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http://benthebodyguard.com/index.php


UI Design Principles 

§ Structure

§ Simplicity

§ Visibility

§ Feedback

§ Tolerance

§ Reuse



UI Design Principles 

§ Structure
Concerned with user interface architecture.

§ One page

§ No navigation

§ Scroll down

§ Information is clearly structured

§ Neos – HTML Template 

http://preview.themeforest.net/item/neos-responsive-cv-resume-personal-portfolio-html-template/full_screen_preview/21289410?_ga=2.82913046.1489135664.1519616492-290650119.1515272749


UI Design Principles 

§ Simplicity
Common tasks are easy to interact. 

Interface communication is clear and simple. 

§ Swipe right (like) or left (pass)

§ Like + Like = Match

§ Only matched can message

§ Information is clearly structured 
and contained.

§ Few images + text

§ Minimal design

§ Tinder

https://tinder.com/app/login


UI Design Principles 

§ Visibility
Design is not overwhelming or distracting but offer 

all  needed options and materials for a given task 

without distracting the user with extraneous or 
redundant information.

§ Navigation and catchy elements 

are above the fold.

§ Scroll down

§ Information is clearly structured

§ Minimal design

§ Kelly – HTML Template 

http://preview.themeforest.net/item/kelly-minimal-portfolio-blog-html/full_screen_preview/21347996?_ga=2.15879734.1489135664.1519616492-290650119.1515272749


UI Design Principles 

§ Feedback
Design inform users about the actions taken, 

changes of state or condition, and errors or 

exceptions that are relevant and of interest to 
the user through clear, concise, and 

unambiguous language familiar to users.

§ Action is clearly presented. 

§ Conditions of change are 

introduced through actions or 

language/icon.

§ Feedback loop is immediated.

§ Tinder, Instagram, Pinterest, 

Facebook



UI Design Principles 

§ Tolerance
Design is flexible and tolerant, reducing 

mistakes and misuse by allowing undoing and 

redoing, while also preventing errors wherever 
possible by tolerating varied inputs and 

sequences and by interpreting all reasonable 
actions.

§ Size, organization, feedbacks, 

coding, are tolerant to human 

mistakes. 

§ A wrong password doesn’t clear 

the username as well.

§ Paypal



UI Design Principles 

§ Reuse
Design reuse internal and external components 

and behaviors, maintaining consistency with 

purpose rather than merely arbitrary 
consistency, thus reducing the need for users to 

rethink and remember. 

§ Similar behaviors and designs.

§ Colors are used throughout the 

site to communicate linked 

elements.

§ Steam – HTML template 

http://preview.themeforest.net/item/steam-restaurant-food-drinks-html-5-website-template/full_screen_preview/21212196?_ga=2.47909415.1489135664.1519616492-290650119.1515272749


Wildlife

UI Design Principles 

§ Structure

§ Simplicity

§ Visibility

§ Feedback

§ Tolerance

§ Reuse

http://whois.wildlife.la/


• Composition in 2D Design is the overall arrangement and  
organization of formal elements on the two-dimensional surface.

• Line, shape, space, value, texture, color and type are the elements
of design that make up a two-dimensional composition.

• A good composition utilizes these elements of design and follow the 
principles of organization to create a visually interesting and unified
whole.

Why?
• Communication
• Create Order out of Chaos
• Aesthetic

Composition in 2D Design



Structure of Art in 2D Design
§ Components of Art - Analyzed by the Degrees of Representation

§ Subject Matter
§ Content
§ Context
§ Form

§ Elements of Design
§ Line
§ Shape & Space
§ Value
§ Texture
§ Color
§ (Type)

§ Principles of Organization
§ Balance
§ Emphasis & Focal Point
§ Rhythm
§ Scale & Proportion
§ Unity



Principles of Organization

Unity 



Principle of Organization Unity

Unity creates an integrated image in which all the elements 
are working together to support the design as a whole. 

A unified design is greater than the sum of its parts; the 
design is seen as a whole first, before the individual 
elements are noticed. 

Unity can be compared to harmony, integrity or wholeness.

http://nwrain.net/~tersiisky/design/unity.html

http://nwrain.net/~tersiisky/design/unity.html


Principles of Organization Unity

Unity is based on the Gestalt theory of visual 
perception, which states that the eye of the 
viewer seeks a gestalt or unified whole. 

This means that the viewer is actually looking for 
a connection between the elements, for some 
sort of organization, for unity in the design.

http://nwrain.net/~tersiisky/design/unity.html



Unity & Gestalt

• Psychology term which means ”shape” or 
“form”. 

• Theory of visual perception developed by 
German psychologists Max Wertheimer, Kurt 
Koffka and Wolfgang Kohler in the 1920s. 

