (DTP), painting or image editing

•  photographic materials, such as black and white films, colour films.

The types of media and materials you try out will depend on your interests and what is

available at your school or college.

You will need to learn how to use words and pictures together in a design and how to

communicate a design.
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You will need to explore the techniques and processes used in studios, including the use of

computers and photography.

Studio techniques include:

•  investigating letterforms

•  including lettering in ideas and visuals

•  producing sheets of ideas (roughs) or ‘thumbnail’ sketches

•  producing hand-drawn ‘visuals’ of graphic ideas.

Computer techniques include:

•  inputting images or text using a mouse, scanner or digital camera

•  editing, scaling and re-sizing images and text on screen

•  printing ideas and final visuals.
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Photographic techniques include:

•  loading and unloading a camera

•  taking pictures using natural and artificial light

•  using a tripod indoors and outdoors

•  selecting and cropping images for enlargement from negatives, ‘contact’ sheets or

‘proof’ prints.

You will be taught specialist techniques and processes for using different media and

materials.
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You will need to use specialist tools and equipment that are suitable for the materials and

techniques you are working with. These have been designed for specialist purposes and need

to be used correctly and carefully looked after.
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Working in studios can be dangerous. It is important that you work safely. You will need to

know:

•  how to avoid risks to yourself and others

•  how to hold your work firmly and safely when using hand tools or machine tools

•  how to use, handle and store sharp tools and dangerous materials

•  how and when to use protective clothing and safety equipment.
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You will need to find out about how a professional graphic designer works. You will need to

find out about:

•  what he or she makes

•  what studio space and equipment he or she has

•  which media, materials and techniques he or she uses

•  how the need to earn money will affect what he or she makes.
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You will need to use the correct technical terms when you are talking about your own

graphic design work and how a professional graphic designer works.
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You need to produce a portfolio of graphic design work. It must include:

• developmental ideas and at least two finished pieces of graphic design work from one project. This could be in any form, such as a sketchbook, studies or graphic design sheets

• records of your investigation into the work of a professional graphic designer.

Key Skills

As you work on this unit, you may be able to produce evidence for:

• Communication

• Information Technology

• Improving Own Learning and Performance

• Working with Others.

Pass

To achieve a pass your work must show:

Merit

To achieve a merit your work must show:

Distinction

To achieve a distinction your work must show:

• use of media, materials and techniques safely

• your ability to collect visual evidence of how your ideas

developed

• your ability to produce finished graphic design work

• use of correct technical terms to make clear and accurate

comments about the work of a designer:

− what he or she makes

− what facilities and equipment he or she has

− which media, materials and techniques he or she

uses.

• extra notes on your developmental work that explain

how your ideas and thoughts have changed

• finished graphic design work that shows:

− increasing skill in the use of graphic

− design techniques

− experimentation with media, materials

− and techniques

− individual development

• a description of how the need to earn will affect what a

professional designer makes.

.

• your ability to organise your developmental work well

and experiment successfully with unusual combinations

of materials and media

• your ability to produce good quality finished graphic

design work

• full and clear account of what a professional designer

produces.
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This unit provides students with the opportunity to work in any area of graphic design, such

as graphics, photography, animation and multimedia.

This optional unit is one of a series of similar specialist units that have been designed to:

•  provide students with the opportunity to extend their use of visual language developed in

Unit 1: Visual language (Foundation) into a graphic design context

•  enable students to extend their experience of working with materials, techniques and

technology beyond the opportunities provided by Unit 2: Materials & techniques

(Foundation)

•  give students an opportunity to investigate how professional designers work.

Students should be encouraged to investigate the creative use of media and materials within

a graphic design context. The range of media, materials, techniques and technology that

students explore should enable them to investigate an area of personal preference, while

building on skills and experiences from Unit 1: Visual language (Foundation) and Unit 2:

Materials & techniques (Foundation). The breadth of experience will depend on centre

resources.

Group or team activities would benefit many students at this level. Opportunities for group

work include:

•  discussing and agreeing a common starting point/problem and possible options for

individual investigation. Each member could try different approaches or working

methods, then meet to share results

•  planning and managing a visit from a local professional designer, and identifying

questions to ask.

Students should be taught:

•  to respect tools and about the function they have been designed to perform

•  how to use and look after specialist tools and equipment correctly. Students should be

encouraged to regard working safely as an essential part of the creative process

•  the specialist techniques and processes required for the different graphic design areas.

