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Course Overview 

Welcome to Broadcast Design 
(Practical) 

In this block, you are going to study about the Design of Broadcast 

Design. Before setting your hands into the practical, you have to 

learn about the theoretical aspects of Visual Images. There are 

some common ingredients of a successful broadcast design. 

Storyboarding, title/credit making, and stop motion animation are 

the vital elements for a successful broadcast design. 

 

Working with Visual Images  

This course is intended for people who want play with visual 

Images. A novelist can express his or her thought using language. 

A page designer also expresses his thought or a certain intention 

with elements of design and does it effectively along with the 

design principles. If a designer wants to say something through the 

creativity of design, then he/she must use the elements (line, 

color, etc) as a communication tool.   

Dr Story Boarding  

This course is intended for people who want to create a perfect 

drawing. A good storyboard allows you to explain your crew about 

what are you planning to achieve. It saves you from trying to 

convey what you want with wordy explanations and frustrated 

hand gestures.  
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Titles & Credit making  

This course is intended for people who want to do Title & Credit 

Making. The textual content in films are generally includes film 

title, tagline, credit block, and names of leading characters. Title 

design plays an important role in suggesting the theme of the film. 

Due to advancement in the technology and other influential 

factors, title design has seen gradual changes in terms of form, 

style, texture, colour, composition, perspective and typeface.   

 

Stop Motion Animation   

This course is intended for people who want to become an 

Animator. Stop Motion Animation is a technique used in 

animation to look at static object as a moving animation on a 

screen. This is done by moving the object in increments while 

filming a frame per increment. When all the frames are played in 

sequence it shows movement. Clay figures, puppets and 

miniatures are often used in stop motion animation as they can be 

handled and repositioned easily. 

 

This video will provide a brief overview of this course.  

Topic YouTube link QR 

Code 

Video 1-Character LIP 

SYNCHRONIZATION 
https://youtu.be/FTbIhatcq

VY   

 

 

 

 

 

 

https://youtu.be/FTbIhatcqVY
https://youtu.be/FTbIhatcqVY
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Course outcomes 

Upon completion of preproduction you will be able to: 

 

Outcomes 

¶ Learn about various design elements 

¶ Balance all the design principles  

¶ Work interactively, co-operatively and collaboratively to plan 

and create a storyboard 

¶ Analyse the adaptation and evolution of the title making 

¶ Understand the use of fonts, image resolution, colour in 

titles making 

¶ Learn about the basics of Stop motion animation 

 

Timeframe 

 

How long? 

This course ǿƛƭƭ ōŜ ŎƻƳǇƭŜǘŜŘ ǿƛǘƘƛƴ ά4έ Ŏƭŀǎǎes. 

¢Ƙƛǎ ŎƻǳǊǎŜ ƛǎ ƻŦ ά1έ ŎǊŜŘƛǘΦ 

8 hours of study time is required for this unit. 

 

 

Study skills 

 

This is a combination of theory and practical. 

Hence, you should have access to a personal computer or personal 
laptop for better understanding of this unit. 

Each and every option is explained step by step in the course 
material.  

Apart from this course material, the learner needs to adopt the 
tendency of learning from multiple sources i.e.; 

Internet tutorials 

Video tutorials on YouTube 
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Collaboration with people working in the industry etc. 

Only classroom study will not make you a professional. You have 
to be active to grab the opportunity of learning wherever you get 
a chance. 

 

Need help? 

 

Help 

In case you need any help, you can browse the internet sites such as 
youtube.com for video tutorials about the subject. 

 

 

 

Assignments 

 

Assignments 

There will be some assignments at the end of each unit. 

These assignments are mostly practical based and should be submitted 
in CDs or DVDs. Theoretical assignments are to be submitted written on 
A4-size sheets. 

All assignments will be submitted to respective study centres of the 
Odisha State Open University or as directed by the co-ordinator. 

