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Statement of the Problem: 
Design is a professional career but bias’s about the industry lead to lack of 
respect, process, and even payment delays after services. 

Freelance work is usually percieved as quick and free. While in reality, the  
full work of design involved includes hours of research, user-prototyping, 
content creation, and review that goes with the job.

Designers face a lot of problems in the field that could potentially be fixed 
if potential clients were educated more on the importance and need for 
graphic design within their company. 

How can designers and clients clear up common misconceptions  
about the design process? 

An Eye on Design feature about the 

HORRIFIC MISCONCEPTIONS  
of GRAPHIC DESIGN



Solution Statement:
Designers don’t just make things pretty like some clients may think. It’s a long process 
before we show them the first mockup. Designers have to show the full process of their 
work rather than just the end result. When working with clients it’s also good to give them 
and idea of what all we took into account for their company’s design. Working in the field 
I’ve come across people who’ve taken the term freelance almost literally. Some people do 
not think that designers need to be paid for their services when the idea for the logo was 
their own. Not to mention, every designer will here 

“We can’t pay you but think of the exposure” at least once in their lifetime.

Method for Solution:
By partnering with AIGA’S magazine Eye on Design. We’ll cover a multiple page spread 
in AIGA’S magazine about different misconceptions designers faced in the field and then 
have follow ups with an infographic and comparison design on what designers do and how 
their work holds up against someone who isn’t necessarily in the profession to educate 
the audience on how to utilize designers when starting their company, or continuing their 

What is the significance of the Design Solution? 
It will help piece together the day in the life of a designer and show how we go about 
design rather than the average person. I plan to create two comparisons in my seminar 
that show off a regular person’s ideas versus design ideas. Think about a paper fortune 
teller. It’s a simple design and everyone can make one. Essentially, that is was the problem 
is with design. “Just anyone can be a designer”. Which at some fundamental is true but 
professionals carry their weight in designs. If you saw a fortune teller that was white with 
pencil drawing on it versus one that was colorful, nicer quality paper, and hinted at a  
better design. Which one would you go for? It might just be me but I tend to go for the 
flashier item. Thanks to modern tech and social media, a human has a shorter attention 
span then a goldfish these days. Companies have about 10 seconds to draw someone in.  
If a product looks less put together and more thought out, it’s easier to achieve a 
 quality user experience. 

company, and managing their brand. If more information is requested, the audience can 
go to the AIGA Eye on Design magazine website and read more about the importance of 
graphic design and what designers are doing to stand out against the competition there. 
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Poster Wire-frames Poster Wire-frames
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Design Materials:
One infographic on the process of design, two comparison/contrast design projects, and 
typography posters based off of common misconceptions/grievances/quotes designers 
confront within the field. The items to complete this project require:

• White Paper (24 count)
• Printer
• Scissors
• Adobe Creative Cloud
• Mockup stock photo

Limitations: 
Time is a big limitation on this project. I have two weeks to complete these graphics and 
display. I will lose a lot of time between work and possible Jury Duty. I’ve started to work 
ahead to get things finished. I’ve gathered all the materials under a decent budget. Now 
I just have to finish accordingly. As long as I complete a design once every three days 
I should be set for the finale. I think the longest project to finish will most likely be the 
infographic. 

Another problem to think about is the physical aspect. I can’t display this in a normal 
classroom given that we’re in an online class, so my final display with all my elements 
will have to be mocked up together digitally in a 3D space.  I don’t want to make it look 
thrown together so I will have to make sure to pay close attention to depth and angles 
while mocking up a composition to make it look real. 

Who else could benefit from this project?
It’s a great educational tool not just for potential clients but for other designers current, or 
future. It will help them and teachers know what they’re going to have to deal with in the 
future. Some people in the field might 
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Specific Term Definitions: 
These are terms designers will run into or use during their projects:

Graphic Design: The process of visual communication and problem-solving through usage 
of logos, typography, photography, illustration, and videography. It is also used in context 
with user experience.

User Experience: The way a person engages with products, technology, applications, and 
events.

Freelance: working for different companies rather than being permanently employed by 
one corporation to make a living. Independent working agents.

Contract: A legal agreement that covers the tasks, deadlines, and payment for freelancers. 

