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Our first exercise dealt with 2-3 letters, my 

initials (ACT). We were challenged to play 

around with these letterforms in order to 

find an interesting composition, rather than 

focusing on the readability. After the initial 

exploration, we were to take our 3 favorite 

compositions and produce an informational 

poster labeling parts of the letters.
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This exercise was meant to get us thinking 

about font pairings. I did many explorations 

with a list we were given of quality fonts to 

use. These explorations aided me in projects 

thereafter.

02
TYPE PAIRING 
EXERCISE
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Visual Expression of Language

Liquidity, saturation, and overflow are words that describe the 
information surplus that besets us at the start of  the twenty-first 
century. Images proliferate in this media-rich environment, and 
so too does the written word. Far from diminishing in influence, 
text has continued to expand its power and pervasiveness. The 
visual expression of  language has grown increasingly diverse, 
as new fonts and formats evolve to accommodate the relentless 
display of  the word.

Typography is the art of  designing letterforms and arranging 
them in space and time. Since its invention during the Renais-
sance, typography has been animated by the conflict between 
fixed architectural elements-such as the page and its margins-and 
the fluid substance of  written words. Evolutions in the life of  
the letter arise from dialogs between wet and dry, soft and hard, 
slack and taut, amorphous and geometric, ragged and flush, 
planned and unpredicted. With unprecedented force, these 
conflicts are driving typographic innovation today. Typography 
is going under water as designers submerge themselves in the 
textures and transitions that bond letter, word, and surface. As 
rigid formats become open and pliant, the architectural hardware 
of  typographic systems is melting down.

The flush, full page of  the classical book is dominated by a 
single block of  justified text, its characters mechanically spaced 
to completely occupy the designated volume. The page is like 
a glass into which text is poured, spilling over from one leaf  to 
the next. By the early twentieth century, the classical page had 
given way to the multicolumned, mixed-media structures of  the 
modern newspaper, magazine, and illustrated book.

Print and Digital — The New Paradigm

Today, the simultaneity of diverse content streams is a given. 
Alongside the archetype of the printed page, the new digital 
archetype of the window has taken hold. The window is a 
scrolling surface of unlimited length, whose width adjusts at the 
will of reader or writer. In both print and digital media, graphic 
designers devise ways to navigate bodies of information by ex-
ploring the structural possibilities of pages and windows, boxes 
and frames, edges and margins.

In 1978, Nicholas Negroponte and Muriel Cooper, working 
at mit’s Media Lab, published a seminal essay on the notion of 
“soft copy,” the linguistic raw material of the digital age. The 
bastard offspring of hard copy, soft text lacks a fixed typograph-
ic identity. Owing allegiance to no font or format, it is willingly 
pasted, pirated, output, or repurposed in countless contexts. It is 
the ubiquitous medium of word-processing, desk-top publish-
ing, e-mail, and the Internet. The burgeoning of soft copy had 
an enormous impact on graphic design in the 1980s and 1990s. 
In design for print, soft copy largely eliminated the mediation 
of the typesetter, the technician previously charged with con-
verting the manuscript—which had been painstakingly marked 
up by hand with instructions from the designer-into galleys, or 
formal pages of type. Soft copy flows directly to designers in 
digital form from authors and editors. The designer is free to 
directly manipulate the text-without relying on the typeset-
ter-and to adjust typographic details up to the final moments 
of production. The soft copy revolution led designers to plunge 
from an objective aerial view into the moving waters of text, 
where they shape it from within.

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

4 5 Avenir, Heavy, 12/15
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Rockwell, bold, 14/15
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Interactive Typography
Digital media enable both users and producers, read-

ers and writers, to regulate the flow of language. As with 
design for print, the goal of interactive typography is to 
create “architectural” structures that accommodate the 
organic stream of text. But in the digital realm, these struc-
tures-and the content they support-have the possibility of 
continuous transformation. In their essay about soft copy, 
Negroponte and Cooper predicted the evolution of digital 
interfaces that would allow typography to transform its 
size, shape, and color. Muriel Cooper (1925-1994) went 
on to develop the idea of the three-dimensional “informa-
tion landscape,” a model that breaks through the window 
frames that dominate electronic interfaces.

Viewed from a distance, a field of text is a block of 
gray. But when one comes in close to read, the individual 
characters predominate over the field. Text is a body of 
separate objects that move together as a mass, like cars 
in a flow of traffic or individuals in a crowd. Text is a fluid 
made from the hard, dry crystals of the alphabet.

Typeface designs in the Renaissance reflected the 
curving lines of handwriting, formed by ink flowing from 
the rigid nib of a pen. 

The cast metal types used for printing converted these 
organic sources into fixed, reproducible artifacts. 

As the printed book became the world’s dominant infor-
mation medium, the design of typefaces grew ever more 
abstract and formalized, distanced from the liquid hand. 

Distinctive Type Usage Creates Personality 
and Identity for a Document

Today, designers look back at the systematic, abstract-
ing tendencies of modern letter design and both cele-
brate and challenge that rationalizing impulse. 

They have exchanged the anthracite deposits of the 
classical letter for lines of text that quiver and bleed like 
living things.

The distinctive use of type, which can endow a long or 
complex document with a sense of unified personality or 
behavior, also builds the identity of brands and institu-
tions. Bruce Mau has described identity design as a “life 
problem,” arguing that the visual expression of a com-
pany or product should appear like a frame taken from a 
system in motion.

The flat opacity of the printed page has been chal-
lenged by graphic designers who use image manipulation 
software to embed the word within the surface of the 
photographic image. A pioneer of such effects in the dig-
ital realm was P. Scott Makela (1960-1999). In the early 
1990s, he began using PhotoShop, a software tool that 
had just been introduced, as a creative medium. In his 
designs for print and multimedia, type and image merge 
in dizzying swells and eddies as letters bulge, buckle, and 
morph. The techniques he helped forge have become 
part of the fundamental language of graphic design. The 
linear forms of typography have become planar surfac-
es, skimming across and below the pixelated skin of the 
image.
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Visual Expression of Language

Liquidity, saturation, and overflow are words that describe 
the information surplus that besets us at the start of the twen-
ty-first century. Images proliferate in this media-rich environ-
ment, and so too does the written word. Far from diminishing 
in influence, text has continued to expand its power and perva-
siveness. The visual expression of language has grown increas-
ingly diverse, as new fonts and formats evolve to accommodate 
the relentless display of the word.

Typography is the art of designing letterforms and arrang-
ing them in space and time. Since its invention during the 
Renaissance, typography has been animated by the conflict 
between fixed architectural elements-such as the page and its 
margins-and the fluid substance of written words. Evolutions in 
the life of the letter arise from dialogs between wet and dry, soft 
and hard, slack and taut, amorphous and geometric, ragged and 
flush, planned and unpredicted. With unprecedented force, 
these conflicts are driving typographic innovation today. Typog-
raphy is going under water as designers submerge themselves in 
the textures and transitions that bond letter, word, and surface. 
As rigid formats become open and pliant, the architectural 
hardware of typographic systems is melting down.

The flush, full page of the classical book is dominated by a 
single block of justified text, its characters mechanically spaced 
to completely occupy the designated volume. The page is like 
a glass into which text is poured, spilling over from one leaf to 
the next. By the early twentieth century, the classical page had 
given way to the multicolumned, mixed-media structures of the 
modern newspaper, magazine, and illustrated book.

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

Print and Digital — The New Paradigm
Today, the simultaneity of diverse content streams is a 

given. Alongside the archetype of the printed page, the new 
digital archetype of the window has taken hold. The win-
dow is a scrolling surface of unlimited length, whose width 
adjusts at the will of reader or writer. In both print and dig-
ital media, graphic designers devise ways to navigate bodies 
of information by exploring the structural possibilities of 
pages and windows, boxes and frames, edges and margins.

In 1978, Nicholas Negroponte and Muriel Cooper, 
working at mit’s Media Lab, published a seminal essay on 
the notion of “soft copy,” the linguistic raw material of the 
digital age. The bastard offspring of hard copy, soft text 
lacks a fixed typographic identity. Owing allegiance to no 
font or format, it is willingly pasted, pirated, output, or 
repurposed in countless contexts. It is the ubiquitous me-
dium of word-processing, desk-top publishing, e-mail, and 
the Internet. The burgeoning of soft copy had an enormous 
impact on graphic design in the 1980s and 1990s. In design 
for print, soft copy largely eliminated the mediation of the 
typesetter, the technician previously charged with convert-
ing the manuscript—which had been painstakingly marked 
up by hand with instructions from the designer-into 
galleys, or formal pages of type. Soft copy flows directly to 
designers in digital form from authors and editors. The de-
signer is free to directly manipulate the text-without relying 
on the typesetter-and to adjust typographic details up to 
the final moments of production. The soft copy revolution 
led designers to plunge from an objective aerial view into 
the moving waters of text, where they shape it from within.

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

6 7 Avenir, Black, 12/15
Georgia, Italic, 9/10.8

Bembo, Bold Italic, 13/15
Helvetica Neue LT Std, Roman, 9/10.8

Fluids Conform to the Shape of their Container
The alphabet is an ancient form that is deeply embedded 

in the mental hardware of readers. Graphic designers always 
ground their work, to some degree, in historic precedent, 
tapping the familiarity of existing symbols and styles even as 
they invent new idioms. While some designers pay their toll 
to history with reluctance, others dive eagerly into the reser-
voirs of pop culture. Tibor Kalman (1949-1999) led the graphic 
design world’s reclamation of visual detritus, borrowing from 
the commonplace vernacular of mail-order stationery and do-
it-yourself signage. Designers now frankly embrace the humor 
and directness of everyday artifacts. In the aesthetic realm as 
in the economic one, pollution is a natural resource—one that 
is expanding rather than shrinking away.

Thirty years ago, progressive designers often described 
their mission as “problem-solving.” They aimed to identify the 
functional requirements of a project and then discover the 
appropriate means to satisfy the brief. Today, it is more illumi-
nating to speak of solvents than solutions. Design is often an 
attack on structure, or an attempt to create edifices that can 
withstand and engage the corrosive assault of content.

The clean, smooth surfaces of modernism proved an un-
sound fortress against popular culture, which is now invited in-
side to fuel the creation of new work. Image and text eat away 
at the vessels that would seal them shut. Forms that are hard 
and sharp now appear only temporarily so, ready to melt, like 
ice, in response to small environmental changes. All systems 
leak, and all waters are contaminated, not only with foreign 
matter but with bits of structure itself. A fluid, by definition, is a 
substance that conforms to the outline of its container. Today, 
containers reconfigure in response to the matter they hold.

About Ellen Lupton
The essay “Fluid Mechanics: Typographic Design Now,” 

was written by by Ellen Lupton, and published in Donald 
Albrecht, Steven Holt, and Ellen Lupton, Design Culture Now: 
National Design Triennial. New York: Princeton Architectural 
Press and Cooper-Hewitt, National Design Museum, 2000.

Ellen Lupton is a writer, curator, and graphic designer. 
She is director of the Graphic Design MFA program at Mary-
land Institute College of Art (MICA) in Baltimore, where she 
also serves as director of the Center for Design Thinking. As 
curator of contemporary design at Cooper-Hewitt, Nation-
al Design Museum since 1992, she has produced numerous 
exhibitions and books, including Mechanical Brides: Women 
and Machines from Home to Office (1993), Mixing Messages: 
Graphic Design and Contemporary Culture (1996), Letters 
from the Avant-Garde (1996), and Skin: Surface, Substance + 
Design (2002).

Her book Thinking with Type (2004) is used by students, 
designers, and educators worldwide. D.I.Y.: Design It Your-
self (2006), co-authored with her graduate students at MICA, 
explains design processes to a general audience. 

Other books include Graphic Design: The New Basics 
(with Jennifer Cole Phillips, 2008) and Indie Publishing: How 
to Design and Produce Your Own Book (2008). She is the 
co-author with Abbott Miller of several books, including The 
Bathroom, the Kitchen, and the Aesthetics of Waste (1992), 
Design Writing Research (1996), and Swarm (2006).

Lupton is a 2007 recipient of the AIGA Gold Medal, one 
of the highest honors given to a graphic designer or design 
educator in the U.S.

Ellen Lupton has contributed to various publications, 
including Print, Eye, I.D., and Metropolis. She has published 
essays and illustrations in The New York Times. A frequent 
lecturer around the U.S. and the world, Lupton will speak 
about design to anyone who will listen.

Excerpted from ellenlupton.com
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Interactive Typography
Digital media enable both users and producers, readers and 

writers, to regulate the flow of language. As with design for 
print, the goal of interactive typography is to create “architectur-
al” structures that accommodate the organic stream of text. But 
in the digital realm, these structures-and the content they sup-
port-have the possibility of continuous transformation. In their 
essay about soft copy, Negroponte and Cooper predicted the 
evolution of digital interfaces that would allow typography to 
transform its size, shape, and color. Muriel Cooper (1925-1994) 
went on to develop the idea of the three-dimensional “infor-
mation landscape,” a model that breaks through the window 
frames that dominate electronic interfaces.

Viewed from a distance, a field of text is a block of gray. But 
when one comes in close to read, the individual characters 
predominate over the field. Text is a body of separate objects 
that move together as a mass, like cars in a flow of traffic or 
individuals in a crowd. Text is a fluid made from the hard, dry 
crystals of the alphabet.

Typeface designs in the Renaissance reflected the curving 
lines of handwriting, formed by ink flowing from the rigid nib of 
a pen. 

The cast metal types used for printing converted these 
organic sources into fixed, reproducible artifacts. 

As the printed book became the world’s dominant informa-
tion medium, the design of typefaces grew ever more abstract 
and formalized, distanced from the liquid hand. 

Distinctive Type Usage Creates Personality and Iden-
tity for a Document

Today, designers look back at the systematic, abstracting 
tendencies of modern letter design and both celebrate and 
challenge that rationalizing impulse. 

They have exchanged the anthracite deposits of the classi-
cal letter for lines of text that quiver and bleed like living things.

The distinctive use of type, which can endow a long or com-
plex document with a sense of unified personality or behavior, 
also builds the identity of brands and institutions. Bruce Mau 
has described identity design as a “life problem,” arguing that 
the visual expression of a company or product should appear 
like a frame taken from a system in motion.

The flat opacity of the printed page has been challenged by 
graphic designers who use image manipulation software to em-
bed the word within the surface of the photographic image. A 
pioneer of such effects in the digital realm was P. Scott Makela 
(1960-1999). In the early 1990s, he began using PhotoShop, a 
software tool that had just been introduced, as a creative me-
dium. In his designs for print and multimedia, type and image 
merge in dizzying swells and eddies as letters bulge, buckle, 
and morph. The techniques he helped forge have become 
part of the fundamental language of graphic design. The linear 
forms of typography have become planar surfaces, skimming 
across and below the pixelated skin of the image.

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

12 13 Avenir, Heavy, 12/15
Bembo, Regular, 10/12

Helvetica Neue LT Std, Bold, 12/15
Adobe Caslon Pro, Regular, 10/12

Fluids Conform to the Shape of their Con-
tainer

The alphabet is an ancient form that is deeply embedded 
in the mental hardware of readers. Graphic designers always 
ground their work, to some degree, in historic precedent, 
tapping the familiarity of existing symbols and styles even as 
they invent new idioms. While some designers pay their toll to 
history with reluctance, others dive eagerly into the reservoirs 
of pop culture. Tibor Kalman (1949-1999) led the graphic 
design world’s reclamation of visual detritus, borrowing from 
the commonplace vernacular of mail-order stationery and do-
it-yourself signage. Designers now frankly embrace the humor 
and directness of everyday artifacts. In the aesthetic realm as in 
the economic one, pollution is a natural resource—one that is 
expanding rather than shrinking away.

