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Design Principles from the Textbook

Closure (p34) - seeing groups of design elements as one large
design element

Constancy (p49) - tendency to perceive objects as unchanging,
despite changes in sensory input

Fibonacci Sequence (p78) - sequence of numbers in which each
number is the sum of the preceding two B

Golden Ratio (p96) - ratio within the elements of a form, such as
height to width, approximating 0.618

Good Continuation (p98) - Gestalt of perceived connectivity of
elements

Law of Pragnanz (p120) - tendency to interpret ambiguous info

Class-04 Design Principle - Aesthetic Bias-1
ATEC 2384 7""‘ Design Principles, 9.16.09 uT D

Whereas the last group of principles were esoteric, this group of 6 principles are more precise,
than what wedve | ooked at so far, i ndeed th
required for aesthetic success...(see slide)...

The Fibonacci Sequence and Golden Ratio are related to each other, and the other four are part
the O60Gestalt principles of perceptiond. Ges
constituent parts.
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Design Principles from the Textbook

Universal Principles
Closure (p34) - seeing groups of design elements as one large
design element

Constancy (p49) - tendency to perceive objects as unchanging,
despite changes in sensory input -

Fibonacci Sequence (p78) - sequence of numbers in which eac
number is the sum of the preceding two

Golden Ratio (p96) - ratio within the elements o
height to width, approximating 0.618

Good Continuation (p98) - Gestalt of perceived con
elements

Law of Pragnanz (p120) - tendency to interpret ambiguc
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First is O6Closureo6o. ..
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A tendency to perceive a set of individual elements as a single,
recognizable pattern, rather than multiple, individual elements

Part of family of Gestalt principles of perception and similar to Law of
Pragnanz; probably based on innate preference for simplicity over
complexity and pattern over randomness.

Geometric shapes that are near each other are more easy to
understand.

Logos use this principle to simplify the form to a basic essence to
achieve iconic recognizability (less is more).

Comic books and video games use this principle to simplify the story;
the reader/player fill in the blanks to complete the story,

Universal Principles of Design -34
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Thi
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principle is introduced on page 34

explanation...(see slide).
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Elements are perceived holistically
as a single pattern and then as
individual elements

IFQUAL

Elements in text and graphics
can be minimized to allow
viewers to participate in the
completion of the pattern

- Aesthetic Bias-1

gn Principles, 9.16.09
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Univarsal Principles of Design -35

Here are a few examples from the textbook, demonstrating how our minds tend to fill the gaps tc
complete the design, i.e., add in lines and elements that are not there, such as the lower body of

t he

Penguin. l'tés also very

nteresting

t ha

design at a subliminal level of participation, i.e., the spatial parts of our mind tend to fill in the

blanks.
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Additional Example

DAVID JAMES KNIGHT DESIGN

Here are some other examples of how brand designs use this principle to create forms by
i mplying l|ines that arenét there.
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Additional Example REREE)

Heredbs another clever graphic desi gn-cohtdasht d
0drooupt © i mage of the dog wher e t Heurmihddillsnws
the blanks.
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Frank Miller’s Sin City comic book series

Additional Example

Here is a collection of art pieces done by the Akethwn comic book artist Frank Miller. Here

you can clearly see that he doesndét use | in
uses solid black and white colors and uses the white space as the imaginary guideline for the
viewer. The viewer can complete the character without the use of lines but uses the rest of the
shapes to perceive that i1itds there.
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Resraechres at Cmabirgde Uinvrestiy fnuod taht the
odrer Itteers are wtitren in deson't mttaer as Inog as
the frist and Isat Itteers are in the rgiht palce. Yuo'll
be albe to raed the wrods croerctly no mtater how
jubmled the Iteters are. It semes taht yuor barin
dosne't raed ecah Iteter but sees the wohle wrod at
ocne.

e L Additional Example

And here is a very nice demonstration of how the linear part of the brain is confused until the
nonrl i near brain takes over and informs the f
this principle grabs hold of the symbolic side of our brains and makes sense of what otherwise
seems senseless or incomplete.
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Design Principles from the Textbook

Universal Principles
Closure (p34) - seeing groups of design elements as one large
design element

Constancy (p49) - tendency to perceive objects as unchanging,
despite changes in sensory input -

Fibonacci Sequence (p78) - sequence of numbers in which eac
number is the sum of the preceding two

Golden Ratio (p96) - ratio within the elements o
height to width, approximating 0.618

Good Continuation (p98) - Gestalt of perceived con
elements

Law of Pragnanz (p120) - tendency to interpret ambiguc
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