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This document is about putting text and images onto the screen in such a way that people want to keep looking at it and want to read what is on the screen.It is primarily based upon the contents of You don’t have to be a Graphic Artist… Published by Communications and Public Relations Division of the Education Department of Western Australia. and Chapter 8, System Messages, Screen design, Colour, and Windows, in Designing the User Interface by Ben Shneiderman (1987). 

Things to remember before trying to get your message across 

Reading places a burden on the person who is going to look at your presentation. You must design your screen layouts to help, not obstruct the person in looking at your work. If no one looks at your work, no matter how great you may think it to be, you have wasted your time and effort! 

There are many places you can get design tips from. These range from books, magazines and, in particular, the WWW which abounds with sites where people have put down their ideas has how to create fabulous WWW pages. 

Factors to pay attentions to 

The following topics are those that you should consider in making screen designs for your presentations. They apply to the broad sense of publishing and equally apply to printed material as well as electronically published material. 

· Layout 

· Typography 

· Illustrations 

· Content 

· Colour 

Stick to the rules and people will want to read/view your material so long as it is interesting!

Layout 

The law of gravity states that a reader tends to read left to right and top to bottom. Set out your screens such that the reader is pulled along and does not have to fight against this natural tendency. Do not put your writing all over the screen. Do not put pictures and illustrations in the way of writing. An example of a document that is hard to read is as follows. 
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Generally speaking, keep headings to the top of the page and allow the text to flow down to the bottom right-hand corner. Where necessary, use columns and/or text boxes. Do not put much text on a screen. Do not clutter or jam it onto the screen. Put images at top left or bottom right side of the screen. 

Don’t be afraid of using white spaces around the elements of your screens. Space is an important part of design and can be used very effectively remove the cluttered and blocked appearance of your work. Also, put borders around your objects to separate them form other objects. 

A normal computer screen is in Landscape form as compared to normal paper layout which is in Portrait form. Thus it is best to use portrait blocks of text next to images on the screen. 

Typography

When publishing electronically, you have an almost unlimited choice of fonts. There are about 60 fonts on the typical computer and it is easy to purchase a CD-ROM with hundreds more. 

Which font 

The problem then is which ones to use. When DeskTop Publishing became generally available, many people thought they should uses as many different fonts, and a broad range of styles, sizes and colours. What they produced were documents that no one could read. If your screen has many fonts that "compete" for the reader’s attention, then the reader will give up. Using one font makes your screen look uniform. 

The general rule is to use the same font for everything and for: - 

· Headlines - make in bold and a larger size 

· Normal text - keep it normal 

· Captions - use Italics 

Serif or San-Serif 

Serif fonts have little feet and San-serif fonts don’t. Sans means without. For normal text that you want people to read, use a serif font like Times New Roman. For headings, it is OK to use a San Serif font like Arial. This is in Arial font. 

What size to use 

For general reading, and for a normal adult person, size 12 is fine. A very young reader needs the fonts to be larger. 

This makes it easier for a young reader to read but annoys an older reader.
For headings and bulleted points, increase the size appropriately dependent on your intended audience, and whether the presentation will be as a kiosk presentation to individuals, or projected to a large audience. A general rule of thumb is to keep the largest at the top and smallest at bottom. Highest level headings are the largest. Also, headings are no more than one line. 

How wide to make text 

If you have more than 60 characters across or less than 20 characters across the screen, people have difficulty reading your information. If necessary, use columns or text boxes to keep the width of your text an ideal size. For screen presentation in a kiosk environment, do not make the text more than 40 characters wide or half a screen. 

The blocks below is about 60 charaters across. 

	If you have more than 60 characters across characters across the screen, people have difficulty reading your information. screen. 


The blocks below is about 10 charaters across. 

	If you have less than 20 characters across the screen, people have difficulty reading your information. 


Alignment 

Where possible, always justify your text. That is, have both left and right side aligned. Left justified is quite acceptable, but having blocks of text centered or right justified is definitely out unless you have a very good reason to do so! 

Capitals or lower case 

Some people think that making text in uppercase will put a greater emphasis on the content. The reality is that people will find the text hard to read and give up. 

The general rule then is that all text, including headings, should not be in uppercase only. To make headings and special words stand out, you should use style (bold), size, font and colour to help but do not overdo it. Use these sparingly. Do not use underline. 

Illustrations

Appropriate use of illustrations will lure the reader to your screen or page. 

