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Ul Design with
Adobe lllustrator

| realize right off the bat that | am going to
date myself here. | began my career as a
graphic designer when the web was still in
its infancy. | learned paste-up techniques
and created marker comps before | ever
knew that same stuff could be done faster
on a computer. Once | got out of school,

it became apparent very quickly that those
skills, while useful, were pretty much obso-
lete. To get with the times, | bought myself
the only computer | could afford at the time,
a shiny new Wintel PC, added a copy of
CorelDraw, and started down the path of
digital graphic design. Little did | know that
many years later my print skills would rarely
be put into use. Right around that same time,
| got an Earthlink account and started a web
page on Geocities as a playground for learn-
ing HTML, which at the time was nothing
more than a curiosity.
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A Web Start

I bought my first Mac in 1998, then designed
and built my first client website that same
year (I.A). | used Photoshop to mock up the
pages and slice up the graphics for a (gasp)
table-based layout. Dreamweaver was uti-
lized to write the markup. | remember the joy
| experienced watching that first site come
to life, as crude and unrefined as it was com-
pared to what is possible today. In the many
years since that first site, | have tried to hone
my workflow to be the most efficient it could
be, but have always struggled in finding a
way that felt as fast as it was creative.

In recent years, my career has shifted into the
field of interaction design and user interface
design. All the skills I learned as a graphic
and web designer were taken to a whole new
level while creating Uls for web applications
and mobile devices. Like many in my profes-
sion, | used Photoshop daily to complete my
design tasks. | loved the program for its abil-
ity to create pixel-perfect mockups. The thing
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I.A My very first client website courtesy of the Wayback Machine (www.archive.org/web/web.php).
There used to be images there...really.

| liked least about it was its lack of flexibility
in performing said task. | did have another
tool in my design quiver that | used often,
but mostly as a supplement to Photoshop.
That application was Adobe Illustrator, which
I loved for its speed and its vector-drawing
chops. | tried through several versions to use
it for mocking up web pages and application
Uls, only to end up getting no further than
wireframes and ultimately reverting back to
Photoshop to finish the job.

Then something marvelous happened. In
early 2010, Adobe released lllustrator CS5
with some pretty spiffy pixel-related features.
Despite the problems I'd had previously and
after some hesitation in upgrading, | decided
to give it a go. And wouldn’t you know it,
the stars aligned and | was able to move my
workflow to this tool without looking back.
With the latest version, CS6, | have been able
to become even faster and more efficient
without ever hampering my creativity.

INTRODUCTION
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Who Needs This Book?

You might be a seasoned veteran and a
Photoshop ninja, a budding designer fresh
out of school, or someone with a good eye
that needs help realizing their artistic vision.
Whatever your background, this book aims
to show you how to produce high-fidelity
mockups in an extremely fast and efficient
way. Although it covers some drawing tech-
niques and tips for Ul element creation, this
is not a book that goes into great depth on
how to create illustrative design. It's more
focused on how to fit the pieces of your
design together into a cohesive structure

in order to craft the experience. Readers

of any experience level will be able to find
useful information.

NOTE Notes are used throughout the book to alert you
to important things to look for as you use an lllustrator
tool or feature.

TIP Tips provide you with additional information or
techniques.

Sidebars

Look in the sidebars to find information that
more thoroughly explains a tool or feature,
as well as the explanation of more advanced
concepts.
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Today'’s websites and applications are so
much different than they were when | started
in the industry. For the web, HTML5 and
CSS3 reduce the need for tons of graphics,
and responsive design allows for those sites
to adapt to the context of the device being
used for browsing. | am firmly in the camp
that in order to be a great designer, you need
to know how to code what you design. It's
important to understand how to design for
the screen—no matter the size—and under-
standing the code helps you do just that.

It's nothing like designing for the printed
page. That being said, | don't follow the
crowd that believes design should happen
solely in a browser. For me, it happens more
quickly on paper first and then in lllustra-
tor. The techniques | cover in this book have
made me faster at trying different ideas for a
design before | mark them up or send them
to development.
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1.B Photoshop and lllustrator look and feel very similar. That helps a lot when it comes to learning a new tool.

An Air of Familiarity

If you have experience with Photoshop or
InDesign, many of the concepts in Illustra-
tor will seem very familiar. That's by design.
Most of the apps in the Adobe Creative Suite
share user interface conventions so they’ll
play well with each other (1.B), which makes
the lllustrator learning curve much shorter. If
you have never used any Adobe apps, all is
not lost. You'll find the learning curve, while
somewhat steep, fun to tackle and relatively
easy to master. Like anything else, it’s all
about practice and patience. Once you get
used to lllustrator, you'll have a hard time
wondering why you never used it for web or
app design before.

By the way, | am a keyboard-shortcut junkie.
As they say, you learn by repetition, so | will
repeat keyboard shortcuts throughout the
book so that they will be easy to learn and
remember. | really dislike choosing com-
mands from menus. If you get nothing else
from this book than a head full of keystrokes,
you will have gotten your money’s worth.
That being said, I'll be sure to provide a
couple different ways to do something and
let you decide which works best for you.
(Hopefully it's the shortcut route. Hint hint.)

INTRODUCTION
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Let’s Get Started!

As a designer, I've used Illustrator for creating
illustrations and designing logos for the
majority of my career. Coming from using
other applications for web design, though, is
where | had to "unlearn” many of the habits

| developed during those years. If you have
never used lllustrator before, you may have
an easier time getting settled in. As you open
the program for the first time, you may be a
little uneasy. The interface is fairly utilitarian
and can be daunting at first. You may be
looking at the tools, panels, and a big blank
screen thinking, "Where do | even start?”

All of this power helps create a flexible
workflow that works for you, rather than
forces you to conform to the app. lllustrator

Ul DESIGN WITH ADOBE ILLUSTRATOR

is fairly customizable, so you can arrange
panels, tools, and menus to suit your style
and flow. Because of its object-based nature,
it's easy to change your mind or experiment
without fear.

| learn by doing, so this book teaches you
how to use the tools in the creation of one
screen of a Ul mockup. Be sure to save your
work as you go through the process. How-
ever, if you forget, you can download each
stage of the mockup, as well as other help-
ful examples, by going to www.peachpit.
com/UlwithAl. So, sit back, grab something
refreshing to sip, and let creativity flow as
you discover how to use lllustrator to realize
your creative vision.


www.peachpit.com/UIwithAI
www.peachpit.com/UIwithAI
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Ul DESIGN WITH
ADOBE ILLUSTRATOR:
AN OVERVIEW

There are a lot of options on the market today for creating Ul mockups and prototypes. They
come with varying degrees of difficulty and a staggering range of features. One might say it's
as hard to choose a mockup tool as it is to pick a computer platform.

Throughout my career, | have used several of these tools and have come to rely on Adobe
lllustrator for my day-to-day work. It's loaded with features for professional Ul design and is
relatively easy to use. In this first chapter, you'll get a brief overview of some of the features
that make lllustrator the perfect tool for creating high-fidelity mockups for your sites and apps:

e \Vector-based drawing environment for flexibility
e Excellent color and typography tools

e Tools to help achieve design consistency

e Pixel-precise layouts

Let's dig in!
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1.1 A typical application screen mockup has a much smaller file size in lllustrator. This entire design is less than a megabyte,

even with photos.

Adobe lllustrator is a vector-based appli-
cation. That means it uses mathematical
expressions to draw points, lines, curves,
and shapes on the screen to create graphics.
In this way, Illustrator differs from a raster-
based application like Photoshop that draws
these same graphics with individual pixels.
Vectors are inherently faster because com-
puter processors can execute math instruc-
tions a lot faster than they can draw pixels.

Ul DESIGN WITH ADOBE ILLUSTRATOR

The benefits for Illustrator users are many.

To start, Illustrator just feels fast. Complex
documents don’t bog down your system and
keep you from getting work done. Whether
you're creating highly detailed Ul mockups
or simple wireframes, Illustrator chugs along
without skipping a beat. Second, files don't
consume as much storage space, allowing
you to store more documents on your drive.

For example, the lllustrator file for a typical
application screen mockup (1.1) weighs in at




883 KB. The same design saved as a layered
Photoshop document is a hefty 4.4 MB. Add
multiple screens or states into the Photoshop
file and the size begins to increase exponen-
tially. That may seem like a small file in com-
parison to high-resolution photos, but when
you start to generate a lot of project files, it
adds up quickly.

Third, vector graphics are scalable. For exam-
ple, a design element created in Illustrator
using vector shapes can be resized larger or
smaller without affecting the quality of the
graphic. Edges are always crisp, because all
the computer has to do is redo the math to
accommodate whatever change in size you
made (1.2and 1.3). It allows you to be more
creative and spontaneous, because it frees
you from having to think about the technical
aspect of what you're creating. Let fear of cli-
ent changes be a thing of the past.

Finally, lllustrator is very stable; | rarely expe-
rience crashes that steal away half a day’s
work like I did with my old Photoshop work-
flow. Notice that | didn’t say never. Like any
other software application on a computer
bogged down with lots of activity, Illustrator
is susceptible to scream-inducing crashes.
You should really get in the habit of saving
early and often. I've learned by sad experi-
ence that time still sometimes gets the better
of me. I'll go an hour before saving my prog-
ress—that seems to be when crashes happen
most. Murphy’s Law, | guess.

1.2 Vectors produce smooth edges that stay smooth when
resized (shown here at 300% zoom).

1.3 Raster images pixelate when resized (shown here at
300% zoom).

1: UI DESIGN WITH ADOBE ILLUSTRATOR: AN OVERVIEW
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1.4 This screen design uses color and typography to create a visual hierarchy.

Typography and color theory are important
principles of design. Adhering to or ignor-
ing these principles can make or break the
message or feeling you're trying to convey to
your users. lllustrator’s type and color tools
help you to get that user-experience vision
out of your head and onto the screen.

Ul DESIGN WITH ADOBE ILLUSTRATOR

Typography for Ul Design

If the content of your app delivers the expe-
rience you're trying to create, then good
typography reinforces the voice of that
experience. To help to achieve this synergy,
Illustrator is stocked with professional-level
typography tools (1.5). Truth be told, it's been
one of Illustrator’s strengths for a long time,
but was made even better for Ul design with
the recent addition of anti-aliasing options.
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1.5 A bevy of typography tools gives users the power to create professional results.

Anti-aliasing adjusts how type looks on the * | * *
screen by slightly blurring curved edges of N O a n tl _a Ia S I n g

letters to make them look as smooth as pos-
sible (1.6). Starting with lllustrator CS5, Adobe

itional anti-aliasin ions from 1 1 1
addedaddtoaataas‘goptos ) Antl-a Iasln
Photoshop. These new options allow you
to more accurately simulate how type will 1.6 Anti-aliasing smoothes the curved edges of a typeface
render on your target devices. It's not 100% to help it look better onscreen.

perfect, but it gets the job done.

1: UI DESIGN WITH ADOBE ILLUSTRATOR: AN OVERVIEW
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1.7 Get the right color for your project with Illustrator’s extensive color tools.

lllustrator’s flexible typesetting and extensive
formatting tools give you tremendous agility
when setting type. Character and Paragraph
styles make formatting loads of text quick and
easy. The Glyphs panel gives you access to any
character in a typeface—no more hunting
around the keyboard trying to find alternate
characters, ornaments, or symbols. You can
also wrap text around graphics in order to
simulate browser floats in your design.

Powerful Tools for Color

Choosing the right color is fundamental to
establishing a visual hierarchy and evoking
emotion. Often, color speaks to your users in
ways that content can’t. Whether your design
vision calls for a simple two-color palette or a
complex system of color, lllustrator provides
the tools you need to realize your vision.

Ul DESIGN WITH ADOBE ILLUSTRATOR

Illustrator’s color tools help you create the
perfect color schemes and color any object
with ease (1.7). There are several ways to
apply color to your designs, allowing for
maximum flexibility in your workflow. You
can choose to use the default color swatches
or go and make your own by mixing colors
from one of several color models. Creating
custom gradients is a cinch, and you can
create and interact with them in a panel or
directly on the object.

If, like me, you're one of the many design-
ers who sometimes struggle with choosing
the right colors, lllustrator can help you
immensely with color harmony tools that
take the guesswork out of color theory. With
the Color Guide panel, you'll be able to build
palettes using any of the standard color
harmony rules and then vary your swatches
based on included swatch libraries. You can
even use Adobe’s fantastic color inspiration
tool, Kuler, right inside lllustrator.



One of the most time-consuming things to
deal with in Ul design is making sure that
your design is consistent. Consistency is

an extremely important attribute of great
design. However, once you start work-

ing with multiple screens across several
documents, keeping things consistent can
become quite a chore. lllustrator addresses
this need with several tools to help make
the job easier.

For type, lllustrator’s Paragraph and Character
styles enable you to format text with a click
(1.8). Gone are the days of trying to remember
what font size you used on a headline, or what
the leading value was for a standard bloc of
body copy. Save these values in a style that
can be used over and over again, just like you
would with a word processor or page-layout
app. You can also load them from one docu-
ment into another so that you can maintain
consistent typography as you begin to work
with multiple documents.

You'll find it easy to design complete color
schemes and combine the swatches together
into portable swatch groups (1.9). These
groups can be named and loaded into docu-
ments whenever you need them. This keeps
you from having colors deviate between
documents, creating inconsistencies that are
a pain to fix.

Character Styles |

[Normal Character Style]
sidebar link

................... _,{b

. Ca, B

1.9 You can save color swatches in groups to create differ-
ent color schemes.

1: UI DESIGN WITH ADOBE ILLUSTRATOR: AN OVERVIEW
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lllustrator keeps track of how objects look
with the Appearance panel. An appearance is
a group of attributes that include an object’s
fill, stroke, transparency, and effects. You can
style objects with ease using the Appearance
panel and then save the appearance attri-
butes as a graphic style. This graphic style
can then be applied to other objects with
one click (1.10). This automates the repetition
of styling across similar elements, reducing
time and effort to achieve consistency.
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Image Title

Graphic Styles =
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1.10 Complex designs saved as a graphic style can be
applied to other objects in one click.



1.11 A symbol is an object that can be reused multiple times.

Design elements can be repeated easily
using symbols. A symbol is an object that can
be reused multiple times (1.11). In a docu-
ment, a symbol can have multiple instances
that are based on the original symbol. Where
this helps with consistency is that if the
original object changes, all the instances are

automatically updated to reflect the changes.

Conversely, symbols can be resized without
affecting the original.

Another feature that enables consistency is
the ability to create a template. You'll be able
to save document settings, color schemes,
graphic styles, character and paragraph

styles, and symbols into the template and
save it as a separate file. You can then use
this template to create a new document that
contains everything you need to get started.

Finally, you can “componentize” certain
design elements by saving them as separate
files and then importing them into a docu-
ment. This feature is awesome if you work
regularly with an interface design that spans
multiple documents. When you import a file,
it creates a link to the original. Any changes
you make to the original file automatically
updates all documents that contain an
imported copy.

1: UI DESIGN WITH ADOBE ILLUSTRATOR: AN OVERVIEW
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1.12 Creating grid systems is really easy with lllustrator.

Illustrator provides you with an ultra-precise
drawing and layout environment. Because
vectors rely on math to plot the location of
each point, putting objects right where you
want them is really easy. The object-based
drawing model makes each piece of your
design accessible and changeable with rela-
tive ease. Selecting objects, moving them
around, and resizing them happens with
laser-like accuracy.
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With excellent grid tools and guides, you'll
find that creating layouts can happen very
quickly (1.12). You can create a layout grid (or
even multiple grids) in seconds without rely-
ing on plug-ins. Smart Guides help you draw
with precision, and extensive alignment tools
mean you don't have to eyeball where an ele-
ment lines up with the grid or another object.
A broad range of zoom options allows you

to get up close and personal in order to

work on the minute details. And that’s great
because, as they say, the devil is in the details.
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TOOLS AND PANELS

In the previous chapter, you read a brief overview of the features that make Illustrator a great
tool for Ul design. In this chapter, we'll take a look at the tools that actually help you get work

done. The following topics will be covered:

¢ How to navigate the Tools panel and find the tools that are useful for Ul design tasks
¢ How to configure and use Illustrator’s many panels
e How to use custom workspaces to tailor Illustrator’s user interface to the way you work

By the end of the chapter, you should have a basic working knowledge of the main features
that lllustrator provides for Ul design. Let’s begin by jumping right in to the tools.
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Every good design application has a toolbox
and, in that department, Illustrator is no
slouch. I counted about 85 tools in the Tools
panel. For a novice lllustrator user, that seems
to be a pretty overwhelming amount of func-
tionality to learn. This is the very reason why
professional-grade applications like Illustrator
have a relatively steep learning curve.

Thankfully, a Ul designer will rarely, if ever,
need to use all the tools in the lllustrator
Tools panel (2.1).

Let’s cut this huge number of tools down a
bit by focusing on the ones that are optimal
for Ul design. The Tools panel is separated
into groups, presumably by functionality

or type. Within each of those groups, some
tools with similar functions are grouped
together under one button. These tool
groups are signified with a small arrow in the
lower-right corner of the button (2.2).
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2.1 The lllustrator Tools panel



To access hidden tools:

1. Click and hold any button with a small
arrow in the lower-right corner. The tool
flyout menu appears (2.3).

2. To"tear off”the flyout from the main Tools
panel, keep the mouse button held down
and drag the pointer over the arrow to
the right of the flyout and release the
mouse button to detach these tools and
create a floating tool panel (2.4).

This is convenient if you are focusing on
a certain area of your design and don't
want to take trips back and forth to the
Tools panel. It's also great if you're using
one of the hidden tools exclusively.

3. These extra tool panels stay open until
you close them. Click the Close button to
put the flyout away (2.5).

TIP Once you've mastered the basics, take some time to
play and experiment with the other tools that aren’t cov-
ered in this book. Noodling around helps make a begin-
ning user into an intermediate one, and | expect that you'll
even find a way to use a tool for a purpose that it wasn't
designed. That's ingenuity right there.

» [ Direct Selection Tool (A)

[+* Group Selection Tool

2.3 An example of a tool flyout menu

[ = [} Direct Selection Tool (A)
i@
2, T,

[+t Group Selection Tool

2.4 Click the edge of the flyout to detach it from the
Tools panel.

2.5 Click the Close button to put the tool flyout away.

2: TOOLS AND PANELS
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Right at the top of the Tools panel are five
tools for selecting objects. One might say
you need only one way to select something,
but once you see the flexibility that having
multiple options provides, you'll see the
reason why there are so many. The selection
tool group is made up of the Selection, Direct
Selection, Group Selection, Magic Wand, and
Lasso tools.

Selection Tool (V)

The Selection tool k allows you to pick
whole objects with a single click. The Selec-
tion tool has the following options:

¢ Click anywhere on an object to select
it. If the object doesn’t have a fill, click
its edge to select it. You'll know that
an entire object is selected when all its
points are solid.

e Select multiple objects by holding down
the Shift key as you select.

The Bounding Box

As you select an object with the Selection tool,
you'll see eight little boxes that surround it (2.6),
called the bounding box. You can click and

drag any of the boxes to resize the object, and
hovering the cursor just off a corner will allow
you to rotate it. You can choose to show or hide
the bounding box from the View menu. The
keyboard shortcut is 884> B/Ctrl+Shift+B.
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Press the 88/Ctrl key as you click to select
objects behind the topmost objectin a
stack. As you click, the selection moves
down in succession until you reach the
bottom.

Click and drag the Selection tool around
an area to select multiple objects. If any
part of the object is within the selection
box (also known as the selection mar-
quee), that whole object becomes part of
the selection (2.7).

Direct Selection Tool (A)

The Direct Selection tool k| will select an
entire object if you click its fill. But the tool
goes a step further: It allows you to also
select individual points or line segments of
an object, which is helpful for reshaping or
resizing parts of an object. Select points and
segments in the following ways:

If you can see a point, click it to select
it. If you can't see the points, click any
line segment on the object to make the
points visible. Selected points are solid;
unselected points are hollow (2.8).

Add to or remove points from the selec-
tion by holding the Shift key as you click.

Click and drag over multiple points or
segments to select them.

Click a line segment to select it. Unfortu-
nately, you don't get any visual feedback
signaling that you have only a segment
of the line selected. You have to drag the
segment and hope that it's the right one.
However, lllustrator is pretty accurate,
and it's rare that you'll make an incorrect
selection.

n
v

2.7 Drag your cursor over multiple objects to select them

all at once.
N

2.8 Selected points are solid; unselected points are hollow.

2: TOOLS AND PANELS
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Group Selection Tool

Objects in groups are locked together as one.
(To group several objects, select the objects
and then right-click and choose Group.)
Using the regular Selection tool on a group
will select the whole group. The Direct Selec-
tion tool will still select points and line seg-
ments. The Group Selection tool k*,,
however, picks individual objects inside the
group. To use the Group Selection tool:

e (lick an object inside the group to select
it. You can then edit the object however
you'd like.

e C(lick again to select the entire group.

Magic Wand Tool (Y)

The Magic Wand tool %X will grab all objects
with a specified attribute. For example, if you
have a screen full of different colored objects,
clicking a red object with the Magic Wand
will select all the objects with a red fill. Before
you use the Magic Wand tool, though, you
can configure how sensitive or tolerant its
selection is:

1. Inthe Tools panel, double-click the Magic
Wand tool.

A panel of options specific to the tool
appears (2.9).

2. Set the sensitivity of the selection with
the Tolerance option. Click the box and
type in a value between 0 and 255, or
click the arrow to use the slider. A higher
number selects a wider range of the cho-
sen attributes.

TIP Several of the tools in the Tools panel have configu-
rable settings. Take some time to double-click each of the
tools and see what you can find.
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2.9 Access the Magic Wand panel by double-clicking the
Magic Wand tool.




