
L AYO U T
CONCEPTS

Basic



Grids are meant to be a starting point for designs, 
they are not a limitation. You are meant to break these invisible guides. 
Grids provide continuity and unity to a page. 

A left-hand reading page. Notice how the design broke out of the grid with 
the heading bleeding to the edge of the page. Notice also to attract attention the 
drop cap is a bold sans serif and the target hot spot has a background graphic 
highlighting the author’s name.



A left-hand reading page. Notice how the design broke out of the grid with 
the graphic and the illustration credit placed in the gutter. Notice also the two 
drop caps are distinct from each other to distinquish between two distinct 
articles.

Grids are the basis for consistent design.



01. Use contrasting typefaces and sizes.

02. Surround headlines with plenty of white space; 
  bleed headlines off edge of page.

04. Use multi-column grids; utilize unequal column widths.

06. Add generous white space to margins.

07. Add rule lines and borders; caution do not over-use this feature.

08. Use sidebars and pull-quotes to attract viewers’ eyes
  and break up lengthy body copy.

09. Utilize grouping strategies; organize the page.

10. Use exaggerated, decorative, or contrasting drop caps.
  Exaggerate leading, kerning, tracking for headlines and 
  introductory paragraphs.

11. Insert a controlling visual element. 

12. Use typographical designs for headings, subheads, sidebars.

14. Provide additional graphics; 
  utilize icons, graphics, interesting symbols.

11DESIGN 
STRATEGIES



01. Defi ne the Problem
  • know your (client’s) product
  • know your (client’s) target audience
  • know what your (client’s) competition is doing
  • defi ne the real issue at hand 
   (what your client wants is not the problem)

02. Research Options
  • collect ideas, solutions, examples, information 
  • keep a notebook of ideas on any outside interests 
   (acid jazz, Delta Blues, Beat poetry, political awareness, etc.)
  • utilize word searches from web pages / search engines
  • utilize cultural, historical references
  • utilize design periodicals, books
  • utilize ideas in design annuals / contests / books
  • reference books in library

03. Ideation (the process of forming ideas or images)
  • identify competition’s solutions to same issue
  • consider alternative concepts
  • do not judge your ideas, create ideas; brain storm
  • create numerous thumbnails and rough sketches
  • select the best possibility

STEP DESIGN

PROCESS

04. Refi nement
  • from your best possibilty develop:
   20+ type experiments
   20+ image experiments
   20+ color experiments
   20+ layout experiments
  • track / catalog ideas in your notebook
  • select the best variations

05. Production
  • scan images 300dpi or greater
  • utilize .eps fi les for graphics / logos
  • convert all colors to correct color system
  • run a proof for client / management to sign



MidtErm ReviEw
  Week 1:  Visual Hierarchy in Graphic Design

01. Motion formulas vary but often they are based on a basic letterform. 
The patterns developed are suggestive movements within a given ad, 
The target “hot spot” for viewers’ attention is the upper right hand corner.

02. Visual hierarchy is the arrangement of elements on a page layout from 
most importance to least importance. The placements of the elements tend to 
follow a pattern of motion. 

03. When creating any form of graphic materials, from business cards to 
billboards, quarter page ads to magazine covers, the designer needs to:
 • establish a sense of hierarchy with the elements of the page
 • establish a sense of internal motion between the hierarchy of elements

  Week 2:  Basic Layout Concepts & Typographical Hierarchy

01. Design is based on a set of rules and strict principles. When used 
properly these guidelines help control the viewer’s attention on your work.

02. Four Basic Design Principles: 
 Balance
 Contrast
 Value / Color
 Unity

03. Four Basic Design Elements: 
 Line: controls elements, organizes dimensions
 Texture: creates mood; physical paper/printed text
 Shape: creates motion, organizes elements
 Type: creates mood, displays shape, adds energy

04. Type Hierarchy Guidelines:
  • alignment places critical emphasis on a design or headline
  • bolder, larger text helps control viewer’s eye
  • individual letterforms can be generated at larger sizes
   or can be an unique font itself 
  • it is preferred for you to utilize recognizable fonts
  • aligned type creates a shape
  • text that is centered has a weak shape
  • uppercase letters are harder to read, slowing reading speed;
    never use capitals in long pieces of copy
  • experiment with kerning; kerned type has a more defi ned shape
  • control leading, tighter leading adds emphasis
  • DO NOT STACK TYPE
  • do not mix more than two or three typefaces together
  • use one typeface family in various weights
  • do not mix serifs with serifs; do not mix sans-serifs with sans-serifs

  Week 3: Basic Grid Theory

01. Grids establish unity and order to the layout of the page.

02. The anatomy of a grid consists of margins, fl owlines (guidelines), 
  markers, columns, modules (cells).

03. Four Basic Grids:
  manuscript (small ad / book): simplest form
  column (newspaper / magazine / brochure): most frequently used
  modular (various): complex projects that require strict uniformity
  hierarchical (web / corporate reports / package design) intuitive alignments

04. Grouping typographical elements establishes further order to a page.
  Groups should be associated with the grid pattern chosen.

05. In body copy, subheads establish visual interest & control hierarchy.

07. Page and ad type hierarchies are constructed in an inverted pyramid.



MidtErm ReviEw
  Week 4:  Basic Layout Concepts

01. Grids are meant to be a starting point for designs, 
they are not a limitation. You are meant to break these invisible guides. 

02. Eleven Design Strategies
 • Use contrasting typefaces and sizes.
 • Surround headlines with plenty of white space; 
  bleed headlines off edge of page.
 • Use multi-column grids; utilize unequal column widths.
 • Add generous white space to margins.
 • Add rule lines and borders; caution do not over-use this feature.
 • Use sidebars and pull-quotes to attract viewers’ eyes
  and break up lengthy body copy.
 • Utilize grouping strategies; organize the page.
 • Use exaggerated, decorative, or contrasting drop caps.
  Exaggerate leading, kerning, tracking for headlines and 
  introductory paragraphs.
 • Insert a controlling visual element. 
 • Use typographical designs for headings, subheads, sidebars.
 • Provide additional graphics; 
  utilize icons, graphics, interesting symbols.

03. Five Step Design Process:
 > Defi ne the Problem
  • know product, audience, competition, real issue
 > Research Options
  • collect ideas
  • utilize: word searches, cultural, / historical references, library
 > Ideation (the process of forming ideas or images)
  • identify competition’s solutions
  • consider alternative concepts
  • do not judge, create
  • create numerous thumbnails
  • select the best possibility
 > Refi ne Possibility
 > Production of Final Concept


