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CHAPTER ONE
Your reptilian
brain

Our perception mainly takes place in our brain, largely in the
‘reptilian’ part of our brain. This introductory chapter establishes
a framework and a starting point for the discussion of various
theories on perception and the display of information. It offers

a perspective for working with the chapters that follow.
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CHAPTER TWO
Design
communication
and Gestalt
principles

The theory of Gestalt is defined by means of principles derived
from experiments on how people perceive certain visual
information. A brief overview of influential gestalt principles is
provided and discussed within the context of product design.
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CHAPTER THREE
Visual
Semantics

All visual information appears to refer to one meaning or
another. This meaning will not be the same for everyone, as it
depends on factors such as cultural differences. Especially in
this era of global entrepreneurs, it is important for a designer
to be aware of this.
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CHAPTER FOUR
Visual Rhetoric
in design
communication

A designer communicates a variety of content. In some cases
his presentation is informative, communication, shape, progress
or technical assembly information, for instance, and in other
situations the presentation requires a more convincing or
persuasive character. This is where Visual Rhetoric plays an
important role.
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CHAPTER FIVE
Holistic

approach to
Perception

A presentation, especially a visually complex one with a
combination of text, photographs, sketches and renderings,
can have an impact on a person at various perceptual levels.
This chapter discusses the creation of a visual presentation with
an integrated approach, considering the position of the viewer.
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