Lasso Tool (Q)

The Lasso tool §* works a little like the Direct
Selection tool in that it allows you to select
individual points and segments. The differ-
ence is that the Lasso allows you to draw a
freeform selection marquee. It also doesn't
select the whole object if you click its fill.

To use the Lasso tool, do the following:

1.

Click and drag around a point or line seg-
ment to select it (2.10).

Add to the selection by holding the Shift
key as you drag around unselected points.
You can even select individual points and
segments on different objects.

Remove points or segments from the
selection by holding the Option/Alt key as
you drag around selected points.

The Select Menu

The Select menu (2.11) gives you additional
options for making targeted selections. The
basic selection options (Select All, Select All on
Active Artboard, Deselect, Next Object Above,
and Next Object Below) in the menu have
keyboard shortcuts. Those are the selection
commands you'll use the most often, so | highly
recommend learning those shortcuts.

Selecting objects with similar attributes is the
real power of this menu. This is an extension of
what the Magic Wand tool can do. You can use
Select > Same to select any of the following:

2.10 Selecting a point or line segment

¢ Objects with the same appearance or

specific appearance attributes

e Allinstances of a symbol

e All objects with the same graphic style

MEﬁect View Window

All A

All on Active Artboard C#A

Deselect {+3A

Inverse

Next Object Above R

Next Object Below Nl

Same >

Ohbject >

2 2.11 The Select

SaveiSelection... menu offers powerful

selection capabilities.

2: TOOLS AND PANELS
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Over the years, lllustrator has become a
jack-of-all-trades tool, adept at page layout,
illustration, and now website and Ul design.
In the beginning, however, lllustrator was
created for drawing (2.12). That’s how it got
its name. Really, the most useful tools in the
Tools panel are probably the drawing tools.
These tools provide the means of getting
content on the page. There are quite a few
drawing tools here; you'll use some more
than others.

NOTE This is not a book about learning how to use
lllustrator’s drawing tools to create illustrations, so it
covers only the basics of their use for illustration. For
an extensive guide on how to become awesome with
lllustrator’s drawing tools, | recommend Von Glitschka’s
excellent book, Vector Basic Training (New Riders Press).

Pen Tool (P)

The Pen tool | £, is probably the tool that
most defines Adobe Illustrator. It's a simple
tool but a difficult one to master. You use the
Pen tool to draw freeform objects in your
document point by point. It creates line seg-
ments and smooth curves (known formally as
Bézier curves). Each curve handle has a con-
trol point that allows you to alter the shape
of the curve. It's not essential to master the
Pen tool to use lllustrator as a Ul design tool,
but if you want to create anything more than
generic shapes, you'll want to take some
time to learn how to use it.

Ul DESIGN WITH ADOBE ILLUSTRATOR

2.12 lllustrator was built to create illustrations like this.
(The MP3 Effect; © Rick Moore)



First, you'll draw a simple rectangle with the
Pen tool.

1. Select the Pen tool and click to set a point.

2. Click to the right of the first point to set
another point. The two points are now
connected with a line segment (2.13).

3. Click to create the third side of the rect-
angle, and then hover the cursor over the
first point you created.

As you draw, Illustrator’s cursor changes
to give you helpful feedback. The little
circle that appears here means that when
you click the starting point, the path will
be closed (2.14).

Next, you'll draw an ellipse.

1. Click and drag horizontally to set the
first curve.

Illustrator creates a Bézier curve point.
Each point in a Bézier curve has one or
two control handles that extend from the
point itself. You can move these handles
to alter the shape of the curve.

2. Click and drag to set three more points
(2.15). As in the previous exercise, be sure
to click the starting point to close the path.

Click and hold the Pen tool to reveal the tools
grouped with it (2.16). These are the Add
Anchor Point tool (+), Delete Anchor Point
tool (=), and the Convert Anchor Point tool
(Shift-C).

The funny thing about these tools is that,
although they are available in the Tools panel,
you will never really need to access them
there. They are most easily accessed by using
keyboard shortcuts while drawing paths with
the Pen tool.

2.13 Using the Pen tool to set another point

8. ”

2.14 Click to close the path.

2.15 Click and drag the mouse to create Bézier curves.

L] ,;2:—" Pen Tool (P)
":-f-} Add Anchor Point Tool (+)
~=* Delete Anchor Point Tool (-]

[ Convert Anchor Point Tool (Shift+C)

2.16 The Pen tool group

2: TOOLS AND PANELS
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2.17 Adding an anchor point 2.18 Deleting an anchor point
’ ) >
2.19 Converting a smooth point to a corner point 2.20 Converting a corner point to a smooth point
Here's how to access these Point tools while clicking the point. Again, to provide help-
the Pen tool is the active tool: ful feedback, the cursor changes to the
e Add an anchor point to a path by hov- Delete Anchor Point tool (2.18).
ering the cursor over any part of a line ¢ Convert a smooth point to a corner point
segment and clicking. The cursor will by holding the Option/Alt key and click-
change to the Add Anchor Point tool to ing the point (2.19).
let you know when you can add a new

¢ Convert a corner point to a smooth point

point (2.17). by holding the Option/Alt key while click-
e Delete an anchor point by hovering ing and dragging Bézier handles out of
the cursor over any point on a path and the point (2.20).
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Lines and Shapes

Illustrator has several useful tools for creat-
ing basic shapes (also known as primitives).
These types of shapes will probably be the
most useful for Ul design. They come in
handy as you begin to create icons, buttons,
toolbars, menus, and the like.

Line Segment Tool (\)

To create a line segment with the Line Seg-
ment tool '/, do the following:

1. Click to set the starting point.
2. Drag the mouse to draw the segment.

3. Hold the Shift key to constrain the line
to the vertical, horizontal, or 45-degree
angle axes.

Use this as an alternative to the Pen tool
for creating single lines (also known as
rules) in your design.

Rectangle Tool (M)

The Rectangle tool HE, creates—you
guessed it—rectangles. You can click and
drag to create a rectangle, or click once
to get a dialog box for setting specific
parameters.

Ellipse Tool (L)

Click and hold the Rectangle tool to reveal
the Ellipse tool @,. As with the Rectangle
tool, when the Ellipse tool is selected, you

can click and drag to create an ellipse or click

once to get a dialog box for setting specific
parameters.

Shape-Drawing Options

The Rectangle and Ellipse tool have keyboard
shortcuts to aid in drawing perfect shapes.
Both tools allow the following options:

¢ Use the Shift key while drawing to con-
strain each shape to a square or circle.

e Hold down the Option/Alt key to draw
the shape from the center.

e Hold down the spacebar while drawing
to reposition the shape on the artboard.

The Polygon and Star tools (see next page)
have shortcuts as well:

e Use the Shift key to lock the rotation
angle to 0 degrees as you draw.

e Press the spacebar to move the shape to
a different location on the artboard.

e  Press the Up or Down arrows on the
keyboard to add or remove points from
a star and sides from a polygon.

e Press 8/Ctrl to change the inner radius
of a star.

2: TOOLS AND PANELS
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Polygon and Star Tools

The Polygon and Star tools both reside with
the Rectangle tool as well. While these tools
are similar to the Rectangle and Ellipse

tools in that you can click to set the shape
parameters, they have really useful keyboard
shortcuts to aid in the creation of interesting
shapes. The Star tool is especially useful for
creating badges:

1. Click and drag to create a star (2.21). The

star is always drawn from the center point.

2. Continue to hold the mouse button down
and press the Up Arrow key several times.
This will add points to the star (2.22).

3. When you are satisfied with the number
of points, hold down the 3/Ctrl key and
drag the mouse up to increase the inner
radius of the star (2.23).

4. Release the mouse button to complete
the shape.
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2.21 Creating the star

2.22 Adding points to the star

2.23 Changing the inner radius



Besides being known as a drawing tool,
[llustrator also has several tools in its arsenal
to help you create professional-level typog-
raphy. If you're familiar with Adobe InDesign,
many of the typographical features in Illus-
trator work the same way.

Type Tool (T)

The Type tool ' T, is another very important
tool in the Tools panel. It's actually much
simpler to use than the Pen tool. Two built-in
modes help make this tool really versatile
when setting type.

Clicking once in the artboard with the Type
tool creates point type (2.24). This mode is
best for single lines of type or decorative
headlines. It has no container, so its length is
unconstrained and will stay on one line until
you press Enter/Return.

Clicking and drawing a box with the Type tool
creates area type (2.25). This mode is best for
creating long passages. It’s also useful when
type needs to be constrained to a fixed width
without having to rely on hard returns.

The Type tool also has some tools hidden
underneath it (2.26).

2.24 Point type is free of any boxes or borders.

NIS IS

Area type.

2.25 Area type stays within a user-specified boundary.

= T Type Tool

"T] Area Type Tool
~¢* Type on a Path

b

YR eNO

IT Vertical Type Tool
[T Vertical Area Type Tool
'Q Vertical Type on a Path Tool

(1)

Toaol

2.26 The Type tool group
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lllustrator’s transformation tools provide easy
ways to stretch, resize, rotate, or mirror your
design elements.

Reflect Tool (O)

The Reflect tool &4, lives under the Rotate
tool in the Tools panel. It's used to flip an
object on either its vertical or horizontal axis.

1. Option/Alt-click the object to open the
Reflect dialog box (2.27).

2. Choose Horizontal or Vertical for the axis
of reflection. Enter a degree of rotation
if desired.

3. Click OK to perform the reflection or click

Copy to reflect a copy of the original object.

Free Transform Tool (E)

If you have the bounding box turned on
(which it is by default), you won't see much
of a difference when you select the Free
Transform tool Kt from the Tools panel. But
while dragging the handles of the bounding
box will scale or rotate an object, the Free
Transform tool does much more.

It's an extremely versatile tool, and if you're
like me, it's probably the one you'll use most
often to transform objects. It combines much
of the functionality of all the other transfor-
mation tools.

TIP If you prefer working with the bounding box turned
off, you can use the Free Transform tool (instead of the
Scale or Shear tools) to transform an object.
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Color

We can't leave color out of the equation, can
we? For both the color-loving and the color-
challenged, lllustrator has a few powerful
color tools in its Tools panel.

Gradient Tool (G)

The Gradient tool El lets you apply multiple
colors to a shape or stroke in either a linear
or radial fashion. Each gradient has two or
more color stops that accept color and opac-
ity. More color stops can be added to create
special effects. Gradients can be edited with
the Gradient panel (8F9/Ctrl+F9) or directly
on the object with the gradient annotator.

To create and edit a gradient:

1. Select an object and give it a gradient
fill by clicking the Gradient button (>)
in the Tools panel.

lllustrator fills in the object with the default
gradient, and a bar, called the gradient
annotator, appears on top of the object.

2. Adjust the angle and length of the gradient
by clicking and dragging across the object.

3. Change the length only by clicking and
dragging the square icon on the gradient
annotator (2.28).

4. Move the gradient around in the object
by clicking and dragging the circle
end (2.29).

5. To rotate the gradient, hover the cursor
near the diamond end of the gradient bar.
When the cursor changes to the rotation
icon, click and drag to rotate (2.30).

2.28 Changing the length of the gradient

2.29 Adjusting the gradient location

2.30 Rotating the gradient

2: TOOLS AND PANELS
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TOOLS AND PANELS

In the previous chapter, you read a brief overview of the features that make Illustrator a great
tool for Ul design. In this chapter, we'll take a look at the tools that actually help you get work

done. The following topics will be covered:

¢ How to navigate the Tools panel and find the tools that are useful for Ul design tasks
¢ How to configure and use Illustrator’s many panels
e How to use custom workspaces to tailor Illustrator’s user interface to the way you work

By the end of the chapter, you should have a basic working knowledge of the main features
that lllustrator provides for Ul design. Let’s begin by jumping right in to the tools.



Eyedropper Tool (1)

The Eyedropper tool ' #, is used to sample
and copy color, type, and effect attributes
from one object to another. You can double-
click the tool to set selection preferences.

To use the Eyedropper tool:

1. Select the object whose attributes you'd
like to change.

2. With the Eyedropper tool, click the object
whose attributes you want to copy.

This will make the selected object look
identical by copying all appearance attri-
butes, including any effects.

3. Hold the Shift key to pull (or sample) a
color from a portion of a gradient, mesh,
or placed image.

Fill and Stroke

The Fill and Stroke tools display the fill and
stroke of the currently selected object. You
can click to activate either the fill or stroke by
clicking it or toggle between them by press-
ing X. The active attribute sits on top (2.35).

You can swap the fill and stroke of an object
by clicking the Swap Fill and Stroke icon
(Shift-X) (2.36) or reset the object to its default
appearance by clicking the Default Fill and
Stroke icon (D) (2.37). This gives any selected
object a white fill and a black stroke. That
could come in handy if you've created a mess
and want to start from scratch.

i

® [
Ch
e =
=
2.35 Click the 2.36 Clicking 2.37 Clicking
fill or stroke to this icon will this icon will
activate the swap the fill reset the

selected object
to the default
appearance.

and stroke of a
selected object.

attribute.

Directly below the Fill and Stroke indica-
tors are icons for Color (<), Gradient (>), and
None (/) [BO/A. These tools give you a
quick way to apply the active color or gradi-
ent, or remove the fill from a selected object.
The icon previews are dynamic for the Color
and Gradient options to allow you to see
what you will get when you click.
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The last section of tools contains the Art-
board tool = (Shift-O), the Slice tool -,
(Shift-K), the Hand tool <77, (H), and the
Zoom tool & (Z).These tools are useful for
interacting with the workspace itself, and in
the case of the Slice tool, for creating areas
for exporting artwork. The Slice and Artboard
tools aren’t covered in detail in this chap-
ter. The functionality they provide warrants
much more than a blurb. Instead, look for
entire sections devoted to their use in later
chapters.

Image Title Image '

HE!

2.38 Zooming in with the Zoom tool for close-up work

The Hand tool is used to pan and scroll the
workspace and can be accessed at any time
by pressing the spacebar. Double-clicking the
tool in the Tools panel will adjust the view to
fit all objects on the selected artboard.

The Zoom tool allows you to zoom in or out of
the view (2.38). You can either click to adjust
the view by 100% increments, or click and
drag to specify a spot to magnify. You can
access the tool at any time and zoom in by
pressing the spacebar and then 88/Ctrl. Add-
ing the Option/Alt key will zoom out. Dou-
ble-clicking the tool will reset the selected
artboard to 100%.
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The last two sections in the Tools panel
control different modes of drawing and
viewing artwork.

Drawing Modes

You can use drawing modes to determine
how artwork is stacked on the artboard as
you draw. lllustrator provides three modes
for this purpose. The selected drawing mode
stays active until you explicitly turn it off. You
can press Shift-D to toggle between modes. L

Draw Normal

Draw Normal [&] @[ @ | is the default mode
and places objects on top of the stack in
ascending order as you draw.

2.39 Draw Inside mode places new objects inside a user-
specified shape as you create them.

Draw Behind

Draw Behind | @8 @ | places objects at the
bottom of the stack in descending order.

Draw Inside
Draw Inside provides a quick way

to create a mask as it places objects inside
of a selected object as you draw. You must
select an object to act as the mask before

this mode is enabled. Dashed lines on the
corners indicate the mask (2.39).
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2.40 Normal Screen mode

Screen Modes

The final tool in the Tools panel is the Change
Screen Mode tool [ . Screen modes
determine how lllustrator’s user interface

is configured.

To change the screen mode:

1. Click the button to reveal a menu to select
the desired screen mode.

2. You can also toggle through screen
modes by pressing F.
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In Normal Screen mode (2.40), your artwork
is displayed in a standard window with the
menu bar, scroll bars, and panels.

In Full Screen with Menu Bar mode (2.41),
your artwork window displays full screen.

In Full Screen mode (2.42), your artwork dis-
plays full screen, and the menu bar, title bar,
and all panels are hidden. You can temporar-
ily access the panels by hovering the cursor
over the left or right edge of the screen. In
any of these modes, pressing Tab will toggle
the display of the tools and panels.
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2.41 Full Screen with Menu Bar mode

[oes [=IW0NTY  [=10e0ee] Anboard | 3

2.42 Full Screen mode

2: TOOLS AND PANELS 33



34

lllustrator’s power lies in the use of onscreen
panels. Panels are used to perform tasks like
transforming objects, creating and applying
colors, organizing artwork, and working with
type. They provide an easy way to access
this functionality without having to use the
menus. Panels also allow you to configure
your workspace to suit the task at hand by
giving you the option to open or close, dock
or float, and expand or collapse functionality
on an as-needed basis. Personally, | find that
it makes Illustrator easier to use because it
enables you to get everything you don’t need
out of the way and focus on being creative.

Each panel has functionality that is visible
in the form of controls, text inputs, and icon
buttons. They also have a panel menu at the
top right that contains additional functions
or options (2.43).

The Control Panel

The Control panel (2.44) is the long bar docked
to the top of the screen by default. You can
dock it to the bottom or just let it float freely
as well. | prefer it at the top—it’s easier to get
the cursor up there. The panel is contextual,
which means it displays information based on
the currently selected object. You can use the
panel menu on the right side of the control
panel to choose what information to show.

[llustrator displays this information a couple
of different ways, depending on your screen
resolution or workspace size. By default,
options and preferences are spelled out in
detail with input boxes and icons in full view.
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2.43 An example of a panel menu

Show Options

Grayscale

HSB
CMYK
Web Safe RGB

Invert
Complement

Create New Swatch...
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2.44 The Control panel

If you're using a smaller display, options that
take up the most space are reduced to a link,
which pulls down the respective panel when
clicked (2.45).

Having a lot of panels open takes up pre-
cious screen real estate; the Control panel
aims to free up some of that space for your
artwork by including the functionality of
other panels inside of it.

Expanding and
Collapsing Panels

Panels can be expanded or collapsed to save
space in the Ul for your artwork. Collapsed pan-
els display as icons (2.46). After you click a panel
icon, the panel opens and stays open until you
close it by clicking its icon again. The downside
to using collapsed panels is that you can view
only one collapsed panel at a time.

Panels can be grouped together to form
panel groups. Each group has a drag handle
at the top and is separated by a line. Click-
ing and dragging the left edge of the panels
reveals the label for each (2.47). When you
click an icon in a panel group, the panels
appear together in tabs with the one you
clicked visible. You can switch between tabs
by clicking the tab header.

-00% | v | style: | |"| v | Tmnserm | HOX
e X | 187X | w:|159 px
aog
‘r':|21?px | H:|159px
A0 x| & |0

[] Scale Strokes & Effects
[] Align to Pixel Grid

2.45 On smaller screens, some Control panel functionality
can be accessed via a link.

T ‘ﬂ Swatches
[E L3

h ‘# Erushes :
K & Symbols

2.46 A collapsed panel 2.47 Collapsed panels with
group labels
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You can move a panel by clicking the drag
handle and dragging it to the desired loca-
tion. As you move a panel, the drop zone is
indicated by a blue box. It shows whether
the panel will be dropped in between or
inside the panel group.

e Drag to adividing line to place the group
between two other groups. Dragging any-
where else will combine the two groups.

e Click and drag the panel icon to move
a single panel to another group or to
undock it.

e Undock a panel group by clicking the
drag handle and pulling it off the edge
of the screen. To dock it, drag it back to
a dividing line or panel group as in the
previous step.

Clicking the double arrow at the top right
expands or collapses a panel or panel group
(2.48). Expanding a panel allows you to view
more at once without having to click the icon
to open it. Expanded panels take up quite

a bit more screen real estate, but the ability
to view info at a glance makes the tradeoff
worth it.
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Expanded panels can be moved and docked
as well, but the process works a little differ-
ently from that of collapsed panels.

Move a panel group by clicking in the
space to the right of the tabs and drag-
ging to the desired location (2.49).

Move a single panel by dragging its tab.
To drop it into a different group, drag it to
the tab bar of the desired group.

Change the order of tabs in a group by
clicking the tab and dragging it left or right.

Undock a single panel by dragging its
tab off the edge of the screen. Undock a
panel group by clicking in the space to
the right of the tabs and dragging the
edge off the screen. To dock, click and
drag the panel bar back to a dividing line
or a tab group.

Expanded panels can be collapsed to tabs to
allow more space for bigger panels. Collapse
to a tab by double-clicking the desired panel’s
tab. Double-click the tab again to open it.
Many panels can be resized by dragging the
bottom of the panel.

2.49 Moving a panel group
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We've only scratched the surface of the
functionality that lllustrator offers. One of
the awesome features it provides for manag-
ing this complexity is the ability to create
workspaces that can be customized for a
particular task. A workspace is a saved view
of the location and position of panels. You
can hide or show, dock or free-float, and
expand or collapse certain panels and then
save them in that state. lllustrator ships with
several of these workspaces by default. You
can access these workspaces from the work-
space switcher at the right of the Application
bar, which lives at the top of the screen just
above the Control panel (2.50).

Using a Custom Workspace

Custom workspaces can be handy when you
switch tasks or contexts often. | still do some
print work from time to time, so | created a
customized print workspace. | also use a laptop
hooked to an external display as my primary
machine, so | have also created two work-
spaces that | use depending on whether | am
using the large display or the laptop display.

| stated earlier that panels take up a lot of
real estate in the interface, so it's important
to show only the panels that are completely
necessary for the task. | use a mixture of
expanded and collapsed panels in my work-
space, expanding those | use most often

and collapsing those that are “set and forget”
panels. Many panels can be left out of the
workspace because their functions can be
accessed from within other panels.
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2.51 My personal workspace for Ul design

| set up a custom workspace that | find opti-
mum for Ul design (2.51).

Here is how it's set up:

The Application frame (covered in Chapter 3,

“The lllustrator Workspace”) is enabled. This
keeps me from accidentally clicking windows
in the background.

