SEEING

MEVERYONE "LooksS" AT THINGS BUT VERY FEW PEIPLE
"SEE" EFFECTIVEL:. DESIGNERS MUST BE ABLE TD
"SEEL SEEING MEANS A TRANED SUPER AWAREUESS

OF VISUAL CODES, SOME CODES DESIGVERS NEED
JO BE ABLE TO RECOGMIZE AND EVALYATE ARE
SHAPE | COLOR, TEXTURE, LIGHT, PATTERN, LINE, CONNTRAST,
ETC. THESE CODES HELP MAKE UPA LANBUHGE OF
VISION, MUCH LIKE WORDS /N A DICTIONARY ARE
BUILDING BLOCKS FOR OUR VERRAL LANGLAGE.
WOES/MERS HAVE A SPECIAL NEED JO FIesT BEOME
VISUALLY LITERATE AND THEN VISUALLY INTECLIGENT,
WLITERATE, TO UNDBESTAND HOW TO READ" VISUAL
COMMUNICATIONS LANGUASE; THEN [NTELLIGELT
TO BE ABLE TO "WRITE" OR CREATE IV THIS SPECAL
CHANNEL,
WUNFORTUNATELY, VISUAL EDUCATION [S NOT NEAELY
SO DEVELOPED AS VERBAL EDUWATION AND HAS
SELDOM BEEN ENCOURAGED By SOCIETY. T READ
AND SEE VISVAL (MAGES, WE NEED T2 HAVE
STORED VISUAL NFORMATION . VISUAL BYPERIEMGE IS
CRITIGAC TO SEEIMG, TD MAKE THIS EXPERIEMCE
USERUL WE NEED TO BE ABLE TU SEE SELECTIVELY
MUCH AS WHEN WE ARE TAKING A PHOTOSRAFH, .
WWHEN WE LOOK THROUGH A CAMERA LENS WE
ARE FORCED TO EDIT 0UR VISUAL FIBLD AMD SELET
A FART OF WHAI WE NORMALLY VIEW. THESE
EDITIMS DECISIDNS ARE SIMILIAR TO WISUAC
LITERACY. ALMOST ANYONE CaN TAKE A PICTURE, BUT
OMLY AN EDUCATED AND INTELLIBEN) EYE GAN
RECOGMIZE AND SELECT A GREAT PICTURE.
WVISUAL LITERACY NOT oMLY BECOMES A FREREQUINTE
FOR CESIBN CREATIVITE BUT A SPRINGBOARD

FOR A GREATER ENJOYMENT OF THE ENVIRONMENT

IN WHICH WE LIVE, WORK, ANO FECREATE, SEENG
/S GREATLY RESPONSIBLE FOR WHAI WE
ULTIMATELY LEARN AND kKhiow,

WHAT 1S 1T
I

TO SOME PEORLE THIS IS A DOT, A CIRCLE, A HOLE,
A PROP OF IMK, A PLANET | AN ECLIPSE, A MARBLE,
A SPHERE, A THUMB TACK, A BUTTON, A COIN, A
BEAD, A BALL , A SPOT, A PUSH BUTTON, A SWITCH,

A LABEL, A GUMBALL ,A PILL, A [OZENGE, A
TYPOGRAPHIC BULLET, A COUNTER SFACE, A PLAJE,

A Yo'Yo , A COOKIE | ETC. | ETXC. ETC.

DESIGNERS NEED T0'SEE" THESE POSSIBILITIES AND MARE!

POINT OF YIEW

W7THE SAME ORJECT |S REPRESEVTED HERE By TEV
OF THE INFINITE NOMBEE OF FOSSIBLE VIEWS
OF (TSELF. PESIGNVERS NEED TO APPROACH ORJIECTS
(WD PROBLEMS) FROM EVERY COMCENABLE POMNT
OF VIEW. CAVSIDER THE (ARGEST POWT OF VIEW
AND THE SMALLEST POYWT OF VIEW, IMAGINE
FLYING OVER AVOBIECT FIRST [N A SPCECRAFT,
THEN [N AN AIRFLANE, THEN IN A HAVG GLILEE,
IMAGINE RIDIVE YOUR BICYCLE (N AN APPROACH
PATH O THE OBJECT... COMING FROM A GREAT
DISTAMCE AUD VIEWING THE ORJIECT INTIL YOV CAK
TOUCH IT. IMAGIVE  BEING UNDERGROVND AD LOOKIE
THROUH A GLASS ROOF AT THE OBJECT, OR THIUK OF
YOURSELF AS A BEETIE CRAWLING THROUGH SOME
GRASS LODKING AT THE O0BJECT, ALl OF THESE FOINIS
OF VIEW DIFFER. SOME COMMUNICATE VISUALLYy TO
AN AUDIEMCE WITH MORE EFFECTIVEMESS, BUT ALL
SHOULD BE EXPLORED,

ILLUSION'* DESIGUEES OFTEN COMMUMCATE BY CONFROMTING
BN v AIENCE WITH INACCURATE mAGES]
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