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Association mapping

things that go in coffee 

milk, cream, dairy, sugar, stirrer, coffee beans, water

served with coffee

donuts, breakfast, newspaper

properties of coffee

caffeine, diuretic, hot, acidic

places related to coffee

dunkin donuts, starbucks, kitchen, south america

products related to coffee

coffee maker, mug, coffee machine, grinder, tea

types of coffee

black, decaffeinated, espresso, latte

actions related to coffee

sipping, spilling, staining, drinking, burning, break

names of coffee

joe, java

“breaks will no longer be dictated by 
time to finish your coffee”

“the sink’s full again”

“coffee sales have been 
soaring”

“is this the decaf?”

“where’s the bathroom?!”

“who ordered from Java the Hutt?”

“the crullers will be here 
shortly, as soon as they take 

the door off the hinge”

things that go in coffee 


served with coffee
 properties of coffee


places related to coffee


products related to coffee


types of coffee


actions related to coffee

names of coffee




my brain cells having a meeting 
before my 9 AM class
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corporate wants to assure you that 
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product variations 

(bring it back to the original product!)

things associated 

(flight: mosquito, bird, aircraft)

characteristics 
(function, material, form, use location)

characteristic details 
(function: flight, balance, tether, retrieve)



Crossing products
atstrategy to generate 
innovativetideas.
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Cross products



Cross products
Write down the name of 
three products



1 2 3

Cross your 3 products with a pencil to make a new TOY 







Lab Deliverable!



Lab Deliverable!
Bring top 3 new or updated ideas 

3 ideas developed and sketched in your notebook 
3 refined, shaded sketches on 8.5 x 11” paper


Reminder!

Your team’s final  
toy will come from 
one of the ideas 
generated so far.

Identify toys that are most similar  
on the market



Another portfolio piece!

1
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Another portfolio piece!
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Color DJ



Why now?

3 ideas/team, in vertical 
poster format


45 second pitch per idea


work on in lab next week


used in first play testing

idea posters!



frankenpitch



frankenpitch
a 45 second idea pitch has a typical structure!

1. Introduction: captivating opening line (5s) 

2. Concept: toy name, definition, user (10s) 

3. Play value: core affordances, components, how to play (15s) 

4. Context: where to play (5s) 

5. Differentiate: core difference from existing similar toys or play (5s) 

6. Closing: overarching play-value of toy (5s)
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1. Introduction (5s) 
2. Concept (10s)

3. Play value (15s)

4. Context (5s)

5. Differentiate (5s)
6. Closing: (5s)

and now!
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What is
Communication with (2D) visual information 

for funsies… and for serious. 

Graphic design?



1) Conveys the  
right meaning 


2) Has visual coherency

3) Is readable under use 
conditions (unless the goal 
is confusion)

Usability

Syntax

What is good graphic design?Graphic design
Semantics



Semantics
Getting the message right!
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Semantics
Culture and age dependent



Semantics
Culture and age dependent

Learned



Semantics
Culture and age dependent

Learned


or Intuitive



Semantics

shapes have feeling and meaning!



Semantics

modern (2015)old (1968)

has appropriate feeling
Good graphic design



Good graphic design
1) Conveys the  

right meaning 


2) Has visual coherency

3) Is readable under use 
conditions (unless the goal 
is confusion)

Semantics

Usability

Syntax

Syntax
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UsabilityGood graphic design
1) Conveys the  

right meaning 


2) Has visual coherency

3) Is readable under use 
conditions (unless the goal 
is confusion)

Semantics

Usability

Syntax



Usability Readability



Usability ClarityGood graphic design
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Message 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Coherence 

Usability 
Clarity
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“timeless” 
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cardstock



Good graphic design
Semantics 
Message 

Syntax           
Coherence 

Usability 
Clarity

Design a sign for 
“timeless” 


Use the 8.5 x 11” 
cardstock



timeless
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