26 Anthropomorphic and Geometric Aesthetics

Monday, April 17, 2023

Today:

design

Bekah Wpe Abby
A 211110 —

Schefer

TBD

Nate
Olson

Jeremy
Fish

Geometric Aesthetics (if there's time)

Symmetry
Area Alignment
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Fibonacci
Golden Ratio

Geometric Aesthetics
Classical Composition

Much comes from classical painting composition, dating far back. These rules are made to be broken.

Rules are empirical, not supported by science.
https://en.wikipedia.org/wiki/Composition %28visual arts%29
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Modern implementation in 2D graphic design, part of Human-Computer Interface (HCI) research
Ware, Colin. Visual Thinking For Design. Morgan Kaufmann, 2010. Whole pdf in our AesDes Zotero

library
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Good symmetry works. Asymmetry works. Broken symmetry is tricky.
—— = PP

l

Cartoons and Narrative Diagrams

142

Single-frame Narratives 144
Conclosion 145
CREATIVE META-SEEING 147
Mental Imagery 148
The Magic of the Scribble 152
Diagrams are ldeas Made Concrete 155
Reguirements and Earlv Design 156

Visual Task Analysis 157
The Creative Design Loop 158

“ognitive Economics of Design Sketching 158

The Perceptual Critigue 160

Meta-seging with Design Prototypes 162
Visual Skill Development 163
Conclusion licd
THEDANCE OF MEANING 165
Benriens 1
Implications 172
Design to Support Pattern Finding 172
Optimizing the Cognitive Process 174
Learning and the Economics of Cognition 177

- g Tk -

Mhat's Meyt?

Index

= repetition

Area Alignment

AesDes2023 Page 4

=== o Translation = Reltition

P




Area Alignment

Rule of Thirds

A sechnique of

https://en.wikipedia.org/wiki/Rule of thirds#/media/File:RuleOfThirds-SideBySide.gif
The rule of thirds was first written down by John Thomas Smith in @_

Fibonacci Sequence
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Fibonacci Sequence

https://soundcloud.com/robertinventor/fibonacci-rhythm-no-bar
https://www.facebook.com/david.canright.1/videos/vb.1534748873/10205137603829769/?type=2

&theater Music with both pitches and rhythm determined by Fibonacci series

https://www.youtube.com/watch?v=RjM8AaNSjhA&index=1&Iist=PLC1VCzU4q60hKrIZAscdjylx-
gimPul2x How to draw a Fibonacci spiral

UPS video
i https://www.linkedin.c@m/learning/universal-
principles-of-design/gol@len-ratio?u=42275329
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