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= WHAT MAKES A GREAT PUBLISHING DESIGNER? <

Designingbooks for schoolsisn'tjust about making pages

Fu> Il

Every great idea starts with a problem

o Sketch it out, scribble it down, draw your dream look nice —it'sabout making information clear, engaging,
© app or website — no idea is too big or too small! and easy to understand. Here are some key skills that help:
i/_,
Turn your idea into a plan \v ,;‘. 5 CRE NG
Think about how people will use it. What buttons : A PROB\_EM SO\-V
do they press? What colours will you choose? TTENT[ON TO
Make it fun and easy! X DEI‘AIL
ARE SKILLS
Test I TECH & SOFT™
. COMMUNICATION &
uild a prototype ‘ TEAMWO
% Create a rough version to see how it works. Ask RK CSrE Iy )

your friends to try it out. See what they love and ‘\

what needs fixing.
= HOW CAN YOU GET INTO PUBLISHING DESIGN? <

LAU”C“ IT" Study it: Graphic design courses at college or university

Turn your prototype into the real thing canhelp, buttheyrenot the only route. Some people start

Font Now it’s time to build the final product. With withapprenticeships orlearnon their own.
some tech magic, your idea becomes something
everyone can use!
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Build a portfolio: Redesign pages, make posters, or
| create digital projects —even small personal work can
You don't need to be a Coder to be a creator ; Stand Out Stay CU”OUS,fO”OW deSIgneI’S On“ne,WatCh
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Designers imagine, test, improve — and make awesome stuff tutorials,andkeep experimenting! AL MOREIN

LEARNING




