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Outline
1. Final project 
2. Beyond desktop
3. Power of design
4. Course evaluation

SYNTHESIS
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Beyond screen Graphic design basics



1. Artifact
2. Print media

Course exhibition
INTERFACE AESTHETICS
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Office hours
Wednesday: 1-2pm (314 South Hall)

Thursday: 2-4pm (BID, 360HMM)

Friday: 2-4pm (BID, 360HMM)

INTERFACE AESTHETICS



Interface Aesthetics 05/05/08

Beyond desktop
SYNTHESIS
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[White & Small, 1998]
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[Levin, 2003]
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Toypography 
by Dai Nippon Type 
Organization, 2006
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Toypography 
by Dai Nippon Type 
Organization, 2006
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Why interface aesthetics?
SYNTHESIS



Interface Aesthetics 05/05/08

Why interface aesthetics?
Technology as part of 
everyday culture, so that it’s 
beautiful and intriguing, 
so that it has emotive as well 
as functional qualities.
[Moggridge, 2006]

SYNTHESIS
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physical 
design

digital 
design

industry 
design

graphic 
design

web 
design

interaction 
design

physical 
ergonomics

HCI

mechanical 
engineering

production
engineering

hardware
engineering

software
engineering

physical 
sciences

computer
sciences

Design in different disciplines [adopted from Moggridge, 2006]

human & subjective technical & objective
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Visceral

• What nature does
• Immediate reaction
• Look and feel 

dominate
• Consistent across 

people and 
cultures

• Sub-conscious

Behavioral

• All about use
• Performance 

matters
• Appearance does 

not matter so much
• Expectation driven
• Usability
• Sub-conscious

Reflective

• All about the 
message

• Reflecting self-
image

• What owning it 
means for us

• Rich history of 
prior experiences

• Conscious and 
intellect driven

AESTHETICS
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Visceral

Behavioral Reflective
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What is design?
SYNTHESIS
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To design is much more than 
simply to assemble, to order, 
or even to edit; it is to add 
value and meaning, to 
illuminate, to simplify, to 
clarify, to modify, to dignify, to 
dramatize, to persuade, and 
perhaps even to amuse. 
[Paul Rand]

SYNTHESIS
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22 Recommendations
SYNTHESIS



Have a concept.
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1



Have a concept.
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1
You need to begin with 
an idea. No idea, no design. 

[Samara, 2008]



Communicate with your 
design; don’t just decorate.
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2

[Samara, 2008]



Communicate with your 
design; don’t just decorate.
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Every dot, line, texture, shape, 
color, and image should be 
related to the concept. 

2

[Samara, 2008]



Speak with one visual voice.
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3

[Samara, 2008]



Speak with one visual voice.
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3
All the parts of your project 
ought to be recognizably 
related to each other on a 
visual level. 

[Samara, 2008]



Use two typefaces maximum.
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4

[Samara, 2008]



Use two typefaces maximum.
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4
Ok, maybe three…  In any 
case, it is what you DO with 
the type that really says 
something.

[Samara, 2008]



Show one thing first.
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5

[Samara, 2008]
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Show one thing first.
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5
Then direct them – through a 
progression of size, weight 
and color changes, etc – down 
the line of important items or 
instructions. 

[Samara, 2008]
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6
Pick colors on purpose.

[Samara, 2008]
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Color is the most relative 
medium in art. 
[Albers, 1963]

COLORS
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6
Choose and combine colors in 
a meaningful and an optically 
dynamic way.

Pick colors on purpose.

[Samara, 2008]
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www.ambientdevices.com
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7
If you can do it with less, do it.

[Samara, 2008]
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7
“Less is more.” Try to show 
only what’s necessary.

If you can do it with less, do it.

[Samara, 2008]
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Create negative space. 
Don’t fill it up.
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8

[Samara, 2008]
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Nothing is an important 
something. 
[Maeda, 2006]
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Nothing is an important 
something.
The opportunity lost by 
increasing the amount of 
blank space is gained back 
with enhanced attention on 
what remains. 
[Maeda, 2006]
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9
Treat type like image.

[Samara, 2008]
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9
Type must be considered for 
its visual qualities, relative to 
other image material, to 
integrate it into compositions 
– even more so when there’s 
a lot of it.

Treat type like image.

[Samara, 2008]
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10
Be universal. 
It’s not about you.

[Samara, 2008]
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10
You are creating clear 
messages for other people. 
The more understandable the 
images you make, the better.

Be universal. 
It’s not about you.

[Samara, 2008]
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11
Distribute light and dark.

[Samara, 2008]
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11
Manipulate the quality of dark 
and light values; sharp and 
aggressive, fluid and murky, 
bold and clean…

Distribute light and dark.

[Samara, 2008]
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12
Be decisive. Do it on purpose, 
or don’t do it at all.

[Samara, 2008]
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12
Avoid being wishy-washy in 
arranging things. Visual 
elements should be clearly 
one thing or another, one way 
or another. 

Be decisive. Do it on purpose, 
or don’t do it at all.

[Samara, 2008]
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13
Measure with your eyes.

[Samara, 2008]
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13
All visual forms play off each 
other. Eyeball it. Make them 
behave the way you want 
them to look like they are 
behaving.

Measure with your eyes.

[Samara, 2008]
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Squint to open your eyes
SYNTHESIS

[Maeda, 2006]
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14
Move it! Static equals dull.

[Samara, 2008]
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14
Arrange visual elements 
asymmetrically with differing 
spatial intervals between 
them. Create the appearance 
of spatial depth and 
movement. 

Move it! Static equals dull.

[Samara, 2008]



Interface Aesthetics 03/03/08adapted from Elam, “Grid System: Principles of Organizing Type”



Interface Aesthetics 03/03/08from Elam, “Grid System: Principles of Organizing Type”



Interface Aesthetics 03/03/08from Elam, “Grid System: Principles of Organizing Type”



Interface Aesthetics 03/03/08



Interface Aesthetics 05/05/08

15
Look to history, but don’t 
repeat it.

[Samara, 2008]
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15
Applying one’s understanding 
of how a famous work 
achieves its goal and ripping 
it off are two different things.

Look to history, but don’t 
repeat it.

[Samara, 2008]
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16
Symmetry is the ultimate evil.

[Samara, 2008]
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16
Symmetrically organized 
material creates repetitive, 
static spatial intervals. 

Symmetry is the ultimate evil.

[Samara, 2008]
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17
Don’t look at objects only 
straight on.

[Kodaira et al., 2006]
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17
Change your point of view 
and move around.

Don’t look at objects only 
straight on.

[Kodaira et al., 2006]
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18
Choose your destination first.

[Kodaira et al., 2006]
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18
Without knowing where you 
are going, you won’t get very 
far.

Choose your destination first.

[Kodaira et al., 2006]
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19
Back to the basics.

[Kodaira et al., 2006]
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19
Always keep the basics in 
mind. More often than not 
it may lead to a solution. 

Back to the basics.

[Kodaira et al., 2006]
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20
Details as well as the whole.

[Kodaira et al., 2006]
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20
Keep an eye on the overall 
picture, but don’t forget that 
the details make the picture. 

Details as well as the whole.

[Kodaira et al., 2006]
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Seeing the whole and its parts.
Macro and micro views
SYNTHESIS
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21
Design is never done.
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GRiD Compass computer: first sketch [Moggridge, 1980]
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22
Your design may outlive you.
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Thanks!
INTERFACE AESTHETICS


