The Design Process and Principles of Design

Slide 1 Title Slide
Slide 2  Part I:  The Design Process
Unlike artists who are focused primarily on individual expression, you as designers need to be concerned with expressing ideas by a group of individuals operating as an organization, business, or collective.  So, for you the design process has a very specific set of steps or phases that you must follow in order to turn out the best design. In truth, design is a process of systematic “problem-solving” (27).

Slide 3  The Old Method
The book you will be using for understanding design principles offers this old model of the design process. 

Slide 4  Our Methods:  Iterative User Centered Design and Rapid Prototyping
But as I said on the first day of class, we will be focusing on two different, newer methods:  Iterative User Centered Design and Rapid Prototyping.

Slide 5  The 3 Phases: The information phase, the interaction phase, and the presentation phase
But the overarching three-phase process is not outdated.  You may remember that the articles I had you read for the first week all called for three phases; they just called them by different names.  So, we will use this particular one in this class: The information phase, the interaction phase, and the presentation phase.  

Slide 6  The Information Phase
The Information Phase is the place where you define the purpose of your project, determine the target audience, and plan your content. In many cases, these are concepts that your client will not readily know or has thought about.  But they are things you must know in advance of undertaking the actual production of the project.

Slide 7  The Interaction Phase
In the Interaction Phase, you are concerned with the “flow” of the object (34).  So, you must think about the order in which the information occurs, what we think of as the “arrangement” of information (35).  You are also concerned with how much control you give the user as well as how the user will “navigate” the site (36).  This is the phase in which you need to map out (37) the project.

Slide 8 Storyboarding
A pointer that the author of our book gives for ensuring a good flow of information is storyboarding. 

Slide 9  FVM Module Design
Apps require a new way to conceptualize projects.  This is the plan for the Fort Vancouver Mobile project.

Slide 10  Book’s Method for Conceptualizing Project
He also gives us a visual representation of what he means by mapping out the project

Slide 11 The Presentation Phase
The final stage of the design process is the Presentation Phase.  In the phase you will create the layout thumbnails, design the look/style of the project, and build the prototype.  

Slide 12  Using Thumbnails
Here is an example of using thumbnails for producing a layout.  In designing at this stage, you must consider the consistency of the site.  What I mean by this is that there is an overarching design that is recognizable through the project so that users know when navigating the site that it is the same site he or she is visiting throughout the experience.  And so the prototype you develop must reflect this consistency.   

Slide 13 Summary

Slide 14 Opening Slide for Composition and Layout
The first nine chapters of the book, Designing Fundamentals of New Media, talks about basic elements of design.  We are starting instead with Chapter 10, which provides the overarching concept of composition and layout.  It makes more sense for us to begin with the big picture before looking at the individual components of design.

Slide 15 Definition of Composition
The author defines composition as “the use of design to make all the different elements of a piece together as a whole” (178).  Two concepts that help us to create a composition are unity and layout.  

Slide 16  Unity
So let’s start with unity. Unity is achieved when the various parts of a design “look as if they belong together.”   A lack of unity can confuse a viewer, bore him or her, or create disinterest (179). 

Unity is created by using a consistent style and by treating elements similarly.

Slide 17 Creating Unity
The author gives you this example about the need for unity.  The image on the right lacks the unifying color and treatment of the armor than the one on the left (179-180).

Slide 18 Creating Unity for Apps
Applying this concept to app design, you can see that consistency in color and structure is important.  

Slide 19 Two types of Unity:  Conceptual and Visual
There are two types of unity:  Conceptual Unity and Visual Unity.  

Conceptual unity means that the meaning or reference of the content elements has unity;  visual unity means that the visual elements do.

Slide 20 Meaning of Conceptual and Visual Unity

Slide 21 Why We Need Unity
If you are designing a flyer or even a small brochure, achieving unity in design poses less of a challenge than if you are producing a large website with many, many different pages that are accessed in no particular order or a multimedia installation that demands multiple surfaces in the same space.  