On the right, | have a group of collapsed pan-
els that represent functionality | use often,
but not enough to need to see them all the
time. From top to bottom they are:

e Symbols ¢ Glyphs

e Graphic Styles e Color Guide
e Align e Color

e Pathfinder e Swatches

e CharacterStyles ¢ Gradient

e Paragraph Styles
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To the right of the collapsed panel group is

a group of expanded panels that | rely on for
constant information and interaction. Again,
from top to bottom they are as follows:

¢ Info
¢ Artboards
e Appearance

e Layers
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As you learn to use lllustrator, you'll find a
workspace configuration that works for you.
That's one of the great things about lllustra-
tor: It gives you the flexibility to work the
way you need it to, rather than the other way
around. As you create your own workspaces,
it's best to restart Illustrator to ensure that
your layout is saved. If you don't perform this
step, you'll lose this workspace if lllustrator
ever crashes.

Creating a new workspace may seem like a
lot of work, but thankfully you'll have to do
it only once for each context. You can easily
change your workspaces as the task or con-
text changes. This is one of the keystones to
efficiency that | cover throughout the book.

If you need to rename or delete a custom
workspace, you can do that by choosing Man-
age Workspaces from the workspace switcher.

Ul DESIGN WITH ADOBE ILLUSTRATOR



We've covered a lot of ground in this chapter,
and | hope you've gained a basic working
knowledge of the tools and functions needed
to start creating great designs. In the next
chapter, you'll learn how to set up lllustrator
for working with pixels instead of print docu-
ments and how to use artboards to maximize
efficiency in the creation of Ul screens.

TABLE 2.1 Keyboard Shortcuts in This Chapter

Selection tool
Direct Selection tool
Magic Wand tool
Lasso tool

Pen tool

Line Segment tool
Rectangle tool
Ellipse tool

Type tool

Reflect tool

Free Transform tool
Gradient tool

Fill or stroke object
with gradient

Fill or stroke with color
Remove fill or stroke
Eyedropper tool
Fill/Stroke toggle
Swap Fill/Stroke
Default Fill/Stroke
Drawing mode toggle

Screen mode toggle

MACOS WINDOWS

v v
A A

Y Y

Q Q

P p

\ \

M M

L L

T T
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aX Shift+X
D D

4D Shift+D
F F
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THE ILLUSTRATOR
WORKSPACE

In this chapter, you'll learn about the following:
e Choosing the right measurement units

e Selecting the optimal color space

e (Creating artboards and organizing your work

The Adobe Illustrator workspace is designed to allow you to be as creative as you want without
a lot of distractions. It has a generous area for creating your designs and minimal user interface
chrome. The workspace is very flexible and can be customized to your liking.
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Preferences

General Units
Selection & Anchor Display

units stroke:
Guides & Grid
Smart Guides

Slices

Dictionary & Hyphenation
Plug-ins & Scratch Disks
User Interface

File Handling & Clipboard
Appearance of Black

Identify Objects By: (+) Object Name () XML ID

Cancel | | oK

3.1 Setting the General, Stroke, and Type units to pixels

As you already know, this is a book about
designing for the screen, whether your target
user platform is a laptop or desktop screen,
tablet screen, smartphone screen, or TV
screen. But out of the box, lllustrator is set

up for working with print documents. You'll
need to make some adjustments so that it’s
more appropriate for screen graphics.

Choosing the Right Units

The first option to modify is lllustrator’s unit
of measure. In the print world, measure-
ments are usually picas and points, inches,
millimeters, or a combination of those.
However, in Ul design, pixel measurements
should be the standard. lllustrator can be
adjusted so that you can view everything,
including type, with pixel measurements.

Ul DESIGN WITH ADOBE ILLUSTRATOR

This setting will help your documents more
accurately reflect what end users will view
on their devices. Fortunately, this is simple
to change.

1. Choose lllustrator > Preferences > Units
(Mac) or Edit > Preferences > Units
(Windows).

The Preferences dialog box appears (3.1).

2. Change the unit definitions for General,
Stroke, and Type to Pixels.

Optimizing the Color Space

The second thing to take care of is changing
lllustrator’s color profile. Again, by default,
this is set up with a profile that works best
in a printing environment. You might easily
justify leaving this setting alone, since no



Color Settings

synchronize, select Suite Color Settings in Bridge.

B Unsynchronized: Your Creative Suite applications are not synchronized for consistent color. To

5ett'|ngs:| Maonitor Color

'|| Load... || Save...

r Working Spaces

RGB: | Monitor RGE - Display

CMYK: [ U.S. Web Coated (SWOP) v2

r Color Management Policies

RGB: | Off

& cmyK: | Off

Profile Mismatches: [ Ask When Opening

Missing Profiles: vhen Opening

 Description:

Cancel | | 0K

3.2 The Color Settings dialog box

two screens are alike in how they show color,
but you'll change it in case you ever want to
edit your design in Photoshop or incorporate
images from Photoshop.

1. Choose Edit > Color Settings (8 4K/
Ctrl+Shift+K) to access the Color Settings
dialog box (3.2).

2. Inthe Settings pop-up menu, choose
Monitor Color.

NOTE If you plan to shuttle graphics back and forth to
Photoshop, you'll want to make the same change there
so the two apps are in sync. By doing so, you eliminate
surprise color changes.

Application Frame

The lllustrator workspace may look a little
different depending on which platform

you are running. If you're using a Windows
PC, you will see the tools and default panel
configuration running in a window. On a Mac,
however, the tools and panels float freely

on the screen. Some Mac users prefer this
behavior— it's what we're used to with all
the other apps we use. However, I've actually
come to like the Application frame (shown

in 3.3 and 3.4) because it reduces distractions
from underlying windows. I've found myself
clicking a window in the background far too
often to count. If you want to give the Appli-
cation frame a try, simply turn it on by choos-
ing Window > Application Frame.

3: THE ILLUSTRATOR WORKSPACE
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3.3 If you run a lot of applications in the background on a regular basis, the standard Mac configuration has the potential
to get messy.
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3.4 With the Application frame enabled, you can more easily focus on your task.
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Artboards are a unique and powerful feature
of lllustrator. The artboard works just like a
piece of paper would on a physical desk. For
example, if you were creating a collage, you
could put elements you are not currently
using on your desk outside of the bounds of
the paper. They are still close for easy access,
but they don't interfere with the artwork tak-
ing shape on the document. Illustrator works
in a similar way.

When you create a new document, you

have an artboard in the middle of a large
workspace. Any graphics you place on the
artboard itself will appear in the final design.
Anything outside its bounds will not appear
when you print, export, or save as a PDF. It's
a great way to keep all of your assets in one
file rather than scattered across separate files
on your hard disk, or in hidden layers that
become hard to manage.

3: THE ILLUSTRATOR WORKSPACE
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3.5 An example of an entire app mockup, including alternate layouts and test graphics, in one file.

What's even better is that you can have
multiple artboards in one lllustrator docu-
ment. Illustrator allows you to create up to
100 artboards in a file, depending on the
size of the artboards used. You can use these
extra artboards to create a site map, show
different states of an interaction, or test
several design options for a particular screen
(3.5). Additionally, it makes it a lot easier to
create multi-page PDFs for client reviews
and presentations.
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However you end up using artboards, I'm
sure you'll find them very powerful when cre-
ating user interfaces. You can keep an entire
site in one file and make managing all your
design assets so much easier.



Opening a New Document

Let’s create a new document to check out all
that the workspace has to offer.

1.

Choose File > New ($8N/Ctrl+N).

You'll see a dialog box that has options for
your new document (3.6). Here you'll have
the opportunity to name your file and
choose a profile. lllustrator has several built-
in profiles for you to use as a starting point.

Select the Web profile.

Notice several differences between the
Web and Print profiles: The document
units are pixels instead of points, and the
preset artboard dimensions are 960 px
by 560 px, a common viewable area for a
browser window. You can use one of the
presets or type your own dimensions in
the width and height fields.

Click the triangle to the left of the
Advanced section to open it (3.7).

This section of the dialog box is where you
can set the color mode (CMYK or RGB),
screen resolution for raster effects (we'll look
at how to use these effects in a later chap-
ter), and preview mode for the document.

The next two settings are ones that | have
found to be very useful for Ul design.

Change Preview Mode to Pixel.

Pixel preview displays your art as if it was
created with pixels rather than vector
objects. It shows how your artwork will be
anti-aliased when viewed at 72 ppi, which
is the resolution graphics will be when
exported from the program. You'll feel
really comfortable in this mode if you're
used to working in Photoshop.

New Document

Name: | Untitled-1

Prafile: | Web |5

Number of Artboards: | 2| 1

Size [ 960 x 560 +]

Unirs: E"ﬁl‘;l"‘l‘\.- =]
Orientation: | 3]

Jop — POtEON _ Left - Right =
Bleed: 1510 ox | Eopx | (50 px | o |

* Advanced

Width: | 960 px_

Height: [ 560 px

Color Mode RGR, PPLT2, Align 1o Pixel Grid Yes

L, Templaes... B Cancel
3.6 The New Document dialog box
~ Advanced
Color Mode: | RGE v |
Raster Effects: | Screen (72 ppi) '|
Preview Made: | Default v|

[+ Align New Objects to Pixel Grid

3.7 Advanced artboard options

3: THE ILLUSTRATOR WORKSPACE
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5. Leave”Align New Objects to Pixel grid”
checked and click OK.
This feature keeps your artwork aligned to
the pixel grid as you draw. That way, your
art stays crisp when saving your graphics
for the web or devices.

NOTE See page 80 for more on pixel precision.

Saving New Profiles

The profiles included with lllustrator are lim- If you're a Mac OS X Lion user, you'll find that
ited to some of the most popular devices on the Library folder is hidden. To access it, per-
the market today. Notably missing from the form the following steps:

list is the iPhone 4 and iPad with their retina
display resolutions. If the iPhone’s 640 x 960 is
a screen size you use often, you can create your
own profile:

1. Open a new window from the Finder.

2. Open the Go menu on the menu bar, and
then press the Option key. Your Library

folder will magically appear.
1. Create a new document and use 640 x 960

Shedimensiona 3. Click the Library folder to open it, and then

drag it to the sidebar in the Finder window.
Now when you save a file, you'll have easy
access to the Library.

2. On a Mac, save your document to Hard
Drive:Users:[user name]:Library:Application
Support:Adobe:Adobe Illustrator
CSé:[language]:New Document Profiles.

In Windows, save your file to C:\Documents
and Settings\[user name]\Application Data\
Adobe\Adobe lIllustrator CS6 Settings\[lan-
guage]\New Document Profiles.
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3.8 Hello, artboard!

Creating Artboards

Behold the white rectangle in the middle of

the screen (3.8). This, my friend, is the artboard.

lllustrator uses this metaphor as its working
space. As | stated previously, the artboard is
really just like a piece of paper sitting on your
desk. You can draw on it, paint it, erase stuff
from it, and move it around. At times | think
Adobe should add the ability to crumple it up

and toss it into the wastebasket, but | digress...

For those of you coming from Photoshop,
the artboard is fundamentally different from
Photoshop's canvas. First of all, it’s another
vector object on the screen you can edit
without affecting the artwork itself. You can
resize it, change its orientation, duplicate it,
and remove it. It's pretty versatile.
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Second, the artboard acts a container for
your design, allowing you to place unneeded
elements outside its bounds without having
to delete them or toss them into hidden lay-
ers. Anything outside the artboard bounds
stays out of your printed or exported files.
This enables you to experiment with different
ideas outside the artboard before you decide
to include them in the final artwork.

As for multiple artboards, | think it's one of
the best features lllustrator has to offer. It
makes mocking up entire sites very easy
and keeping your entire project in one place
really helps with efficiency. When working
on enterprise sites that have multiple layers
of functionality, | tend to break up modules

3: THE ILLUSTRATOR WORKSPACE
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into different files. I've created upwards of 50
screens in one file with no discernible hit on
performance and a relatively small file size.

There are several ways to create a new art-
board that go beyond opening a new docu-
ment. Let’s take a look at how you can do this
in the next few sections.

The Artboard Tool (Shift-O)

In the Tools panel is a dedicated tool called
the Artboard tool (Shift-O) L. Activating the
Artboard tool puts lllustrator into artboard
editing mode. Once activated, the artboard
has a bounding box, grab handles, crop
marks, and a nameplate appearing with it

in the workspace (3.9). You have a couple of
options in this mode:

e Add anew artboard by clicking and drag-
ging the cursor anywhere outside the
current artboard. This allows you to create
an artboard of any size. If you need to
change the size, just click and drag any of
the grab handles to adjust. This works for
any artboard in the workspace.

e Delete an artboard by selecting it and
pressing Delete. If you have multiple art-
boards to eradicate, pressing Delete mul-
tiple times will remove them in descending
order until you have only one left.

One thing to note is that lllustrator
requires at least one artboard at all times.
Additionally, deleting the artboard does
not delete the art on it. You have to do
that manually.

TIP To make the artboard larger than the current window
while resizing, drag the cursor to the edge of the screen
and it will automatically scroll to reveal more space.

Ul DESIGN WITH ADOBE ILLUSTRATOR
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3.9 Crop marks, bounding box handles, and a nameplate
are all visible in artboard editing mode.



0l - Artboard 1

3.10 Click to place a new artboard.

Using the Control Panel

The Control panel has several tools within

it for dealing with artboards. Because the
panel is contextual, you'll need to be in art-
board editing mode to view these tools. You
can perform the following actions from the
Control panel:

Set the selected artboard to a preset size

Change the orientation to portrait or
landscape

Add a new artboard
Delete a selected artboard
Name a selected artboard

Choose whether to have artwork move
with the artboard when it is rearranged

Show extras like crosshairs, video-safe rul-
ers, and a center mark

Show the Artboard Options dialog box

Place or resize an artboard with numerical
precision

To use the Control panel to create a new
artboard, do the following:

1.

Click the Artboard tool (Shift-O) to enter
artboard editing mode.

. Create a new artboard by clicking the New

Artboard icon & in the Control panel.

This allows you to place a new artboard
in the workspace that's the same size

and orientation as the currently selected
artboard. After clicking the New Artboard
icon, you'll notice that you have a box
that follows the cursor (3.10).

Click anywhere in the workspace to place
the new artboard in that spot.

3: THE ILLUSTRATOR WORKSPACE
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Using the Artboards Panel Artboards | = —— PANEL MENU
The Artboards panel (3.11) shows you a list of ; iﬁﬂﬁ:ﬁjl E } ARTBOARD
all artboards in your document. Unlike the 3 | Arboard 3 = LIST
Control panel, it is available at any time. Cre- % ||kt S MOVE UP
ate a new artboard with the Artboard panel MOVE DOWN
by clicking the New Artboard icon & at the — NEW
bottom of the panel. Shbonds * L ug , NTPOAR
[ DELETE

. 3.11 The Artboards panel
Illustrator will put new artboards created ARTBOARD

this way to the right of the current artboard.
If you have several rows of artboards, it will
always place the new artboard to the far
right of the top row. This gets tricky as you
start to create a lot of artboards, as Illustra-
tor won't let you place artboards outside
the workspace.

You can also perform the following actions
from the Artboards panel:

¢ Selectan artboard as the active artboard

e Double-click an artboard in the list to
view it in the window

¢ Move an artboard up or down in the page
flow by dragging in the list or using the
arrows at the bottom of the panel

¢ Delete an active artboard
e Rename an artboard

The panel menu also allows you to duplicate
or rearrange artboards, convert objects to
artboards, and delete empty ones.
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Duplicating an Artboard

Duplicating an artboard can save you time
by giving you a quick start on a new screen
where most of the elements are the same.
This is useful if you are trying to show differ-
ent interaction states for an element or just
want to try a different color scheme for the
same design. There are a couple of easy ways
to accomplish this:

1. Select the Artboard tool (Shift-O).

2. Inthe Control panel, make sure that
the “Move/Copy Artwork with Artboard”
option is selected. If this is option is
deselected, you will only duplicate the
artboard itself.

3. Click the artboard youd like to clone and
hold the Option/Alt key as you drag it to
a new location. To constrain the artboard
to the horizontal or vertical axis, hold the
Shift key, too.

You can also use the Artboards panel to
duplicate an artboard by selecting the
one you want to clone and dragging it to
the New Artboard icon (3.12). It will place
the duplicated artboard using the same
rules outlined in the previous section.

18 IFTIOTE S1YTHT L
19 | Phone Signup 1
20 | iPhane Zone . D
21 | iPhone add status . |:|
21 Arthoards + %&;ﬁj W

3.12 Drag an artboard in the list to the New Artboard icon
to create a duplicate.
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Using Existing Objects

In addition to creating new, blank artboards, &
you can use an existing object as the basis for
a new artboard. This is useful in several com-

Sign up today...it's free!

F'd e o sign up for Steller Athistes | ma Bruciont Athirte

andd my ramn s

mon scenarios: 10 0 o a1

* You have design elements outside of a -
current artboard that you want to move
to a new artboard. st {o b sale, 1l et 1t again

¢ You want to move a part of your design to

a new artboard and create the new art-
board at the same time. -

o 1

e You want to quickly export or create a PDF 3.13 Click an existing object with the Artboard tool to cre-
of part of your design ate a new artboard based on its boundaries.

To create a new artboard from an existing
object, perform the following steps:

1. Select the Artboard tool (Shift-O).

2. Click the object you want to use as the
basis for the new artboard (3.13).

Once you've done this, you can resize
or rearrange the new artboard like you
would any other.
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Organizing Artboards

Once you get several artboards in your docu-
ment, things might have a tendency to get a
little messy. Missing artboard names, disor-
ganized screens, and holes in the screen flow
drive me crazy. If that bothers you like it does
me, it's pretty easy to get everything back

in shape.

Give Them Names

You might have noticed that as you add

new artboards to your document, each one
gets a generic name, such as Artboard 1,
Artboard 2, and so on. As convenient as this
is, it isn't really helpful as your project grows.
It's akin to a Photoshop document with a
plethora of unnamed layers. To deal with this
problem, lllustrator allows you to name your
artboards (3.14).

1. Select the Artboard tool (Shift-O) and
select the artboard you want to name.

2. Type a new name in the Name field in the
Control panel. Making the name relevant
to the content on the artboard will help
immensely as you add more artboards to
your project.

You can also use the Artboards panel to
name your artboards.

e Select the artboard you want to name in
the panel list and then click its Artboard
icon 1 once. The Artboard Options
dialog box appears, where you can type
the new name as well as access various
other options.

1 | site map i
2 app sign in I
3 landing page T
4 | zone blank state i
5 zone iCT:
& | profile blank state i
7 profile | E 3
& | profile view o
9 | contacts i
10 | contact finder I
11 | conversations T
12 | article template main 10
13 | article template detail &8
14 | article template detail 2 | 1T
15 | sign up examples | Ty
16 | more sign up examples T
17 | app sign in 550 breakpoint 1.8
18 | iPhone signin “BE
15 | iPhone Signup RE
20 | iPhone Zone ME
21 | iPhone add status L8
21 Arthoards ¥ EH W

3.14 Name your artboards for maximum efficiency.
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Move Them Around

When | work on a large project, | typically
start with a set number of artboards. As |
work through the design process, | organize
the artboards into a flow or site map. As
features and functionality gets added or
removed, the number of screens needed in
the mockup may grow or shrink. When this
happens, | end up with screens that are out
of order or have holes in the flow (3.15and
3.16). To fix this problem, lllustrator allows
the ability to rearrange artboards in the
workspace.

To move artboards manually, do the following:

1. With the Artboard tool (Shift-O), click the
artboard you wish to move and drag it
around the workspace until you have itin
the desired position.

2. If you want to leave the art where it is
and move just the artboard, make sure to
deselect the “Move/Copy Artwork with
Artboard” icon [/,
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3.16 ...pages sometimes get removed, leaving holes in the page flow.
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To rearrange artboards using the Artboards
panel:

1. Make sure that your artboards are in the
order you'd like them to flow in the work-
space by dragging them into position in
the panel (3.17). The number next to the
artboard in the panel corresponds to its
position in the workspace.

2. From the Artboards panel menu, choose
Rearrange Artboards.

3. Choose the layout you prefer, how many
columns to use, and the desired space
between each artboard (3.18). If you
don’t have “Move Artwork with Artboard”
selected in the Control panel, don’t worry.
You can select it here so that all of your art
gets rearranged as well. Click OK.

After a second or so, you'll see the workspace
zoom to fit all the artboards and you'll see
them in their new positions.
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1 | site map i
2 app sign in mp
3 [anding page i
4 | zane blank state A
5 | zone i}
& | profile blank state i
7 profile i
g profile view |:|
g contacts i
10 | contact finder Ll
11 | conversations mi;
12 | article template main ing
13 | article template detail hl.s
14 | iPhone add status |
15 | article template detail 2 | 0
16 | sign up examples i
17 | more sign up examples i
18 | app signin 550 breakpoint IBE
19 | iPhone signin 10
20 | iPhane Signup I 0
21 | iPhone Zone e A
21 Antboards + ¥+ B8 W

3.17 Drag artboards to order them the way youd like them
to appear in the workspace.

Rearrange Artboards

Artboards: 11

Layout: [E5] 5 [=+| 7 |
T ST —
Spacing:

M Move Artwork with Artboard

) If '"Move Artwork with Arthoard' is checked, the artwork will move
with the arthoards to their final location.

Cancel | | OK

3.18 The Rearrange Artboards dialog box



Navigating Multiple Artboards

Once you have a few artboards in the work-
space, you'll need an easy way to move
between them. You could use the scrollbars
or the Hand tool to scroll the workspace, but
that’s slow and imprecise. Instead, you can
use the Artboards panel or the artboard
navigator to quickly and easily find the

right artboard.