They should be encouraged to use techniques and processes appropriately and to

combine and mix materials, techniques and technology wherever possible.

Students will need support at this stage of their learning. They should be encouraged to keep

all evidence of their work. They can use sketchbooks to make records of, for example, their

ideas, what they did, what the results were and how their skills could be improved.

Discussing work-in-progress with peers and tutors is a good way of developing students’ use

of the language of graphic design.

Investigating professional work will allow students to gain some understanding of how

professionals work in a design context and may help them decide what they want to do at the

end of the course. If possible they could do this through work experience or visiting

practitioners. The focus of investigation should be on what professionals do and how they do

it, rather than how their business operates. The professional designer may be a local

practitioner or a well-known individual, depending on access and resources.
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This unit is assessed through work in students’ portfolios. There are two strands of

assessment for this unit:

•  the skills and competence needed to work successfully with visual language, media,

materials, techniques and technology

•  an awareness of how professionals work.

Some evidence may come from work being carried out for other units. Where group work is

undertaken it is important to ensure that each individual’s contribution is sufficient and can

be authenticated.

Students who achieve the outcomes required in the assessment evidence will pass the unit.

They may be awarded a merit or distinction grade if the nature and quality of their work

meets the criteria listed.

When grading student evidence you should consider the following general qualities that

distinguish between the three grades:

•  increasing depth and breadth of understanding

•  increasing coherence, comparison and drawing valid conclusions

•  increasing independence and originality.

oÉëçìêÅÉë

The following equipment is recommended for graphic design:

•  traditional studio graphics – scissors, knives, metal straight edges, cutting mats, scalpels,

technical drawing equipment and parallel motion drawing boards

•  computer graphics – computers, printers, a range of software (for example for word

processing, drawing, desktop publishing, painting or image editing) and image capture

devices (for example scanners or digital cameras)

•  photography – simple cameras (for example 35mm compact, zoom compact, APS or

basic 35mm SLR) and simple lighting (for example moveable desk lamps, halogen bulbs

and electronic flash units).
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This guidance highlights the most relevant Key Skills opportunities in this unit. It contains

suggestions only. You will need to check that students have produced all the evidence

required to meet part A and part B of the Key Skills specifications. Students may need to

develop additional evidence elsewhere to meet fully the requirements of the Key Skills

specifications.

Guidance is referenced in two ways:

K – keys to attainment

These are Key Skills or aspects of Key Skills which students should achieve as they meet the

vocational requirements of the units. Only part B of the Key Skill is highlighted – you will

need to check that students achieve part A.

S – signposting

These are opportunities that can be incorporated naturally into the learning programme.
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COMMUNICATION, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  visiting a

professional

practitioner and

taking part in group

or one-to-one

discussions

C1.1 Take part in a one-to-one discussion and a

group discussion about different,

straightforward subjects.

S

•  researching the

specialist area,

finding out about

the work of a

professional

practitioner

C1.2 Read and obtain information form two different

types of documents about straight forward

subjects, including at least one image.

S

•  writing about the

work of a

practitioner

C1.3 Write two different types of documents about

straightforward subjects. Include at least one

image in one of the documents.

S

INFORMATION TECHNOLOGY, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  finding out about a

specialism using

ICT

IT1.1 Find, explore and develop information for two

different purposes.

S

•  recording a

conversation with a

practitioner

•  presenting

information about a

visit to a

craftsperson

•  producing artwork

using IT equipment

•  presenting artwork

using IT

IT1.2 Present information for two different purposes.

Your work must include at least one example of

text, one example of images and one example of

numbers.

S

IMPROVING OWN LEARNING AND PERFORMANCE, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  discussing their

progress in the

specialism with

centre staff or a

practitioner

LP1.3 Review your achievements and progress in

meeting targets, with help from an appropriate

person.

S
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WORKING WITH OTHERS, LEVEL 1 Key Skills

Reference

When students are: They should be able to develop the following Key

Skills evidence:

•  discussing and

agreeing a common

starting

point/problem and

possible options for

individual

investigation

WO1.1 Plan with other(s) what needs to be done to

achieve given objectives, and confirm your

understanding of responsibilities and working

arrangements.

S

•  planning and

managing a visit

from a local

professional

practitioner, and

identifying

questions to ask

WO1.2 Work with other(s) towards achieving the given

objectives, carrying out tasks to meet your

responsibilities.

S

•  discussing better

ways of organising

a visit to a

practitioner

WO1.3 Identify progress and ways of improving work

with others to help achieve the given objectives.

S
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