This is Bill Viola’s Hall of Whispers, a video installation involving numerous portrayals of face over several screens.  I want you to notice the unifying elements found in this piece.  The catalog explains that: “One enter[s] via Hall of Whispers, a dark space with video projections on either side – portraits of anonymous political activists, gagged. Their protests and moans . . . heard distinctly through the cloth. The visitor, having anticipated a brief respite from the activity outside, [is] confronted with a harsh political reality. Viola had conjured forth images of executions and other atrocities and – unlike the makers of most day-to-day television images - managed to involve the viewer personally and physically in the wrongdoing.”

Slide 22 Tools for Achieving Unity
The book cites six “tools” that can help you achieve unity in your work (182-3).  They are:

· Space--Grouping or arranging in a pattern

· Line--Similar line quality, direction devices

· Shape--Groups of similar shapes

· Value--Similar values, consistent light source

· Texture--Similar textures

· Color--Similar hues, tints, shades

This multimedia piece by Mariko Mori demonstrates the principles the book discusses.  

Slide 23 Tools for Achieving Unity for Apps
I argue that due to the size of the real estate available for smart phones that the main tools for achieving unity for apps focus primarily on space, shape, and color.  It doesn’t mean the other elements are not important but that they are not main tools.  

Slide 24 Layout
The book goes on to discuss the notion of “layout.”  Layout is the arrangement of all the elements of a design in the space of the piece” (183).  The example at the top of this screen shows the example the author discussed.  I have added a few more examples of layouts so that you can see an array of approaches to layout.

Slide 25 Traditional Desktop Layout
A lot of what is expected of the layout of a design comes to us from print tradition.  As younger generations grow up with digital media as their first literacy, we are slowly but surely moving away from some of the harder and faster rules that we have inherited from print.  In the meantime, the book cautions you to be careful of tossing them out entirely.  There are five to pay attention to:

The most important elements are larger than the rest and are put at the top

Captions should be placed near images

Content is read top to bottom, left to right

Next, continue, and other directions for linking go near the bottom

Slide 26 App Layout
Really, a lot of the same principles of layout can be applied to apps.  One significant difference, however, is the navigation methods.  The size of back buttons makes it difficult to utilize traditional navigation methods used in layouts.

Slide 27 The Layout Grid
One final piece of information the book provides is a discussion about working with a grid.  It defines grid as “a series of intersecting lines that are used to align the elements on a page” (187).  You will find when working with some software that you can “produce a visible grid” to help you with organizing the elements in your layout.  In others, you can use guidelines.  [Show guides in PhotoShop]
Slide 28 Traditional Desktop Layout
Artists have long worked with grids to create an effective layout.  Here is how The School of Athens by Renaissance artist Raphael is laid out. 

Slide 29  Summary
· Composition is the arrangement of all the elements to make the piece work as a whole

· Two important aspects of composition are unity and layout

· Unity can be conceptual—related to meaning—or visual—related to visual elements
· Layout involves arranging all of the elements or images of a design to work together
Slide 30 Color Opening Slide
As our book points out, color is one area that designers need to learn more deeply than other more intuitive areas like line and space.  It is essential to good design for you to understand how color is perceived and made.

Slide 31 What Is Color?
So, let’s start with the idea that color is defined as the way “we perceive different wavelengths of light” (139).  Different colors in the spectrum are created by different wavelengths of light.  In this diagram, you see red and blue waves.  Red’s waves are longer than blue’s.  It is this distinction that produces the difference in the two colors.  It is what causes us to see red as red and blue as blue.

Keep in mind that there is a broader band than what we can perceive (re: Infrared, X-rays, etc. all constitute bands of the electromagnetic spectrum).  The band we perceive is called the visible spectrum (139).

Slide 32 Prisms and Color
The book gives you this illustration of “white light passing through a prism” (139).  We see white light coming from a light source and passing through a prism.  The “prism separates the light into different colors, each of which has a different wavelength” (140).  The order shown in the figure is important because is represents “the wavelength of each color.”  At the top are those with the longest bands; at the bottom are those with the shortest (140).  