Thirty years ago, progressive designers often described their 
mission as “problem-solving.” They aimed to identify the func-
tional requirements of a project and then discover the appro-
priate means to satisfy the brief. Today, it is more illuminating 
to speak of solvents than solutions. Design is often an attack 
on structure, or an attempt to create edifices that can with-
stand and engage the corrosive assault of content.

The clean, smooth surfaces of modernism proved an un-
sound fortress against popular culture, which is now invited in-
side to fuel the creation of new work. Image and text eat away 
at the vessels that would seal them shut. Forms that are hard 
and sharp now appear only temporarily so, ready to melt, like 
ice, in response to small environmental changes. All systems 
leak, and all waters are contaminated, not only with foreign 
matter but with bits of structure itself. A fluid, by definition, is 
a substance that conforms to the outline of its container. To-
day, containers reconfigure in response to the matter they hold.

About Ellen Lupton
The essay “Fluid Mechanics: Typographic Design Now,” was 

written by by Ellen Lupton, and published in Donald Albrecht, 
Steven Holt, and Ellen Lupton, Design Culture Now: National 
Design Triennial. New York: Princeton Architectural Press and 
Cooper-Hewitt, National Design Museum, 2000.

Ellen Lupton is a writer, curator, and graphic designer. She 
is director of the Graphic Design MFA program at Maryland 
Institute College of Art (MICA) in Baltimore, where she also 
serves as director of the Center for Design Thinking. As curator 
of contemporary design at Cooper-Hewitt, National Design 
Museum since 1992, she has produced numerous exhibitions 
and books, including Mechanical Brides: Women and Ma-
chines from Home to Office (1993), Mixing Messages: Graphic 
Design and Contemporary Culture (1996), Letters from the 
Avant-Garde (1996), and Skin: Surface, Substance + Design 
(2002).

Her book Thinking with Type (2004) is used by students, 
designers, and educators worldwide. D.I.Y.: Design It Yourself 
(2006), co-authored with her graduate students at MICA, ex-
plains design processes to a general audience. 

Other books include Graphic Design: The New Basics (with 
Jennifer Cole Phillips, 2008) and Indie Publishing: How to De-
sign and Produce Your Own Book (2008). She is the co-author 
with Abbott Miller of several books, including The Bathroom, 
the Kitchen, and the Aesthetics of Waste (1992), Design Writing 
Research (1996), and Swarm (2006).

Lupton is a 2007 recipient of the AIGA Gold Medal, one 
of the highest honors given to a graphic designer or design 
educator in the U.S.

Ellen Lupton has contributed to various publications, 
including Print, Eye, I.D., and Metropolis. She has published 
essays and illustrations in The New York Times. A frequent lec-
turer around the U.S. and the world, Lupton will speak about 
design to anyone who will listen.

Excerpted from ellenlupton.com



12 - Type Pairing Exercise -

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

16 17 Garamond, Bold, 14/15
Avenir, Light, 9/12

Palatino, Bold, 14/15
Helvetica Neue LT Std, Thin, 9/12

Interactive Typography
Digital media enable both users and producers, readers and 

writers, to regulate the flow of language. As with design for print, 
the goal of interactive typography is to create “architectural” 
structures that accommodate the organic stream of text. But in the 
digital realm, these structures-and the content they support-have 
the possibility of continuous transformation. In their essay about 
soft copy, Negroponte and Cooper predicted the evolution of 
digital interfaces that would allow typography to transform its size, 
shape, and color. Muriel Cooper (1925-1994) went on to develop 
the idea of the three-dimensional “information landscape,” a model 
that breaks through the window frames that dominate electronic 
interfaces.

Viewed from a distance, a field of text is a block of gray. But 
when one comes in close to read, the individual characters 
predominate over the field. Text is a body of separate objects that 
move together as a mass, like cars in a flow of traffic or individuals 
in a crowd. Text is a fluid made from the hard, dry crystals of the 
alphabet.

Typeface designs in the Renaissance reflected the curving lines 
of handwriting, formed by ink flowing from the rigid nib of a pen. 

The cast metal types used for printing converted these organic 
sources into fixed, reproducible artifacts. 

As the printed book became the world’s dominant information 
medium, the design of typefaces grew ever more abstract and 
formalized, distanced from the liquid hand. 

About Ellen Lupton
The essay “Fluid Mechanics: Typographic Design Now,” was 

written by by Ellen Lupton, and published in Donald Albrecht, 
Steven Holt, and Ellen Lupton, Design Culture Now: National 
Design Triennial. New York: Princeton Architectural Press and 
Cooper-Hewitt, National Design Museum, 2000.

Ellen Lupton is a writer, curator, and graphic designer. She is 
director of the Graphic Design MFA program at Maryland Insti-
tute College of Art (MICA) in Baltimore, where she also serves 
as director of the Center for Design Thinking. As curator of 
contemporary design at Cooper-Hewitt, National Design Mu-
seum since 1992, she has produced numerous exhibitions and 
books, including Mechanical Brides: Women and Machines 
from Home to Office (1993), Mixing Messages: Graphic Design 
and Contemporary Culture (1996), Letters from the Avant-Gar-
de (1996), and Skin: Surface, Substance + Design (2002).

Her book Thinking with Type (2004) is used by students, 
designers, and educators worldwide. D.I.Y.: Design It Yourself 
(2006), co-authored with her graduate students at MICA, ex-
plains design processes to a general audience. 

Other books include Graphic Design: The New Basics (with 
Jennifer Cole Phillips, 2008) and Indie Publishing: How to De-
sign and Produce Your Own Book (2008). She is the co-author 
with Abbott Miller of several books, including The Bathroom, 
the Kitchen, and the Aesthetics of Waste (1992), Design Writing 
Research (1996), and Swarm (2006).

Lupton is a 2007 recipient of the AIGA Gold Medal, one 
of the highest honors given to a graphic designer or design 
educator in the U.S.

Ellen Lupton has contributed to various publications, includ-
ing Print, Eye, I.D., and Metropolis. She has published essays 
and illustrations in The New York Times. A frequent lecturer 
around the U.S. and the world, Lupton will speak about design 
to anyone who will listen.

Excerpted from ellenlupton.com

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton
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Visual Expression of Language
Liquidity, saturation, and overflow are words that describe the 

information surplus that besets us at the start of the twenty-first 
century. Images proliferate in this media-rich environment, and so 
too does the written word. Far from diminishing in influence, text 
has continued to expand its power and pervasiveness. The visual 
expression of language has grown increasingly diverse, as new 
fonts and formats evolve to accommodate the relentless display 
of the word.

Typography is the art of designing letterforms and arranging 
them in space and time. Since its invention during the Renais-
sance, typography has been animated by the conflict between 
fixed architectural elements-such as the page and its mar-
gins-and the fluid substance of written words. Evolutions in the 
life of the letter arise from dialogs between wet and dry, soft and 
hard, slack and taut, amorphous and geometric, ragged and 
flush, planned and unpredicted. With unprecedented force, these 
conflicts are driving typographic innovation today. Typography 
is going under water as designers submerge themselves in the 
textures and transitions that bond letter, word, and surface. As 
rigid formats become open and pliant, the architectural hardware 
of typographic systems is melting down.

The flush, full page of the classical book is dominated by a 
single block of justified text, its characters mechanically spaced 
to completely occupy the designated volume. The page is like 
a glass into which text is poured, spilling over from one leaf to 
the next. By the early twentieth century, the classical page had 
given way to the multicolumned, mixed-media structures of the 
modern newspaper, magazine, and illustrated book.

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

Print and Digital — The New Paradigm

Today, the simultaneity of diverse content streams is a 
given. Alongside the archetype of the printed page, the new 
digital archetype of the window has taken hold. The window 
is a scrolling surface of unlimited length, whose width adjusts 
at the will of reader or writer. In both print and digital 
media, graphic designers devise ways to navigate bodies of 
information by exploring the structural possibilities of pages 
and windows, boxes and frames, edges and margins.

In 1978, Nicholas Negroponte and Muriel Cooper, work-
ing at mit’s Media Lab, published a seminal essay on the 
notion of “soft copy,” the linguistic raw material of the digital 
age. The bastard offspring of hard copy, soft text lacks a 
fixed typographic identity. Owing allegiance to no font 
or format, it is willingly pasted, pirated, output, or repur-
posed in countless contexts. It is the ubiquitous medium of 
word-processing, desk-top publishing, e-mail, and the Inter-
net. The burgeoning of soft copy had an enormous impact on 
graphic design in the 1980s and 1990s. In design for print, 
soft copy largely eliminated the mediation of the typesetter, 
the technician previously charged with converting the man-
uscript—which had been painstakingly marked up by hand 
with instructions from the designer-into galleys, or formal 
pages of type. Soft copy flows directly to designers in digital 
form from authors and editors. The designer is free to directly 
manipulate the text-without relying on the typesetter-and to 
adjust typographic details up to the final moments of produc-
tion. The soft copy revolution led designers to plunge from an 
objective aerial view into the moving waters of text, where 
they shape it from within.



13- Type Pairing Exercise -

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton

18 19Helvetica Neue LT Std, Medium, 12/15, Tracking 10
Didot, Italic, 10/13

Interactive Typography

Digital media enable both users and producers, readers 
and writers, to regulate the flow of language. As with 
design for print, the goal of interactive typography is to 
create “architectural” structures that accommodate the 
organic stream of text. But in the digital realm, these 
structures-and the content they support-have the possibility 
of continuous transformation. In their essay about soft copy, 
Negroponte and Cooper predicted the evolution of digital 
interfaces that would allow typography to transform its 
size, shape, and color. Muriel Cooper (1925-1994) went on 
to develop the idea of the three-dimensional “information 
landscape,” a model that breaks through the window 
frames that dominate electronic interfaces.

Viewed from a distance, a field of text is a block of 
gray. But when one comes in close to read, the individual 
characters predominate over the field. Text is a body of 
separate objects that move together as a mass, like cars in 
a flow of traffic or individuals in a crowd. Text is a fluid 
made from the hard, dry crystals of the alphabet.

Typeface designs in the Renaissance reflected the curving 
lines of handwriting, formed by ink flowing from the rigid 
nib of a pen. 

The cast metal types used for printing converted these 
organic sources into fixed, reproducible artifacts. 

As the printed book became the world’s dominant 
information medium, the design of typefaces grew ever 
more abstract and formalized, distanced from the liquid 
hand. 

Brisa, Regular, 16/24
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Fluids Conform to the Shape of their Container
The alphabet is an ancient form that is deeply embedded in the 

mental hardware of readers. Graphic designers always ground their 

work, to some degree, in historic precedent, tapping the familiarity 

of existing symbols and styles even as they invent new idioms. While 

some designers pay their toll to history with reluctance, others dive 

eagerly into the reservoirs of pop culture. Tibor Kalman (1949-1999) 

led the graphic design world’s reclamation of visual detritus, borrow-

ing from the commonplace vernacular of mail-order stationery and 

do-it-yourself signage. Designers now frankly embrace the humor 

and directness of everyday artifacts. In the aesthetic realm as in the 

economic one, pollution is a natural resource—one that is expanding 

rather than shrinking away.

Thirty years ago, progressive designers often described their 

mission as “problem-solving.” They aimed to identify the functional 

requirements of a project and then discover the appropriate means 

to satisfy the brief. Today, it is more illuminating to speak of solvents 

than solutions. Design is often an attack on structure, or an attempt 

to create edifices that can withstand and engage the corrosive as-

sault of content.

The clean, smooth surfaces of modernism proved an unsound 

fortress against popular culture, which is now invited inside to fuel 

the creation of new work. Image and text eat away at the vessels that 

would seal them shut. Forms that are hard and sharp now appear 

only temporarily so, ready to melt, like ice, in response to small 

environmental changes. All systems leak, and all waters are contam-

inated, not only with foreign matter but with bits of structure itself. A 

fluid, by definition, is a substance that conforms to the outline of its 

container. Today, containers reconfigure in response to the matter 

they hold.

Fluid Typography | An Essay by Ellen Lupton Fluid Typography | An Essay by Ellen Lupton
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About Ellen Lupton
The essay “Fluid Mechanics: Typographic Design Now,” was 

written by by Ellen Lupton, and published in Donald Albrecht, Steven 
Holt, and Ellen Lupton, Design Culture Now: National Design Triennial. 
New York: Princeton Architectural Press and Cooper-Hewitt, National 
Design Museum, 2000.

Ellen Lupton is a writer, curator, and graphic designer. She is 
director of the Graphic Design MFA program at Maryland Institute 
College of Art (MICA) in Baltimore, where she also serves as director 
of the Center for Design Thinking. As curator of contemporary design 
at Cooper-Hewitt, National Design Museum since 1992, she has pro-
duced numerous exhibitions and books, including Mechanical Brides: 
Women and Machines from Home to Office (1993), Mixing Messages: 
Graphic Design and Contemporary Culture (1996), Letters from the 
Avant-Garde (1996), and Skin: Surface, Substance + Design (2002).

Her book Thinking with Type (2004) is used by students, de-
signers, and educators worldwide. D.I.Y.: Design It Yourself (2006), 
co-authored with her graduate students at MICA, explains design 
processes to a general audience. 

Other books include Graphic Design: The New Basics (with 
Jennifer Cole Phillips, 2008) and Indie Publishing: How to Design and 
Produce Your Own Book (2008). She is the co-author with Abbott 
Miller of several books, including The Bathroom, the Kitchen, and 
the Aesthetics of Waste (1992), Design Writing Research (1996), and 
Swarm (2006).

Lupton is a 2007 recipient of the AIGA Gold Medal, one of the 
highest honors given to a graphic designer or design educator in the 
U.S.

Ellen Lupton has contributed to various publications, including 
Print, Eye, I.D., and Metropolis. She has published essays and illustra-
tions in The New York Times. A frequent lecturer around the U.S. and 
the world, Lupton will speak about design to anyone who will listen.

Excerpted from ellenlupton.com
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About Ellen Lupton

The essay “Fluid Mechanics: Typographic Design Now,” was written by 

by Ellen Lupton, and published in Donald Albrecht, Steven Holt, and Ellen 

Lupton, Design Culture Now: National Design Triennial. New York: Princeton 

Architectural Press and Cooper-Hewitt, National Design Museum, 2000.

Ellen Lupton is a writer, curator, and graphic designer. She is director of 

the Graphic Design MFA program at Maryland Institute College of Art (MICA) 

in Baltimore, where she also serves as director of the Center for Design 

Thinking. As curator of contemporary design at Cooper-Hewitt, National 

Design Museum since 1992, she has produced numerous exhibitions and 

books, including Mechanical Brides: Women and Machines from Home to 

Office (1993), Mixing Messages: Graphic Design and Contemporary Culture 

(1996), Letters from the Avant-Garde (1996), and Skin: Surface, Substance 

+ Design (2002).

Her book Thinking with Type (2004) is used by students, designers, and 

educators worldwide. D.I.Y.: Design It Yourself (2006), co-authored with 

her graduate students at MICA, explains design processes to a general 

audience. 