To switch artboards through the Artboards
panel:

e Double-click the desired artboard in the
panel. It jumps into view on the screen
at whatever zoom percentage it needs
to fit the whole artboard in the window.
To reset the zoom level to 100%, double-
click the Zoom tool or press 81/Ctrl+1.

The artboard navigator (3.19) is found at the

bottom-left corner of the document window.

To use the artboard navigator:

e Choose the desired artboard from the

pop-up menu (3.20). This is so much easier

if you named your artboards.

e Use the Next and Previous buttons to click

through a series of screens in succession.

This succession is determined by the
order of the artboards in the Artboards
panel. Clicking the Next and Previous
arrows moves one screen at a time, while

clicking the First and Last arrows jumps to

the first and last artboards.

[Moox Tl a s Tv]
3.19 The artboard navigator

1 Home Page
2 Your Crew
3 Your Collection

4 Your Account

[o3% [v|H 4 [3 R W You
3.20 Your artboard list
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If you just need to move around a particular
area in the workspace or artboard (for exam-
ple, if you are zoomed in doing close-up
work), you can use the Hand tool (H) 7.:

1. Select the Hand tool (H). You can click
and drag around the workspace until you
choose another tool.

2. To quickly access the Hand tool while
using another tool, press and hold the
spacebar. You'll be able to pan around
the workspace as long as you have the
spacebar pressed. When you let go, you
will return to the tool you had previously
been using.
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Artboards are one of my favorite features

in lllustrator. They allow for convenience in
creating and organizing your artwork. Being
able to keep multiple screens in one docu-
ment, visualize interaction flows, or mock
up a workflow process is invaluable and will
help you work efficiently.

The next chapter looks at using the pixel

grid to preview how changes in anti-aliasing
affect your design. Even when creating Uls
for high-resolution devices like the iPhone
and iPad, having pixel-precise measurements
will make your developers love you as they
work to match your design.

The next chapter also looks at how to use
Illustrator for basic Ul design tasks like set-
ting up grids and working with typography.

TABLE 3.1 Keyboard Shortcuts in This Chapter

MAC PC
Color Settings LK Ctrl+Shift+K
New Document 8N Ctrl+N
Artboard tool @0 Shift+O
Hand tool H H
Actual Size 81 Ctrl+1
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Ul DESIGN BUILDING

BLOCKS

Up to this point, we've spent some time getting to know lllustrator’s user interface. Now it’s
time to begin putting those tools into action and start creating a Ul yourself. This chapter takes
a look at the basic features that Illustrator provides for the building blocks of Ul design:

Using guides and alignment tools
Creating page grids

Achieving pixel precision
Beginning a layout

Setting type

You'll learn these features in the context of creating a screen for a mock web application for
die-cast car collectors. The mockup has several elements: a sidebar that contains the app name,
a search field, app navigation, and some activity info. It also has a section navigation bar and a
main content area. It has some simulated browser chrome to finish it off. I'll show you how to
create this over the next few chapters.
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Every professional design application lets
you set guides to help you align objects in
your document. Alignment is one of the
design principles that make any design just
feel right. It brings cohesiveness into the
layout. In Illustrator, there are two basic ways
to use guides in your documents:

e (Create an ad-hoc guide when you need
to align several objects to a certain plane.

e Pull several guides out to create a
layout grid.

By default, guides are “magnetic.’ Dragging
an object will cause it to snap to a guide
once it gets within a certain pixel distance
(4.1). This ensures that your objects will line
up exactly as you want them. Alternatively,
dragging a guide to a selected object will
snap the guide to that object.

Guides will be helpful in the mockup for

aligning graphic elements. You'll explore
lllustrator’s guides by first creating a new
document for the mockup:

1. Choose File > New. In the dialog box,
choose the Web profile.

2. Select 1024 x 768 as the artboard size and
click OK to create the document.

This size represents the target display
resolution you'll use for this mockup.

Ul DESIGN WITH ADOBE ILLUSTRATOR
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4.1 The drag cursor changes to white when an object has
snapped to a guide.



Creating Guides

Now that you have a document open, it's

time to create some guides. In order to create
guides, you'll need to make sure your rulers
are visible. If they aren’t showing at the top
and left side of the document window, choose
View > Rulers > Show Rulers (88R/Ctrl+R).

1. Click and drag a guide from the ruler onto
the artboard.

2. If you didn't get the guide in just the right
spot, undo the guide placement by doing
one of the following:

e Press 38Z/Ctrl+Z to undo the guide
placement and try again.

¢ Move the guide into place by select-
ing it and dragging until you have it
positioned correctly. If you are unable
to move the guide, it may be locked.
Choose View > Guides > Lock Guides
(88=¢; [semicolon]/Ctrl+Alt+; [semi-
colon]) to unlock the guides. Selecting
this menu option toggles the lock
state on or off.

3. Toremove a guide, simply select it and
press Delete (make sure the guide is
unlocked).

4. If you no longer need any guides in your
document, or need to start over, remove
them all at once by choosing View >
Guides > Clear Guides.

NOTE Guides are always visible by default; you can
choose to show or hide guides as well. To do so, choose
View > Guides > Hide Guides (88;/Ctrl+;) to toggle guide
visibility. If your guides are hidden, the menu changes to
read Show Guides.

4: Ul DESIGN BUILDING BLOCKS
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Making Guides from Objects

Another awesome feature is the ability to
make any vector object on the artboard into
a guide. This is really helpful if you need to
align objects at strange angles. This feature
has a practical use:

1. Click and drag with the Line tool (\) and
draw a line on the artboard.

2. Select the line and choose View >
Guides > Make Guides (885/Ctrl+5).

You object is instantly turned into a guide,
taking on all current attributes you have
set for your guides (such as snapping
behavior, visibility, lock state, and color).
This is a great way to align objects already
on your artboard to an angle without hav-
ing to measure (4.2).

You can also convert any guide—whether
you pulled it from a ruler or created it from
an object—into an object:

1. Make sure that guides are unlocked
(88=%; [semicolon]/Ctrl+Alt+; [semi-
colon]). You won't be able to select
them otherwise.

2. Select the guide you want to convert and
choose View Guides > Release Guides
(88=¢5/Ctrl+Alt+5).

The guide is now an object, selected and
ready for you to work with.
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Using Alignment Tools

Besides allowing you to snap and align
objects to guides, lllustrator also provides
powerful alignment features accessible via the
Align panel (Shift-F7). This panel (4.3) helps to
align objects to an axis or position as well as
distribute them across a distance. A few of the
more commonly used alignment features can
also be accessed in the Control panel when
you have more than one object selected.

The buttons in the top row of the Align panel
align objects by their edges and centers along
the horizontal and vertical axes. The buttons
provide a graphical representation of how
lllustrator will align the selected objects.

The buttons in the bottom row of the panel
distribute objects across a distance based

on the axis or edge that the user has chosen.
This is very different from aligning objects.
Instead of lining them up along a single edge
or center, lllustrator will equally space the
objects from the edge or center you clicked.

You can make a couple of extra options (4.4)
visible by choosing Show Options from the
Align panel menu. The first of these options,

Distribute Spacing, distributes objects across a

distance by putting an equal amount of space
(which can be user-specified) between them.

Align Objects:
= & o=

Distribute Objects:

I et adEl
- 4 A

S CR

4.3 The Align panel

Distribute Spacing:

Align Tao:

N
|‘...'= -
)

4.4 Align Panel extra options
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The second button houses the Align To
options. These options allow you to choose
how objects will align in the following ways:

¢ To the selection (the default behavior):
The selection in this option represents
the area in which all selected objects
are contained. For example, if you have
four rectangles and you want to align
all of their left edges, clicking the align
left button would move all but the
leftmost rectangle.

¢ To the artboard: This option aligns
objects to centers or edges of the art-
board itself. This alignment method is
best used when you want to center a
single object or a selection of objects on
the artboard.

¢ To a key object: This option allows you to
select an object to which all other objects
in the selection will align. This method is
best used when the object you want to
align to needs to stay in place.

To designate an object in your selection as
the key object, perform the following steps:

1. Select all objects (including the one that
will be the key object) you want to align
either by dragging a selection box around
them or by Shift-clicking each object.

2. Set the key object for the selection by
clicking it.

The key object is always indicated by a
bold selection outline (4.5).
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Preferences

General Smart Guides

Selection & Anchor Display

r Display Options

Dictionary & Hyphenation M Transform Tools

Type

Units Colar: IW‘ D

Gkl B QI [¥] Alignment Guides ¥ Anchor/Path Labels
o ¥ Object Highlighting ¥ Measuremen Labels
Slices

4.6 Setting up smart guides in the Preferences dialog box

[llustrator has another type of guide called

a Smart Guide. Instead of being just a static
object to which you can align something,
smart guides are dynamic and provide useful
feedback as you draw. There are six different
types of Smart Guides you can set up in the
Preferences dialog box (4.6). You can enable
as many of these guides as you'd like, or dis-
able them altogether. You may find it a little

Plug-ins & Scratch Disks [¥ Construction Guides: | 90" & 45° Angles v |
User Interface - .
File Handling & Clipboard 0 | 45 | [%0 | '\><"
Appearance of Black [135 | | | N
Snapping Tolerance:
Cancel | | OK

intrusive to have these guides on all the time;
you can toggle the guides on or off by choos-
ing View > Smart Guides (38U/Ctrl+U).

What follows is a description of how each
type of Smart Guide works. Play around with
each of the settings to see which ones work
best for your workflow.
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Alignment Guides

Alignment guides help you to align objects
while drawing, moving, or editing. They help
you align objects and anchor points to the
centers and/or edges of nearby objects (4.7)
without having to pull guides from the ruler.

Anchor/Path Labels

Anchor/path labels appear as you hover over
an object to let you know whether you have
an anchor point, path, center point, or edge
of an object under your cursor. This really
aids in making selections once you have a
more complex design (4.8).

Object Highlighting

With the Object Highlighting Smart Guide
enabled, objects are highlighted with a selec-
tion outline as you hover over them. Again,
this Smart Guide is most useful when you
have a lot of objects on the artboard, as it
allows you a preview of what object will be
selected when you click. It also allows you to
see objects that have live effects applied, as
seenin 4.9.
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4.7 Using alignment guides helps align objects as you
move them around.

path

4.8 Anchor/path labels let you know what's beneath
your cursor.

4.9 Object highlighting shows which object will be
selected when you click. It also shows the original shape
of objects with effects applied to them.



Iy, ®57758n
¥: 340.5 px

b dx: 48 px
dY: 31 px

1T W 142 px
H: 139 px

SIZE

DISTANCE

POSITION

4.10 Measurement labels provide in-context information about the dimensions and position of objects.

Measurement Labels

Measurement labels display the size, distance,
and position of objects as you draw, move,
or edit them (4.10). It helps you to be really
precise with layout and placement in context.

Transform Tools

Transform tools display guides when used
with the Rotate, Scale, or Shear tools (4.11).
These guides help to constrain these trans-
formations to common angles when drawing,
so you don't have to use the Shift key to do
the same thing.

Construction Guides

When drawing with the Pen tool, construc-
tion guides help to constrain line segments
to specified angles (4.12). You can choose

a preset angle group or specify your own cus-
tom angles (see 4.6).

/r-

4.11 In this example, the guides help you snap an object’s
rotation to 45-degree angles.

W
4.12 Construction guides make drawing with the Pen tool

a little easier.
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Over the last several years much discussion
has taken place about using traditional grids
in web design. Articles and books by design-
ers like Mark Boulton and Khoi Vinh have
helped us learn and understand how to use
grids effectively to create beautiful designs
for the screen. Constraints in design can be a
pain and a blessing at the same time. Creat-
ing a grid is an essential task that will enable
a foundation on which to build a consistent
design scheme.

How do we create grids today? I'm sure
designers everywhere use a lot of different
methods, including not using a grid at all.
Typically, though, we painstakingly create a
grid by dragging guides from rulers and try-
ing to place them consistently on the page.

My old process for creating a grid was ridicu-
lous. | used to draw a couple of rectangles,
one for the column width and one for the
gutter, and then copy and paste them end to
end across the page. I'd use those as markers

Grid Resources

Here are links to a two really good resources
on designing grids for the web:

e “Simple Steps to Designing Grid Systems”
by Mark Boulton: http://d.pr/OkyC

e Ordering Disorder: Grid Principles for Web
Design (New Riders Press, 2010) by Khoi
Vinh: http://d.pr/méyZ
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so that I would know where to snap my
guides. Every new page | would create would
need to use the grid; worse, | would often
have multiple files or grid layers on sites that
called for the use of more than one grid. If
those grids ended up changing, frustration
would ensue.

Fuss no more, as lllustrator can help make
you more productive by not only letting
you create a single grid easily, but also
allowing you to maintain multiple grids in
a single document.

Creating a Grid

You'll start the mockup for Wheelr by creat-
ing a standard 950 pixel-wide grid with 24
columns and 10-pixel gutters. This grid will
sit in the center of the 1024 x 768 document
you created earlier, defining the “safe” area
in a browser or tablet device. In the past, |
would have done all kinds of math (which
I'm no good at) to figure out how wide the
columns and gutters needed to be so that
the measurements were in whole numbers.
Thankfully, there is a feature in Illustrator that

will do these tricky calculations automatically.

1. Start by choosing View > Guides > Clear
Guides to remove all the guides. This will
give you a clean slate from which to begin.
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4.13 Center the rectangle on the artboard before you create the grid.

2. Draw a 950 (W) x 768 (H) rectangle, give
it a color of your choosing, and align it to
the center of the artboard (4.13) using the
Align to Artboard feature.

3. Choose Object > Path > Split Into Grid.

The resulting dialog box allows you to
choose settings for this particular grid.

4. Under the Columns section, enter 24 in
the Number field and 70 px in the Gutter

field (4.14). 4.14 Create a 24-column grid with 10 pixel-wide gutters.
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4.15 A standard 24-column grid.

5.

6.

Select the Preview option to see what's
being created, and select the Add Guides
option so you don't have to add your
guides manually afterwards. Click OK.
The rectangle you started with is now
divided into 24 rectangles (4.15). The grid
and the rectangles should all be selected
at this point.

Press and hold the Shift key and click the
guides to deselect them.

. The extra rectangles are unnecessary

at this point, so press Delete to get rid
of them.

NOTE When creating the grid, make all the settings

whole-pixel numbers.
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4.16 Select the top anchor points of the grid with the Direct Selection tool.

4.17 Move the anchor points to the edge of the artboard.

Making the Gridlines Fit

Now you have a nice 24-column grid. The last
thing to do at this point is resize the grid-
lines so they fit nicely on the artboard. It's an
optional step, but it helps when you have
multiple artboards so you don't have grids
overlap other artboards. To make them fit,
follow these steps:

1. With the Direct Selection tool k&, (A),
drag to select all the anchor points on the
top of the grid (4.16).

2. Use the arrow keys to nudge the anchor
points until they sit at the top of the
artboard (4.17).
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3. Repeat for the bottom side so that all the
vertical grid lines fit within the bounds of
the artboard.

4. With the Direct Selection tool (A), select
the two horizontal gridlines by click-
ing on their respective line segments.
Press Delete twice to remove these two
horizontal lines, as you do not really
need them.

5. Press 8S/Ctrl+S to save your work.

NOTE When you select a line segment with the Direct
Selection tool, the segment is selected, but the anchor
points on each end are not. Pressing Delete removes
only the segment; pressing Delete again removes the
anchor points.



Applying the Grid to
Multiple Artboards

You started with one artboard; as you begin to
design more of the application, you may need
to create multiple artboards in this single
document. This 24-column grid is versatile
enough to be useful on every page of the
app. The question remains: How can you get
this grid on every artboard in the document
without having to copy and paste to each, or
worse, recreate the previous steps on each
artboard? The answer is stunningly simple.

1. Click the New Artboard button &l at
the bottom of the Artboard panel three
times to add three more artboards to the
document.

2. Select the grid with the Selection tool
k (V).

3. Choose Edit > Cut (88X/Ctrl+X) to cut the
grid to the clipboard.

4. Choose Edit > Paste on All Artboards
(88~e £+ V/ Ctrl+Alt+Shift+V) .

This brilliant shortcut pastes the grid to
every artboard in exactly the same spot as
where it was cut.

To add some variety to the layout, create a
different grid for the landing page than you
would on the rest of the application. All you
would need to do is delete a grid from one of
the artboards and follow the steps to create
a new grid with different properties. When

it comes to grids, lllustrator allows precision,
speed, and flexibility. By using these tools,
you'll find it easier to create and maintain
grids than ever before.
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| used to be a diehard Photoshop user. But |
became frustrated with how difficult creat-
ing and maintaining large projects was with
it and wanted a more efficient tool for my
web design projects. | had tried several times
over the last ten years to use lllustrator for
web and Ul design, only to be stopped in my
tracks by the one thing that killed it—the
lack of pixel-precise drawing features. My
designs suffered from unwanted anti-aliasing
(heretofore referred to as “fuzzy-edge syn-
drome”) and a general lack of character that
Photoshop made easy. Chances are you fit

in this same camp; that may be the reason
you're reading this book right now.

I made the switch for good when Adobe
rolled out Illustrator CS4 in 2008. It turned
out that Illustrator already included a few
features for enabling pixel precision, | just
didn't know those features were available or
how to use them. Once | got it figured out, it
was easy to walk away from Photoshop (for
Ul design, at least) for good. With CS5 and
CS6, Adobe has made creating pixel-precise
designs even easier (4.18).
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Big Button

4.18 The left side of the button suffers from fuzzy-edge
syndrome. The right side is crisp thanks to the pixel-snap-
ping features in lllustrator CS5 and later.



Pixel Preview Mode

The first feature lllustrator provides for ensur-
ing pixel-precise artwork is Pixel Preview
mode (88=SY/Ctrl+Alt+Y). The default Pre-
view mode in Illustrator allows you to view
your artwork as it would print. Objects are
smooth and crisp no matter how far you
zoom into your design. This mode is perfect
for creating illustrations, logos, typography,
or other illustrative elements that don’t need
to be pixel-precise.

However, when creating Ul elements like
buttons, widgets, or rules, using Preview
mode paints an unrealistic picture of how
these objects appear on the web or mobile
devices, with the exception of newer ultra-
high resolution devices. Using Pixel Preview
mode renders your design on the screen

at 72 pixels per inch, just like a raster-based
application such as Photoshop would. When
you zoom in, you can see how your objects
and effects look on a bitmap display (4.19).
This is referred to as anti-aliasing. The appli-
cation inserts extra pixels of related colors to
simulate a smooth curve.

Pixel Preview mode is great as a diagnostic
tool, perfect for visualizing how your artwork
will render on the low-resolution displays
that are still fairly common today. It's great
for viewing how Photoshop and lllustrator
effects (to be discussed in Chapter 6) render
on the screen. If you are a Photoshop user,
you can also use it as your full-time view
mode to provide some comfort and familiar-
ity as you try to switch.

i

they were bitmaps.

4.19 Pixel Preview mode allows you to see vectors as if
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4.20 lllustrator's document-wide grid is like having graph paper on your screen.

Aligning Objects to
the Pixel Grid

In lllustrator’s application preferences (38K/
Ctrl+K), you can specify and view a custom-
izable document-wide grid that is akin to
graph paper (4.20). This is separate from the
guide-based grid you created in the last sec-
tion. However, in my opinion, this extremely
loose yet very restrictive grid structure is
really only useful for technical drawings. It's
also inefficient, because it can be visually
intrusive and has to be toggled on and off
manually.
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Since the end product of Ul design is viewed
on a pixel-based screen, it makes sense that
it should be designed to match a pixel-based
grid. lllustrator’s answer for that need is the
pixel grid. This grid is separate from both the
document-wide grid and the guide-based
grid. It's made up of one-pixel increments
and allows for extremely precise drawing. In
Pixel Preview mode ($8=€Y/Ctrl+Alt+Y), this
grid is viewable when you zoom in to 600%
or closer (4.21).

One of the newest features to take advan-
tage of this grid is the ability to seamlessly
and automatically align objects to the pixel
grid as you draw. It enables you to keep your
objects from having fuzzy edges in Pixel
Preview mode by snapping the dimensions
to whole-pixel values. Fuzzy-edge syndrome
occurs when an object is either sized at
sub-pixel increments (for example, a width
of 400.3456 px) or sits on a sub-pixel X or Y
point. Since lllustrator is a vector-based pro-
gram, you have the ability to size and place
artwork anywhere on the screen with up

to 3-decimal-point precision, which can be
helpful when creating print documents.

Since displays use pixels to render artwork,
placing an object off of the pixel grid will
cause it to blur; the screen can't color half of
a pixel, so it anti-aliases it in order to keep
pixel from looking jagged, which is where
the fuzzy edge comes in. Keeping your
objects on the pixel grid by having whole
numbers in the object dimensions ensures
that your artwork will render without fuzzy
edges, appearing exactly the way you'd
expect it. It's especially helpful when dealing
with strokes.

4.21 The pixel grid (which is filled in to show pixel detail)
is displayed when in Pixel Preview mode and zoomed in
closer than 600%.
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You can enable or disable pixel alignment in
a three ways:

¢ You can set pixel alignment on or off in
the advanced section of the New Docu-
ment dialog box when creating a new
document (4.22).

e If you didn't turn the setting on when
you created a new document, you can do
so at any time from the Transform panel
menu (4.23).

e You can control pixel alignment on an
object-specific basis by toggling the
option in the Transform panel’s options
pane (4.24). You can view these extra
options by choosing Show Options from
the Transform panel menu.