Slide 33 What is B/W?
Black and white are not specific colors of the color spectrum.  White is produced “when all the colors of the spectrum are present in the light;”  black is the “absence of light” (140). 

Slide 34 Two Types of Color Models
There are two types of color models:  Additive and Subtractive

Slide 35 Additive Color
Additive color is the model for digital media.  It is the one that we will focus on in our class.  Its primary colors are Red, Green, and Blue (RGB); and its secondary colors are Cyan, Magenta, and Yellow.  These are created by adding two primary colors together.  In this method, “a light source produces specific wavelengths of light.  A viewer sees the light, and the different wavelengths that make up the light are interpreted as colors” (141).  

Slide 36 Two Types of Color Models
In order to wrap your head around the notion of additive color, you have to think of the primary colors are waves coming from a light source––the computer screen.  To make secondary colors in the additive model, you need to combine waves from the primary colors.  In this figure you see that red and blue = magenta.  As the book tells you, “[e]ven if a design originates in a different color system, it will have to be converted to RGB for display on an electronic device” (143).

Slide 37 Subtractive Color
We are not going to spend a lot of time on Subtractive Color since it is not the model used for digital media.  It is used for print-based media.  I will mention a few aspects of it.  First, it is called “subtractive” color because “certain visible wavelengths are removed from the light before it is reflected” (144).  When looking at the color red on a page of a book, for example, you see red because it is the one reflected from the page. All other colors have been absorbed.  As the book points out, “the darker the color, the more light is absorbed.”  The primary colors of subtractive color are red, blue, and yellow;  the secondary colors are purple, green, and orange;  the tertiary colors are the “incremental steps between the secondary colors and a primary (144).

Slide 38 RGB and CYMK
There are many different color systems you can use with imaging software like PhotoShop.  [Stop and show students the “Color Libraries” in PS].  The two most used are RGB and CMYK.  You use CMYK in professional printing jobs.  If you create a design using CMYK, you may find that you have to convert it to RGB for the electronic environment (146).

Slide 39 Properties of Color:  Hue, Value, Intensity, and Temperature
Now, we are going to talk about three properties of color:  Hue, Value, Intensity and Temperature.  The book, btw, only addresses the first three of these.

Slide 40 Hue
Hue “refers to the major color that makes up the specific color” you are looking at, primary and secondary colors.  The hue of pink, for example, is red.  

Slide 41 Value
We have talked about value already.  You should remember that it is defined as the “variation of light and dark applied to an area” (147).  What you have not yet learned is what value means this “variation involves color.”  When we vary the color by adding more white to it, it is called “tint,” when we add black, it is called “shade.”   

Slide 42 Value Relativity
We talked earlier about Value Relativity and the perception of color.  This is the idea that “a darker color will look darker” when “placed by a lighter color” and vice versa.  What I want to emphasize to you in this lecture is specific colors also create phenomenon.  As the book points out, dark colors seem to have more discernible tints while lighter colors seem to have more discernible shades (147-8).

Slide 43 Intensity
Intensity can also be referred to as “saturation.”  It is the “level of pure color present” in an image (148). [Show them Hue and Intensity in PS]

Slide 44 Temperature
Color temperature is a characteristic of visible light expressed in terms of hot and cold.  This slide shows the Planckian locus is the path that a black body color will take through the diagram as the black body temperature changes.  We generally think of cool colors as those that are blueish white, and warm or hot colors as those being yellowish white through red.
Slide 45 Gamut
Gamut shows up in your book under the heading, “Special Issues in New Media.”  Essentially, gamut is the term we use to talk about the “entire spectrum of colors available for us in a specific medium” (149).  Gamut does not generally pose a problem unless you move from presentation to presentation.  In the image the book gives you, you see that the large triangle represents the colors that humans can see.  The white triangle represents colors that a monitor can produce.  While the black line shows you the colors a printer can reproduce.  The bottom line is that as designers you are currently limited to the range of color you can create in an image.  If you are a print designer, you will find that color you see on the monitor does not always convert well to print (150).