Copyright: Legal means to protect an individual or corporate body of work. This protection 
means whatever the author/creator created cannot be used or published by anyone else 
without the consent of the author/designer.

Trademark: Like a copyright but protects recognizable signs, designs, and expressions that 
identifies a specific product.

Deadline: When projects are due for review by the client. Projects must be done to the 
agreed upon factors by then.

Drop Dead Date: The very last day designers can send projects out for review or for print 
before the deadline.

Appropriation: The action of taking something for one’s own personal use without the 
original producers’ permission.

Pre-press: A term in print marketing that relates to page layout, typesetting, and 
publication setup before final run-through. 

Payment in Exposure: Where a client will offer promotion or equal services of the artist 
instead of cash. Most common in the art, design, and music industry. Has positive and 
negative connotations within the design realm.

Brand Development: A manufactured 
look under a particular company. It consists 
of preset logo, colors, fonts, and textures 
to help identify product from a particular 
company.

UI: User Interface Design.

UX: User Experience Design.
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Brand Campaign Colors

CMYK: 03-07-04-00

RGB: 245-234-233

HEX: #f5eae9

CMYK: 00-48-21-12

RGB: 219-140-148

HEX: #db8c94

CMYK: 68-61-60-47

RGB: 65-65-65

HEX: #414141

CMYK: 53-07-72-02

RGB: 127-182-112

HEX: #7fb670

Brand Campaign Colors
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Fonts

Black Night - Accent Text

Avenir Black Header 30pt
Avenir Black Secondary Header 18pt
Avenir Book Body Text 18pt

Textures

EYE SEE YOU OOZE BRAIN DUST & SCRATCHESBuckley - Accent Text
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Look into the book of horrors!

Designers need to start out with content or at the very least a 
word count before starting design work.

Designers can not predict the future. In which we mean we can 
not design for space and layout when we don’t know how long 
the content is, how many images need to go into the design,  
and what the dimensions are. 

If the content is not finalized try and set up a word count limit. 
With word counts, designers can at the very least guestimate a 
layout with wireframes before recieving the final content to place 
into the design.

The Horrors

 – of –
Graphic 
Design
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Seeing the Future
Designers need to start out with content 
or at the very least a word count before 
starting design work.

Designers can not predict the future. 
In which we mean we can not design for 
space and layout when we don’t know 
how long the content is, how many 
images need to go into the design,  
and what the dimensions are. 

If the content is not finalized try and set 
up a word count limit. With word counts, 
designers can at the very least guestimate 
a layout with wireframes before recieving 
the final content to place into the design.

Making Logos Bigger
Very close to asking to make someone’s 
design “pop”. When designing a client 
will feel like the logo will need to be large 
and in charge within the design. 

This is a very common problem seen 
within the design community.

As designers, we’re more likely to put 
content first. While knowing the name  
of the company is important, it should 
not over shadow the product/solution 
the customer is selling. 

You don’t want to leave the audience 
clueless in what the company is selling.
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Guess Work
Clients a lot of the time do not know 
what they want. Designers can be asked 
to conjure up designs without directions. 
This can lead to multple revisions.

A way to fix this frequent problem is 
showing them a mood board before you 
start designing. By establishing a brand 
via references of what the client likes it 
makes it easier to design off of. 

To lead the innitial design it might  
help to ask questions like:

What are top 5 words to describe your 
company? What makes your product 
stand out?

Summoning Resolution
Most clients are not designers. You 
will get things sent through Word and 
PowerPoint. It’s our job to enlighten them 
that sending images through email is fine 
but to make sure they the original jpg, 
png, vector, etc. 

If images are sent through programs like 
the afforementioned word or powerpoint 
the software automatically compresses 
the file and resolution to low resolution. 
Which results on pixelated imagery when 
producing work for print.
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Death by Exposure
A lot of times clients will ask to pay by 
promise of “exposure” or oppurunities to 
build their portfolio. In other words they 
want the designer to essentially work for 
free. Big time companies like Pepsi and 
Sony have been guilty of this.

Designers have bills too. But clients can 
tend to forget to pay in timeley matter. 
Some clients are even known to delay 
payment by weeks or even months.

Designers have had to innitiate a kill fee 
in their contracts because of clients who 
tend to ghost them. 

Want to 
Learn More?
Visit AIGA
Today!

www.aiga.org
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