Since pixel alignment is a fairly new feature,
opinions vary on whether you should let
Illustrator control pixel-precise placement or
whether you should turn the feature off and
manage it yourself. | feel that as you begin
to design Uls with Illustrator, you'll find the
method that works best for you.
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~ Advanced
Color Mode: | RGB | =]
Raster Effects: | Screen (72 ppi) |~]
Preview Mode: | Default ||

[+ Align New Objects to Pixel Grid

4.22 The Align New Objects to Pixel Grid setting in the
New Document dialog box

& Transform

Show Options

it bt . | Flip Horizontal
" yv[3sex | H Flip Vertical
= i Scale Strokes & Effects

+ Align New Objects to Pixel Grid

+ Transform Object Only
Transform Pattern Only
Transform Both

 Use Registration Point for Symbol

4.23 Turning on pixel alignment in the Transform
panel menu

& Transform

- x:|43.5px |W_'|ED1J:

£

¥:[33.5px | Hi|47 px

A (0" |»| & |0 [v]

[] Scale Strokes & Effects
[+ align to Pixel Grid

4.24 Toggle pixel alignment for individual objects in the
Transform panel options pane.



4,25 The Control panel Transform fields

Coordinates and
Reference Points

The Transform panel can also be a great tool
to aid in achieving pixel-precise artwork. The
Transform panel contains four fields: two for
positioning elements according to values on
the X and Y axis, and two for setting the width
and height of an object. It also has the refer-
ence point locator, which is used for setting
the point on an object that will act as the
anchor for transformations (like rotations or
scaling). You'll also find these fields in the Con-
trol panel when an object is selected (4.25).

It's really easy to use coordinates to precisely
place your artwork anywhere on the art-
board. This is a perfect opportunity to begin
working on the Wheelr mockup. The first
thing you need to do is add the simulated
browser chrome. This has been created as a
separate file that can be linked in this docu-
ment via the Place command:

1. Using the document created earlier in the
chapter, select Artboard 1 in the artboard
navigator. This will place the artboard in
the view and make it active.

€2 I
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4.26 Placing an element with the Place command drops it in the center of the view.

2. Download the simulated browser chrome
file at: www.peachpit.com/UlwithAl/ch4/
browser-chrome.ai. Once you've down-
loaded the file to your computer, choose
File > Place.

When you import an element using the
Place command, it's dropped in the center
of the current view based on its origin
point (4.26). Since the object needs to be
at the top of Artboard 1, using the X and
Y value inputs in the Control panel will be
the most precise way to get the object in
place. The reference point locator in the
Control panel shows the current origin
point to be the center of the object.
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3. Select the object and click the top left

square on the reference point locator to
change the object’s point of origin (4.27).

The X and Y values in the Control panel
will change to reflect the new reference
point. This doesn't affect the placement of
an object; rather, it shows the location of
that particular point.

4. Type 0into the X and Y input fields in the

Control panel.

Because the placed object’s reference
point was the top-left corner, using zero
for the x and y fields moves that point in
the top-left corner of the artboard.

The Mathematician Within

The X, Y, W, and H input fields in the Transform
panel and Control panel are much smarter than
they initially appear. First, they will allow you

to specify a particular unit of measure without
changing the ruler units. For example, if you
were working with pixels and wanted to make
an object two inches wide, you would perform
the following step:

1. Type 2inin the W (width) field and press
Enter/Return. Illustrator resizes the object
and automatically converts the units to
pixels.

Second, you can use the Transform inputs
to do math.

L nf

1px

4.27 Change the origin point of an object with the
reference point locator.

2. To make an object 150 percent larger, add
*150% or *1.5 after the existing number (4.28)
in the field and press Enter/Return. You can
add, subtract, and divide using the same
method.

If you want to resize an object proportionally,
hold down the 38/Ctrl key as you press Enter/
Return. Illustrator will adjust the width or
height in proportion to what you entered.

w: |5 171 prrLs

4.28 You can use the Transform inputs to perform
math equations.
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4.29 First, draw the sidebar.

Now that you have a grid and the browser 1.

chrome in place, you can start putting
together the design of the screen. In this
chapter, you'll begin by putting in the main
structural divisions for the Ul as well as the
basic typography.

First, you'll create the sidebar area. This will
hold the logo, main navigation, and social
features for the app:
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Draw a rectangle on the left side of
the artboard. If the object has a stroke,
remove it and set the fill to #2d2d2d.

With the rectangle selected, use the
width and height fields in the Control
panel to make the rectangle 267 px wide
and 674 px tall. Place it at the far left of
the artboard and under the browser
chrome (4.29).
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4.30 Then draw the section navigation bar.

3. Within the sidebar, draw a 49 px wide by
49 px tall square and give it a black fill and
no stroke. This will act as the thumbnail
image for a Suggested Friends feature.

4. Draw another rectangle that starts under
the chrome and just to the right of the
sidebar. It should be 38 pixels tall and the
width of the remaining area. Set the fill of
this rectangle #000000 (4.30). This will be
the section navigation bar.
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4.31 Finish up by drawing the content area background.

5. Draw a rectangle that fills the remaining
space in the artboard. Give it it a color of
#e6e6e6 (4.31). This will be the main con-
tent area.

6. Press 8S/Ctrl+S to save your work.
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Lining Up Strokes

Filled objects are easy to line up on the grid,
but objects with strokes pose a problem.
When using strokes on objects, Illustrator
places the stroke across the line segment.
This means that a one-pixel stroke will cover
half a pixel on each side of the line segment.
Using pixel alignment on the object will
prevent the stroke from looking fuzzy in Pixel
Preview mode, but the fact that the stroke is
placed over the line segment isn’t accurate to
how the object will render in a browser.

In HTML/CSS, the browser box model renders
all borders on the outside of the object. To
stay true to this rendering, you'll want to
have your strokes in Illustrator do the same
thing so that you have accurate measure-
ments for development. To demonstrate how
to do this, you'll create the picture frame for
the car photos in the mockup.

1. Draw a 142 px x 142 px rectangle in the
content area of the mockup and give it a
white fill and a 4 px black stroke.

If you zoom in, you'll notice how the line
segment sits smack dab in the middle of
the stroke (4.32).

2. Select the rectangle and click the Stroke
link in the Control panel (4.33).

4.32 Strokes are centered over line segments by default.

[

Stroke: P 1 px

§

INE3N = 3

Weight: [+ 1 p

i

Cap:

Limit: | 10 x

atl

vlls

Comer: =] |
Align Stroke: !E

] Dashed Linge

Arr::rwhe.:u:ls:|—|v| |—|~r|

Profile: | —— | |niform |'|

4.33 Click the link in the Control panel to conveniently
access the Stroke panel.
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3. Click Align Stroke to Outside (4.34).

Now the rectangle looks the way it’s
supposed to, with the stroke outside the
object (4.35).

Things work a little differently with open
objects and rules. Aligning a stroke to the
inside or outside is not enabled for these
objects. Because you have pixel alignment
enabled, the stroke will automatically move
tho the nearest pixel to keep from getting
fuzzy-stroke syndrome:

1.

NOTE For more information on the browser box model,

Select the Line Segment tool /, (\) and
draw a 223 pixel-wide horizontal rule in
the sidebar. Remove the fill and give ita 1
px stroke, with the color set to #1d1d1d.

This stroke will be used as a dividing line
between sections in the sidebar.

Turn on Pixel Preview mode by selecting
View Pixel Preview (88=SY/Ctrl+Alt+Y).

Zoom in to view how the stroke automati-
cally adjusts to stay on the pixel grid (4.36).

Press 88S/Ctrl+S to save your work.

go to http://d.pr/wdCS.
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Align Stroke: | [I= _
Ly

4.34 The Align Stroke to Outside button

4.35 The stroke aligned to the outside of the segment

4.36 Pixel alignment automatically adjusts strokes to fit on
the pixel grid. (The background color has been hidden so
that you can more easily see what's happening.)
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With the main structure created, it’s time to
move on to typography. Good typography
in a Ul can emphasize and give clarity to app
structure and hierarchy. In some applica-
tions, it can actually be the interface itself. If
you have experience in setting type for print
documents, there are some factors you need
to consider when you're setting type for a Ul.

Looking Good on the Screen

First, you'll need to think about font choices.
You can use web fonts from sources like
FontSquirrel (http://www.fontsquirrel.com) or
the standard fonts that come with every Mac
or Windows system. For system fonts, there is
some parity between the two. Choosing a font
that both systems have will ensure a similar
experience no matter the platform. Make sure
to use the same font in your mockup that you
are going to use in the final Ul.

The next thing to consider is how your type
will render on the screen. One of the big
pushes in the Ul design world is for a tool
that will render type the same way as it does
in the browser. While | think that is a great
idea, it’s difficult for me to imagine it happen-
ing anytime soon, simply because of all the
variables that go into displaying type on a
screen. You have the browser or app render-
ing engine, screen resolution, computer plat-
form, and quality of typeface working against
this idea. In the meantime, my philosophy is
to get as close as | can in Illustrator and let
the screen do what the screen will do.
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That said, Illustrator recently inherited a
feature from Photoshop that makes type
rendering even better. You can now set the
anti-aliasing method of the typeface you're
using to get better results for type destined
for the web or mobile devices. There are
subtle differences in the way each method
affects your type. 4.37 shows a comparison of
the four modes on Helvetica Neue.

You'll see how it works in the real world by
adding a current section headline to the nav-
igation bar in the mockup. To make things
easier to see for now, go ahead and hide your
guides by choosing View > Guides > Hide
Guides (38;/Ctrl+;).

1. Selectthe Type tool T, (T)and set some
point type by clicking once in the naviga-
tion bar. Type The Latest as the name of
this section. Press Escape to leave type-
editing mode.

lllustrator defaults new text to Myriad
Pro, which always seems to render well.
However, since | don’t have a web font
license for Myriad and not everyone
using the app will likely have it installed
on his or her system, you'll change it to
something else.
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Antialiasing None
Antialiasing Sharp
Antialiasing Crisp

Antialiasing Strong

4.37 Anti-aliasing modes



2. With the Selection tool (V), click once
on the text to select it and then click the
Character link in the Control panel. This
will reveal the Character panel.

3. Choose Helvetica Neue Bold from the font 4.38 The section headline looks odd when using Sharp

list. If you don't have Helvetica, choose anti-aliasing.

Arial Bold instead. '
4. Change the size to 18 px and giveita | Helvetica Neue = |

white fill by clicking the white swatch in

the Swatches panel. | Bold v |

These typefaces really highlight the < B T

wonky rendering effects of the Sharp anti- gl H LEpx |'| ta |7| £2 |'|

aliasing mode (4.38). WA |$| o |-r| |$| 0 |'r|

At the bottom right of the Character 3 7

panel is a drop-down menu of anti- IT 2Hwox  [v] X0k v

liasi ti 4.39). ry ] g

aliasing options (4.39) ﬂ%lT'DrJK |,| @JH'} |,|
5. Choose the Crisp setting from the drop- . =

down menu. II Tr Al i T F

The Sharp setting is the default, and | | English: LUSA v |

have found after a lot of experimentation

and comparison that the Crisp setting will
give you the best results the majority of
the time.

4.39 Accessing the anti-aliasing modes from the
Character panel
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The Latest Your Crew You Everybody

4.40 The completed section navigation bar with horizontal navigation

Typesetting Basics

Now that you have type rendering looking
good, you'll get the rest of the type into the
mockup. You will use a mixture of point type
and area type so you can get the feel for how
and when to use each.

Using Point Type
Start by finishing off the section navigation bar:

1. Select the Type tool (T) and click once in
the navigation bar you created earlier to
set a point type object. Type Your Crew as
one of the navigation items.

2. When you're finished, press Escape. This is
the fastest way to exit text-editing mode.

3. Finish off the navigation by typing You
and Everybody with point type.

4. Select all three blocks of type and use the
Character panel to make them Helvetica
Neue Bold (or Arial Bold) at 12 px. Give
them a white fill.

5. Move the type into place so that it
matches the type in 4.40. You don’t need
to be precise at this point since you are
still in the rough stage of the layout.
Things could change as you move on.

Now complete the text for the sidebar.

TIP Using point type as opposed to area type for horizon-
tal navigation elements gives you much more flexibility in
moving, aligning, and spacing the individual blocks of type.
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6. For the main app navigation, click once
with the Type tool and type Collection,
Crew, and Profile. Use a hard return after
each word with the Return key so that
each word is on its own line (4.41).

7. With the area text still selected, select the
Eyedropper tool (I) and click the section
headline text, The Latest.

Not only does this trick make styling your
text fast and easy, but it also ensures con-
sistency in the Ul. Just like you don't want
to use too many different fonts in a docu-
ment, using too many different sizes and
styles can make a layout look cluttered
and inconsistent.

TIP For vertical navigation elements, it’s easier to keep
all the text in one block as opposed to separate ones. You
can use leading and paragraph spacing to manage the
distances between elements here in a way that is easy to
replicate in HTML.

Using Area Type

For the Activity section of the sidebar, we will
stray away from point type and use area type
instead. The text in this section may end up
being lengthy, so we want the line wraps to
happen automatically like in the browser.

1. To set a block of area type, select the Type
tool (T), and then click and drag a rect-
angle in the sidebar (4.42).

2. Type the lines from 4.43 in the text box,
using a hard return between each line.

Collection

Crew

Profile

4.41 The sidebar with vertical navigation

4.42 Click and drag with the Type tool to create an area
type container.

Collecto added you to his crew.

Collector345 wants to make a trade.

An item on your wishlist is available.

4.43 The Recent Activity feature in the sidebar
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3. Style this text using Helvetica Neue ;
. . . s = Iadded you to his
(or Arial) at 12 px. Give it a white fill if it selallch added youto f
doesn’t already have one. Press Escape to Collecto vants to make a trade.
exit text-editing mode.

An item on your wishlist is available.

Using area type allows you to constrain
the width of a type container automati-

cally. But how do you resize a container 4.44 Underlining text to indicate a link
once it’s set? There are two ways to
accomplish this: -i=
e To manually adjust the width or height, I Helvetica Neue b |
use the Direct Selection tool (A). | Regular = |
This will allow you to select a single
segment of the container and then T |$| 13 px |.,| Ii |%| 22 px |,|
either drag it or use the arrow keys to
£y ik
resize it. VAo lv] EEEo ]
¢ If you know precisely what size you'd T H 100% | B | e H 100% | = |
- — |

like the container to be, select the text

and choose Area Type Options from AT 510 px = @J E‘w

the Type menu. In the dialog box that

yp ) 9 TT Tr S G ( B
appears, you can input exact numbers .
for height and width. | English: USA v | dgy | Cris| 5=

4. To simulate the link in the activity text,
double-click the type container with the
Selection tool (V). This is another handy
way to edit text without having to click
the Type tool first.

4.45 The Underline button in the Character panel

5. Click and drag over the first couple of
words to select them (4.44).

6. Inthe Character panel, click the Underline
button (4.45).
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Adding the Final Headline

You're almost done with the first iteration.
Now you'll add the final headline for a Sug-
gested Friends feature in the sidebar and

a label for the picture frame in the content
area (4.46).

1. Click with the Type tool (T) just above the
small black square in the sidebar. Type
Popular Collectors.

2. Style this text with the Eyedropper tool
2 (1) by clicking the text that reads
“The Latest.”

3. Use point type to create a label called
Image Title for the picture frame box in
the content area.

4. Style this text with Helvetica Neue Bold
(or Arial Bold) at 12 px.

5. With the text still selected, choose the
Eyedropper tool and click the section
navigation rectangle.

You used the Eyedropper tool before to
pull the color and type attributes from
another text element. You can also color
your text by pulling the color from a
shape. Again, this helps keep consistency
in the interface.

6. Press 8S/Ctrl+S to save your work.

TIP You can use the Eyedropper tool to pull the color
from any object. To pull a color from a portion of a gradi-
ent or a placed bitmap image, hold the Shift key while you
click the color you want to sample.

Popular Collectors

4.46 Create the section headline for the suggested

friends feature.
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Creating Character Styles

You'll need to take care of one final detail
before you move on. Creating character
styles now will help out immensely as you
add more text to the mockup. Character
styles save text-formatting information in a
way that it can be applied to other text ele-
ments with a click.

To create a character style:

1. Select the text to use as the basis for the

style. For this example, choose the section

navigation headline, “The Latest”

2. Open the Character Styles panel either
from the panel groups onscreen or by
choosing Window > Type > Character
Styles.

3. Click the Create New Style button (4.47).

The new style appears in the panel

list with the name “Character Style 1
Rename it so it’s easier to figure out later
when you need to use it.

4. Double-click the style in the list and
rename it H1. Press Enter.

That was easy! If you need to edit the
formatting options of the style, choose
Character Style Options from the panel
menu. In the dialog box that appears,
you can edit pretty much any formatting
attribute you need (4.48).

5. Create character styles for the other text
elements as you see fit.
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4.47 Creating a new character style



4.48 The Character Style Options dialog box
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An item on your wishlist is available.

Popular Collectors

4.49 The mockup for Wheelr ... so far
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Go ahead and place the last few elements to
match 4.49. It may not look like much right
now, but don't be discouraged. Creating a
good user experience happens best in layers.
It's vital to make sure that you have the right
content and have thought through the inter-
actions before you start thinking about style.
Once you have those things figured out, you
can move on to creating and polishing the UL

You began with a wireframe by creating the
basic shapes and setting the type. In the next
chapter, you'll learn how to use graphic styles

and symbols to speed up Ul element creation.

You'll also learn how to take advantage of lay-
ers to organize your artwork.

TABLE 4.1 Keyboard Shortcuts in This Chapter

MAC PC
Show/Hide ¥R Ctrl+R
Rulers

Undo 887z Ctrl+Z
Hide/Show 38; Ctrl+;
Guides (semicolon) (semicolon)
Lock/Unlock ¥=s; Ctrl+Alt+;
Guides (semicolon) (semicolon)
Make Guides 385 Ctrl+5
Release Guides 38=S5 Ctrl+Alt+5
Copy 8C Ctrl+C
Align Panel @F7 Shift+F7
Show/Hide V) Ctrl+U
Smart Guides

Save 38S Ctrl+S

Cut X Ctrl+X
Paste in Place ¥4V Ctrl+Shift+V
Paste on All ‘|HeV Ctrl+Shift+Alt+V
Artboards

Pixel Preview ¥ sY Ctrl+Alt+Y
Mode

Preferences 3K Ctrl+K
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Image Title

Collector?3 added you to his crew.

Collector345 wants to make a trade.



GETTING STYLISH
WITH GRAPHICS

In the last chapter, you began the creation of a user interface design for Wheelr. You created a grid,
added basic elements to define Ul structure, and set some type. In this chapter, you'll harness

the power of lllustrator’s vector-based features and effects to turbocharge your design workflow.
lllustrator provides three tools to assist in creating and reusing your beautiful Ul elements:

e The Appearance panel
e Graphic styles
e Symbols

You'll use these tools to enhance the mockup for Wheelr. You'll also learn how to use the Layers
panel to organize your artwork as you tighten up the layout. By the way, if you've been follow-
ing along and creating the Ul design, now would be a great time to save your work.
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Executing a design that | have in my head or
on paper has always been a fun challenge
to tackle. | absolutely love that part of my
job. When the tool | use makes getting that
vision onto the screen easy, it's a glorious
thing. That being said, | think the addition of
the Appearance panel and graphic styles are
two of the best things to happen to lllustra-
tor since its inception. The Appearance panel
allows for a lot of flexibility in the creation of
a design element, and graphic styles make

it simple to apply that design to any other
object on the page. Let’s take a look at how
these work together.

Using the Appearance Panel

In lllustrator, the appearance of an object can
be thought of as a stack of attributes viewed
from the top down. The Appearance panel
(accessed using the keyboard shortcut
Shift-F6) is the tool you use to manage this
stack. It gives appearance information about
all the attributes of an object on the screen.
You can view the object’s fill, stroke, opacity,
and any effects that have been applied (5.1).
At first glance, the panel may seem like only a
tool for viewing information about a selected
object, but it provides real power for creat-
ing screen graphics. To show you just how
powerful it is, let’s use it to create a common
Ul element.
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Appearance |

IE Path: Search box

= I Round Corners

= Opacity: Default

@
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e Opacity; Default
® |v Fill

= ! Inner Glow

= Drap Shadow

@

5.1 The Appearance panel



Creating a Search Box

Sites and applications that deal with a lot of
content (both native and user-generated)
typically use a search box as the mechanism
for finding that content. The web has many
examples of this design pattern from which
you can draw inspiration for your Ul designs
(5.2). Since there are many ways to style one
with HTML and CSS, you'll want to specify
the look that your developers should match
when the system is built.

The next set of steps describes how to cre-
ate a search box (5.3) that will reside in the
sidebar of the Wheelr mockup. This search
box will need a dark background, as well as
an inner shadow and a drop shadow to give
it some depth on the page.

1. Draw a 221 px x 28 px rectangle and place
it at the top of the sidebar, underneath
the Wheelr name.

2. Inthe Appearance panel, select the Fill
layer (5.4).

3. Give the rectangle a fill by double-clicking
the Fill button in the Tools panel (5.5).

Using the Color Picker, you can quickly add
a fill to an object. It allows you to choose

a color by clicking in a color field or spec-
trum, entering numbers in one of the color
models, or choosing a color swatch.

NOTE If the grid you created in the last chapter is vis-
ible, hide it by choosing View > Guides > Hide Guides
(88E; [semicolon]/Ctrl+Option+; [semicolon]), which
makes it easier to see what you are doing.