Other books include Graphic Design: The New Basics (with Jennifer 

Cole Phillips, 2008) and Indie Publishing: How to Design and Produce Your 

Own Book (2008). She is the co-author with Abbott Miller of several books, 

including The Bathroom, the Kitchen, and the Aesthetics of Waste (1992), 

Design Writing Research (1996), and Swarm (2006).

Lupton is a 2007 recipient of the AIGA Gold Medal, one of the highest 

honors given to a graphic designer or design educator in the U.S.
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The Town Mouse & the Country Mouse

☞ Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, this 

cousin, but he loved his town friend and made him heartily welcome. 

Beans and bacon, cheese and bread, were all he had to offer, but he 

offered them freely. The Town Mouse rather turned up his long nose 

at this country fare, and said: “I cannot understand, Cousin, how you 

can put up with such poor food as this, but of course you cannot expect 

anything better in the country; come you with me and I will show you 

how to live. When you have been in town a week you will wonder how 

you could ever have stood a country life.” No sooner said than done: the 

two mice set off for the town and arrived at the Town Mouse’s residence 

late at night. “You will want some refreshment after our long journey,” 

said the polite Town Mouse, and took his friend into the grand dining-

room. There they found the remains of a fine feast, and soon the two 

mice were eating up jellies and cakes and all that was nice. Suddenly 

they heard growling and barking. “What is that?” said the Country 

Mouse. “It is only the dogs of the house,” answered the other. “Only!” 

said the Country Mouse. “I do not like that music at my dinner.” Just at 

that moment the door flew open, in came two huge mastiffs, and the two 

mice had to scamper down and run off. “Good-bye, Cousin,” said the 

Country Mouse, “What! going so soon?” said the other. “Yes,” he replied; 

“Better beans and bacon in peace than cakes and ale in fear.”

Jacobs’ translation (1894)
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The Town Mouse & the Country Mouse

☞ Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, this 

cousin, but he loved his town friend and made him heartily welcome. 

Beans and bacon, cheese and bread, were all he had to offer, but he 

offered them freely. The Town Mouse rather turned up his long nose 

at this country fare, and said: “I cannot understand, Cousin, how you 

can put up with such poor food as this, but of course you cannot expect 

anything better in the country; come you with me and I will show you 

how to live. When you have been in town a week you will wonder how 

you could ever have stood a country life.” No sooner said than done: the 

two mice set off for the town and arrived at the Town Mouse’s residence 

late at night. “You will want some refreshment after our long journey,” 

said the polite Town Mouse, and took his friend into the grand dining-

room. There they found the remains of a fine feast, and soon the two 

mice were eating up jellies and cakes and all that was nice. Suddenly 

they heard growling and barking. “What is that?” said the Country 

Mouse. “It is only the dogs of the house,” answered the other. “Only!” 

said the Country Mouse. “I do not like that music at my dinner.” Just 

at that moment the door flew open, in came two huge mastiffs, and the 

two mice had to scamper down and run off. “Good-bye, Cousin,” said 

the Country Mouse, “What! going so soon?” said the other. “Yes,” he 

replied; “Better beans and bacon in peace than cakes and ale in fear.”

Jacobs’ translation (1894)
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The Town Mouse & the Country Mouse

☞ Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, this 

cousin, but he loved his town friend and made him heartily welcome. 

Beans and bacon, cheese and bread, were all he had to offer, but he 

offered them freely. The Town Mouse rather turned up his long nose 

at this country fare, and said: “I cannot understand, Cousin, how you 

can put up with such poor food as this, but of course you cannot expect 

anything better in the country; come you with me and I will show you 

how to live. When you have been in town a week you will wonder how 

you could ever have stood a country life.” No sooner said than done: the 

two mice set off for the town and arrived at the Town Mouse’s residence 

late at night. “You will want some refreshment after our long journey,” 

said the polite Town Mouse, and took his friend into the grand dining-

room. There they found the remains of a fine feast, and soon the two 

mice were eating up jellies and cakes and all that was nice. Suddenly 

they heard growling and barking. “What is that?” said the Country 

Mouse. “It is only the dogs of the house,” answered the other. “Only!” 

said the Country Mouse. “I do not like that music at my dinner.” Just 

at that moment the door flew open, in came two huge mastiffs, and the 

two mice had to scamper down and run off. “Good-bye, Cousin,” said 

the Country Mouse, “What! going so soon?” said the other. “Yes,” he 

replied; “Better beans and bacon in peace than cakes and ale in fear.”
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Jacobs’ translation (1894)

The Town Mouse & The Country Mouse

☞Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, 

this cousin, but he loved his town friend and made him heartily 

welcome. Beans and bacon, cheese and bread, were all he had to 

offer, but he offered them freely. The Town Mouse rather turned up 

his long nose at this country fare, and said: “I cannot understand, 

Cousin, how you can put up with such poor food as this, but of course 

you cannot expect anything better in the country; come you with me 

and I will show you how to live. W hen you have been in town a week 

you will wonder how you could ever have stood a country life.” No 

sooner said than done: the two mice set off for the town and arrived 

at the Town Mouse’s residence late at night. “You will want some 

refreshment after our long journey,” said the polite Town Mouse, 

and took his friend into the grand dining-room. There they found 

the remains of a fine feast, and soon the two mice were eating up 

jellies and cakes and all that was nice. Suddenly they heard growling 

and barking. “W hat is that?” said the Country Mouse. “It is only 

the dogs of the house,” answered the other. “Only!” said the Country 

Mouse. “I do not like that music at my dinner.” Just at that moment 

the door flew open, in came two huge mastiffs, and the two mice had 

to scamper down and run off. “Good-bye, Cousin,” said the Country 

Mouse, “W hat! going so soon?” said the other. “Yes,” he replied; 

“Better beans and bacon in peace than cakes and ale in fear.”
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The Town Mouse & The Country Mouse

☞Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, this 

cousin, but he loved his town friend and made him heartily welcome. 

Beans and bacon, cheese and bread, were all he had to offer, but he 

offered them freely. The Town Mouse rather turned up his long nose 

at this country fare, and said: “I cannot understand, Cousin, how 

you can put up with such poor food as this, but of course you cannot 

expect anything better in the country; come you with me and I will 

show you how to live. When you have been in town a week you will 

wonder how you could ever have stood a country life.” No sooner said 

than done: the two mice set off for the town and arrived at the Town 

Mouse’s residence late at night. “You will want some refreshment 

after our long journey,” said the polite Town Mouse, and took his 

friend into the grand dining-room. There they found the remains of 

a fine feast, and soon the two mice were eating up jellies and cakes 

and all that was nice. Suddenly they heard growling and barking. 

“What is that?” said the Country Mouse. “It is only the dogs of the 

house,” answered the other. “Only!” said the Country Mouse. “I do 

not like that music at my dinner.” Just at that moment the door flew 

open, in came two huge mastiffs, and the two mice had to scamper 

down and run off. “Good-bye, Cousin,” said the Country Mouse, 

“What! going so soon?” said the other. “Yes,” he replied; “Better beans 

and bacon in peace than cakes and ale in fear.”
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Jacobs’ translation (1894)



The Town Mouse & The Country Mouse

☞Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, this 

cousin, but he loved his town friend and made him heartily welcome. 

Beans and bacon, cheese and bread, were all he had to offer, but he 

offered them freely. The Town Mouse rather turned up his long nose 

at this country fare, and said: “I cannot understand, Cousin, how 

you can put up with such poor food as this, but of course you cannot 

expect anything better in the country; come you with me and I will 

show you how to live. When you have been in town a week you will 

wonder how you could ever have stood a country life.” No sooner said 

than done: the two mice set off for the town and arrived at the Town 

Mouse’s residence late at night. “You will want some refreshment 

after our long journey,” said the polite Town Mouse, and took his 

friend into the grand dining-room. There they found the remains of 

a fine feast, and soon the two mice were eating up jellies and cakes 

and all that was nice. Suddenly they heard growling and barking. 

“What is that?” said the Country Mouse. “It is only the dogs of the 

house,” answered the other. “Only!” said the Country Mouse. “I do 

not like that music at my dinner.” Just at that moment the door flew 

open, in came two huge mastiffs, and the two mice had to scamper 

down and run off. “Good-bye, Cousin,” said the Country Mouse, 

“What! going so soon?” said the other. “Yes,” he replied; “Better beans 

and bacon in peace than cakes and ale in fear.”

Jacobs’ translation (1894)
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The Town Mouse & The Country Mouse

☞Now you must know that a Town Mouse once upon a time went 

on a visit to his cousin in the country. He was rough and ready, this 

cousin, but he loved his town friend and made him heartily welcome. 

Beans and bacon, cheese and bread, were all he had to offer, but he 

offered them freely. The Town Mouse rather turned up his long nose 

at this country fare, and said: “I cannot understand, Cousin, how 

you can put up with such poor food as this, but of course you cannot 

expect anything better in the country; come you with me and I will 

show you how to live. When you have been in town a week you will 

wonder how you could ever have stood a country life.” No sooner said 

than done: the two mice set off for the town and arrived at the Town 

Mouse’s residence late at night. “You will want some refreshment 

after our long journey,” said the polite Town Mouse, and took his 

friend into the grand dining-room. There they found the remains of 

a fine feast, and soon the two mice were eating up jellies and cakes 

and all that was nice. Suddenly they heard growling and barking. 

“What is that?” said the Country Mouse. “It is only the dogs of the 

house,” answered the other. “Only!” said the Country Mouse. “I do 

not like that music at my dinner.” Just at that moment the door flew 

open, in came two huge mastiffs, and the two mice had to scamper 

down and run off. “Good-bye, Cousin,” said the Country Mouse, 

“What! going so soon?” said the other. “Yes,” he replied; “Better beans 

and bacon in peace than cakes and ale in fear.”
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Jacobs’ translation (1894)
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Part Two

Now you must know that a Town Mouse once upon a time went on a 

visit to his cousin in the country. He was rough and ready, this cousin, 

but he loved his town friend and made him heartily welcome. Beans and 

bacon, cheese and bread, were all he had to offer, but he offered them 

freely. The Town Mouse rather turned up his long nose at this country 

fare, and said: “I cannot understand, Cousin, how you can put up with 

such poor food as this, but of course you cannot expect anything better 

in the country; come you with me and I will show you how to live. 

When you have been in town a week you will wonder how you could 

ever have stood a country life.” No sooner said than done: the two mice 

set off for the town and arrived at the Town Mouse’s residence late at 

&The Town Mouse

night. “You will want some refreshment after our long journey,” said 

the polite Town Mouse, and took his friend into the grand dining-

room. There they found the remains of a fine feast, and soon the two 

mice were eating up jellies and cakes and all that was nice. Suddenly 

they heard growling and barking. “What is that?” said the Country 

Mouse. “It is only the dogs of the house,” answered the other. “Only!” 

said the Country Mouse. “I do not like that music at my dinner.” Just 

at that moment the door flew open, in came two huge mastiffs, and the 

two mice had to scamper down and run off. “Good-bye, Cousin,” said 

the Country Mouse, “What! going so soon?” said the other. “Yes,” he 

replied; “Better beans and bacon in peace than cakes and ale in fear.”

The Country Mouse

Now you must know that a 

Town Mouse once upon a 

time went on a visit to his 

cousin in the country. He 

was rough and ready, this 

cousin, but he loved his town 

friend and made him heartily 

welcome. Beans and bacon, 

cheese and bread, were 

all he had to offer, but he 

offered them freely. The Town 

Mouse rather turned up his 

&The Town Mouse

long nose at this country fare, and said: “I cannot understand, Cousin, how you can put up with such poor food as this, but of course you cannot expect anything better in the country; come you with me and I will show you how to live. When you have been in town a week you will wonder how you could ever have stood a country life.” No sooner said than done: the two mice set off for the town and arrived at the Town Mouse’s residence late at night. 

The Country Mouse

“You will want some refreshment after 

our long journey,” said the polite Town 

Mouse, and took his friend into the 

grand dining-room. There they found 

the remains of a fine feast, and soon 

the two mice were eating up jellies and 

cakes and all that was nice. Suddenly 

they heard growling and barking. “What 

is that?” said the Country Mouse. “It is 

only the dogs of the house,” answered 

the other. “Only!” said the Country 

Mouse. “I do not like that music at my 

dinner.” Just at that moment the door flew open, in came two huge mastiffs, and the two mice had to scamper down and run off. “Good-bye, Cousin,” said the Country Mouse, “What! going so soon?” said the other. “Yes,” he replied; “Better beans and bacon in peace than cakes and ale in fear.”

&The Town Mouse The Country Mouse

Now you must know that a Town Mouse once upon a time went on a 

visit to his cousin in the country. He was rough and ready, this cousin, 

but he loved his town friend and made him heartily welcome. Beans and 

bacon, cheese and bread, were all he had to offer, but he offered them 

freely. The Town Mouse rather turned up his long nose at this country 

fare, and said: “I cannot understand, Cousin, how you can put up with 

such poor food as this, but of course you cannot expect anything better 

in the country; come you with me and I will show you how to live. 

When you have been in town a week you will wonder how you could 

ever have stood a country life.” No sooner said than done: the two mice 

set off for the town and arrived at the Town Mouse’s residence late at 

night. “You will want some refreshment after our long journey,” said 

the polite Town Mouse, and took his friend into the grand dining-

room. There they found the remains of a fine feast, and soon the two 

mice were eating up jellies and cakes and all that was nice. Suddenly 

they heard growling and barking. “What is that?” said the Country 

Mouse. “It is only the dogs of the house,” answered the other. “Only!” 

said the Country Mouse. “I do not like that music at my dinner.” Just 

at that moment the door flew open, in came two huge mastiffs, and the 

two mice had to scamper down and run off. “Good-bye, Cousin,” said 

the Country Mouse, “What! going so soon?” said the other. “Yes,” he 

replied; “Better beans and bacon in peace than cakes and ale in fear.”

& The 
Country 
     Mouse

The Town
Mouse

Now you must know that a Town Mouse once upon a 

time went on a visit to his cousin in the country. He was rough 

and ready, this cousin, but he loved his town friend and made him 

heartily welcome. Beans and bacon, cheese and bread, were all he 

had to offer, but he offered them freely. The Town Mouse rather 

turned up his long nose at this country fare, and said: “I cannot 

understand, Cousin, how you can put up with such poor food 

as this, but of course you cannot expect anything better in the 

country; come you with me and I will show you how to live. When 

you have been in town a week you will wonder how you could ever 

have stood a country life.” No sooner said than done: the two mice 

set off for the town and arrived at the Town Mouse’s residence late 

at night. “You will want some refreshment after our 

long journey,” said the polite Town Mouse, and took his friend 

into the grand dining-room. There they found the remains of a 

fine feast, and soon the two mice were eating up jellies and cakes 

and all that was nice. Suddenly they heard growling and barking. 

“What is that?” said the Country Mouse. “It is only the dogs 

of the house,” answered the other. “Only!” said the Country 

Mouse. “I do not like that music at my dinner.” Just at that 

moment the door flew open, in came two huge mastiffs, and the 

two mice had to scamper down and run off. “Good-bye, Cousin,” 

said the Country Mouse, “What! going so soon?” said the other. 

“Yes,” he replied; “Better beans and bacon in peace than cakes 

and ale in fear.”

