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graphic designer’s work from failing for technological reasons 
(Pipes, 2009).  

The study aimed to identify and rank of the main 
technological aspects for graphic designers which need to be 
taken under consideration upon their creative process. They 
should be aware that their work, the idea, will undergo through 
several transformations before ending up in a printed and 
finished publication. Not so long ago, graphic designers used to 
just sketch rough layouts covered with key lines and instruction 
to the print houses, and hoped for the best. Nowadays, it is 
expected from designer to do more, to create its ideas in a 
computer generated form with a good idea and overview of 
how the printed result is going to look. 

Over the past decade, there has been an unmistakeable 
trend in printing houses to downsize prepress department 
(Waite, 2006). In this situation, designers are forced to be 
familiar with the graphic reproduction workflow including 
conventional, digital, and hybrid technologies. 

Designers’ style should be of overall excellence and their 
identifying symbol based on the specific usage of the 
combination of all the particular choices of typefaces, usage of 
materials, colours, illustrations, photos and so on. They should 
be aware of all the advantages and disadvantages of different 
technologies in order to know how to use them and produce a 
product of their creativity. Even the knowledge of different 
reproduction possibilities could form their direction and lead 
them from their creative though and brainstorming to the 
finalised product. 

Otherwise, people who worked in prepress will decide 
about, and have the knowledge about the interaction between 
the used printed materials, used inks and reproduction stages 
which will affect the final product. They will be the executors 
of designers work and idea with the possibility to adjust the 
reproduction processes to their ideas, which could be (and in 
most cases is) in disproportion and do not mach to the 
designer’s project. In this situation designer cannot possibly 
know all the interactions and transformations between the 
printed material (paper, paperboard, plastics, etc.), ink, 
processes in prepress, press and finishing stages. In fact, he 
may not even know which printing company is going to 
reproduce their work. 

On the end, no matter how motivating, trendy, strait and 
inspiring designers work will be, reproduction process could 
result in a product that does not meet the customer needs. 

Fig. 1. presents main stages in reproduction workflow. 
 

 
Fig. 1. Reproduction workflow 

5. METHODOLOGY 
 
Due to the fact that new technologies give the designer a 

broader overview of possibilities to reproduce their creative 
thought one can say that the good design will be result of 
knowing the all stages within technologies with all crucial 
factors which could jeopardizes or even more improve their 
project. 

There will always be a question how much technology is 
enough for graphic designers? To answer that question B.Sc. 
students at Faculty of Graphic Arts University of Zagreb were 
asked their opinion. 

Thirty students were asked and twenty-eight answered that 
the knowledge of reproduction technology is essential for 
designers. Majority of them answered that the knowledge of the 
processes in prepress department is essential for designers. It 
was mentioned: ability to prepare layouts, designs, and graphic 
art works; knowledge of relevant hardware, software, and file 
formats; knowledge to develop various types of illustrations 
such as line art, technical, half-tone, colour, etc.; knowledge of 
methods for reproduction of colours, including densitometry, 
half toning, scanning. 

Designer should know how to make a proof of its project, 
including the role and limitations of various proofing systems 
and the analysis of proofs. 

Most of the students answered that designer should know 
what the tone correction is; the tonal value increase; the 
maximum and minimum effective dot sizes according to the 
technology; tone range compression and the characteristics of 
substrates and inks. Knowledge of film and platesetting, image 
transfer systems, including an introduction to offset process, 
gravure, letterpress, flexographic, screen processes, and direct 
digital devices were selected. Only few of students mentioned 
the knowledge of finishing processes. 

 
6. CONCLUSION 
 

This paper stresses some main differences between the 
design and art. Designers and artists both create visual 
compositions using a shared knowledge base, but the reasons 
for doing it have been entirely different.  

According to the students’ comments and clear overview of 
this paper one can conclude that the basis education of the 
graphic designers should be in certain relation to the 
reproduction technologies. Education of future graphic 
designers’ should be based on this methodology. By learning to 
think and be aware of the designer’s idea and the creative 
process on the one side and reproduction options on the other 
side, producing a final product will result with effectiveness 
and efficiencies in wide variety of circumstances. 

Further research of this study should be directed to the 
expanding the number of studends included in research, and 
further more, in implementing the methodology mentioned in 
this research into the real education environment. 
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