• Describe how people tend to organize visual 
elements into groups or unified wholes under 
certain principles or laws.



Unity & Gestalt

A gestalt is created because the mind simplifies 
and organizes information. It does this by 
grouping elements together to create new 
wholes. 

Understanding how the mind groups elements 
helps us understand how unity can be achieved.

http://nwrain.net/~tersiisky/design/unity.html



Unity

Saffron Travel – HTML template

http://preview.themeforest.net/item/travelinn-tour-booking-html5-template/full_screen_preview/21245569?_ga=2.50950057.1489135664.1519616492-290650119.1515272749
http://vi.sualize.us/gestalt_ley_de_portrait_cerramiento_elementos_dinamicos_picture_smHN.html


Unity

CRAP in Unity
• Continuation
• Repetition 
• Alignment
• Proximity



CRAP-U
Continuation means that something (a 
line, an edge, a curve, a direction) 
continues from one element to another. 

The viewer’s eye will follow the 
continuing line or edge smoothly from 
one element to other and the mind will 
group the elements because of this 
connection. Implied lines are one example 
of continuation.

http://nwrain.net/~tersiisky/design/unity.html



Continuation



CRAP-U
Repetition is based on grouping by similarity; 
elements that are similar visually are perceived 
to be related. 

Any element can be repeated - line, shape, 
color, value or texture - as well other things 
such as direction, angle or size. 

Repetition helps unify a design by creating 
similar elements and is one of the most 
effective ways to unify a design.

http://nwrain.net/~tersiisky/design/unity.html



Repetition 



CRAP-U
Alignment consists of arranging elements 
so that their edges are lined up. 

The common alignment allows the eye to 
group those elements together. 

A grid is often used to create unity through 
alignment, not just in a single design but 
also between related designs (the pages of 
a magazine or book, for example).

http://nwrain.net/~tersiisky/design/unity.html



Alignment 



CRAP-U
Proximity, is based on grouping 
by closeness; the closer 
elements are to each other, the 
more likely we will see them as 
a group. 

Proximity is one of the easiest 
ways to achieve unity.

http://nwrain.net/~tersiisky/design/unity.html



Proximity 



When Unity is Achieved . . .

Visibility is also attained since nothing is competing 

for attention in the composition.

Simplifies the interface and helps the message be

easily understandable.

The artwork looks complete and organized.

Visually addresses the organized Structure.

Repetition addresses Reuse. 

Gil de Montes @ https://www.youtube.com/watch?v=xt3IGCCXJcI

https://www.youtube.com/watch?v=xt3IGCCXJcI


A Focal Point is the location 
in a composition that attracts 
theviewer’s  attention and 
may repeatedly draw 
attention back to itself.

A Focal Point is where the  
artist has deliberately
placed  emphasis within 
their  composition.

Emphasis & Focal Point



Creating a Point of Emphasis/Focal Point

CI-CUP
• Contrast
• Isolation
• Convergence
• Unusual
• Placement



Contrast

Use of contrast. 
It refers to difference. 
Any specific type of difference in 
the composition can result in that 
element becoming a focal point. 
Difference or contrast can be 
achieved by changing the 
characteristics of the Elements of 
Design: line, shape, value texture, 
color and Principles of 
Organization such as movement, 
direction, etc... 



Contrast



Isolate an element from 
others. 
Whenever one shape or 
element is separated from a 
group or area, it becomes 
isolated and in turn, 
becomes a focal point.

Isolation



Isolation



Use implied lines to direct a 
viewer's eye to an object or 
element. 
This technique is known as 
"convergence".

Convergence



Convergence



Introduce an object or 
element that is unusual to 
the composition. 
This element stands out and 
gets the viewer's attention.

The Unusual



Unusual



Objects that are placed in 
the center of the picture 
plane or near center, will 
become a focal point. 
Most of the time, a 
non-centered focal point is 
preferred. 
By placing an object or 
element just off center, you 
can make a focal point 
through placement without 
affecting the aesthetics of 
the artwork. 
See Rule of Thirds!

Placement



Placement



Review

UI Design Principles 

§ Structure

§ Simplicity

§ Visibility

§ Feedback

§ Tolerance

§ Reuse



Review
§ Components of Art - Analyzed by the Degree of Representation

§ Subject Matter
§ Content
§ Context
§ Form

§ Elements of Design
§ Line
§ Shape & Space
§ Value
§ Texture
§ Color
§ (Type)

§ Principles of Organization
§ Balance
§ Emphasis & Focal Point | CI-CUP 

contrast, isolation, convergence, unique, placement
§ Rhythm
§ Scale & Proportion
§ Unity | CRAP

continuation, repetition, alignment, proximity