Now you must know that a 

Town Mouse once upon a 

time went on a visit to his 

cousin in the country. He 

was rough and ready, this 

cousin, but he loved his town 

friend and made him heartily 

welcome. Beans and bacon, 

cheese and bread, were 

all he had to offer, but he 

offered them freely. The Town 

Mouse rather turned up his 

&The Town Mouse

long nose at this country fare, and said: “I cannot understand, Cousin, how you can put up with such poor food as this, but of course you cannot expect anything better in the country; come you with me and I will show you how to live. When you have been in town a week you will wonder how you could ever have stood a country life.” No sooner said than done: the two mice set off for the town and arrived at the Town Mouse’s residence late at night. 

The Country Mouse

“You will want some refreshment after 

our long journey,” said the polite Town 

Mouse, and took his friend into the 

grand dining-room. There they found 

the remains of a fine feast, and soon 

the two mice were eating up jellies and 

cakes and all that was nice. Suddenly 

they heard growling and barking. “What 

is that?” said the Country Mouse. “It is 

only the dogs of the house,” answered 

the other. “Only!” said the Country 

Mouse. “I do not like that music at my 

dinner.” Just at that moment the door flew open, in came two huge mastiffs, and the two mice had to scamper down and run off. “Good-bye, Cousin,” said the Country Mouse, “What! going so soon?” said the other. “Yes,” he replied; “Better beans and bacon in peace than cakes and ale in fear.”

Now you must know that a 

Town Mouse once upon a 

time went on a visit to his 

cousin in the country. He 

was rough and ready, this 

cousin, but he loved his town 

friend and made him heartily 

welcome. Beans and bacon, 

cheese and bread, were 

all he had to offer, but he 

offered them freely. The Town 

Mouse rather turned up his 

&The Town Mouse

long nose at this country fare, and said: “I cannot understand, Cousin, how you can put up with such poor food as this, but of course you cannot expect anything better in the country; come you with me and I will show you how to live. When you have been in town a week you will wonder how you could ever have stood a country life.” No sooner said than done: the two mice set off for the town and arrived at the Town Mouse’s residence late at night. 

The Country Mouse

“You will want some refreshment after 

our long journey,” said the polite Town 

Mouse, and took his friend into the 

grand dining-room. There they found 

the remains of a fine feast, and soon 

the two mice were eating up jellies and 

cakes and all that was nice. Suddenly 

they heard growling and barking. “What 

is that?” said the Country Mouse. “It is 

only the dogs of the house,” answered 

the other. “Only!” said the Country 

Mouse. “I do not like that music at my 

dinner.” Just at that moment the door flew open, in came two huge mastiffs, and the two mice had to scamper down and run off. “Good-bye, Cousin,” said the Country Mouse, “What! going so soon?” said the other. “Yes,” he replied; “Better beans and bacon in peace than cakes and ale in fear.”
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Now you must know that a 

Town Mouse once upon a 

time went on a visit to his 

cousin in the country. He 

was rough and ready, this 

cousin, but he loved his town 

friend and made him heartily 

welcome. Beans and bacon, 

cheese and bread, were 

all he had to offer, but he 

offered them freely. The Town 

Mouse rather turned up his 

&The Town Mouse

long nose at this country fare, and said: “I cannot understand, Cousin, how you can put up with such poor food as this, but of course you cannot expect anything better in the country; come you with me and I will show you how to live. When you have been in town a week you will wonder how you could ever have stood a country life.” No sooner said than done: the two mice set off for the town and arrived at the Town Mouse’s residence late at night. 

The Country Mouse

“You will want some refreshment after 

our long journey,” said the polite Town 

Mouse, and took his friend into the 

grand dining-room. There they found 

the remains of a fine feast, and soon 

the two mice were eating up jellies and 

cakes and all that was nice. Suddenly 

they heard growling and barking. “What 

is that?” said the Country Mouse. “It is 

only the dogs of the house,” answered 

the other. “Only!” said the Country 

Mouse. “I do not like that music at my 

dinner.” Just at that moment the door flew open, in came two huge mastiffs, and the two mice had to scamper down and run off. “Good-bye, Cousin,” said the Country Mouse, “What! going so soon?” said the other. “Yes,” he replied; “Better beans and bacon in peace than cakes and ale in fear.”
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&The Town Mouse
The Country Mouse

Now you must know that a 

Town Mouse once upon a 

time went on a visit to his 

cousin in the country. He 

was rough and ready, this 

cousin, but he loved his town 

friend and made him heartily 

welcome. Beans and bacon, 

cheese and bread, were 

all he had to offer, but he 

offered them freely. The Town 

Mouse rather turned up his 

long nose at this country fare, and said: “I cannot understand, Cousin, how you can put up with such poor food as this, but of course you cannot expect anything better in the country; come you with me and I will show you how to live. When you have been in town a week you will wonder how you could ever have stood a country life.” No sooner said than done: the two mice set off for the town and arrived at the Town Mouse’s residence late at night. 

“You will want some refreshment after 

our long journey,” said the polite Town 

Mouse, and took his friend into the 

grand dining-room. There they found 

the remains of a fine feast, and soon 

the two mice were eating up jellies and 

cakes and all that was nice. Suddenly 

they heard growling and barking. “What 

is that?” said the Country Mouse. “It is 

only the dogs of the house,” answered 

the other. “Only!” said the Country 

Mouse. “I do not like that music at my 

dinner.” Just at that moment the door flew open, in came two huge mastiffs, and the two mice had to scamper down and run off. “Good-bye, Cousin,” said the Country Mouse, “What! going so soon?” said the other. “Yes,” he replied; “Better beans and bacon in peace than cakes and ale in fear.”
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This project encouraged our further 

consideration for font pairing and layout. 

Mainly though, we were challenged to show 

visual hierarchy in an interesting and clear 

way. Using an article about design advice, 

I first explored different ways to show 

heirarchy, including font differences, weight, 

color, and position. My final product plays 

with body text layout.

Visual Hierarchy
04
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After School Special: 
Advice for Emerging Designers

Building a career is not something that happens overnight. It requires patience and tenacity, and it involves more than raw talent. 
A career demands an overarching curiosity about the world and how things work, topped off with well-honed people skills. To 
rise to the top in your profession, you have to have the guts to be self-aware, to know your own strengths while trying to improve 
upon your weaknesses. And, come to think of it, raw talent doesn’t hurt.
The great thing about a career in design is that you can define success in a number of ways. You can strive to be a renowned cre-
ative director at a big firm, to create a small boutique studio, or to savor both your profession and parenthood by working out of 
your home while raising children. This industry isn’t just about savvy insight and fresh aesthetic perspectives; it’s also largely built 
from flexibility and potential.

In the beginning of a career, the transition from school to work is difficult, to put it mildly. The first thing you learn is that there is 
more to learn. A lot more.

1. Respect the Difference Between Theory and Practice
 Don’t get me wrong, school is great, and by all means revel in your trek through academia, because nothing will ever be the same. 
Appreciate the time you have been given to learn about yourself, and get an education that you can apply to your whole life, not only your 
job.
In school, your instructors push you to express yourself, they insist on your developing the essence of your design perspective. They want you 
to be able to articulate why you believe in your work. Every day you try to find a unique way to express your ideas, so, in that way, school is 
creative nirvana. A teacher’s objective is to develop students’ skills and to nurture creativity before you set out on your own upon graduation.
 Once you’re out in the real world, however, it’s a whole new game; in a professional environment everything changes, and there’s 
no room for being an isolationist, or demonstrating that you alone are terminally unique. You are now expected to understand your clients 
and their objectives. In order to do so, you may work in a team, and the emphasis is on how you—collectively, not singularly—are going to 
meet the aims of the client and the client’s business. Suddenly you are one of many, and no one might even care what you think.
 Design firms are businesses. They are not created to teach and nurture, although both sometimes happen along the way if you 
find a great mentor. A design firm’s objective is to be a successful company. You walk into a firm and acquire the processes, culture and the 
various stylistic methods of the firm. You are a part of a group, and you begin to realize that you thought you knew a lot six months ago, but 
now you only know a fraction of what everyone else seems to know. The learning curve changes.

        Develop Really Great Habits
 A great deal of success is about fostering good habits early. This is the time to start; it’s harder to break a habit than it is to   
 practice a new one. Also, as you get older, your daily obligations are greater, and you will have less time and energy to make new  
 actions routine. Get those mental muscles toned now and it will become easy to maintain them.

 Be Positive
 Having a can-do attitude makes people want to work with you. There’s an old adage that says, “People work with people  
 they like to work with.” Believe me, it’s true. Who wants to be around someone who is negative or complains about   
 everything?

4. Learn to Write
Writing is hard. Really hard. Personally, I struggle with constructing and perfecting sentence after sentence, even though I can write a 
nice headline. Among my daily duties, I have to write proposals, letters and all sorts of text related to press and correspondence. I don’t 
feel particularly good at it, I simply slog through. In retrospect, I wish I had focused on honing the technical elements of my writing earli-
er because I think it would make things easier now.
The ability to write gives you power. A designer who can structure content can communicate visual ideas more effectively. Clients tend 
to be word oriented, and when designers can communicate on their level, they gain trust. That trust is what leads to getting more work 
approved.

Work Harder Than Anyone Else
I hate to say this, but if you really want to be successful, you have to rethink the concept of the so-called work/life balance. The 
most successful creative people I know do not segregate their “work” and their “play”—it’s all the same. They love what they do, 
and do it all the time. If you look at design as a job that you do between 9 and 5 every day, you will earn a paycheck...and that’s 
all.

2
3

5

 Talent will take you far, but determination will take you further. I can’t tell you how many people I’ve heard moan about 
how they could have started a business, gotten the great assignment, scored a better position or whatever. The truth is, most peo-
ple aren’t willing to put the time and effort into accomplishing their goals. It’s easier to just live their dreams inside of their heads 
instead of putting in the sweat equity.

 I look at successful people and I see the same patterns. I know a photographer who, when starting his career, worked 
literally around the clock, and even spent his own money to make shots memorable. He never looked at an assignment as a job, 
but as an opportunity to do something outstanding. He is still pushing himself today and branching out into new areas. His 
renowned career is nothing if not enviable.

 When I started my business, I had no clients and very little money. The first year I worked until midnight most nights, 
almost seven days a week. Not only did I work past the point of endurance on my design, I learned how to do basic billing. I 
wired my own network. I wrote copy. I steeled myself and made cold calls. All of the long nights paid off, I built a client base, and 
now, years later, I have a thriving practice. You can achieve great things, if you’re willing to put in the effort.

6. Ignore the Naysayers
If you craft a good game plan, stay focused and work incredibly hard, you can accomplish just about anything. As a friend of 
mine says, “It’s all about the follow through.” Remember that the most important person to believe in your work is you—then 
you’ll prove any who doubt you wrong.

7 .  T r y  t o  M a k e  E v e r y  A s s i g n m e n t  B e t t e r  T h a n  t h e  L a s t
When you finish a project, look at it, hard. Scrutinize. Nitpick. Be critical. Do more. Do better. Don’t become complacent. Ever. 
Complacency is death.

8. Get Involved
This is a great way to continue your education at the beginning of your career. Reach out. Cultivate relationships with your peers 
and contacts in the field. Learn from what you see and what you’re told. As you mature, you will have the opportunity to give 
back to the profession. If you’re lucky enough and work hard enough to make it to the highest levels, you may even be given the 
ability to affect policy. There is strength in numbers. Every accomplished professional that you encounter has an immeasurably 
large volume of knowledge that you can learn from, free of tuition.

   9. Be Kind
Non-designers often feel that designers are arrogant, that they don’t listen, and that they are intent on loudly bullying them on issues of 
taste and intellect. A wise man once told me to observe people that I thought were really smart. He then said, “The ones who don’t feel a 
need to put anyone down are the ones who are most secure in their own ability. They don’t feel they have to prove anything.” It’s true.
Your clients, your colleagues and your vendors will all have their separate points of view. And, hey, that’s great, because you are so hard-
working, smart and talented, you will use all of your finesse to convert them to your way of thinking. In the end, if they still disagree, you 
might realize a) the other guy might actually have a point or b) that you can find a happy middle ground.

10. Have Passion
Have passion.

It seems like the inscription on a greeting card, but it’s true, everything is meaningless unless you love what you do, both in the 
sanctuary of school and out in the real world. Life is too short to spend years acquiring skills for a career you aren’t completely pas-
sionate about. So if you woke up this morning and didn’t feel excited about what you are striving towards, then change something. 
Change your attitude, change your environment, change your profession, or change your direction. You deserve to wake up every day 
with enthusiasm.

That’s it. Oh, wait. One more thing...

1 1 .  D o n ’ t  L i e
Tell the truth if you make a mistake. Don’t lie to clients, vendors or bosses, and, most importantly, don’t lie to yourself. Taking credit for 
someone else’s work—that’s called stealing. And misrepresenting your qualifications is called cheating. The funny thing about dishonesty is 
that people always find out, and you will lose something invaluable: trust. If you mess up, ’fess up.
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ative director at a big firm, to create a small boutique studio, or to savor both your profession and parenthood by working out of 
your home while raising children. This industry isn’t just about savvy insight and fresh aesthetic perspectives; it’s also largely built 
from flexibility and potential.

In the beginning of a career, the transition from school to work is difficult, to put it mildly. The first thing you learn is that there is 
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1. Respect the Difference Between Theory and Practice
 Don’t get me wrong, school is great, and by all means revel in your trek through academia, because nothing will ever be the same. 
Appreciate the time you have been given to learn about yourself, and get an education that you can apply to your whole life, not only your job.
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 Be Positive
 Having a can-do attitude makes people want to work with you. There’s an old adage that says, “People work with   
 people they like to work with.” Believe me, it’s true. Who wants to be around someone who is negative or complains  
 about everything?

4. Learn to Write
Writing is hard. Really hard. Personally, I struggle with constructing and perfecting sentence after sentence, even though I 
can write a nice headline. Among my daily duties, I have to write proposals, letters and all sorts of text related to press and 
correspondence. I don’t feel particularly good at it, I simply slog through. In retrospect, I wish I had focused on honing the 
technical elements of my writing earlier because I think it would make things easier now.

The ability to write gives you power. A designer who can structure content can communicate visual ideas more effectively. 
Clients tend to be word oriented, and when designers can communicate on their level, they gain trust. That trust is what 
leads to getting more work approved.

5. Work Harder Than Anyone Else
I hate to say this, but if you really want to be successful, you have to rethink the concept of the so-called work/life balance. 
The most successful creative people I know do not segregate their “work” and their “play”—it’s all the same. They love what 
they do, and do it all the time. If you look at design as a job that you do between 9 and 5 every day, you will earn a pay-
check...and that’s all.
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 Talent will take you far, but determination will take you further. I can’t tell you how many people I’ve heard moan 
about how they could have started a business, gotten the great assignment, scored a better position or whatever. The truth is, 
most people aren’t willing to put the time and effort into accomplishing their goals. It’s easier to just live their dreams inside 
of their heads instead of putting in the sweat equity.

 I look at successful people and I see the same patterns. I know a photographer who, when starting his career, 
worked literally around the clock, and even spent his own money to make shots memorable. He never looked at an assign-
ment as a job, but as an opportunity to do something outstanding. He is still pushing himself today and branching out into 
new areas. His renowned career is nothing if not enviable.