Slide 46 Color on the Web
The book talks about color on the web.  This is something you need to pay attention to as digital media designers. 

216: The number of colors available in the Web standard

256: The number of colors that can be produced by a 32 bit computer (1 byte, or 8 bits x 32 = 256)

212: The number of colors Internet Explorer can read

For this reason, you should stick to “web-Safe” pallets when you are doing web design.  [Show Web Safe option in PS]

Slide 47 Dithering
When a computer cannot reproduce the exact color you have stipulated in your design, it will get as close as it can.  This process of a computer going “outside a Web gamut is called dithering” (151).  This image shows how the process works.  The top row contains actual colors while the bottom colors are those produced for the web.  The color in the middle is the one that is not one of the 216 web-safe colors.  So, in order for the computer to recreate it, it has to dither it.  In doing this, the computer adds web-safe colors for the pixels.  You want to be careful about the need for dithering.  

Slide 48 Summary
1. In summary, Color is determined by the wavelength of light rays

1. Additive (RGB) color, used in new media design, mimics the way natural light behaves

1. Subtractive (CMYK) color is used in printing

The gamut of colors in the Web-safe palette is limited to 216 colors
Slide 49 Using Color Opening Slide
Slide 50, 51, 52, 53, 54  Very Ugly Uses of Color
What you have been looking at are some pretty good examples of the bad use of color.  This chapter provides information about the principle of color so that as designers you can make informed decisions when choosing color.

Slide 55 Basic Principles of Color
There are four basic principles that you need to know:  color relativity, color unity, complementary color, and contrasting color.  It would help you all a lot if you would gain familiarity with the color wheel so that you can better understand these principles.

Slide 56 Color Relativity
We have talked about relativity already.  Once again, this is the idea that colors are affected by the other colors around them.  The book gives this example to illustrate the point.

Slide 57 Color Unity
Associated with color relativity is color unity.  This is when you use “similar colors to bring unity to a design” (159). 

Slide 58 Complementary Color
Complementary “colors are those that are direct opposites on the color wheel” (160). Colors that are directly opposite from one another are said to clash, which is not necessarily a bad thing. Some of these high contrast, complementary, clashing colors can be quite pleasing.
Slide 59 The Color Wheel Showing Complementary Color
To be able to work competently with complementary colors, you need to know the color wheel and where the colors are situated on it.  Here is an example of the color wheel.  The one in the book does a poor job representing color.  

Slide 60 Contrasting Color
Contrasting colors are those that provide a contrast “between light and dark areas” in a design (163). Two colors from different segments of the color wheel are contrasting colors. For example, red is from the warm half of the color wheel and blue is from the cool half. They are contrasting colors.
Slide 61 Combining Color
Knowing how these four principles work will help you combine color.  The book gives a very good explanation about combining color.  There are six ways to do this. [Go to Color Scheme Designer]
Slide 62 Analogous and Alternate Analogous
Analogous and Alternate Analogous

Slide 63 Split Complement and Triad
Split Complement and Triad

Slide 64 Monochromatic and Value Variation
Monochromatic and Value Variation

Slide 65 Other Issues When Working with Color
There are other issues you need to be aware of when working with color, like temperature, emotion, and symbolism.

Slide 66 Temperature
In terms of temperature, you need to warm colors and cool colors.  Warm colors are those we normally associate with fire, so red, orange and yellows, while cool colors are those associated with water, blues and greens.  This chart shows you from left to right color temperature.

Slide 67 Emotion
Colors convey emotion.  For example, warm colors seem more active and cool colors seem more calm.

Slide 68 Symbolism
Finally, color is symbolic. Colors often have specific associations: green for envy, black for mourning. These associations are culture-specific. In some Asian cultures, white is for mourning. Be aware of the audience(s) for your designs — especially in designing for a global medium like the Web.

Slide 69 Summary
Summary