All assignments should be unit wise on separate CD/DVDs clearly 
mentioning course title and unit on the top. Theoretical assignment will 
be neatly filed or spiral bind with cover mentioning necessary 
information of course, student detain on top. 

Assessments 

 

Assessments 

¢ƘŜǊŜ ǿƛƭƭ ōŜ άмέ ŀǎǎŜǎǎƳŜƴǘ ŦƻǊ ŜŀŎƘ ǳƴƛǘΦ 

All practical assessments will be submitted to the OSOU. 

Assessment will take place once at the end of each unit. 

Learner will be allowed to complete the assessment within stipulated 
time frame given by the university. 
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Video Resources 

This study material comes with additional online resources in the form of 

videos.  As videos puts in human element to e-learning at the same time 

demonstrating the concepts visually also improves the overall learning 

experience. 

You can download any QR code reader from Google Play to view the 

videos embedded in the course or type the URL on a web browser.  

 

 

Reading 
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Getting around this course material 

Margin icons 

While working through this course material, you will notice the frequent 
use of margin icons. These iŎƻƴǎ ǎŜǊǾŜ ǘƻ άǎƛƎƴǇƻǎǘέ ŀ ǇŀǊǘƛŎǳƭŀǊ ǇƛŜŎŜ ƻŦ 
text, a new task or change in activity; they have been included to help 
you find your way around this course material. 

A complete icon set is shown below. We suggest that you familiarize 
yourself with the icons and their meaning before starting your study. 

 

 
 

 

 

Activity Assessment Assignment Case study 

    

Discussion Group activity Help Note it! 

   

 

Outcomes Reading Reflection Study skills 

 
   

Summary Terminology Time Tip 
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Unit-1 

Working with Visual Images  

Introduction 

The design elements and principles described here can be an 

analyzing frame for a design. They can inform us where to begin, 

what to probe and how to analyze.  

This information can also give an expressing tool to the designer. A 

novelist can express his or her thought using language. A page 

designer also expresses his thought or a certain intention with 

elements of design and does it effectively along with the design 

principles. If a designer wants to say something through the 

creativity of design, then he/she must use the elements (line, 

color, etc) as a communication tool. So it is very important to 

know the kinds and meanings of the design elements and 

principles.   

 

Outcomes 

 

Upon completion of this unit you will be able to: 

 

Outcomes 

¶ Understand the importance of design while working with 

image design 

¶ Learn about various design elements 

¶ Balance all the design principles  

¶ Know the designs basics  

Understand the importance of visuals  
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Terminology 

 

 

Terminology 

Movement: Movement is a visual image occurs when 

objects seem to be moving in a visual image. 

Rhythm: Rhythm is the repetition of visual movement 

of the elements-colours, shapes, lines, values, 

forms, spaces and textures. 

Variety: Variety consists of the differences in objects 

that add interest to a visual image. 

Shape: A shape is formed when a line encloses an 
area. 

 Values: Value is the relative degree of lightness and 

darkness in a design element. 

Design Elements 

The elements are components or parts which can be isolated and 

defined in any visual design or work of art. They are the structure 

of the work and can carry a wide variety of messages. The details 

Ƴŀȅ ōŜ ŘƛŦŦŜǊŜƴǘƛŀǘŜŘ ōȅ ǊŜǎŜŀǊŎƘŜǊǎΣ ōǳǘ ǿŜ ǿƛƭƭ ǎǘǳŘȅ ΨǇƻƛƴǘ ƻǊ 

ƳŀǊƪΩΣ ΨƭƛƴŜΩΣ ΨǎƘŀǇŜΩΣ ΨŦƻǊƳǎΩΣ ΨǎǇŀŎŜΩΣ ΨŎƻƭƻǊΩΣ ŀƴŘ ΨǘŜȄǘǳǊŜΩ ƛƴ ǘƘƛǎ 

section. 