	 When	I	started	my	business,	I	had	no	clients	and	very	little	money.	The	first	year	I	worked	until	midnight	most	
nights, almost seven days a week. Not only did I work past the point of endurance on my design, I learned how to do basic 
billing. I wired my own network. I wrote copy. I steeled myself and made cold calls. All of the long nights paid off, I built a 
client base, and now, years later, I have a thriving practice. You can achieve great things, if you’re willing to put in the effort.

6. Ignore the Naysayers
If you craft a good game plan, stay focused and work incredibly hard, you can accomplish just about anything. As a friend of mine says, 
“It’s all about the follow through.” Remember that the most important person to believe in your work is you—then you’ll prove any who 
doubt you wrong.

7. Try to Make Every Assignment Better Than the Last
When you finish a project, look at it, hard. Scrutinize. Nitpick. Be critical. Do more. Do better. Don’t become complacent. Ever. 
Complacency is death.

8. Get Involved
This is a great way to continue your education at the beginning of your career. Reach out. Cultivate relationships with your peers and contacts in 
the field. Learn from what you see and what you’re told. As you mature, you will have the opportunity to give back to the profession. If you’re lucky 
enough and work hard enough to make it to the highest levels, you may even be given the ability to affect policy. There is strength in numbers. Every 
accomplished professional that you encounter has an immeasurably large volume of knowledge that you can learn from, free of tuition.

   9. Be Kind
Non-designers often feel that designers are arrogant, that they don’t listen, and that they are intent on loudly bullying them on issues of 
taste and intellect. A wise man once told me to observe people that I thought were really smart. He then said, “The ones who don’t feel a 
need to put anyone down are the ones who are most secure in their own ability. They don’t feel they have to prove anything.” It’s true.
Your clients, your colleagues and your vendors will all have their separate points of view. And, hey, that’s great, because you are so hard-
working, smart and talented, you will use all of your finesse to convert them to your way of thinking. In the end, if they still disagree, you 
might realize a) the other guy might actually have a point or b) that you can find a happy middle ground.

10. Have Passion
Have passion.

It seems like the inscription on a greeting card, but it’s true, everything is meaningless unless you love what you do, both in the 
sanctuary of school and out in the real world. Life is too short to spend years acquiring skills for a career you aren’t completely 
passionate about. So if you woke up this morning and didn’t feel excited about what you are striving towards, then change some-
thing. Change your attitude, change your environment, change your profession, or change your direction. You deserve to wake up 
every day with enthusiasm.

That’s it. Oh, wait. One more thing...

11. Don’t Lie
Tell the truth if you make a mistake. Don’t lie to clients, vendors or bosses, and, most importantly, don’t lie to yourself. Taking credit 
for someone else’s work—that’s called stealing. And misrepresenting your qualifications is called cheating. The funny thing about dis-
honesty is that people always find out, and you will lose something invaluable: trust. If you mess up, ’fess up.
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After School Special: 
Advice for Emerging Designers
Building	a	career	is	not	something	that	happens	over-
night.	It	requires	patience	and	tenacity,	and	it	involves	
more	 than	 raw	 talent.	A	 career	demands	an	overar-
ching	curiosity	about	the	world	and	how	things	work,	
topped	off	with	well-honed	people	skills.	To	rise	to	the	
top	in	your	profession,	you	have	to	have	the	guts	to	be	
self-aware,	to	know	your	own	strengths	while	trying	to	
improve	upon	your	weaknesses.	And,	come	to	think	of	
it,	raw	talent	doesn’t	hurt.

The	great	thing	about	a	career	in	design	is	that	you	
can	define	success	in	a	number	of	ways.	You	can	strive	
to	 be	 a	 renowned	 creative	 director	 at	 a	 big	 firm,	 to	
create	a	small	boutique	studio,	or	to	savor	both	your	
profession	 and	 parenthood	 by	 working	 out	 of	 your	
home	while	 raising	 children.	This	 industry	 isn’t	 just	
about	 savvy	 insight	 and	 fresh	aesthetic	perspectives;	
it’s	also	largely	built	from	flexibility	and	potential.

In	 the	 beginning	 of	 a	 career,	 the	 transition	 from	
school	 to	work	 is	difficult,	 to	put	 it	mildly.	The	 first	
thing	you	 learn	 is	 that	 there	 is	more	 to	 learn.	A	 lot	
more.

Respect the Difference Between Theory and Practice
Don’t	get	me	wrong,	school	is	great,	and	by	all	means	
revel	in	your	trek	through	academia,	because	nothing	
will	ever	be	 the	same.	Appreciate	 the	 time	you	have	
been	given	 to	 learn	about	yourself,	 and	get	an	edu-
cation	that	you	can	apply	to	your	whole	life,	not	only	
your	job.
In	school,	your	instructors	push	you	to	express	your-
self,	they	insist	on	your	developing	the	essence	of	your	
design	perspective.	They	want	you	to	be	able	to	artic-
ulate	why	you	believe	in	your	work.	Every	day	you	try	
to	find	a	unique	way	to	express	your	ideas,	so,	in	that	
way,	school	is	creative	nirvana.	A	teacher’s	objective	is	
to	develop	students’	skills	and	to	nurture	creativity	be-
fore	you	set	out	on	your	own	upon	graduation.

Once	you’re	out	in	the	real	world,	however,	it’s	a	whole	
new	game;	in	a	professional	environment	everything	
changes,	and	there’s	no	room	for	being	an	isolation-
ist,	 or	 demonstrating	 that	 you	 alone	 are	 terminally	
unique.	You	are	now	expected	to	understand	your	cli-
ents	and	their	objectives.	In	order	to	do	so,	you	may	
work	in	a	team,	and	the	emphasis	is	on	how	you—col-
lectively,	 not	 singularly—are	 going	 to	 meet	 the	 aims	
of	 the	client	and	 the	client’s	business.	Suddenly	you	
are	one	of	many,	 and	no	one	might	 even	 care	what	
you	think.

Design	firms	are	businesses.	They	are	not	created	to	
teach	and	nurture,	although	both	sometimes	happen	
along	 the	 way	 if	 you	 find	 a	 great	 mentor.	A	 design	

firm’s	objective	is	to	be	a	successful	company.	You	walk	
into	a	firm	and	acquire	the	processes,	culture	and	the	
various	 stylistic	methods	of	 the	 firm.	You	are	a	part	
of	a	group,	and	you	begin	to	realize	that	you	thought	
you	knew	a	lot	six	months	ago,	but	now	you	only	know	
a	fraction	of	what	everyone	else	seems	to	know.	The	
learning	curve	changes.

Develop Really Great Habits
A	great	deal	of	success	is	about	fostering	good	habits	
early.	This	 is	 the	 time	 to	 start;	 it’s	harder	 to	break	a	
habit	than	it	is	to	practice	a	new	one.	Also,	as	you	get	
older,	your	daily	obligations	are	greater,	and	you	will	
have	 less	 time	and	energy	to	make	new	actions	rou-
tine.	Get	those	mental	muscles	toned	now	and	it	will	
become	easy	to	maintain	them.

Be Positive
Having	a	can-do	attitude	makes	people	want	to	work	
with	you.	There’s	an	old	adage	that	says,	“People	work	
with	 people	 they	 like	 to	 work	 with.”	 Believe	 me,	 it’s	
true.	Who	wants	to	be	around	someone	who	is	nega-
tive	or	complains	about	everything?

Learn to Write
Writing	 is	 hard.	 Really	 hard.	 Personally,	 I	 struggle	
with	constructing	and	perfecting	sentence	after	sen-
tence,	even	though	I	can	write	a	nice	headline.	Among	
my	daily	duties,	I	have	to	write	proposals,	letters	and	
all	sorts	of	text	related	to	press	and	correspondence.	I	
don’t	feel	particularly	good	at	it,	I	simply	slog	through.	
In	 retrospect,	 I	 wish	 I	 had	 focused	 on	 honing	 the	
technical	 elements	 of	 my	 writing	 earlier	 because	 I	
think	it	would	make	things	easier	now.

The	ability	to	write	gives	you	power.	A	designer	who	
can	 structure	 content	 can	 communicate	 visual	 ideas	
more	effectively.	Clients	tend	to	be	word	oriented,	and	
when	designers	can	communicate	on	their	level,	they	
gain	 trust.	That	 trust	 is	 what	 leads	 to	 getting	 more	
work	approved.

Work Harder Than Anyone Else
I	hate	to	say	this,	but	if	you	really	want	to	be	success-
ful,	you	have	to	rethink	the	concept	of	the	so-called	
work/life	 balance.	The	 most	 successful	 creative	 peo-
ple	 I	 know	 do	 not	 segregate	 their	“work”	 and	 their	
“play”—it’s	all	the	same.	They	love	what	they	do,	and	
do	it	all	the	time.	If	you	look	at	design	as	a	job	that	
you	do	between	9	and	5	every	day,	you	will	earn	a	pay-
check...and	that’s	all.

Talent	 will	 take	 you	 far,	 but	 determination	 will	 take	
you	 further.	 I	 can’t	 tell	 you	 how	 many	 people	 I’ve	
heard	 moan	 about	 how	 they	 could	 have	 started	 a	
business,	gotten	the	great	assignment,	scored	a	better	
position	or	whatever.	The	truth	is,	most	people	aren’t	
willing	to	put	the	time	and	effort	into	accomplishing	
their	goals.	It’s	easier	to	just	live	their	dreams	inside	
of	their	heads	instead	of	putting	in	the	sweat	equity.
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I	 look	 at	 successful	 people	 and	 I	 see	 the	 same	 pat-
terns.	I	know	a	photographer	who,	when	starting	his	
career,	 worked	 literally	 around	 the	 clock,	 and	 even	
spent	his	own	money	to	make	shots	memorable.	He	
never	looked	at	an	assignment	as	a	job,	but	as	an	op-
portunity	 to	 do	 something	 outstanding.	 He	 is	 still	
pushing	 himself	 today	 and	 branching	 out	 into	 new	
areas.	His	renowned	career	is	nothing	if	not	enviable.

When	I	started	my	business,	I	had	no	clients	and	very	
little	money.	The	 first	 year	 I	worked	until	midnight	
most	nights,	almost	seven	days	a	week.	Not	only	did	
I	work	past	the	point	of	endurance	on	my	design,	I	
learned	how	to	do	basic	billing.	I	wired	my	own	net-
work.	 I	 wrote	 copy.	 I	 steeled	 myself	 and	 made	 cold	
calls.	All	 of	 the	 long	nights	paid	off,	 I	 built	 a	 client	
base,	and	now,	years	 later,	I	have	a	thriving	practice.	
You	can	achieve	great	things,	 if	you’re	willing	to	put	
in	the	effort.

Ignore the Naysayers
If	you	craft	a	good	game	plan,	stay	focused	and	work	
incredibly	 hard,	 you	 can	 accomplish	 just	 about	 any-
thing.	As	a	friend	of	mine	says,	“It’s	all	about	the	follow	
through.”	Remember	that	the	most	important	person	
to	believe	in	your	work	is	you—then	you’ll	prove	any	
who	doubt	you	wrong.

Try to Make Every Assignment Better Than the Last
When	you	finish	a	project,	look	at	it,	hard.	Scrutinize.	
Nitpick.	Be	critical.	Do	more.	Do	better.	Don’t	become	
complacent.	Ever.	Complacency	is	death.

Get Involved
This	is	a	great	way	to	continue	your	education	at	the	
beginning	 of	 your	 career.	 Reach	 out.	 Cultivate	 rela-
tionships	 with	 your	 peers	 and	 contacts	 in	 the	 field.	
Learn	from	what	you	see	and	what	you’re	told.	As	you	
mature,	you	will	have	the	opportunity	to	give	back	to	
the	profession.	If	you’re	lucky	enough	and	work	hard	
enough	to	make	it	to	the	highest	levels,	you	may	even	
be	given	the	ability	to	affect	policy.	There	is	strength	
in	 numbers.	 Every	 accomplished	 professional	 that	
you	encounter	has	an	immeasurably	large	volume	of	
knowledge	that	you	can	learn	from,	free	of	tuition.
	
Be Kind
Non-designers	often	feel	that	designers	are	arrogant,	
that	they	don’t	listen,	and	that	they	are	intent	on	loud-
ly	bullying	them	on	issues	of	taste	and	intellect.	A	wise	
man	once	 told	me	 to	observe	people	 that	I	 thought	
were	really	smart.	He	then	said,	“The	ones	who	don’t	
feel	a	need	to	put	anyone	down	are	the	ones	who	are	
most	secure	in	their	own	ability.	They	don’t	feel	they	
have	to	prove	anything.”	It’s	true.

Your	 clients,	 your	 colleagues	 and	 your	 vendors	 will	
all	have	their	separate	points	of	view.	And,	hey,	that’s	
great,	because	you	are	so	hardworking,	smart	and	tal-

ented,	you	will	use	all	of	your	finesse	to	convert	them	
to	your	way	of	thinking.	In	the	end,	 if	 they	still	dis-
agree,	 you	 might	 realize	 a)	 the	 other	 guy	 might	 ac-
tually	 have	 a	 point	 or	 b)	 that	 you	 can	 find	 a	 happy	
middle	ground.

Have Passion
Have	passion.

It	seems	like	the	inscription	on	a	greeting	card,	but	it’s	
true,	everything	is	meaningless	unless	you	love	what	
you	 do,	 both	 in	 the	 sanctuary	 of	 school	 and	 out	 in	
the	real	world.	Life	is	too	short	to	spend	years	acquir-
ing	skills	 for	a	career	you	aren’t	completely	passion-
ate	about.	So	if	you	woke	up	this	morning	and	didn’t	
feel	excited	about	what	you	are	striving	towards,	then	
change	something.	Change	your	attitude,	change	your	
environment,	change	your	profession,	or	change	your	
direction.	You	deserve	to	wake	up	every	day	with	en-
thusiasm.

That’s	it.	Oh,	wait.	One	more	thing...

Don’t Lie
Tell	the	truth	if	you	make	a	mistake.	Don’t	lie	to	cli-
ents,	vendors	or	bosses,	and,	most	 importantly,	don’t	
lie	to	yourself.	Taking	credit	for	someone	else’s	work—
that’s	called	stealing.	And	misrepresenting	your	qual-
ifications	 is	 called	 cheating.	The	 funny	 thing	 about	
dishonesty	is	that	people	always	find	out,	and	you	will	
lose	something	invaluable:	trust.	If	you	mess	up,	’fess	
up.
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After School Special: 
Advice for Emerging Designers
Building	a	career	is	not	something	that	happens	over-
night.	It	requires	patience	and	tenacity,	and	it	involves	
more	 than	 raw	 talent.	A	 career	demands	an	overar-
ching	curiosity	about	the	world	and	how	things	work,	
topped	off	with	well-honed	people	skills.	To	rise	to	the	
top	in	your	profession,	you	have	to	have	the	guts	to	be	
self-aware,	to	know	your	own	strengths	while	trying	to	
improve	upon	your	weaknesses.	And,	come	to	think	of	
it,	raw	talent	doesn’t	hurt.

The	great	thing	about	a	career	in	design	is	that	you	
can	define	success	in	a	number	of	ways.	You	can	strive	
to	 be	 a	 renowned	 creative	 director	 at	 a	 big	 firm,	 to	
create	a	small	boutique	studio,	or	to	savor	both	your	
profession	 and	 parenthood	 by	 working	 out	 of	 your	
home	while	 raising	 children.	This	 industry	 isn’t	 just	
about	 savvy	 insight	 and	 fresh	aesthetic	perspectives;	
it’s	also	largely	built	from	flexibility	and	potential.

