Assymetry 
Deliberate imbalance to generate stress, energy or tension.

Balance
The arrangement of elements in a visual field that produces a sense of order and stability.

Brainstorm 
A creative session where team members discuss challenges, strategic direction and think together to build innovative and creative solutions.

Comp (Comprehensive layout) 
A layout or dummy that is carefully drawn or proofed to size showing all elements in correct size and position. Rendered to present a close appoximation of the finished printed piece.

Composition (Layout) 
The arrangement of elements in a visual field so as to please the eye to obtain an intended effect.

Contrast 
A relationship difference between two visual elements to generate emphasis, to distinguish and separate.

Dingbat 
An ornamental symbol or element used to attract attention.

Dummy
A prototype that shows how a three-dimensional object, such as a book or package, will look by using the proposed materials, but not necessarily showing all the graphics.

Dummy text 
“Nonsense”text, sometimes in Latin, used in a comp to represent areas of text. This is used so that the viewer can concentrate on the creative visuals rather than getting distracted by words and content.

Flush
Even, or aligned, on one edge. This term can be applied to the alignment of an element in design.

Folio 
A page number. Odd numbers are right-hand pages, even numbers are left-hand pages.

Format 
A design area of uninterrupted space defined by edges. Term used to describe the appearance and style of an illustration or page layout. For example, a horizontal format is one in which the width is greater than the height.

Grid
A planned architecture of space and elements on a page.

Grouping
A powerful design tool. A way of structuring information that appears in a visual field. Threading parts together in manageable units to create hierarchical relationships.

Hierarchy
Manipulating the viewer by emphasizing design elements and content in order of importance.

Icon 
An image; a representation. A simile or symbol. A picture on a screen that represents a specific command.

Line
A line is direction, it has no beginning and no ending.

Logo
A trademark or signature of a company or product.

Layout
A drawing, sketch or plan of a piece, page or advertisement showing all elements in position, a blueprint.

Illustration
An image that has been drawn or painted, as opposed to photographed.

Masthead
Usually refers to the title or name of piece that appears at the top of the page.

Mechanical 
The camera-ready assembly of typographic and illustrative elements and printers instructions ready to be reproduced for printing.

Mounting
A method of presenting visuals, or comps, using a board or paper as backing.

Packaging
A pack that is constructed and designed for an individual product.

Point
The intersection of two lines.

Portfolio
A case that contains samples of a designer's work.

Print
Any design project that will be printed on paper. Includes brochures, advertisements, direct mail, identity systems etc. Does not include multimedia or web projects.

Shape
Uniting lines to create a form that is two dimensional that possesses height and width. Three basic shapes: triangle, square, & circle.

Theory 
All other shapes are built from the three basic geometric shapes.

Space
Widely used term in graphic design. 1. The space the actual work of art occupies 2. negative space indicates the space around a positive shape. 3. illusion of space in a two dimensional field.

Spatiality
The way space is used in a composition.

Specs
Itemized list of specifications or detailed instructions for each part of a project. Can include color, size, typeface, paper, image size, etc.

Spread
A term that refers to two facing pages in a publication.

Storyboard
Used to show how a film sequence will look by using a series of illustrations rather like a comic strip.

Template
A page with preprinted images used as an aid for creating multiple pages having the same look.

Texture 
The tactile element suggesting or showing how something "feels". Two types of textures: "actual" texture of the material used, "simulated" texture is created by the artist using visual elements.

Thumbnails
Very rough, small and quick initial sketches. Used to work out an idea before execution.

Tone
The voice of the visual language that reveals the clients attitude towards the audience and the subject.