(11 Tube]

5.2 Real-world search box examples

5.3 This is the search box design you'll create.

Appearance fl

|:| Fath

ity: Default

;-! w Fill: I:IZl

e | Opacity: Default

|

| Opacity: Default

O m f,

@

Eb

5.4 Selecting a Fill layer

5.5 Double-clicking the Fill button opens the Color Picker.
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4. Enter 4d4d4d in the hexadecimal color

, OR: | 255 | o
value field (5.6), and then click OK. o | | |
G: | 255 M: | 0%
5. Inthe Appearance panel, select the OB [255 | v:[o%
Stroke layer. This time, double-click the . : i
#| 4dad4d| | K |o%

Stroke button in the Tools panel and
assign a hexadecimal color of 1d1d1d.

5.6 The hexadecimal color field allows you to specify web
colors as you would in CSS.

6. In the Stroke panel, click the Align Stroke
to Outside button .

7. Press 8S/Crtl+S to save your work. WH E E L R
5.7 shows what you have so far. You need to

do a couple more things before it really looks
like a search box, though.

NOTE Adding a stroke to an object automatically gives
ita 1 px stroke that is aligned to center of the line seg-
ment. Align this stroke to the outside of the object so it 5.7 This search box s still pretty boring.
matches the browser’s box model.

Color Options

There are several ways to add color to a fill
or stroke of an object. Besides using the
Color Picker as described in the creation of
the search box, you can also add color in the
following ways:

e C(licking a swatch in the Swatches panel
e Using the Color panel to mix colors

In the Appearance panel and Control

panel, clicking the Fill and Stroke pop-ups
Dﬂ opens the Swatches panel;
pressing the Shift key and clicking will show
the Color panel.

Having options is great because you can find
a way that works best for you, rather than
being forced to work how the application
thinks you should.
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Stacking Appearance
Attributes

The awesome thing about the Appearance
panel is the ability to “stack” strokes, fills, and
effects on a single object. Even better, each
stroke and fill can have independent effects,
opacity, and transformations. Let’s dive a
little deeper with this idea.

Adding Rounded Corners

To start, this search box needs some rounded
corners. Besides looking more approachable,
rounding the corners keeps them from act-
ing like four arrows that lead the eye out of
the object.

1. Select the search box rectangle and
then click the Path layer at the top of the
Appearance panel (5.8).

2. Choose Effect > Stylize > Round Corners.

3. Inthe resulting dialog box, make the
corners 14 px and click OK to see the
result (5.9).

TIP To create the perfect lozenge-shaped box, make the
rounded corners as close to half the height of the object
as possible. This keeps the corners from looking like the
edges of a bullet.

NOTE Illustrator has a tool for drawing rectangles with
rounded corners, but it leaves you with a very inflexible
object. Once the object is drawn, the corners are locked
in at that radius. You would have to select individual
points to edit the shape to keep from distorting the
corners, or redraw it if you wanted a different radius.

[ IS N

® | w Stroke: 1 px Outside

= Opacity: Default
® v Fill
= Opacity: Default

Opacity; Default

O ™ fx, 9 & &

5.8 Selecting the Path layer ensures that an effect is
applied to all attribute layers automatically.

5.9 The typical search box shape

5: GETTING STYLISH WITH GRAPHICS
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Note that in the previous steps you applied
the rounded-corner effect to the Path layer
rather than the fill or stroke layer. Doing
this ensures that both stroke and fill receive
the effect. That way, you don't have to

add the effect to each appearance layer
independently.

The other thing that is great about the
rounded-corner effect (and all others like

it) is that it is a “live” effect. So as you resize
the object, the corners don't distort. In this
case, that also means the corners will always
have a 14 px radius no matter how you resize
the object. You can also change the radius

or remove the effect altogether at any time
without affecting the underlying object.

You'll enhance this rectangle by adding an
inner shadow and a drop shadow to create
an inset look.

Creating an Inner Shadow Effect

Many search boxes use an effect called an
inner shadow. It makes the text field look

like it is set into the page, adding depth and
interest to the design. Illustrator doesn’t have
a built-in inner shadow effect yet, so you'll
need to create an equivalent:

1. Select the search box and then click the
Fill layer in the Appearance panel.

2. Choose Effect > Stylize > Inner Glow. In
the Inner Glow dialog box, set the mode
to Normal, and then click the swatch to
the right of the Mode pop-up (5.10). Enter
000000 in the Color Picker’s hexadecimal
color field.

3. Set Opacity to 65% and Blur to 4 px, and
click OK to see the result (5.11).
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Inner Glow

Mode: "
Opacity: [3]65% |
Blur:{+apx |

) Center (® Edge

] Preview ‘ Cancel | | oK

5.10 Set the color for the inner glow by clicking the color
swatch icon.

5.11 The shadow is beginning to take shape.




4. With the search box still selected, click the
Add New Fill ® button at the bottom of
the Appearance panel.

This will add another fill to the object
using the same color as the previous one.
This fill will be used to add a one-color
gradient that is transparent at one end so
the top of the inner glow peeks through.

5. Give this new fill a gradient by pressing
the > key.

6. In the Gradient panel, double-click
the white color stop to open the Color
panel (5.12).

7. Choose Web Safe RGB from the panel
menu and set the color to 4d4d4d.

8. Double-click the black color stop and
repeat step 7. Set the Opacity to 0%.

9. Type 90 in the Gradient panel’s Angle field
A . Press Enter to view the result (5.13).

& Gradient |

. Type: | Linear

4
% e[ [
e

Opacity: [100%__[+] I
! K F_ EI%
fus |

| N

NOTE If you haven't created any gradients yet, the
object will be filled with a default black-to-white gradi-
ent. If you don't have that default gradient, press the
88/Ctrl key and click the gradient swatch [l in the
Gradient panel (accessed by choosing Window > Gradi-
ent) to reset the default gradient. Resetting it will make
this series of steps easier to follow.

5.12 Double-clicking a color stop will allow you to add
color to the gradient.

5.13 The completed inner shadow effect

5: GETTING STYLISH WITH GRAPHICS
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Adding a Drop Shadow

With the inner shadow complete, you're ready
to add the drop shadow. This drop shadow
will use a white fill with a very low opacity
level. The 2 px Y-offset reveals the drop
shadow by nudging it down from the stroke.

1. Make sure the search box is still selected.
In the Appearance panel, select the bot-
tom Fill layer and then choose Effect >
Stylize > Drop Shadow.

2. Set the Opacity to 15%, the X-offset to 0,
and the Y-offset to 2 px.

3. Click the color swatch at the bottom of
the dialog box and enter ffffff in the hexa-
decimal color field. Click OK to see the
result (5.14).

4. Press 885/Ctrl+S to save your work.

Ul DESIGN WITH ADOBE ILLUSTRATOR
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This inner shadow technique is very custom-
izable. The trick when creating the effect is to
make sure that the fill that creates the search
field’s background and both colors of the
gradient fill are the same color. These same
steps would work the same no matter what
color you use (5.15). You can finesse the inner
glow’s blur and opacity levels until it looks
right to your eye.

All that's left to add to complete the search
box is a magnifying glass icon. You'll add that
later in the chapter.

TIP When creating effects like this, think about how they
might be built with CSS. For example, the stroke that cre-
ates the border of the search box is aligned to the outside
so that it mimics the box model. You used Normal since
blending modes aren't yet supported in CSS.

5.15 Changing the color of the search field

Objectivity

The great thing about this search box is that
you can do the following things to it:

¢ Recolorit
e Change the corner radius

e Adjust the inner shadow and the drop
shadow attributes

e Add other effects easily from the Appear-
ance panel

Selecting and moving the box around on the
screen is a snap, too, because it’s still just one
simple rectangle.

Each effect is self-contained on the object,
so you don't have to worry about selecting
all the different elements before moving or
transforming it. You can view it in Outline
mode (View > Outline or 38Y/Ctrl+Y) to see
what | mean.

5: GETTING STYLISH WITH GRAPHICS
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Creating the Photo Frame

Another popular design pattern on the

web and in apps is a photo frame. These
frames are usually made to look like pictures
with slightly curled edges, creating a small
shadow underneath (5.16). If you've been
following along with the Wheelr mockup,
you created the basis for this effect in the last
chapter (5.17).

This square will eventually multiply to become
a group of photos showing the latest cars
added by users of the system. Since this con-
tent should be the focus of the page, you'll
use the Appearance panel to give it some
depth. This is accomplished by using the Arch
effect to give it a curved drop shadow.

1. Select the 142 px wide by 142 px tall
square. In the Appearance panel, hold the
Shift key while clicking the Color pop-up
to access the Color panel (5.18).
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-.r . Akira Hashiguchi madsa this remix
_-J May 8, 2012
P =

5.16 Photo frame effect as seen on www.mixel.cc

Image Title

5.17 The starting point for Wheelr's photo frame

Appearance [ = |

@ Path

fault

G Fﬂ EI ;ault

5.18 Shift-click the Color pop-up to quickly access the
Color panel.


www.mixel.cc

. Change the stroke color #ededed.

The stroke may be a little light right now
(5.19), but this background will become
darker in the next chapter.

. Inthe Appearance panel, click the Add
New Fill button & .

This adds a new fill to the top of the appear-
ance stack. You'll use this new fill as the
basis for the photo frame’s drop shadow.

. Drag the new fill to the bottom of the
stack (5.20) and set the color to #000000.

. With the new fill selected, choose Effect >
Warp > Arch. Set the Bend to 4% and
click OK.

At this point, you won't see the shadow.
You'll add another effect to position
it correctly.

. Choose Effect > Distort & Transform > Trans-
form. Set the Vertical setting to 7 px (5.21).

Image Title

5.19 The photo frame has a very light outline for now.

|:| Path

® |w Fill: D

€ Opacity: Default

® |v Stoke: [[] 4px Outside

= Opacity: Default

® [w Fill: [ ]

= Opacity: Default =
Opacity: Default i

O ® & © U @&

5.20 Dragging the topmost fill to the bottom to change
the stacking order

Move
Horizontal: (]
Vertical: L) 7 px

5.21 Moving an attribute layer with the Distort and Trans-
form effect
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7. Click the Opacity link of this Fill layer and
change the opacity to 35% (5.22).

8. Press 8S/Ctrl+S to save your work.

This Transform effect positions the black
rectangle lower to give a drop shadow effect.
The Arch effect gives the impression of a
slight curl to the photo to add a bit of realism
(5.23). You'll enhance the photo frame and its
shadow a bit more in the next chapter.

= I
® | v Stroke; D 4 px Outside

® Opacity: Default

v Fill: [ ]

Opacity: Default

¥ Fill:

CHE:

@|® @ @
o [
2
g
-
h

Mormal | »

=1
=t
2
! i

NOTE If you don't see the Opacity link for an Appear-
ance layer, click the triangle on the left of the layer to
expand its attributes.

TIP Each Appearance layer has its own Opacity setting
separate from that of the entire object. It can get confusing
at times, as these Opacity links often appear right next to
each other in the panel. The easiest way to determine the
Opacity setting for an Appearance layer is to look for the
one that is indented (5.24).
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[] Isolate Blending [ ] Knockout Group
[] Opacity & Mask Define Knockout Shape

5.22 Setting the opacity for an attribute layer

Image Title

5.23 The start of the curled drop shadow effect

@ v fl: [

= Opacity: Default (S

g Opacity: Default

5.24 Appearance panel layer attributes are indicated by an
indent and darker background.



Creating and Editing
Graphic Styles

Creating the inner shadow and drop shadow
effects on the search box and photo frame
took a lot of steps. Thankfully, graphic styles
enable you to add appearances to other
objects without having to go through all the
steps over and over again.

Graphic styles allow you to take a group of
appearance attributes and effects and pack-
age them together in a reusable style. Once
saved, the style can be applied an infinite
number of times to any vector object on the
screen (5.25). This helps increase efficiency
when creating objects that need to look

the same.

Creating a New Graphic Style
Creating a new graphic style is really easy:

1. Select the search box again. You'll use this
object to set the style.

2. Inthe Graphic Styles panel (Shift-F5), click
the New Graphic Style button &.

This will create a new swatch in the panel
with the name Graphic Style.

3. Double-click the new style and name it
Search Box.

Naming graphic styles is important. As you
begin to create many of them in a project,
distinguishing between them is easier
when they have good, relevant names.

5.25 Using a graphic style allows you to make the top
rectangle look like the bottom one with one click.
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Editing the Style

Graphic styles also make updating your
design more efficient. Imagine 10 other
pages in this mockup that all had the search
box on them. You decide the white drop
shadow is a little too strong, so you want

to decrease the opacity slightly. Here’s how
you can edit a graphic style to update all the
other search boxes automatically:

1. Select the search box and click the Drop

Shadow effect on the bottom Fill layer (5.26).

2. Change Opacity to 10% and click OK.

3. Inthe Appearance panel, choose Rede-
fine Graphic Style “Search Box” from the
panel menu (5.27).

This action takes the change made to the
graphic style and applies it to all other
objects in the document that use it. Now
go and take a break, because you just
saved yourself a ton of time.
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& Inner Glow x

® Drop Shadaw fx

5.26 Clicking an effect link opens its dialog box for editing.

Add New Fill
Add New Stroke
Duplicate tem
Remove ltem

Clear Appearance
Reduce to Basic Appearance

+ New Art Has Basic Appearance

Hide Thumbnail

Redefine Graphic Style "Search Box"

Show All Hidden Attributes

5.27 Redefining a graphic style after editing applies the
change to all objects that have the style.




A symbol is another lllustrator feature that
helps create efficiency when dealing with
objects that need to be repeated. If you've
used Adobe Flash, the concept of a symbol
will be familiar. Symbols were originally
added to lllustrator to help with interoper-
ability with Flash. Since CS5, however, they
have gained features that benefit lllustrator-
only use as well.

The main difference between a symbol and

a graphic style is that a symbol is a self-con-
tained art object rather than just a collection
of appearance attributes. Symbols have their
own layer structure and positioning informa-
tion as well as advanced transformation and
color capabilities. Let's take a look at how
symbols can be used in the Wheelr mockup
with the search box you just created in the
previous section.

As mentioned earlier, the search box still
needs a magnifying glass icon to distinguish
it as such in the UL. Creating this icon is easy:

1. Inside the search box, draw a 10 px by 10
px circle with the Ellipse tool @, (L).

2. Giveita 2 px stroke that is aligned to the
inside and set #2d2d2d as the color.

3. With the Line Segment tool /| (\), draw
a handle for the icon. Hold the Shift key
as you draw to constrain the segment to a
45-degree angle (5.28).

4. Give the handle a 2 px stroke and set
#2d2d2d as the color.

5. Press 38S/Ctrl+S to save your work.

5.28 Drawing the magnifying glass handle
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Creating a Symbol

Now that you have the icon in the search box
(5.29), make the whole thing a symbol.

5.29 The finished search box, ready to be made into a symbol

Creating a symbol is very straightforward:

1. Select the search box and the magnifying Symbol Options

glass objects and press F8.

The Symbol Options dialog box appears Name: | New Symbol |

(5.30). Several important settings here Type: | Movie Clip | ¥| Registration: §E§
determine the behavior of the new symbol.

[ Enable Guides for 9-Slice Scaling

2. Name the symbol Search Box. : ; 7
[] Align to Pixel Grid

3. Keep the Type setting at its default.

The Type setting is important only if you () "Movie Clip" and "Graphic” are tags for
. . . Flash import. There is no difference
plan to use this document in Flash. Movie between these two symbals in lllustrator.

clips in Flash have different uses than
graphics. This setting has no effect on the
object in lllustrator. | Cancel ‘ | oK

4. Set the registration point to the top left.

The registration point determines the
origin point of the symbol. The registra-
tion point is used when placing, resizing,
or rotating a symbol. Where to place this
registration point really is based on how
you plan to use the symbol. | tend to
place it in the top-left corner about 99%
of the time.

5.30 The Symbol Options dialog box

5. Leave Enable Guides for 9-Slice Scaling
deselected for now.

Enabling this setting allows the symbol
to be resized without distorting it. This
feature is covered later on in the chapter.
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6. Select the Align to Pixel Grid option.

For a symbol that uses effects and strokes
in its appearance, turning this feature on
helps to keep all the objects within it to
stay on the pixel grid.

7. Click OK to create the symbol.

8. Press 8S/Ctrl+S to save your work.

TIP You can distinguish a symbol onscreen by the regis-
tration icon on the selection (5.31).

Working with Symbols

Once you have created a symbol, all the attri-
butes that define it remain with the original
contained in the Symbols panel. Any symbol
on the artboard is considered an instance of
the original symbol and any transformation
made applies only to that instance.

Placing a Symbol Instance

You can place as many instances of a sym-
bol as you need, and you can place them a
couple of ways:

e Drag an instance onto the artboard
from the Symbols panel: Using this
method allows you to place an instance
where you drop it on the artboard.

¢ Click the Place Symbol Instance button
+ at the bottom of the panel: Using this
method places the instance in the center
of the view.

5.31 A symbol is indicated by the registration mark on
the selection.
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Editing a Symbol

You can transform a symbol instance with a
tool like the Free Transform tool. To actually
change the look of a symbol, you'll need to
edit the symbol definition itself. Let’s see how
this works by changing the look of a dupli-
cated symbol:

1. In the Symbols panel, select the Search
Box symbol and choose Duplicate Symbol
from the panel menu.

2. Click the Symbol Options button & and
rename the duplicated symbol Search
Box Active. Select the Align to Pixel Grid
option and click OK.

3. Inthe Symbols panel, double-click the
symbol to enter isolation mode.

4. Select the object and click the bottom Fill
layer in the Appearance panel.

5. Change the color of this fill to #ffffff.

Isolation Mode

Isolation mode is a useful feature for edit-

ing objects in groups as well as symbols. In
this mode, other objects on the artboard are
dimmed and cannot be selected or edited. By
default, double-clicking a group or symbol on
the artboard places it in isolation mode.

Once in isolation mode, any changes you
make to an object happen in place. You can
add or delete objects, or make transforma-
tions while in isolation. To exit isolation
mode, simply press Escape.
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Select the gradient Fill layer and change
all color stops to white.

The final symbol should look like 5.32.
Press Escape to exit isolation mode.

Press 88S/Ctrl+S to save your work.

With the white background completed,
this symbol will act as the active search
box in the mockup.

Swap Symbols

Illustrator can replace one symbol with
another, which comes in handy for mock-
ing up how the search box would change
when a user clicks in it to enter search terms.
To document this search interaction, you'll
duplicate the current artboard and change
the search box to the active state.

1.

Duplicate the current artboard by choos-
ing Duplicate Artboards from the Art-
boards panel menu. In the Artboards
panel, drag up the new artboard so it’s
just underneath the old one (5.33).

Double-click the new artboard to make it
active in the window.

When you create the duplicate, Illlustrator
doesn’'t automatically bring it into the cur-
rent view. If you don't perform this step,
you could inadvertently edit the original
artboard. I've done it a thousand times
and it’s a pain.

@ )

5.32 The alternate search box symbol

Arthoards [ =

wireframe stage 1

wireframe stage 2

rm
marketing page no TE“TE-?{:::
: maﬂ:eﬁng page

. final mockup

antialiasing examples

| = €N | LA | B b |
OO oo o

wireframe stage 2 searc...

7 Artboards L3 |

Ep

5.33 Dragging artboards into place
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3. Select the search box on the new artboard. :
Replace: |[—| =
The Control panel has a pop-up panel =
labeled Replace; open the panel and click a
the Search Box Active symbol (5.34).
7

4. Press 8S/Ctrl+S to save your work.

The search box on the artboard will now
show the symbol with the white back-
ground. Clicking the Next and Previous
buttons in the artboard navigator (found
in the bottom-left corner of the document) 5.34 Swapping one symbol for another
will toggle between the two artboards,
showing how the interaction works.

Resizing Symbols with
9-Slice Scaling 5.35 Symbols get squished without 9-slice scaling enabled.
Symbols have one more amazing feature

that makes life easier for a Ul designer. Some

elements in a Ul may vary in size, like a text

field or a background element; when using

symbols for these objects, you can use 9-slice

scaling to keep distortions from happening

when you resize.

First, let's see what happens when you resize a
symbol that doesn’t have this setting enabled:

1. Select the search box that has the dark
background.

2. Select the Free Transform tool (E) and
drag the right edge handle of the symbol
to resize it.

Without 9-slice scaling enabled, the sym-
bol looks like it ran into a wall. That's not
the effect we are hoping to achieve (5.35).
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3. With the symbol selected, click the Reset
button in the Control panel.

This button allows you to remove all
transformations made to a symbol and
returns it to its original state.

You can enable 9-slice scaling for a sym-
bol at any time. Turn it on now and see
how it affects the search box symbol.

4. Inthe Symbols panel, select the Search
Box symbol and then click the Symbol
Options button E.

5. Select the Enable Guides for 9-Slice Scal-
ing option (5.36) and click OK.

6. Back on the artboard, double-click the
search box to enter isolation mode.

When you double-click a symbol on the
artboard, you'll see a dialog box letting you
know you're about to edit a symbol (5.37).

In isolation mode, you'll notice four
dashed guides that run through the
search box (5.38). You can move the lines
to indicate which areas of the symbol will
be resized and which will be protected
when you transform the symbol.

Symbol Options

Mame: | Search Box |

Type: | Movie Clip | =
| Enable Guides for 9-5lice Scaling
[V Align to Pixel Grid

"Movie Clip® and "Graphic® are tags for
Flash import. There is no difference
between these two symbals in llustrator.

| Cancel | | 0K

5.36 Enabling 9-slice scaling in Symbol Options

Adobe lllustrator

. You are about to edit the Symbol definition. Any edits to the symbol
Lm will be applied to all its instances. Do you want to continue?