In	 the	 beginning	 of	 a	 career,	 the	 transition	 from	
school	 to	work	 is	difficult,	 to	put	 it	mildly.	The	 first	
thing	you	 learn	 is	 that	 there	 is	more	 to	 learn.	A	 lot	
more.

Respect the Difference Between Theory and Practice
Don’t	get	me	wrong,	school	is	great,	and	by	all	means	
revel	in	your	trek	through	academia,	because	nothing	
will	ever	be	 the	same.	Appreciate	 the	 time	you	have	
been	given	 to	 learn	about	yourself,	 and	get	an	edu-
cation	that	you	can	apply	to	your	whole	life,	not	only	
your	job.
In	school,	your	instructors	push	you	to	express	your-
self,	they	insist	on	your	developing	the	essence	of	your	
design	perspective.	They	want	you	to	be	able	to	artic-
ulate	why	you	believe	in	your	work.	Every	day	you	try	
to	find	a	unique	way	to	express	your	ideas,	so,	in	that	
way,	school	is	creative	nirvana.	A	teacher’s	objective	is	
to	develop	students’	skills	and	to	nurture	creativity	be-
fore	you	set	out	on	your	own	upon	graduation.

Once	you’re	out	in	the	real	world,	however,	it’s	a	whole	
new	game;	in	a	professional	environment	everything	
changes,	and	there’s	no	room	for	being	an	isolation-
ist,	 or	 demonstrating	 that	 you	 alone	 are	 terminally	
unique.	You	are	now	expected	to	understand	your	cli-
ents	and	their	objectives.	In	order	to	do	so,	you	may	
work	in	a	team,	and	the	emphasis	is	on	how	you—col-
lectively,	 not	 singularly—are	 going	 to	 meet	 the	 aims	
of	 the	client	and	 the	client’s	business.	Suddenly	you	
are	one	of	many,	 and	no	one	might	 even	 care	what	
you	think.

Design	firms	are	businesses.	They	are	not	created	to	
teach	and	nurture,	although	both	sometimes	happen	
along	 the	 way	 if	 you	 find	 a	 great	 mentor.	A	 design	

firm’s	objective	is	to	be	a	successful	company.	You	walk	
into	a	firm	and	acquire	the	processes,	culture	and	the	
various	 stylistic	methods	of	 the	 firm.	You	are	a	part	
of	a	group,	and	you	begin	to	realize	that	you	thought	
you	knew	a	lot	six	months	ago,	but	now	you	only	know	
a	fraction	of	what	everyone	else	seems	to	know.	The	
learning	curve	changes.

Develop Really Great Habits
A	great	deal	of	success	is	about	fostering	good	habits	
early.	This	 is	 the	 time	 to	 start;	 it’s	harder	 to	break	a	
habit	than	it	is	to	practice	a	new	one.	Also,	as	you	get	
older,	your	daily	obligations	are	greater,	and	you	will	
have	 less	 time	and	energy	to	make	new	actions	rou-
tine.	Get	those	mental	muscles	toned	now	and	it	will	
become	easy	to	maintain	them.

Be Positive
Having	a	can-do	attitude	makes	people	want	to	work	
with	you.	There’s	an	old	adage	that	says,	“People	work	
with	 people	 they	 like	 to	 work	 with.”	 Believe	 me,	 it’s	
true.	Who	wants	to	be	around	someone	who	is	nega-
tive	or	complains	about	everything?

Learn to Write
Writing	 is	 hard.	 Really	 hard.	 Personally,	 I	 struggle	
with	constructing	and	perfecting	sentence	after	sen-
tence,	even	though	I	can	write	a	nice	headline.	Among	
my	daily	duties,	I	have	to	write	proposals,	letters	and	
all	sorts	of	text	related	to	press	and	correspondence.	I	
don’t	feel	particularly	good	at	it,	I	simply	slog	through.	
In	 retrospect,	 I	 wish	 I	 had	 focused	 on	 honing	 the	
technical	 elements	 of	 my	 writing	 earlier	 because	 I	
think	it	would	make	things	easier	now.

The	ability	to	write	gives	you	power.	A	designer	who	
can	 structure	 content	 can	 communicate	 visual	 ideas	
more	effectively.	Clients	tend	to	be	word	oriented,	and	
when	designers	can	communicate	on	their	level,	they	
gain	 trust.	That	 trust	 is	 what	 leads	 to	 getting	 more	
work	approved.

Work Harder Than Anyone Else
I	hate	to	say	this,	but	if	you	really	want	to	be	success-
ful,	you	have	to	rethink	the	concept	of	the	so-called	
work/life	 balance.	The	 most	 successful	 creative	 peo-
ple	 I	 know	 do	 not	 segregate	 their	“work”	 and	 their	
“play”—it’s	all	the	same.	They	love	what	they	do,	and	
do	it	all	the	time.	If	you	look	at	design	as	a	job	that	
you	do	between	9	and	5	every	day,	you	will	earn	a	pay-
check...and	that’s	all.

Talent	 will	 take	 you	 far,	 but	 determination	 will	 take	
you	 further.	 I	 can’t	 tell	 you	 how	 many	 people	 I’ve	
heard	 moan	 about	 how	 they	 could	 have	 started	 a	
business,	gotten	the	great	assignment,	scored	a	better	
position	or	whatever.	The	truth	is,	most	people	aren’t	
willing	to	put	the	time	and	effort	into	accomplishing	
their	goals.	It’s	easier	to	just	live	their	dreams	inside	
of	their	heads	instead	of	putting	in	the	sweat	equity.
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I	 look	 at	 successful	 people	 and	 I	 see	 the	 same	 pat-
terns.	I	know	a	photographer	who,	when	starting	his	
career,	 worked	 literally	 around	 the	 clock,	 and	 even	
spent	his	own	money	to	make	shots	memorable.	He	
never	looked	at	an	assignment	as	a	job,	but	as	an	op-
portunity	 to	 do	 something	 outstanding.	 He	 is	 still	
pushing	 himself	 today	 and	 branching	 out	 into	 new	
areas.	His	renowned	career	is	nothing	if	not	enviable.

When	I	started	my	business,	I	had	no	clients	and	very	
little	money.	The	 first	 year	 I	worked	until	midnight	
most	nights,	almost	seven	days	a	week.	Not	only	did	
I	work	past	the	point	of	endurance	on	my	design,	I	
learned	how	to	do	basic	billing.	I	wired	my	own	net-
work.	 I	 wrote	 copy.	 I	 steeled	 myself	 and	 made	 cold	
calls.	All	 of	 the	 long	nights	paid	off,	 I	 built	 a	 client	
base,	and	now,	years	 later,	I	have	a	thriving	practice.	
You	can	achieve	great	things,	 if	you’re	willing	to	put	
in	the	effort.

Ignore the Naysayers
If	you	craft	a	good	game	plan,	stay	focused	and	work	
incredibly	 hard,	 you	 can	 accomplish	 just	 about	 any-
thing.	As	a	friend	of	mine	says,	“It’s	all	about	the	follow	
through.”	Remember	that	the	most	important	person	
to	believe	in	your	work	is	you—then	you’ll	prove	any	
who	doubt	you	wrong.

Try to Make Every Assignment Better Than the Last
When	you	finish	a	project,	look	at	it,	hard.	Scrutinize.	
Nitpick.	Be	critical.	Do	more.	Do	better.	Don’t	become	
complacent.	Ever.	Complacency	is	death.

Get Involved
This	is	a	great	way	to	continue	your	education	at	the	
beginning	 of	 your	 career.	 Reach	 out.	 Cultivate	 rela-
tionships	 with	 your	 peers	 and	 contacts	 in	 the	 field.	
Learn	from	what	you	see	and	what	you’re	told.	As	you	
mature,	you	will	have	the	opportunity	to	give	back	to	
the	profession.	If	you’re	lucky	enough	and	work	hard	
enough	to	make	it	to	the	highest	levels,	you	may	even	
be	given	the	ability	to	affect	policy.	There	is	strength	
in	 numbers.	 Every	 accomplished	 professional	 that	
you	encounter	has	an	immeasurably	large	volume	of	
knowledge	that	you	can	learn	from,	free	of	tuition.
	
Be Kind
Non-designers	often	feel	that	designers	are	arrogant,	
that	they	don’t	listen,	and	that	they	are	intent	on	loud-
ly	bullying	them	on	issues	of	taste	and	intellect.	A	wise	
man	once	 told	me	 to	observe	people	 that	I	 thought	
were	really	smart.	He	then	said,	“The	ones	who	don’t	
feel	a	need	to	put	anyone	down	are	the	ones	who	are	
most	secure	in	their	own	ability.	They	don’t	feel	they	
have	to	prove	anything.”	It’s	true.

Your	 clients,	 your	 colleagues	 and	 your	 vendors	 will	
all	have	their	separate	points	of	view.	And,	hey,	that’s	
great,	because	you	are	so	hardworking,	smart	and	tal-

ented,	you	will	use	all	of	your	finesse	to	convert	them	
to	your	way	of	thinking.	In	the	end,	 if	 they	still	dis-
agree,	 you	 might	 realize	 a)	 the	 other	 guy	 might	 ac-
tually	 have	 a	 point	 or	 b)	 that	 you	 can	 find	 a	 happy	
middle	ground.

Have Passion
Have	passion.

It	seems	like	the	inscription	on	a	greeting	card,	but	it’s	
true,	everything	is	meaningless	unless	you	love	what	
you	 do,	 both	 in	 the	 sanctuary	 of	 school	 and	 out	 in	
the	real	world.	Life	is	too	short	to	spend	years	acquir-
ing	skills	 for	a	career	you	aren’t	completely	passion-
ate	about.	So	if	you	woke	up	this	morning	and	didn’t	
feel	excited	about	what	you	are	striving	towards,	then	
change	something.	Change	your	attitude,	change	your	
environment,	change	your	profession,	or	change	your	
direction.	You	deserve	to	wake	up	every	day	with	en-
thusiasm.

That’s	it.	Oh,	wait.	One	more	thing...

Don’t Lie
Tell	the	truth	if	you	make	a	mistake.	Don’t	lie	to	cli-
ents,	vendors	or	bosses,	and,	most	 importantly,	don’t	
lie	to	yourself.	Taking	credit	for	someone	else’s	work—
that’s	called	stealing.	And	misrepresenting	your	qual-
ifications	 is	 called	 cheating.	The	 funny	 thing	 about	
dishonesty	is	that	people	always	find	out,	and	you	will	
lose	something	invaluable:	trust.	If	you	mess	up,	’fess	
up.
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After School Special: 
Advice for Emerging Designers

Building	a	career	is	not	something	that	happens	over-
night.	It	requires	patience	and	tenacity,	and	it	involves	
more	 than	 raw	 talent.	A	 career	demands	an	overar-
ching	curiosity	about	the	world	and	how	things	work,	
topped	off	with	well-honed	people	skills.	To	rise	to	the	
top	in	your	profession,	you	have	to	have	the	guts	to	be	
self-aware,	to	know	your	own	strengths	while	trying	to	
improve	upon	your	weaknesses.	And,	come	to	think	of	
it,	raw	talent	doesn’t	hurt.

The	great	thing	about	a	career	in	design	is	that	you	
can	define	success	in	a	number	of	ways.	You	can	strive	
to	 be	 a	 renowned	 creative	 director	 at	 a	 big	 firm,	 to	
create	a	small	boutique	studio,	or	to	savor	both	your	
profession	 and	 parenthood	 by	 working	 out	 of	 your	
home	while	 raising	 children.	This	 industry	 isn’t	 just	
about	 savvy	 insight	 and	 fresh	aesthetic	perspectives;	
it’s	also	largely	built	from	flexibility	and	potential.

In	 the	 beginning	 of	 a	 career,	 the	 transition	 from	
school	 to	work	 is	difficult,	 to	put	 it	mildly.	The	 first	
thing	you	 learn	 is	 that	 there	 is	more	 to	 learn.	A	 lot	
more.

Respect the Difference Between Theory and Practice
Don’t	get	me	wrong,	school	is	great,	and	by	all	means	
revel	in	your	trek	through	academia,	because	nothing	
will	ever	be	 the	same.	Appreciate	 the	 time	you	have	
been	given	 to	 learn	about	yourself,	 and	get	an	edu-
cation	that	you	can	apply	to	your	whole	life,	not	only	
your	job.
In	school,	your	instructors	push	you	to	express	your-
self,	they	insist	on	your	developing	the	essence	of	your	
design	perspective.	They	want	you	to	be	able	to	artic-
ulate	why	you	believe	in	your	work.	Every	day	you	try	
to	find	a	unique	way	to	express	your	ideas,	so,	in	that	
way,	school	is	creative	nirvana.	A	teacher’s	objective	is	
to	develop	students’	skills	and	to	nurture	creativity	be-
fore	you	set	out	on	your	own	upon	graduation.

Once	you’re	out	in	the	real	world,	however,	it’s	a	whole	
new	game;	in	a	professional	environment	everything	
changes,	and	there’s	no	room	for	being	an	isolation-
ist,	 or	 demonstrating	 that	 you	 alone	 are	 terminally	
unique.	You	are	now	expected	to	understand	your	cli-
ents	and	their	objectives.	In	order	to	do	so,	you	may	
work	in	a	team,	and	the	emphasis	is	on	how	you—col-
lectively,	 not	 singularly—are	 going	 to	 meet	 the	 aims	
of	 the	client	and	 the	client’s	business.	Suddenly	you	

are	one	of	many,	 and	no	one	might	 even	 care	what	
you	think.

Design	firms	are	businesses.	They	are	not	created	to	
teach	and	nurture,	although	both	sometimes	happen	
along	 the	 way	 if	 you	 find	 a	 great	 mentor.	A	 design	
firm’s	objective	is	to	be	a	successful	company.	You	walk	
into	a	firm	and	acquire	the	processes,	culture	and	the	
various	 stylistic	methods	of	 the	 firm.	You	are	a	part	
of	a	group,	and	you	begin	to	realize	that	you	thought	
you	knew	a	lot	six	months	ago,	but	now	you	only	know	
a	fraction	of	what	everyone	else	seems	to	know.	The	
learning	curve	changes.

Develop Really Great Habits
A	great	deal	of	success	is	about	fostering	good	habits	
early.	This	 is	 the	 time	 to	 start;	 it’s	harder	 to	break	a	
habit	than	it	is	to	practice	a	new	one.	Also,	as	you	get	
older,	your	daily	obligations	are	greater,	and	you	will	
have	 less	 time	and	energy	to	make	new	actions	rou-
tine.	Get	those	mental	muscles	toned	now	and	it	will	
become	easy	to	maintain	them.

Be Positive
Having	a	can-do	attitude	makes	people	want	to	work	
with	you.	There’s	an	old	adage	that	says,	“People	work	
with	 people	 they	 like	 to	 work	 with.”	 Believe	 me,	 it’s	
true.	Who	wants	to	be	around	someone	who	is	nega-
tive	or	complains	about	everything?