Point or Mark 

A point or mark is the smallest and most basic element. Often it is 

the personal 'handwriting' of the artist that can be natural or 

learned. It can vary in size, value, regularity or irregularity and can 

be used alone or as a unit in a group which forms a line or shape in 

the image. Marks can be used to form a value or pattern (placed 

close together forms a darker value, further apart forms a lighter 

value) or to delineate space (largermeans closer, etc.). A good 

example of the use of marks is the ink drawings of Van Gogh. The 

Impressionist painters used what could be called Patches and the 

Pointillists, such as Seurat used the dot. 
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Even though there is only one point or mark on a white blank 

page, it can catch our sight. If there are two points, we will make a 

connection and see a line. If there are three points, it is 

unavoidable to interpret them as a triangle as the mind explains 

the connections. These are called as Grouping or Gestalt. Gestalt is 

the fundamental tool, a designer or artist uses to build a coherent 

composition. 

Line 

A line is a form with width and length, but no depth. Artists use 

lines to create edges, the outlines of objects. A line is created by 

the movement of the artist's pen. 

The direction of a line can convey mood. Horizontal lines are calm 

and quiet, vertical lines suggest more of a potential for movement, 

while diagonal lines strongly suggests movement and give more of 

a vitality feeling to a picture. 

Shape 

Shape is an area that is contained within implied line or is seen 

and identified because of change in colour or value. Shapes have 

two dimensions that are length and width. It can be geometric or 

free-form. Design in painting is basically the planned arrangement 

of shapes in a work of art. In a picture, the shapes that the artist 

has placed are considered to be the positive shapes. The spaces 

around the shapes are the negative spaces. It is just as important 

to consider the negative space in a picture as the positive shapes. 

Forms 

Form describes volume and mass or three dimensional aspect of 

objects that take up space. (Shape is two-dimensional). Forms can 

be viewed from any angles and we should observe it from 

different angles inorder analyse its actual structure.. When you 

hold a baseball, shoe or small sculpture, you are aware of their 

curves, angles, indentations, extensions and edges - their forms. 

Space 

Actual space is three-dimensional volume that can be empty or 
filled with objects. It has width, height and depth. Space that 
appears three-dimensional in a two-dimensional painting is an 
illusion that creates a feeling of actual depth. Various techniques 
can be used to show such visual depth or space  
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Colour 

Colour has three properties. The first is hue, which is the name of 

the colours. The primary hues are yellow, red and blue. Secondary 

colours are made by mixing two primaries. Intermediate colours 

are mixtures of a primary and adjacent secondary colour. 

The second property of colour is value, which refers to the 

lightness or darkness of hue. The third property of colour is 

intensity, which refers to the purity of the hue (also called 

"Chroma"). 

Texture 

Texture refers to the surface quality, both simulated and actual 

artwork. Techniques used in painting serve to show texture, i.e. 

the dry brush technique produces a rough simulated quality and 

heavy application of pigment with brush or other implement 

produces a rough actual quality. 

Design Principles 

Balance 

Balance is a psychological sense of equilibrium. As a design 

principle, balance places the parts of a visual in an aesthetically 

pleasing arrangement. In visual images, balance is formal when 

both sides are symmetrical in terms of arrangement. Balance is 

informal when sides are not exactly symmetrical, but the resulting 

image is still balanced. Informal balance is more dynamic than 

formal balance and normally keeps the learner's attention focused 

on the visual message.  

 

Title- Balance-  
Source- pixabay.com 
Link-https://www.pexels.com/photo/balance-macro-ocean-pebbles-235990/ 

https://www.pexels.com/photo/balance-macro-ocean-pebbles-235990/
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There are three main types of balance,  

¶ Horizontal balance,  

¶ Vertical balance,  

¶ Radial balance. 

Proportion 

Proportion refers to the relative size and scale of the various 

elements in a design. The issue is the relationship between objects 

or parts of a whole. This means that, it is necessary to discuss 

proportion in terms of the context or standard used to determine 

proportions. 