[l Don't Show Again

5.37 This warning lets you know that you have double-
clicked a symbol and will enter isolation mode.

5.38 Guides for 9-slice scaling as shown in isolation mode
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SCALES HORIZONTALLY

DOES NOT SCALE

SCALES VERTICALLY SCALES BOTH DIRECTIONS

DOES NOT SCALE

SCALES HORIZONTALLY

5.39 How 9-slice scaling works

7. Place the guides in the search box as
shown in 5.39. Press Escape to exit isola-
tion mode.

8. Select the Free Transform tool (E) and
drag the right edge handle of the symbol
to resize it.

With the 9-slice scaling guides set, you
can resize the search box without distort-
ing the icon inside or the corners.
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Keeping objects on the pixel grid has been a
major theme running throughout this chap-
ter. The addition of pixel alignment features
is what finally made lllustrator viable for Ul
design. However, it’s still a drawing tool, and
sometimes you'll want to include artwork
that doesn’t need to strictly adhere to the
pixel grid.

Adding a few of these illustrative touches

to your application Ul will provide interest
and variety. User interfaces don't have to be
boring; if anything, they should always have
some element of surprise and delight to help

make an emotional connection with the user.

It adds a human element into the mix.

Being that this is an app about toy cars, let’s
add some whimsical typographic touches to
the page.

Creating an
Application Logo

Wheelr needs a logo as an identifier. For
this admittedly simple logo, | chose the font
Clutchee, which is a free web font available
at FontSquirrel (www.fontsquirrel.com). It's
a bold display font that kind of looks like it
has skid marks from a tire burnout running
through each letter. Install the font on your
system and then use it to create the logo.

NOTE If you're unsure how to install a new font on your
computer, consult your operating system’s help files for
your installation instructions.
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1. Select the Type tool (T) and click in the
sidebar to create a point type object.

2. Type Wheelr and press Escape.

This keyboard shortcut is indispensible
when editing type. It quickly gets you out
of type-editing mode, but leaves the type
object selected.

3. Using the Control panel, set the font to
Clutchee and size it to 42 pixels.

5.40 Final logo placement

4. Inthe Control panel, click the Character
link to pop up the Character panel. In the
Tracking field ¥, set the tracking value
to 25.

A positive tracking value puts extra space
between each letter, which helps the leg-
ibility of this super-bold typeface.

5. Give it a white fill by clicking the white
swatch in the Color panel.

6. Skewing the logo a little to the right
makes it look speedy. To do this, click and
hold the mouse on the Scale tool &2,
until the tool group flyout appears. Select
the Shear tool | Z7, from the group.

7. Double-click the Shear tool to bring up
the Shear dialog box. Set the shear angle
to 13 degrees and click OK.

8. Finish off the logo by placing it right at
the top center of the sidebar (5.40).

9. Press 8S/Ctrl+S to save your work.

If you select this type object and view its posi-
tion in the Transform panel, you'll notice that
there are no whole pixel values to be seen.
Because type objects are comprised of many
curves and have font-specific data embedded
that you can't change, they will never fit on
the pixel grid. That's perfectly okay.
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Enhancing the Hierarchy

To emphasize the navigation hierarchy, you'll
use a different typeface for the section head-
line, app navigation, and the Popular Collec-
tors headline. Doing so will help to visually
separate those section identifiers from the
regular content. For these elements, use

the free web font Komika Title, also avail-
able from FontSquirrel. | chose this typeface
because it has a hand-lettered feel that's
common with custom pinstriping and let-
tering. After you install it, use the font’s Paint
style to make the following changes:

1. Set the section headline, The Latest, to
18px Komika Title — Paint.

2. Set the Collection, Crew, and Profile navi-
gation items to 13px Komika Title — Paint.

3. Set the Popular Collectors heading to 13px
Komika Title - Paint.

4. Press 885/Ctrl+S to save your work.
Your final type should look like 5.41.

@ Safari File Edit View History Bookmarks Window H
v

THE LATEST

CREW

PROFILE —_—
Image Title

Collector23 added you to his crew.

POPULAR COLLECTORS

5.41 The mockup is coming along nicely.
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Using Layers for Organization

Much as you would layer ingredients to make

the perfect BLT, you can use layers in lllustra- Layers
tor to stack your objects into logical groups. = v [ chrome o
A BLT put in the blender probably wouldn't = 4 safari bar o
taste very good. In Illustrator, leaving all your ® |i| v status bar o
objects on one layer is the equivalent sce- ® m | | <Linked File> o
nario. Doing so makes it difficult to work with ® |i| | | <Linked File> o
your design as it gets more complex. © |i| || <Linked Filex (o]
s L -~ ® [ ] <Linked Fil o
To help with this organization principle, Illus- I S S
. . L] || » |- T| section navigation o
trator provides the Layers panel (Window > —
. . ® | | » [ sidebar o
Layers). You'll use the Layers panel in several =
. . ® m » | .| content Q
ways to organize your art, and the panel itself = —
. . . . . 4 Layers HOE R E W
has quite a few options. This section will out-
line the most useful features for Ul design. 5.42 The Layers panel

The Layers Panel

The Layers panel (5.42) is, at its core, a list

of all the objects in your document. By
default, the panel contains a single parent
layer with each object on the artboard listed
underneath it. As you add objects to a layer,
a triangle appears next to it that you can
use to toggle the visibility of its contents in
the panel. Each layer has a small thumbnail
that gives you a visual representation of the
objects that reside in it.
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5.43 When selecting objects, the color of their selection outlines match that of the layer in which they reside.

You can add as many layers as you need to
meet the needs of your design. Objects can
be added to new layers and moved easily
between them at any time. You can also
reshuffle the stacking order of layers, which
in turn affects how your objects display on
the artboard. Each layer you create receives
a color to help you identify its objects. When
you select an object, its selection outline
matches that of its parent layer (5.43).

Each item in the list has three columns that
can be used for information about a layer
or as a means of interacting with its objects.
Clicking in a column controls the following
layer characteristics:

e Visibility: Clicking in this column toggles
the visibility of the layer contents. The
presence of the Eye icon ® indicates that
the objects on the layer are visible on
the artboard.
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* Editability: Clicking in this column om
toggles the editing capability of the layer. Onm
When the Lock icon & is present, the
layer cannot be edited. 5.44 The selection column indicates with a large colored

e Selection: This column indicates whether square whether all objects on the layer are selected.

one or more items in the layer are

selected. When all objects on the layer

are selected, a large colored selection box

appears in the column. If one or more

items on the layer are unselected, the

colored selection box is smaller (5.44).
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Display Options

The Layers panel has several different ways
of displaying information. Your document’s
layer structure can be as simple or as com-

plex as your needs and working style dictate.

The panel provides viewing options for each
type of workflow.

To change the display of the Layers panel,
choose Panel Options from the Layers
panel menu. The following options are
available (5.45):

e Show Layers Only: This option hides
from the list all the items that normally
appear under a parent layer. | like to work
this way since selecting objects on the
artboard is really easy, and having all the
cruft appear in the Layers panel just cre-
ates information overload.

e Row Size: As you begin to create a lot of
layers, you might find that they take up
a lot of space in the panel. You can make
each row a preset size, or you can set a
custom height.

e Thumbnails: You can select which
thumbnails to show in the panel. The size
of the thumbnail is determined by the
row height set in the previous box. If you
choose the Small row size, this Thumb-
nails option is disabled completely.

Layers Panel Options

] show Layers Only

r Row 5ize
O Small
() Medium
) Large

() Other:

~ Thumbnails

¥ Layers
[ Top Level Only

¥ Groups

¥ Objects

Cancel | | 0K

5.45 Layers Panel Options dialog box
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Creating Layers

As you begin to make your designs more
complex, using additional layers helps to
organize your work into logical groups. Since
you haven't gone too far into the Wheelr
mockup yet, now would be a good time to
do some housecleaning. My process for orga-
nizing artwork comes from my many years of
working with Photoshop.

Typically, | create a layer for all background
elements, one for the browser chrome, and
then put the rest into layers based on where
they fall in the page structure. For the Wheelr
mockup, you'll create a header, sidebar, and
content layer in addition to the two layers
previously mentioned. To begin creating
these layers and moving artwork to them:

1. Select Artboard 1 from the artboard
navigator (found at the bottom left of the
screen) to bring it into the view.

2. Inthe Layers panel, click the Create New
Layer button & to add a new layer to
the list.

New layers appear at the top of the list
by default.

3. Rename this layer by double-clicking the
name and typing Chrome. Additionally,
rename the bottom layer Background.

4. Create three more layers and name them
Header, Sidebar, and Content (5.46).
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Layers | =
= |:| Content o
®| || []sidebar o

® | . |:| Header . o

® | I |:| Chrome o

= . I [ 3 E Background . Om

5 Layers 2 &

5.46 The basic layer structure for Wheelr



Moving Objects
Between Layers

Now that the layer structure is in place, all

you have left to do is populate the new layers.

Right now, every piece of this design is on
the Background layer. You'll change this by
selecting the appropriate elements and mov-
ing them to their respective layers:

1. Select the browser chrome element with
the Selection tool &k (V).

2. Inthe Layers panel, drag the colored
selection square from Background to
Chrome (5.47).

Next, you'll move all the content to the
header layer, independent of the back-
ground rectangles.

3. In the Layers panel, click the Selection
column for the Background layer (5.48).

This will select all the art on the back-
ground layer while leaving the chrome
out of the selection. You'll need to dese-
lect the background rectangles in order to
move all the content.

o2 | | |:| Content

o | Sidebar 0
= E |:| Header o]
& I |:| Chrome

= |i|T E Background

o

5 Layers & wa g &

5.47 Moving the browser chrome to a new layer

& | | |:| Content o
= | Sidebar o
= E Header o
b7 I * EI Chrome Q
= |i|TE| Background o i
5 Layers P & wa g &=

5.48 Click in the Selection column to select all objects on
the layer.
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@ safari File FEdit View History Bookmarks Window Help

Sun Mar 18 1:23PM Q

000 Website
a|r ]| | (@ ]
& [T] HE Bookmark
THE Mngr Your Crew You Everybody
Jmage Title:

LiollectorZd added you 10 Dis crew.
]

Collector34s wants to make a trade.

[ ]
An item.on vour wishlist is available,

POPULAR COLLECTORS

5.49 With the background rectangles deselected, you can move the content to a new layer.

4. Hold down the Shift key and click each
of the background rectangles to remove
them from the current selection (5.49).

With the background shapes deselected,
you can move all the text out of the Back-
ground layer.

5. Drag the colored selection square to the
Header layer (5.50).
Now that you have all the background
elements and the browser chrome on
their own layer, you can lock these layers
to prevent them from being selected.
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Layers |_ =
= |:| Content (o]
= I |:| Sidebar D
®| || [ ]Header on
= I 3 E‘ Chrome 'D
&= I [ D Background | o )
5 Layers D B T T

5.50 Moving content to the Header layer




Layers - - =
o | | | I;' Content |0

e | [] sidebar |0
© | > [ ] Header og
3_ l!LE‘ Chrome | O

= | | i > E Background | Qo

5 Layers P E w\u g &

5.51 The lock icon indicates non-editable layers.

6. To lock the Background and Chrome lay-
ers, click the Lock column (5.51).

The lock icon indicates that these layers
are now unable to be selected or edited.
Now you'll be able to easily select each
grouping of content in order to move
them to their respective layers.

7. With the Selection tool (V), click and
drag around all the sidebar content (5.52).
Move the colored selection square in the
Layers panel to the Sidebar layer.

8. Select the photo frame and its label and
move the colored selection square to the
Content layer.

Now that all the content is organized into
logical layers, let’s take a moment to tighten
up the layout before moving on to the

next chapter.

COLLECTION

CREW

PROFILE

dded you to his crew.
wants to make a trade.

An item on your wishlist is available.

POPULAR COLLECTORS

5.52 Drag to select all the sidebar content as you
prepare to move it to a new layer.
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& Safari  File

Edit View History Bookrnarks Window Help

Sun Mar 18 1:23FM Q

268 68

Website
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5.53 Use this as a guide for the tightened layout of elements in the mockup.

Tightening Up the Layout

Now that the structure is in place and you
have all the necessary elements in the layout,
let’s put everything in its proper place. Up to
this point, the content on the mockup has
been placed pretty loosely. Depending on
the level of fidelity you'll need for your client,
you may choose to keep the layout loose or
tighten it up substantially. | prefer to keep

it somewhat loose until all the features and
functionality get figured out, just in case
there are changes.
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Choose View Guides > Show Guides (88;/
Ctrl+;) to make the grid visible again and
then line up all the elements to roughly
match 5.53. Be sure to press 8S/Ctrl+S to
save your work when you are done.



The Appearance panel makes it possible to
create beautiful graphics using multiple lay-
ers and effects using a single object. You can
edit these effects at any time without affect-
ing the original object. You can then take the
design and save it as a graphic style that can
be used on other objects.

Symbols allow you to create multiple
instances of an object or group of objects.
They can be used to create common inter-
face elements like search boxes, icons, but-
tons, and even entire backgrounds. 9-slice
scaling allows symbols to be resized while
keeping their corners intact.

Layers give you the ability to organize your
artwork into logical groupings. This can assist
in making selections, showing and hiding
certain pieces of the design for simplicity,
and protecting areas you don’t want to acci-
dentally edit.

Creativity and efficiency are the name of the
game here, and these features give you the
best of both worlds. The next chapter aims to
take them a step further by introducing more
effects for graphic styles, symbols, as well as
additional features for text. You'll also learn
how to work with images.
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FINISHING TOUCHES

So far, you've covered the basics and should be well on your way to discovering lllustrator’s
potential as a competent Ul design tool. In this chapter, you'll delve into a few more advanced
features that will help put the finishing touches on the mockup. The topics covered in this
chapter include the following:

e Using lllustrator and Photoshop Effects
e Applying additional type techniques

e Working with images
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In the last chapter, you learned how to

use the Appearance panel to craft a fairly
complex widget from just one object. That
appearance can then be saved and applied
to any other vector object in your document.
Where this provides the most benefit is in
documents that have multiple screens.

As you begin to add complexity to your
design, saving those appearances for reuse
increases efficiency by allowing you to apply
styles and make changes really quickly,
thereby increasing your ability to get more
donein less time.

Let's take a look at some advanced tech-
niques with the Appearance panel and
graphic styles.

lllustrator and
Photoshop Effects

First, let’s delve into a little history. Many
moons ago, lllustrator (a vector application)
and Photoshop (a raster application) existed
as completely separate products in every
way. If | needed a logo that could scale to any
size without any degradation, | knew | could
count on lllustrator to come through. If there
was a need for a photo composition that
relied on special effects, photo filters, and
textures, Photoshop was the tool for the job.

Then something happened. Over time, both
programs gained from each other bits of
native functionality you used to have to

cut and paste from one app to the other to
achieve. For example, it was a major leap
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when Photoshop gained vector shape tools
and type. | could create elements in Photo-
shop | could resize without a loss of quality.
It was amazing.

But what really floored me was when lllustra-
tor acquired the ability to use many of Photo-
shop's filters on vector objects. That seemed
like such a huge jump; | could now add a
drop shadow in Illustrator without having to
cut and paste between the two applications.
The time and effort saved by these additions
was incredible.

This chapter shows you how to use this func-
tionality to improve the design of certain ele-
ments within the Wheelr mockup, and how
to use it in your own Ul design projects. You'll
start by digging into the Effect menu, where
you'll notice two distinct divisions, Illustra-
tor Effects and Photoshop Effects (6.1). The
majority of these effects are tailor-made for
illustration purposes, but a few of each are
useful for Ul design:

e ConvertTo Shape

e Distort & Transform > Transform

e Path
e Rasterize
e Stylize

e Artistic > Film Grain
e Blur
e Texture > Grain

e Texture > Texturizer

NOTE In case you opened the book to this chapter
without reading any of the previous ones, the mockup
mentioned in this chapter was started back in Chapter 4.
| encourage you to go back and follow along through
Chapters 4 and 5 to get more out of this exercise.

Document Raster Effects Settings...

3D >
Convert to Shape >
Crop Marks

Distort & Transform [
Path >
Pathfinder >
Rasterize...

Stylize >
SWVG Filters >
Warp [ 2

Effect Gallery...
Artistic

Blur

Brush Strokes
Distort
Pixelate

Sketch

Stylize

Texture

Video

FY Y Y YYVYYY

6.1 lllustrator and Photoshop Effects in the Effect menu

6: FINISHING TOUCHES

143



144

The main difference between lllustrator and
Photoshop effects are as follows:

lllustrator Effects are resolution-
independent. Any object that has an lllus-
trator effect applied can be scaled with no
loss of quality. When you resize an object,
lllustrator does the math for you and scales
the effect to match. Most lllustrator effects
tend to be more vector-based anyway,
with the exception of Drop Shadow, Inner
Glow, Outer Glow, and Feather.

Photoshop effects are not resolution-
independent. They're rendered at the set-
tings found in the Document Raster Effects
Settings (DRES), which is also accessed
from the Effect menu. If an object is scaled
that has a Photoshop effect applied, the
effect scales, but remains at the resolution
setting in the DRES.

For Photoshop effects, you can use the DRES

to set the resolution to match that of your
target device, or you can use the settings
to optimize the appearance of the effect.
You'll see how this works later in the chap-
ter. For now, let’s look at how you can use
the most common lllustrator effects in the
Wheelr mockup.

Using lllustrator’s Stylize Effects

You may have realized by now that you
already used five lllustrator effects (Round
Corners, Inner Glow and Drop Shadow,
Distort & Transform, and Warp) when you
created the search box and photo frame in
Chapter 5. You'll try some other examples to
create a landing page for Wheelr.
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Turbocharge your collection.

Whether you've been collecting die-cast cars for
years or are just getting started, Wheelr can help
you curate and manage your collection, discover
new models, and buy, sell, trade and connect
with a vibrant and active community. It's free to
use and easy to get started. Just click one of the
buttons to the right to sign up with your Twitter
or Facebook account to try Wheelr today!

©2012 Rick Moore Design, LLC, All right reserved

6.2 Wheelr's landing page

Most applications have a landing page as the
first thing a prospective user sees. It serves

to advertise the features and benefits of the
product. A landing page is an essential mar-
keting tool that helps a prospective user to
decide whether or not to use your app. I've
started a simple one for you to enhance. To
follow along, download the starter file at www.
peachpit.com/UlwithAl/chp6/landingpage.ai.

This is an extremely basic landing page (6.2)
that provides a description of the product and
a way to quickly get signed up for the service.
When you've finished with the exercises, play
around with the design to see how you might
make this landing page even more effective.

Sign up with your
Twitter account

Sign up with your
Facebook account

Blo

]

About

Contact Privacy Policy Terms
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Begin by styling the sign-up buttons. These
buttons act as a call to action on the page,
giving the viewer a clear idea as to what can
be done. The buttons might be effective in
their current state, but you'll make them look
more clickable than they do right now:

1. Select the Twitter sign-up button and click
the Path layer in the Appearance panel.

2. Choose Effect > Stylize > Round Corners
and enter 5 px as the value in the Round
Corners dialog box.

3. Select the Fill layer and then choose
Effect > Stylize > Drop Shadow.

4. Inthe Drop Shadow dialog box, choose
Normal mode, 35% Opacity, an X offset
of 0, a Y Offset of 1 px, and a Blur value
of 3 px. If the color is not already set to
#000000 (black), click the color swatch
and make it so (6.3). Click OK.

At this point, this looks like a clickable
button (6.4). Round corners serve to draw
the eye into the button and its content
rather than pointing outside of it. It
relieves the visual tension that can be
created sometimes by sharp corners. The
drop shadow pops the button off the
page and reinforces its clickability.

Next, you'll give the button content an
inset look to add a little more visual
weight to it.
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Drop Shadow

Mode:

Opacity:

X Offset:

Y Offset:
Blur

() Color: El ) Darkness:

[] Preview ‘ Cancel | | oK

6.3 The Drop Shadow effect dialog box

Sign up with your
Twitter account

6.4 Making a nice button
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5. Select the Twitter bird logo and the but- Appearance |

ton text. In the Appearance panel, the

selection will show as Mixed Objects (6.5). Mixed Objects
6. Choose Effect > Stylize > Drop Shadow. Mixed Appearances
7. Inthe dialog box that appears, change Opacity: Default

the Opacity to 50%, the Y Offset to 2 px,
the Blur value to 0, and the color to #ffffff

(white). Click OK.
. . 6.5 \When multiple objects with different attributes
This effect makes the content look like are selected, the Appearance panel shows them as

it's carved into the button (6.6). It adds Mixed Objects.
to the realistic appearance by making
the button seem three-dimensional. The

next step is to save these appearances as _ Sign up with your
graphic styles so you can apply them to Twitter account
the other button.

8. With the Twitter button still selected, 6.6 The finished button

choose New Graphic Style from the
Graphic Styles panel menu. (You can
access the Graphic Styles panel by choose
Window > Graphic Styles.) Be sure to

give this new style an appropriate name.
Click OK.

9. Select the text on the Twitter button
and create a new graphic style using the
instructions in the previous step. Name
this graphic style 2px white drop shadow.

When you create a graphic style from a
text object, lllustrator does not pull any
text-formatting attributes. In this case, it
saves only the white drop shadow in the
style. This is a good thing, as you'll see in
a moment.

TIP You can also add a new style by clicking the New
Graphic Style button & at the bottom of the panel. How-
ever, using the command in the panel menu lets you name
the new style as you create it. Otherwise, you'll have to
double-click the style in the panel to change the name.
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——
ur collection.

Graphic Styles | b |

i

1_ Button {L‘J

|Default]

2px white drop shadow

5 8 . Sign up with your
- Twitter account

Sign up with your
Facebook account

6.7 Applying a graphic style

Applying Graphic Styles
to Additional Objects

Now that the styling of that button is complete,
you can use the graphic styles you just created
to style the other button and its content.