Learn to Write
Writing	 is	 hard.	 Really	 hard.	 Personally,	 I	 struggle	
with	constructing	and	perfecting	sentence	after	sen-
tence,	even	though	I	can	write	a	nice	headline.	Among	
my	daily	duties,	I	have	to	write	proposals,	letters	and	
all	sorts	of	text	related	to	press	and	correspondence.	I	
don’t	feel	particularly	good	at	it,	I	simply	slog	through.	
In	 retrospect,	 I	 wish	 I	 had	 focused	 on	 honing	 the	
technical	 elements	 of	 my	 writing	 earlier	 because	 I	
think	it	would	make	things	easier	now.

The	ability	to	write	gives	you	power.	A	designer	who	
can	 structure	 content	 can	 communicate	 visual	 ideas	
more	effectively.	Clients	tend	to	be	word	oriented,	and	
when	designers	can	communicate	on	their	level,	they	
gain	 trust.	That	 trust	 is	 what	 leads	 to	 getting	 more	
work	approved.

Work Harder Than Anyone Else
I	hate	to	say	this,	but	if	you	really	want	to	be	success-
ful,	you	have	to	rethink	the	concept	of	the	so-called	
work/life	 balance.	The	 most	 successful	 creative	 peo-
ple	 I	 know	 do	 not	 segregate	 their	“work”	 and	 their	
“play”—it’s	all	the	same.	They	love	what	they	do,	and	

1

2

3

4

5

do	it	all	the	time.	If	you	look	at	design	as	a	job	that	
you	do	between	9	and	5	every	day,	you	will	earn	a	pay-
check...and	that’s	all.

Talent	 will	 take	 you	 far,	 but	 determination	 will	 take	
you	 further.	 I	 can’t	 tell	 you	 how	 many	 people	 I’ve	
heard	 moan	 about	 how	 they	 could	 have	 started	 a	
business,	gotten	the	great	assignment,	scored	a	better	
position	or	whatever.	The	truth	is,	most	people	aren’t	
willing	to	put	the	time	and	effort	into	accomplishing	
their	goals.	It’s	easier	to	just	live	their	dreams	inside	
of	their	heads	instead	of	putting	in	the	sweat	equity.

I	 look	 at	 successful	 people	 and	 I	 see	 the	 same	 pat-
terns.	I	know	a	photographer	who,	when	starting	his	
career,	 worked	 literally	 around	 the	 clock,	 and	 even	
spent	his	own	money	to	make	shots	memorable.	He	
never	looked	at	an	assignment	as	a	job,	but	as	an	op-
portunity	 to	 do	 something	 outstanding.	 He	 is	 still	
pushing	 himself	 today	 and	 branching	 out	 into	 new	
areas.	His	renowned	career	is	nothing	if	not	enviable.

When	I	started	my	business,	I	had	no	clients	and	very	
little	money.	The	 first	 year	 I	worked	until	midnight	
most	nights,	almost	seven	days	a	week.	Not	only	did	
I	work	past	the	point	of	endurance	on	my	design,	I	
learned	how	to	do	basic	billing.	I	wired	my	own	net-
work.	 I	 wrote	 copy.	 I	 steeled	 myself	 and	 made	 cold	
calls.	All	 of	 the	 long	nights	paid	off,	 I	 built	 a	 client	
base,	and	now,	years	 later,	I	have	a	thriving	practice.	
You	can	achieve	great	things,	 if	you’re	willing	to	put	
in	the	effort.

Ignore the Naysayers
If	you	craft	a	good	game	plan,	stay	focused	and	work	
incredibly	 hard,	 you	 can	 accomplish	 just	 about	 any-
thing.	As	a	friend	of	mine	says,	“It’s	all	about	the	follow	
through.”	Remember	that	the	most	important	person	
to	believe	in	your	work	is	you—then	you’ll	prove	any	
who	doubt	you	wrong.

Try to Make Every Assignment Better Than the Last
When	you	finish	a	project,	look	at	it,	hard.	Scrutinize.	
Nitpick.	Be	critical.	Do	more.	Do	better.	Don’t	become	
complacent.	Ever.	Complacency	is	death.

Get Involved
This	is	a	great	way	to	continue	your	education	at	the	
beginning	 of	 your	 career.	 Reach	 out.	 Cultivate	 rela-
tionships	 with	 your	 peers	 and	 contacts	 in	 the	 field.	
Learn	from	what	you	see	and	what	you’re	told.	As	you	
mature,	you	will	have	the	opportunity	to	give	back	to	
the	profession.	If	you’re	lucky	enough	and	work	hard	
enough	to	make	it	to	the	highest	levels,	you	may	even	

be	given	the	ability	to	affect	policy.	There	is	strength	
in	 numbers.	 Every	 accomplished	 professional	 that	
you	encounter	has	an	immeasurably	large	volume	of	
knowledge	that	you	can	learn	from,	free	of	tuition.
	
Be Kind
Non-designers	often	feel	that	designers	are	arrogant,	
that	they	don’t	listen,	and	that	they	are	intent	on	loud-
ly	bullying	them	on	issues	of	taste	and	intellect.	A	wise	
man	once	 told	me	 to	observe	people	 that	I	 thought	
were	really	smart.	He	then	said,	“The	ones	who	don’t	
feel	a	need	to	put	anyone	down	are	the	ones	who	are	
most	secure	in	their	own	ability.	They	don’t	feel	they	
have	to	prove	anything.”	It’s	true.

Your	 clients,	 your	 colleagues	 and	 your	 vendors	 will	
all	have	their	separate	points	of	view.	And,	hey,	that’s	
great,	because	you	are	so	hardworking,	smart	and	tal-
ented,	you	will	use	all	of	your	finesse	to	convert	them	
to	your	way	of	thinking.	In	the	end,	 if	 they	still	dis-
agree,	 you	 might	 realize	 a)	 the	 other	 guy	 might	 ac-
tually	 have	 a	 point	 or	 b)	 that	 you	 can	 find	 a	 happy	
middle	ground.

Have Passion

Have	passion.

It	seems	like	the	inscription	on	a	greeting	card,	but	it’s	
true,	everything	is	meaningless	unless	you	love	what	
you	 do,	 both	 in	 the	 sanctuary	 of	 school	 and	 out	 in	
the	real	world.	Life	is	too	short	to	spend	years	acquir-
ing	skills	 for	a	career	you	aren’t	completely	passion-
ate	about.	So	if	you	woke	up	this	morning	and	didn’t	
feel	excited	about	what	you	are	striving	towards,	then	
change	something.	Change	your	attitude,	change	your	
environment,	change	your	profession,	or	change	your	
direction.	You	deserve	to	wake	up	every	day	with	en-
thusiasm.

That’s	it.	Oh,	wait.	One	more	thing...

Don’t Lie
Tell	the	truth	if	you	make	a	mistake.	Don’t	lie	to	cli-
ents,	vendors	or	bosses,	and,	most	 importantly,	don’t	
lie	to	yourself.	Taking	credit	for	someone	else’s	work—
that’s	called	stealing.	And	misrepresenting	your	qual-
ifications	 is	 called	 cheating.	The	 funny	 thing	 about	
dishonesty	is	that	people	always	find	out,	and	you	will	
lose	something	invaluable:	trust.	If	you	mess	up,	’fess	
up.
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After School Special: 
Advice for Emerging Designers

Building a career is not something that happens overnight. It re-
quires patience and tenacity, and it involves more than raw talent. A 
career demands an overarching curiosity about the world and how 
things work, topped off with well-honed people skills. To rise to the 
top in your profession, you have to have the guts to be self-aware, 
to know your own strengths while trying to improve upon your weak-
nesses. And, come to think of it, raw talent doesn’t hurt.

The great thing about a career in design is that you can define suc-
cess in a number of ways. You can strive to be a renowned creative 
director at a big firm, to create a small boutique studio, or to savor 
both your profession and parenthood by working out of your home 
while raising children. This industry isn’t just about savvy insight 
and fresh aesthetic perspectives; it’s also largely built from flexibility 
and potential.

In the beginning of a career, the transition from school to work is 
difficult, to put it mildly. The first thing you learn is that there is more 
to learn. A lot more.

1 Respect the Difference Between 
Theory and Practice

Don’t get me wrong, school is great, and by all means revel in your 
trek through academia, because nothing will ever be the same. Ap-
preciate the time you have been given to learn about yourself, and 
get an education that you can apply to your whole life, not only your 
job.

In school, your instructors push you to express yourself, they insist 
on your developing the essence of your design perspective. They 
want you to be able to articulate why you believe in your work. Every 
day you try to find a unique way to express your ideas, so, in that 
way, school is creative nirvana. A teacher’s objective is to develop 
students’ skills and to nurture creativity before you set out on your 
own upon graduation.

Once you’re out in the real world, however, it’s a whole new game; 
in a professional environment everything changes, and there’s no 
room for being an isolationist, or demonstrating that you alone are 
terminally unique. You are now expected to understand your clients 
and their objectives. In order to do so, you may work in a team, and 
the emphasis is on how you—collectively, not singularly—are going 
to meet the aims of the client and the client’s business. Suddenly 
you are one of many, and no one might even care what you think.

Design firms are businesses. They are not created to teach and 
nurture, although both sometimes happen along the way if you find 
a great mentor. A design firm’s objective is to be a successful com-
pany. You walk into a firm and acquire the processes, culture and 

the various stylistic methods of the firm. You are a part of a group, 
and you begin to realize that you thought you knew a lot six months 
ago, but now you only know a fraction of what everyone else seems 
to know. The learning curve changes.

2 Develop Really Great Habits

A great deal of success is about fostering good habits early. This is 
the time to start; it’s harder to break a habit than it is to practice a 
new one. Also, as you get older, your daily obligations are greater, 
and you will have less time and energy to make new actions routine. 
Get those mental muscles toned now and it will become easy to 
maintain them.

3Be Positive

Having a can-do attitude makes people want to work with you. 
There’s an old adage that says, “People work with people they like 
to work with.” Believe me, it’s true. Who wants to be around some-
one who is negative or complains about everything?

4Learn to Write

Writing is hard. Really hard. Personally, I struggle with constructing 
and perfecting sentence after sentence, even though I can write a 
nice headline. Among my daily duties, I have to write proposals, 
letters and all sorts of text related to press and correspondence. I 
don’t feel particularly good at it, I simply slog through. In retrospect, 
I wish I had focused on honing the technical elements of my writing 
earlier because I think it would make things easier now.

The ability to write gives you power. A designer who can structure 
content can communicate visual ideas more effectively. Clients tend 
to be word oriented, and when designers can communicate on their 
level, they gain trust. That trust is what leads to getting more work 
approved.

5Work Harder Than Anyone Else

I hate to say this, but if you really want to be successful, you have 
to rethink the concept of the so-called work/life balance. The most 
successful creative people I know do not segregate their “work” and 
their “play”—it’s all the same. They love what they do, and do it all 
the time. If you look at design as a job that you do between 9 and 5 
every day, you will earn a paycheck...and that’s all.

Talent will take you far, but determination will take you further. I 
can’t tell you how many people I’ve heard moan about how they 
could have started a business, gotten the great assignment, scored 
a better position or whatever. The truth is, most people aren’t willing 
to put the time and effort into accomplishing their goals. It’s easier 
to just live their dreams inside of their heads instead of putting in 
the sweat equity.

I look at successful people and I see the same patterns. I know a 
photographer who, when starting his career, worked literally around 
the clock, and even spent his own money to make shots memora-
ble. He never looked at an assignment as a job, but as an opportu-
nity to do something outstanding. He is still pushing himself today 
and branching out into new areas. His renowned career is nothing 
if not enviable.

When I started my business, I had no clients and very little mon-
ey. The first year I worked until midnight most nights, almost seven 
days a week. Not only did I work past the point of endurance on my 
design, I learned how to do basic billing. I wired my own network. 
I wrote copy. I steeled myself and made cold calls. All of the long 
nights paid off, I built a client base, and now, years later, I have a 
thriving practice. You can achieve great things, if you’re willing to 
put in the effort.

6Ignore the Naysayers

If you craft a good game plan, stay focused and work incredibly 
hard, you can accomplish just about anything. As a friend of mine 
says, “It’s all about the follow through.” Remember that the most 
important person to believe in your work is you—then you’ll prove 
any who doubt you wrong.

7Try to Make Every Assignment 
Better Than the Last

When you finish a project, look at it, hard. Scrutinize. Nitpick. Be 
critical. Do more. Do better. Don’t become complacent. Ever. Com-
placency is death.

8Get Involved

This is a great way to continue your education at the beginning of 
your career. Reach out. Cultivate relationships with your peers and 
contacts in the field. Learn from what you see and what you’re told. 
As you mature, you will have the opportunity to give back to the pro-
fession. If you’re lucky enough and work hard enough to make it to 
the highest levels, you may even be given the ability to affect policy. 
There is strength in numbers. Every accomplished professional that 
you encounter has an immeasurably large volume of knowledge 
that you can learn from, free of tuition.
	

9Be Kind

Non-designers often feel that designers are arrogant, that they don’t 
listen, and that they are intent on loudly bullying them on issues of 
taste and intellect. A wise man once told me to observe people that I 
thought were really smart. He then said, “The ones who don’t feel a 
need to put anyone down are the ones who are most secure in their 
own ability. They don’t feel they have to prove anything.” It’s true.

Your clients, your colleagues and your vendors will all have their 
separate points of view. And, hey, that’s great, because you are so 
hardworking, smart and talented, you will use all of your finesse 
to convert them to your way of thinking. In the end, if they still dis-
agree, you might realize a) the other guy might actually have a point 
or b) that you can find a happy middle ground.

10Have Passion

Have passion.

It seems like the inscription on a greeting card, but it’s true, every-
thing is meaningless unless you love what you do, both in the sanc-
tuary of school and out in the real world. Life is too short to spend 
years acquiring skills for a career you aren’t completely passionate 
about. So if you woke up this morning and didn’t feel excited about 
what you are striving towards, then change something. Change 
your attitude, change your environment, change your profession, 
or change your direction. You deserve to wake up every day with 
enthusiasm.

That’s it. Oh, wait. One more thing...

11Don’t Lie

Tell the truth if you make a mistake. Don’t lie to clients, vendors or 
bosses, and, most importantly, don’t lie to yourself. Taking credit for 
someone else’s work—that’s called stealing. And misrepresenting 
your qualifications is called cheating. The funny thing about dishon-
esty is that people always find out, and you will lose something 
invaluable: trust. If you mess up, ’fess up.
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After School Special: 
Advice for Emerging Designers
Building a career is not something that happens overnight. It requires patience and 
tenacity, and it involves more than raw talent. A career demands an overarching 
curiosity about the world and how things work, topped off with well-honed peo-
ple skills. To rise to the top in your profession, you have to have the guts to 
be self-aware, to know your own strengths while trying to improve upon 
your weaknesses. And, come to think of it, raw talent doesn’t hurt.

The great thing about a career in design is that you can define 
success in a number of ways. You can strive to be a renowned 
creative director at a big firm, to create a small boutique 
studio, or to savor both your profession and parenthood 
by working out of your home while raising children. This 
industry isn’t just about savvy insight and fresh aesthet-
ic perspectives; it’s also largely built from flexibility and 
potential.

In the beginning of a career, the transition from school to 
work is difficult, to put it mildly. The first thing you learn is that 
there is more to learn. A lot more.