Perspective 

Perspective is created through the arrangement of objects in two-

dimensional space to look like they appear in real life. Perspective 

is a learned meaning of the relationship between different objects 

seen in space.Is the dark rectangle in front of a circle or beside a 

semi-circle?  

Title- Perspective 
Source- pixabay.com 
Link-https://www.pexels.com/photo/bridge-clouds-cloudy-dark-clouds-
556416/ 

 

Perspective adds realism to a visual image. The size of a rectangle 
ǿƛƭƭ ōŜ ŎƻƴǎƛŘŜǊŜŘ ǎƳŀƭƭ ǳƴǘƛƭ ŀƴƻǘƘŜǊ ǊŜŦŜǊŜƴŎŜ ƻōƧŜŎǘΩǎ ǎƛȊŜ ƛǎ 
compared such as the size of a desk or the size of a building. 
Perspective can be used to draw the audience into a visual. 
Perception can be achieved through the use of relative sizes of 
objects, overlapping objects and blurring or sharpening objects.  

https://www.pexels.com/photo/bridge-clouds-cloudy-dark-clouds-556416/
https://www.pexels.com/photo/bridge-clouds-cloudy-dark-clouds-556416/
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Emphasis 

Emphasis is used by artists to create dominance and focus in their 

work. Artists can emphasize colour, value, shapes or other art 

elements to achieve dominance. Various kinds of contrast can be 

used to emphasize a centre of interest. Emphasis can also be 

achieved by isolation and / or placement. 

Movement 

The way the artist leads the eye in, around and through a 

composition. The path the eye follows. Motion or movement in a 

visual image occurs when objects seem to be moving in a visual 

image. Movement in a visual image comes from the kinds of 

shapes, forms, lines and curves that are used. Diagonal lines tend 

to create the illusion of movement or motion. Similar shapes 

connected with each other or overlapping each other can imply 

movement or restlessness. 

 

 

Title- Movement 
Attribution - Scott Webb 
Source- pixabay.com 
Link-https://www.pexels.com/photo/bench-light-city-road-136739/ 
 

https://www.pexels.com/photo/bench-light-city-road-136739/
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Title- Movement 

Attribution - Tanino 

Link-https://www.pexels.com/photo/blur-color-exercise-fidget-spinner-

448539/ 

 

Pattern 

Pattern uses the art elements in planned or random repetition to 

enhance surfaces, paintings or sculptures. Patterns often occur in 

nature, and artists use similar repeated motifs to create pattern in 

their work. Pattern increases visual excitement by enriching 

surface interest. 

Repetition 

Repetition works with pattern to make the artwork seem active. 

The repetition of elements of design creates unity within the 

artwork. 

Rhythm 

Rhythm is the repetition of visual movement of the elements-

colours, shapes, lines, values, forms, spaces and textures. Variety 

is essential to keep rhythms exciting, active and to avoid 

monotony. Movement and rhythm work together to create the 

visual equivalent of a musical beat. 

 

 

https://www.pexels.com/photo/blur-color-exercise-fidget-spinner-448539/
https://www.pexels.com/photo/blur-color-exercise-fidget-spinner-448539/
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Variety 

Variety provides contrast to harmony and unity. Variety consists of 

the differences in objects that add interest to a visual image. 

Variety can be achieved by using opposites or strong contrasts. 

Changing the size, point of view and angle of a single object, it can 

add variety and interest to a visual image. Breaking a repeating 

pattern can enliven a visual image. 

Harmony 

Harmony in visual design means all parts of the visual image relate 

to and complement each other. Harmony pulls the pieces of a 

visual image together. Harmony can be achieved through 

repetition and rhythm. Repetition reemphasizes visual units, 

connecting parts and creating an area of attention. Rhythm is the 

flow depicted in a visual. Rhythm helps direct eye movement. 