Photos 

Photos are used to tell the reader about factual things. These can be obtained by scanning your own photos; taking pictures with a digital camera or have a Kodak Photo-CD produced with your photos on it. There are also libraries of photographs that you can use. What you must not do is use photographs that do not belong to you without the permission of the owner. That is breach of copyright and against the law. 

When scanning colour pictures, make the images 256 colour only. This keeps the file size down and the file can always be changed to 24 bit colour for manipulation by software such as Paint Shop or PhotoFinish. Be aware that 24 bit graphics files take up a lot of space on the hard disk. 

The other component to this is that you must make the photos good and inviting. To create good photographs, read a good book on composition. This is a topic in its own right. However, you can do a lot with photo-manipulations software like Paint Shop Pro, PhotoFinish, Microsoft PhotoEditor, Matisse Lite to name a few. This software will let you crop, adjust contrast and brightness, modify colours, enhance in a variety of ways and repair damaged or poorly taken photos. Again, this is a topic in its own right but even novices can achieve remarkable results with a little experimentation and practice. Look at the two pictures below. The one on the left is the original and the one on the right has been sharpenned and had the brightness increased by a small amount. 
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	Original Image
	Enhanced Image - Brightness increased and sharpened slightly


Graphics 
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	The software mentioned above, as well as other software such as Microsoft Draw, Coral Draw, Microsoft WordArt, Spreadsheet, Database and other software that creates graphs allows you to easily create many graphic objects and effects. These must be used wisely to demonstrate data or create special effects. You must use the software wisely and discreetly to create the appropriate effects.


Clipart 
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	Clipart is great. It provides you with literally thousands of images that can illustrate an idea. The biggest problem with clipart is finding the image for the idea. You must choose the image that supports the idea you are trying to portray. It is a waste of time using images that are inappropriate or irrelevant.


Examples of work and other images 

In your work, you are required to display many objects. Basically, anything can be scanned or photographed. These can be samples of your own work such as drawings, illustrations and the like, certificates of merit and even medallions, cups and figures. The later can be displayed using 3D Virtual Reality technology. 

Content

Hints 

· Get your message at the top. The headline determines whether the reader want to look at the rest of the content. 

· Write in the active voice. This gives a sense of vitality and life and holds the user’s attention. 

· Use a relaxed, conversational style to your writing. This is most appropriate except in formal documents. 

· Don’t use jargon unless you are specifically targeting a particular audience. Jargon alienates most people who are not in the know! 

· Be careful of tone. No one likes being told what to do. 

· Make sure your grammar and spelling is perfect. The top end word processors all come with spelling and grammar checkers. Use them! 

Colour

Colour can really lift a screen and can also destroy it. Use it carefully. Look around at TV ads and WWW pages and get a feel for what works and what does not. Appropriate use of colour is essential to most multimedia systems. However, inappropriate use of colour can destroy the effect sought. Colour can: 

· Be soothing or striking to the eye. 

· Add accent to uninteresting displays 

· Facilitate subtle discrimination in complex displays 

· Emphasise the logical organisation of information 

· Draw attention to warnings 

· Evoke more emotional reactions of joy, excitement, fear or anger. 

Guidelines for use of colour 

Use colour conservatively: Much use of bright colours is thought to liven up a system. This can often be counter-productive. Often, this will make the display very difficult to read. 

· Limit the number of colours 

· Recognise the use of colours as a coding technique. 

· Colour coding should appear with minimal user effort. 

· Colour can be used to help formatting. 

· Consistent colour coding is essential. Use the colour wheel to get the correct coding. 

· Be aware of the problems of colour pairing. For example, pure blue and red pairing make it difficult for the user to absorb information. 

· Use colour changes to indicate a change of status. 

· Use colour in graphics displays. 

· Generally, standard text should be in black with a light coloured screen. 

· For special effects, especially for headings, use colours to make a point. Do not use colours indiscriminately as they can turn a user off. 

The Colour Wheel

The Colour Wheel gives an idea of the colours that can be used together. Generally speaking, opposite colours match whereas colours that are not opposite should not be used together.   
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The following site refers to the colour wheel and its influence on design:

· http://www.saumag.edu/art/studio/chalkboard/c-wheel.html 

Conclusion

The basic KISS rule applies to the design of screens. Those that apply to DTP are equally as important to screen design as it is to paper design. Apply the simple rules, make simple conservative systems and you should always achieve high standards. 

That does not mean to say you cannot try other concepts and ideas. But be prepared to defend them in relation to design, practicality and usefulness. 
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