1 Respect the Difference Between 
Theory and Practice

Don’t get me wrong, school is great, and by all means revel in 
your trek through academia, because nothing will ever be the 
same. Appreciate the time you have been given to learn about 
yourself, and get an education that you can apply to your whole life, 
not only your job.

In school, your instructors push you to express yourself, they insist on 
your developing the essence of your design perspective. They want 
you to be able to articulate why you believe in your work. Every day you 
try to find a unique way to express your ideas, so, in that way, school is 
creative nirvana. A teacher’s objective is to develop students’ skills and to 
nurture creativity before you set out on your own upon graduation.

Once you’re out in the real world, however, it’s a whole new game; in a pro-
fessional environment everything changes, and there’s no room for being an 
isolationist, or demonstrating that you alone are terminally unique. You are 
now expected to understand your clients and their objectives. In order to do 
so, you may work in a team, and the emphasis is on how you—collectively, not 
singularly—are going to meet the aims of the client and the client’s business. 
Suddenly you are one of many, and no one might even care what you think.

Design firms are businesses. They are not created to teach and nurture, 
although both sometimes happen along the way if you find a great men-
tor. A design firm’s objective is to be a successful company. You walk 
into a firm and acquire the processes, culture and the various stylistic 
methods of the firm. You are a part of a group, and you begin to real-

ize that you thought you knew a lot six months ago, 
but now you only know a fraction of what everyone 

else seems to know. The learning curve changes.

2 Develop Really Great Habits

A great deal of success is about fostering good habits early. This is 
the time to start; it’s harder to break a habit than it is to practice a new 

one. Also, as you get older, your daily obligations are greater, and you will 
have less time and energy to make new actions routine. Get those mental 

muscles toned now and it will become easy to maintain them.

3Be Positive

Having a can-do attitude makes people want to work with you. There’s 
an old adage that says, “People work with people they like to work with.” 
Believe me, it’s true. Who wants to be around someone who is negative 
or complains about everything?

4Learn to Write

Writing is hard. Really hard. Personally, I struggle with constructing 
and perfecting sentence after sentence, even though I can write a 
nice headline. Among my daily duties, I have to write proposals, 
letters and all sorts of text related to press and correspondence. 
I don’t feel particularly good at it, I simply slog through. In retro-
spect, I wish I had focused on honing the technical elements of 
my writing earlier because I think it would make things easier 
now.

The ability to write gives you power. A designer who can 
structure content can communicate visual ideas more effec-
tively. Clients tend to be word oriented, and when designers 
can communicate on their level, they gain trust. That trust 
is what leads to getting more work approved.

5Work Harder Than Anyone 
Else

I hate to say this, but if you really want to be successful, 
you have to rethink the concept of the so-called work/life 

balance. The most successful creative people I know do not 
segregate their “work” and their “play”—it’s all the same. They 

love what they do, and do it all the time. If you look at design 
as a job that you do between 9 and 5 every day, you will earn a 
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paycheck...and that’s all.

Talent will take you far, but determination will take you fur-
ther. I can’t tell you how many people I’ve heard moan about 
how they could have started a business, gotten the great assign-
ment, scored a better position or whatever. The truth is, most people 
aren’t willing to put the time and effort into accomplishing their goals. 
It’s easier to just live their dreams inside of their heads instead of putting 
in the sweat equity.

I look at successful people and I see the same patterns. I know a photographer 
who, when starting his career, worked literally around the clock, and even spent his 
own money to make shots memorable. He never looked at an assignment as a job, 
but as an opportunity to do something outstanding. He is still pushing himself today and 
branching out into new areas. His renowned career is nothing if not enviable.

When I started my business, I had no clients and very little money. The first year I 
worked until midnight most nights, almost seven days a week. Not only did I work 
past the point of endurance on my design, I learned how to do basic billing. I 
wired my own network. I wrote copy. I steeled myself and made cold calls. All 
of the long nights paid off, I built a client base, and now, years later, I have a 
thriving practice. You can achieve great things, if you’re willing to put in the 
effort.

6Ignore the Naysayers

If you craft a good game plan, stay focused and work incredibly 
hard, you can accomplish just about anything. As a friend of mine 
says, “It’s all about the follow through.” Remember that the 
most important person to believe in your work is you—then 
you’ll prove any who doubt you wrong.

7Try to Make Every Assignment 
Better Than the Last

When you finish a project, look at it, hard. Scrutinize. Nitpick. 
Be critical. Do more. Do better. Don’t become complacent. Ever. 
Complacency is death.

8Get Involved

This is a great way to continue your education at the beginning of your career. 
Reach out. Cultivate relationships with your peers and contacts in the field. Learn 
from what you see and what you’re told. As you mature, you will have the opportunity 
to give back to the profession. If you’re lucky enough and work hard enough to make it 
to the highest levels, you may even be given the ability to affect policy. There is strength 
in numbers. Every accomplished professional that you encounter has an immeasurably large 
volume of knowledge that you can learn from, free of tuition.
	

9Be Kind

Non-designers often feel that designers are arrogant, that they don’t 
listen, and that they are intent on loudly bullying them on issues of 

taste and intellect. A wise man once told me to observe people 
that I thought were really smart. He then said, “The ones who 

don’t feel a need to put anyone down are the ones who 
are most secure in their own ability. They don’t feel they 

have to prove anything.” It’s true.

Your clients, your colleagues and your vendors 
will all have their separate points of view. 
And, hey, that’s great, because you are so 

hardworking, smart and talented, you will use 
all of your finesse to convert them to your way of 

thinking. In the end, if they still disagree, you might 
realize a) the other guy might actually have a point 

or b) that you can find a happy middle ground.

10Have Passion

Have passion. 

It seems like the inscription on a greeting card, but it’s true, ev-
erything is meaningless unless you love what you do, both in the 

sanctuary of school and out in the real world. Life is too short to spend 
years acquiring skills for a career you aren’t completely passionate 

about. So if you woke up this morning and didn’t feel excited about what 
you are striving towards, then change something. Change your attitude, 

change your environment, change your profession, or change your direction. 
You deserve to wake up every day with enthusiasm.

That’s it. Oh, wait. One more thing...

11Don’t Lie

Tell the truth if you make a mistake. Don’t lie to clients, ven-
dors or bosses, and, most importantly, don’t lie to your-

self. Taking credit for someone else’s work—that’s 
called stealing. And misrepresenting your qualifica-

tions is called cheating. The funny thing about 
dishonesty is that people always find out, and 

you will lose something invaluable: trust. If 
you mess up, ’fess up.
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This short project challenged us to study 

a current publication’s use of the grid. By 

doing so, it was easier to use and implement 

the grid in other projects. I studied a french 

cookbook, and found these measurements: 

top margin 4p, bottom margin 4p3, inside 

margin 6p3, outside margin 5p. I also found 

that the designer used a 6 column grid with 

a p9 gutter.

Grid Analysis
05
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Serif Header

  - Bold Sans-serif subhead
  - sans-serif body text
  - centered subhead and important body text

  - images bleed to edge
  - caption: sans-serif, italic title, regular description

  - chapter bold and uppercase

  - Header description in serif font and justified
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For this project, we worked with art librarian 

Sarah to discuss vinyl clings for the end 

caps of the library shelves (before picture 

page 29). We talked about tone, color, and 

content. I came up with some colorful end 

caps. If I could go back and do something 

different, I may tone it down a bit and do 

some more explorations with the use of 

photos.

Library End Caps
06
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Shown to the right is my resume as of 

2014. We were assigned to revamp our 

resume, so I decided to try and make 

mine consistent with my current portfolio 

website (abbycthomas.weebly.com). I also 

updated the content and played around 

with the visual hierarchy until coming up 

with something simple, creative, and easy to 

understand.

Resume
07
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ABBY THOMAS
Hi, I’m Abby! I am a current Sophomore living, learning, and work-
ing at the University of Louisville. From a young age, I have been 
interested in art and it’s ability to make an impact on the way peo-
ple see the world. And so I decided to study Communication Art & 
Design, to solve problems and learn to better communicate ideas.

Email
acthom17@louisville.edu

Mobile
(859)750-6585

Website
abbycthomas.weebly.com

WORK

INVOLVEMENT

EDUCATION

AWARDS

TECHNICAL SKILLS

VOLUNTEER

August 2013 - present
University of Louisville
BFA track in Graphic Design
UL Honors Scholars Program

July 2014
Institut Catholique de Paris
ISA Study Abroad - Painting and Photo

Summer 2012
Governor’s School for the Arts
3 week intensive program in Architecture

August 2009 - May 2013
Notre Dame Academy

August 2014 - present
UL Desk Assistant
Front desk of Threlkeld Hall

March - April 2012
Dairy Queen
Crew member

Summer 2012
Camp Counselor
YMCA Camp Ernst, weekly sessions

Summer 2011
Camp Ropes Staff
YMCA Camp Ernst

August 2014 - present
Catholic Campus Ministry - Leader
Leading “First Year Faith” for UL Freshmen

August 2013 - April 2014
Catholic Campus Ministry - Participant
“First Year Faith” and ministry participant

Autumn 2013
UL Intramurals
Volleyball captain
Ultimate Frisbee participant

August 2009 - May 2013
Art Club
Co-President August 2012 - May 2013

August 2009 - May 2013
French Club

August 2010 - May 2013
Guitar Club
Founder and Co-President

Spring 2009 and Spring 2010
Track and Field
Varsity athlete

March 2014
Service Trip
Catholic Campus Ministry
Alternative Spring Break “ASB” to WV

October 2011 - May 2012
Redwood Rehabilitation Center
Co-Lead disabled children in activities

October 2011 - May 2012
Big Sisters Program
Boys and Girls Club
Role model to low-income children

August - October 2011
Volleyball Coach
Blessed Sacrament School, 6 Grade

Summer 2011
Camp Kitchen Staff
YMCA Camp Ernst

Autumn, 2009
Theatre Set Design Crew
Notre Dame Academy

August 2013 - present
Governor’s Scholar Award

September 2014
UL Desk Assistant of the Month

April 2013
Covington Art Scholarship
2nd Place award in juried show

November 2012
Thomas More Juried Art Show

February 2012
Scholastic Art and Writing Awards
Silver Key

August 2010 - May 2013
Thomas More Juried Art Show
Honorable Mention

March 2011
Kentucky Foreign Language Festival
1st Place French video

May 2009
John Gallenstein Art Scholarship

LANGUAGES
English
native language

French
high beginner

Microsoft Word
Photoshop
Illustrator
Indesign
Lightroom
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UNIVERSITY OF LOUISVILLE
• Communication Art & Design BFA track
• Honors Scholars Program
• Hours completed: 57
August 2013 - present

INSTITUT CATHOLIQUE DE PARIS
• International Studies Abroad program
• Experienced French homestay for 5 weeks
• Took 2 studio courses: Painting and Photography
July 2014

NOTRE DAME ACADEMY
• high school diploma
August 2009 - May 2013

KY GOVERNOR’S SCHOOL FOR THE ARTS
• 3 week intensive program in Architecture

UL CAMPUS HOUSING, DESIGN INTERN
• Solved problems in communication design
• Implemented use of UofL Brand Guidelines
• Promoted large-scale housing events
January 2015 - present

INTERFAITH CENTER, OFFICE MANAGER
• Will be responsible for expenses and deposits
• Will track employee hours and payment
• Will assist in organization of community events
starting May 2015

UL CAMPUS HOUSING, DESK ASSISTANT
• Ensured resident safety
• Acted as a resource for freshmen
• Enforced rules and managed resident issues

CATHOLIC CAMPUS MINISTRY LEADERSHIP TEAM
• “First Year Faith” group leader
• Ministry participant
• Alternative Spring Break service trip ‘14 and ‘15
August 2014 - present

UofL INTRAMURALS
• started and lead a Volleyball team
• participated in Ultimate Frisbee

ADOBE CREATIVE SUITE
• Photoshop
• Illustrator
• Indesign
• Lightroom (working knowledge)

MICROSOFT OFFICE
• Word
• Powerpoint
• Excel (working knowledge)

LANGUAGE

acthom17@louisville.edu abbycthomas.weebly.com(859) 750-6585

GRAPHIC DESIGNER
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GOVERNOR’S SCHOLAR SCHOLARSHIP
• Full-tuition for 4 years
August 2013 - present

UofL DESK ASSISTANT OF THE MONTH
• Showed enthusiasm in improving community
• Created poster communicating check-out items 

Abby Thomas
acthom17@louisville.edu
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University of Louisville
Communication Art & Design BFA track
Honors Scholars Program
August 2013 - present

Institut Catholique de Paris
ISA Study Abroad - Painting and Photo
July 2014

Governor’s School for the Arts
3 week intensive program in Architecture
Summer 2012

Notre Dame Academy
August 2009 - May 2013

InterFaith Center, Office Manager
May 2015

UL Campus Housing, Design Intern
January 2015 - present

UL Campus Housing, Desk Assistant
August 2014 - present

UofL Catholic Campus Ministry
“First Year Faith” group leader
Ministry participant
August 2013 - present

UofL IFC, Alternative Spring Break ‘15
Spring break service trip to Alabama
March 2015

UofL IFC, Alternative Spring Break ‘14
Spring break service trip to West Virginia
March 2014

UofL Intramurals
Volleyball captain
Ultimate Frisbee participant
Autumn 2013

Governor’s Scholar Scholarship
August 2013 - present

UL Desk Assistant of the Month
September 2014

Graphic Designer
abbycthomas.weebly.com (859)750-6585
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UNIVERSITY OF LOUISVILLE
• Communication Art & Design BFA track
• Honors Scholars Program
• Hours completed: 57
August 2013 – present

INSTITUT CATHOLIQUE DE PARIS
• International Studies Abroad program
• Experienced French homestay for 5 weeks
• 2 studio courses: Painting and Photography
July 2014

NOTRE DAME ACADEMY
• High school diploma
August 2009 – May 2013

KY GOVERNOR’S SCHOOL FOR THE ARTS
• 3 week intensive program in Architecture
Summer 2012

UofL CAMPUS HOUSING, DESIGN INTERN
• Solve problems in communication design
• Implement use of UofL Brand Guidelines
• Promote large-scale housing events
January 2015 – present

UofL CAMPUS HOUSING, DESK ASSISTANT
• Ensure resident safety
• Act as a resource for freshmen
• Enforce rules and managed resident issues
August 2014 – present

INTERFAITH CENTER, OFFICE MANAGER
• Responsible for expenses and deposits
• Track employee hours and payment
• Assist in organization of community events
starting May 2015

CATHOLIC CAMPUS MINISTRY, LEADERSHIP TEAM
• “First Year Faith” freshman formation group leader
• Alternative Spring Break service trip ‘14 and ‘15
August 2014 – present

UofL INTRAMURALS
• Started and led a volleyball team
• Participated in ultimate frisbee
Autumn 2013

ADOBE CREATIVE SUITE
• Photoshop
• Illustrator
• InDesign
• Lightroom (working knowledge)

MICROSOFT OFFICE
• Word
• Powerpoint
• Excel (working knowledge)

LANGUAGE
• French (high beginner)

acthom17@louisville.edu abbycthomas.weebly.com(859) 750-6585

GRAPHIC DESIGNER
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GOVERNOR’S SCHOLAR SCHOLARSHIP
• Full-tuition for 4 years
August 2013 - present

UofL DESK ASSISTANT OF THE MONTH
• Showed enthusiasm in improving community
• Created poster communicating check-out items 
September 2014