Patterns or shapes can help achieve harmony. By repeating 

patterns in an interesting arrangement, the overall visual image 

comes together. 

Unity 

Unity means the harmony of the whole composition. The parts of 

a composition made to work together as a total visual 

theme.Unity is the relationship among the elements of a visual, 

which helps all the elements function together. Unity helps in 

organizing a visual image, facilitating interpretation and 

understanding. Unity gives a sense of oneness to a visual image. 

We can also explain that, the words and the images work together 

to create a meaning. 

Unity can be achieved through  

¶ Use of similar shapes. 

¶ Use of a common pattern. 

¶ Use of space. 

Summary 

Elements of design described here are point, line, shape, form, 

space, colour and texture. Design principles include the balance, 

proportion, perspective, emphasis, movement, pattern, repetition, 

rhythm, variety, harmony and unity. These elements and 
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principles can be the basic knowledge andanalytical framework for 

a designer.  

 

Examples of design 

Design Elements 

 

Line 

 

 

 

 

 

 

 

Title-Line 
Attribution - ben neale 
Link-https://www.pexels.com/photo/apartment-architecture-building-
contemporary-380330/ 

 

Horizontal lines are calm and quiet 

 

Title-VerticalLine 
Source-pixabay.com 
Link-https://www.pexels.com/photo/background-board-carpentry-
construction-207253/ 

 

 

https://www.pexels.com/photo/apartment-architecture-building-contemporary-380330/
https://www.pexels.com/photo/apartment-architecture-building-contemporary-380330/
https://www.pexels.com/photo/background-board-carpentry-construction-207253/
https://www.pexels.com/photo/background-board-carpentry-construction-207253/
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Vertical lines suggest more of a potential for movement. 

Diagonal lines strongly suggest movement and give more of a 

feeling of vitality to a picture. 

 

Title-DiagonalLine 
Source-pixabay.com 
Link-https://www.pexels.com/photo/abstract-art-design-diagonal-
416430/ 

 

Shape 

 

Title-Shape 
Source-pixabay.com 
Link-https://www.pexels.com/photo/close-up-high-angle-view-of-blue-
objects-256485/ 

 

A shape is defined as an area that stands out from the space next 

to or around it due to a defined or implied boundary, or because 

of differences of value, colour, or texture. 

A shape is formed when a line encloses an area.Shapes can vary 

endlessly and can suggest physical form and direct eye 

movement.Simple shapes are remembered and understood more 

easily than complex shapes. 

https://www.pexels.com/photo/abstract-art-design-diagonal-416430/
https://www.pexels.com/photo/abstract-art-design-diagonal-416430/
https://www.pexels.com/photo/close-up-high-angle-view-of-blue-objects-256485/
https://www.pexels.com/photo/close-up-high-angle-view-of-blue-objects-256485/
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Simple shape 

 

Title-SimpleShape 
Attribution - User:Amada44 
Source-Similar-geometric-shapes.png 
Link-https://commons.wikimedia.org/wiki/File:Similar-geometric-
shapes.svg 

 

Complex shapes 

 

 

 

 

 

 

 

Title-ComplexShape 
Attribution - Tabitha Mort 
Source- 
Link-https://www.pexels.com/photo/photo-of-blue-pink-and-green-led-
light-775907/ 

 

Space 

Size & vertical location 

Detail (aerial or atmospheric perspectives) 

 

https://commons.wikimedia.org/wiki/User:Amada44
https://commons.wikimedia.org/wiki/File:Similar-geometric-shapes.png
https://commons.wikimedia.org/wiki/File:Similar-geometric-shapes.svg
https://commons.wikimedia.org/wiki/File:Similar-geometric-shapes.svg
https://commons.wikimedia.org/wiki/User:Amada44
https://www.pexels.com/photo/photo-of-blue-pink-and-green-led-light-775907/
https://www.pexels.com/photo/photo-of-blue-pink-and-green-led-light-775907/