1. Select the Facebook button and click the
button style in the Graphic Styles panel (6.7).

2. Select the Facebook logo and the text
in the button and click the white drop
shadow style.

Because the white drop shadow style
didn't have any text-formatting attributes,
you were able to apply it to both the logo
and the text at the same time. You'd be
able to apply this drop shadow to any
other text and it would retain its format-
ting as well.

How easy was that (6.8)? Graphic styles really
do make the task of designing for consis-
tency drop-dead simple.
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Facebook account

6.8 The finished set of buttons on the landing page




6.9 Landing page header, pre-style

Adding Old-School Style
to the Page Header

Next, you'll move on to styling the flame

in the header of the page (6.9). The flame is
inside a mask that hides everything outside
the black box. The inspiration for this flame
graphic is the pinstriped and airbrushed look
you might see on an old hot rod (6.10). I'd

like to have the flame be more subtle than
the one in the photo, so you'll ignore the
background color from the flame and just do
a glow on the inside. You'll use an Illustrator
effect to make it a little more interesting:

1. Double-click the flame graphic to enter
isolation mode. If you've disabled this
feature, right-click the graphic and
choose Isolate Selected Clipping Mask.
Select the flame artwork and remove
the yellow stroke. (It was there only for
preview purposes.)

2. Click the fill layer in the Appearance panel
and choose Effect > Stylize > Inner Glow.

3. Inthe dialog box, select Screen mode
and give it a fill of #f2ec33. Set the Opac-
ity to 75%, and make the Blur 24 px (6.11).
Click OK and then press Escape to exit
isolation mode.

6.10 The flames on this old truck provided the inspiration
for the landing page header. Photo by Rick Moore.

Inner Glow

Mode: O
Opacity:
Blur: (+{24px |

() Center (s Edge

1 Preview | Cancel H oK

6.11 Inner Glow settings
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6.12 Header flame with Inner Glow effect added

That looks pretty good for now (6.12). You'll
make it look even better in the next section.

Using Photoshop Effects

Photoshop effects are nice to have around
as they can help add texture and depth that
would be difficult to do with a purely vector
approach. In the old days, you'd have to go
into Photoshop, create the textured effects
needed for the design, and then import
them into Illustrator. It got the job done,
but ultimately, that method was both time-
consuming and inflexible. Any changes that
needed to be made often meant that the
textured effect would have to be recreated
each time.

Those days are long gone. For all but the
most complicated effects, you can use Illus-
trator’s Photoshop Effects to achieve the look
you are after. There are quite a few effects
included with Illustrator, and what'’s really
cool is that you can load third-party filters
into Illustrator as well. If you're a Photoshop
user who has invested heavily in filters and
effects, you'll be pleased to discover that
they can serve double duty.
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6.13 Film Grain effect settings

Let’s go back to the flame graphic and punch
it up a bit. | love old cars that have metallic
flake paint jobs. | think it would look great to
add that texture into the background behind
the flames. The little sparkles in the paint
would be really time-consuming to complete
with pure vector artwork, so you'll use a Pho-
toshop effect to pull off the look.

1. With the Direct Selection tool k&, (A),
select the black background just behind
the flame and then click the fill layer in
the Appearance panel.

2. Choose Effect > Artistic > Film Grain.

3. In the Film Grain effect setting pane, set
the Grain setting to 3 (6.13). Click OK.
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6.14 Flame header with grain added to simulate metal-flake paint

X

Turbocharge your collection.

Whether you've been collecting die-cast cars for
years or are just getting started, Wheelr can help %/ Sign up with your
you curate and manage your collection, discover ~  Twitter account
new models, and buy, sell, trade and connect ===
with a vibrant and active community. It's free to
use and easy to get started. Just click one of the

buttons to the right to sign up with your Twitter n Sign up with your

or Facebook account to try Wheelr today! Facebook account

©2012 Rick Moore Design, LLC. All right reserved Blog About Gontact PrivacyPolicy Terms

6.15 The finished landing page

The grain makes the black background 4. Select the gray background object and
look like a metallic paint, and having apply the Film Grain effect to it. Use a
the Screen blend mode set on the flame Grain setting of 2 for this object. Click OK.

allows the grain to show through (6.14).
| think it looks fantastic. Now, apply the
same effect to the gray page background:

The textured background helps the con-
tent to pop, giving it a good balance with
the large red car at the top of the page.
The buttons really stand out now, which is
important for a call to action (6.15).
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Effect Gallery

When selecting some Photoshop effects, a super-
sized dialog box called the Effect Gallery appears
(6.16). Basically, it provides the convenience of
being able to preview each available effect before

00,6, Silm Graln, U008,

you apply it. The left side of the dialog box is for
the effect preview. The center pane houses the
effects, categorized by type. The settings for each
effect are accessed in the right pane.

S 100w 13

6.16 The Effect Gallery
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6.17 The mockup with texture effects applied

Let's move back to the Wheelr application
mockup. Repeat the grain texture from the
landing page to the background of the
sidebar, section navigation bar, and content
area. Doing so helps to create consistency in
the design. Add the Film Grain effect to the
sidebar, section navigation, and main con-
tent rectangles as described in the previous
steps. Use a Grain setting of 1 for the sidebar,
and 2 for the section navigation and content
area (6.17).

NOTE You can download the project file for this
section’s examples at www.peachpit.com/UlwithAl/
ch6/wheelr6.ai.
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The shadow on the photo box needs to be
softened a little to help it look more like a
real shadow. Here is how you can use an
effect to do that:

1. Select the photo box and click the bottom
fill layer in the Appearance panel.

2. Choose Effect > Blur > Gaussian Blur.

3. Set the Radius for the effect to 1.5 and
click OK.

The Gaussian Blur effect softens the edge
of the object to the specified pixel radius.
The larger the radius value is, the softer
the shadow. A small number was used in
this case so that the photo frame doesn’t
appear as if it’s hovering too far off the
background (6.18).

Understanding Document
Raster Effects Settings

The Document Raster Effects Settings (DRES)
determine the resolution for Photoshop
Effects applied to your artwork. You can access
the settings from the Effect menu. The dialog
box (6.19) allows you to choose from three
resolution settings (72, 150, or 300 ppi). You
can also enter an arbitrary number by choos-
ing Other from the Resolution pop-up menu.
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6.18 Using Gaussian blur to soften the photo frame drop
shadow

Document Raster Effects Settings

Color Model: | RCE . |
Resolution: | Screen (72 ppi) b |
~ Background
O White

(® Transparent

r Options
[¥] Anti-alias
[ Create Clipping Mask

Add: Around Object

[[] Preserve spot colors

@ Changing these settings will break the link with graphic styles that
are applied to images. In addition, changing these settings may
affect the appearance of currently applied raster effects.

Cancel | | oK

6.19 The Document Raster Effects Settings dialog box



When you apply a Photoshop effect to an
object, it will look different depending on
what resolution you have set in the DRES.
For example, you used the Film Grain effect
on the sidebar background in the Wheelr
mockup. 6.20 shows what that effect looks
like in each of the three preset resolutions
(in regular Preview mode, viewed at 600%).
At lower resolution settings, the effect looks
coarser because of the fewer number of pix-
els. As you get to 300 ppi, the effect is almost
imperceptible, at least to my old eyes.

What resolution you use is really up to you
and how you want the object to look in the
final design, as well as how you plan to use
itin the long term. If you plan to use it only
onscreen, 72 ppi is probably good enough,
provided you achieve the look you want.
After all, when using Photoshop effects, what
you see on the screen is what you will get
when you export your art for final use. How-
ever, if you plan to repurpose the graphic
for print, you may want to consider using a
higher resolution and adjusting the settings
to match your visual needs.

One important thing to note if you decide to
change the resolution settings: Increasing or
decreasing the DRES affects any object in your
document that has a raster effect applied. That
means it may negatively change the appear-
ance of effects with which you are already
satisfied. However, there is a way around this
limitation: using the Rasterize effect.

6.20 Film Grain effect at 72, 150, and 300 ppi
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The Rasterize effect turns a vector object

into a bitmap one. Illustrator has been able
to do this for years, but it was a destructive
effect; once it was applied, using undo was
the only way to restore the object to a vec-

tor. Now you can use Rasterize as a live effect,

which allows you to change the resolution of
a single object on the artboard, rather than
changing the DRES and affecting all objects.
Here's how it works:

1. In the Wheelr mockup, select the back-
ground rectangle of the sidebar. This had
the Film Grain effect applied previously.
Unless you changed it at some point, the
DRES for this document is the default
72 ppi.

2. Inthe Appearance panel, select the
fill layer.

3. Choose Effect > Rasterize.

The Rasterize dialog box appears, look-
ing almost exactly like the DRES dialog
box (6.21).

4. Change the Resolution to High (300
ppi) and choose Art Optimized (Supers-
ampling) from the Anti-aliasing pop-up
menu. Click OK.

5. Drag the Rasterize effect above the Film

Grain layer to have it apply correctly (6.22).
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6.21 The Rasterize effect dialog box
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6.22 The Rasterize effect needs to be the top layer in order

to be effective.



After a second or two, you'll see the film grain
almost disappear. It’s still there; it’s just at a
much higher resolution now. The important
thing to notice is that the other Film Grain
effects on the artboard have not changed
(6.23). This is an important feature, because

it allows you to tailor raster effects at the
object level so that they look exactly as you
want them.

Since you don't really want to make that
grainy texture disappear, you'll need to get
rid of the Rasterize effect on the sidebar.
Instead of using the traditional undo (38Z/
Ctrl+2), select the sidebar in the Appearance
panel and drag the unwanted effect to the
panel’s Trash icon i .

Imaae Title

6.23 The Film Grain effect on the sidebar is almost
imperceptible at 300 ppi.

Additional Rasterizing Options

In the Rasterize effect dialog box, you also have
the option to use a clipping path on the object
or add space around the object (6.24). Certain
raster effects, like Gaussian blur, take up space
outside the object; others are constrained to
the object dimensions. The additional settings
allow you to give the effect the space it needs
in order to look right.

To create a clipping mask as you apply the
Rasterize effect, simply select the option in the
effect dialog box. The path will hide anything
outside the bounds of the object, which can be
useful as some raster effects add weird pixels to
the edges as they're applied.

Options.

Anti-aliasing: \ Art Optimized (Supersampling) |+ \ @

[¥ Create Clipping Mask
Add: E Around Object

6.24 Rasterization options

To add up to 720 pixels of space around an
object, enter the number of pixels to add in the
text field. The default amount of space added
around the object is 36 pixels. Adding space is
most useful with Blur effects, as they go out-
side the bounds of the object.
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Additive Styles

So far you have learned to create a graphic
style that comprises several appearance
attributes. When applied to another object
on the artboard, that object takes on all the
attributes of the style, replacing any that

it currently had. But you can also apply a
graphic style to an object without replacing
the current appearance. These are called
additive styles.

Additive styles are useful when you need to
add an appearance attribute to an object
without changing its current look. One
example would be to use an additive style
to give a soft drop shadow to an object that
already has a graphic style applied. A second
example would be to create a step-and-
repeat effect, which makes offset copies of a
single object.

The best way to create an additive style is to
make a new style that is not based on any
selected objects. Because of that, you won't
see any change on the artboard as you create
the style. To see how this works, you'll create
a style that will be used to generate several
offset copies of the photo frame, its label,
and the Popular Collectors section thumbnail,
all in the Wheelr mockup. Follow these steps
to create the additive style:

1. Choose Select > Deselect (84A/
Ctrl+Shift+A) to make sure you have
nothing selected on the artboard.

2. From the Appearance panel menu,
choose Clear Appearance to remove any
attributes that might remain from a pre-
viously selected object, allowing you to
start with a clean slate.
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3. Choose Effect > Distort & Transform >
Transform.

4. In the Transform Effect dialog box, set the
Horizontal value in the Move section to
160 px, and the Copies value to 1 (6.25).
Click OK.

When this effect is eventually applied to
an object, it will offset a copy of that origi-
nal object 160 pixels to the right.

5. Choose Effect > Distort & Transform >
Transform to add a second effect to this
style. You'll most likely be warned that
you are about to add another instance of
this effect (6.26). Click Apply New Effect.

6. Inthe Transform Effect dialog box, set the
Vertical value in the Move section to 201
px, and the Copies value to 1. Click OK.

Again, when this effect is eventually applied
to an object, it offsets another copy of the
object 201 pixels below the original.

7. Inthe Graphic Styles panel, click the New
Graphic Style button & and then double-
click the name to rename it Step and Repeat.

When this graphic style is applied, it will
use both Transform effects to create two
offset copies of the selected object at the
same time.

NOTE The number to specify is not arbitrary; you'll
actually need to do a little math to figure out how far you
want to offset the object. In this example, | know that | am
going to use the 142-pixel-wide photo frame, which has

a 4-pixel border. The border adds 4 pixels to each side of
the frame, adding up to a 150-pixel-wide frame. I'd like 10
pixels of space between frames (to match the gutters in
the grid), so the final number is 160 pixels.

NOTE If you want to edit the effect parameters, click
the effect link in the Appearance panel. In this example,
you really do want two instances of the effect.

Transform Effect

r Scale
Horizontal: ] 100%
Vertical: {1 100%
r Move
Horizontal: {1 | 160 px
Vertical: { ¥ 0 px
r Rotate

' \ -
Angle:( —)

- Options
[] Reflect X [[] Scale Strokes & Effects
[ Reflect ¥ [ Transform Objects
[] Random [[] Transform Patterns

EE Copies D

] Preview |

Cancel | 0K

6.25 The Transform Effect settings dialog box

Adobe lllustrator

This will apply another instance of this effect.

To edit the current effect, double-click the name of the effect in the
Appearance panel.

[] Don't Show Again

Anp\! New Effect I Cancel

6.26 Applying another effect makes a warning dialog box
appear, just in case you didn't mean to add another effect.
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You can now add this step-and-repeat effect
to any object on the artboard, including
objects that already have a graphic style
applied. Let's see how this works on the
photo frame as an additive style.

1. Select the photo frame and click the Step
and Repeat style in the Graphic Styles
panel while pressing Option/Alt.

The additive style first creates the hori-
zontal copy and then the vertical copy. By
doing so, you end up with four squares
(6.27). The blue selection outline shows
that this is one object with three virtual
copies. If you click one of the copies, Illus-
trator selects the original object. If you try
to move the original, all the copies move
with it. It makes dealing with a large num-
ber of identical objects really easy. Now,
you'll fill out the rest of the content area
by editing the number of copies.
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2. With the original photo frame selected,
click each of the Transform effect links in
the Appearance panel and respectively
set the number of horizontal copies to 3 = - 5
and the number of vertical copies to 2.

All that is left to do is step-and-repeat the
photo frame label and the Popular Collec-
tors thumbnail image.

N"‘lbl'ﬂﬂl Imags Tile image it Imags Title

3. Select the label and click the Step and

Repeat style to copy it, and then add the

extra copies using the instructions in the

previous step. 6.28 shows the result. g Tite image Tile " imaga T imepe Tite
4. Select the black square under the Popular 6.28 Step-and-repeat the photo frame labels

Collectors headline in the sidebar and add
three horizontal and three vertical cop-

ies to it using the same instructions from POPULAR COLLECTORS

step 2. 6.29 shows the result.

5. Press 8S/Ctrl+S to save your work.

6.29 Applying the step-and-repeat style to another object
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One thing | love about lllustrator is how easy
it makes working with type. Being able to
place, select, and edit type easily makes the
design process much more enjoyable. In
Chapter 4, you were introduced to the basics
of lllustrator’s Type tools. Several more fea-
tures in addition to those can be used effec-
tively in a Ul design workflow.

Getting Text into lllustrator

In order to format and design content, you
need to have some content. So far, we have
worked with very small amounts of text in
Wheelr. But if you're designing an app that will
deal with large amounts of text, lllustrator has
great features for dealing with that, too.

The first issue is getting text into Illustrator.
There are several ways to do this. The first

is to type all the content yourself. If you're
like me and avoided typing or keyboarding
classes in high school, that option is prob-
ably not at the top of your list. (And here | am
writing a book, using my finely honed hunt-
and-peck typing technique. Ugh.)

The second is to import your type from
another source. lllustrator imports the follow-
ing file formats:

¢ Microsoft Word for Windows 97, 98, 2000,
2002, 2003, and 2007

¢ Microsoft Word for Mac OS X, 2004,
and 2008
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e RTF (Rich Text Format)

e Plain text (ASCII) with ANSI, Unicode,
Shift JIS, GB2312, Chinese Big 5, Cyrillic,
GB18030, Greek, Turkish, Baltic, and Cen-
tral European encoding

You can also copy and paste text from
another source, but if you import from a file,
the text retains all its character and para-
graph formatting. Any character and para-
graph styles in the Word or RTF document
are imported into their respective panels

in lllustrator, which can be a big help if the
content creator has created font and style
specifications previously.

| created a simple Word document you can
download from www.peachpit.com/UlwithAl/
ch6/dummytext.doc. You can use this file to
see how importing text works. To import the
contents of this text file into your document:

1. Open a new document and choose
File > Place.

2. Inthe dialog box, navigate to the file on
your hard disk and click Place.

When importing a Word document or

an RTF file, a secondary dialog box will
appear asking you to specify which docu-
ment extras to include and whether to
remove text formatting. If you're import-
ing a Plain Text file, you'll get a secondary
dialog box that will allow you to set the
encoding parameters as well as specify
spacing and carriage return options.
Illustrator places the contents of the file

in an Area type box large enough to fit in
the current artboard (6.30).
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6.30 Imported text
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From there, you can edit this text like you
would any other text container in lllustrator.

Sometimes you won't have content to

work with as you begin the design process.
Although this definitely isn't ideal, not every
organization has the resources or capability
to do full-scale content strategy before the
design process begins, so you have to make
do. If this is the case, you can use dummy text
to flesh out the content areas in your design.
If you know how to speak fake Latin (it's a lost
art), I'm jealous of your head start. But if you
don't, a couple of cool resources can get you
any quantity of dummy text you need. The
best cross-platform solution | have found is
Lipsum (www.lipsum.com). It's a web-based
tool that allows you to generate any number
of words, paragraphs, or lists for your layout.
If you need a tool that doesn't rely on a web
connection, there is Lipservice (www.lipser-
viceapp.com) for Windows or Littlelpsum
(www. littleipsum.com or the Mac App Store)
for Macintosh. Both are free applications
that copy user-specified amounts of dummy
text to the clipboard. Again, use these only if
you're unable to get real content from your
team or customer. It's always better to know
and understand the content of your site or
app, as it helps to inform the design.

Area Type Options

Once you've imported your text into lllus-
trator, you'll find several ways to edit it.
Remember that area type is constrained to

a user-specified container, allowing you to
create blocks of type in your design. When
designing user interfaces, you'll discover that
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area type works best for areas where you

need to relinquish control for how text wraps.

To simulate text wrapping with point type,
you would have to insert hard returns at the
end of each line to create a block of text. If
the column size were to change in any way,
the text wrapping would break. That creates
more work than necessary.

Using area type helps alleviate that extra
work by handling the wrapping for you. For
example, if you were designing an applica-
tion for reading content from blog feeds,
area type would be a great choice for visual-
izing how that content might fit within the
screen design. If the container size changes,
the type wraps accordingly. The size of the
browser window determines the wrapping
anyway, so why fight it?

Resizing blocks of area type is very simple.
There are two ways to go about it:

¢ Resize one side or point at a time by using
the Direct Selection tool (A) and dragging
points or segments of the type container.
The cursor changes as you drag the seg-
ment (6.31).

e Choose Type > Area Type Options and
adjust the settings (6.32) to get fine-
grained control over height, width, and
even inset values.

One thing you should never do is use the
Free Transform tool to resize an area type
container. Doing so distorts the type inside
by stretching or condensing it. There is no
greater travesty in this world than artificially
distorted type (6.33). Well, 'm exaggerating,
but it is pretty bad.

urabitur blandit tempus portiitor. Fusce dapibus, tellus ac curkus commodo,
tortor mauris condimenturn nibh, ut fermenturm massa justo sit amet risus.
Maecenas faucibus mollis interdum. Vestibulum id ligula porta felis euismod
semper. Vivamus sagittis lacus vel augue laoreet rutrum faucibys dolor auctor.

Duis mollis, est non commodo luctus, nisi erat porttitor ligula, eget lacinia odio
sem nec elit. Aenean lacinia bibendum nulla sed consectetur. Viestibulum id
ligula porta felis euismod semper. Cras mattis consectetur purus sit amet
fermentum.

h
Donec sed odio dui. Integer posuere erat a ante venenatis dapibus posuere velit
aliquet. Sed posuere consectetur est at lobortis. Denec sed odio dui. Vestibulum
id ligula porta felis euismod semper. Cum sociis natogue penatjbus et magnis
dis parturient montes, nascetur ridiculus mus. Donec sed odio dui.

6.31 Using the Direct Selection tool to resize an area
type container

Area Type Options

width:[5{360 | Heiahe [ s54p0
 Rows Columns
Number: ({1 [ | Number:
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[ Fixed [ Fixed
r Offset
Inset Spacing:
First Baseline: ‘ Ascent bl | Min: I%{ 0p0
r Options
Text Flow: E«fm
[] Preview ‘ Cancel ‘ | 0K

6.32 Area Type Options dialog box

0
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6.33 Don't ever do this. Please.
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b elit libero, a pharetra augue. Donec sed odio
porta sem malesuada magna mollis euis-

lec sed odio dui. Integer posuere erat a ante
dapibus posuere velit aliquet. Etiam porta
suada magna mollis euismod. Cras justo odio,
lc facilisis in, egestas eget quam.

leo quam. Pellentesque ornare sem lacinia
atis vestibulum. Nulla vitae elit libero, a
ugue. Etiam porta sem malesuada magna
fismod. Integer posuere erat a ante venenatis
Bosuere velit aliquet. Vestibulum id ligula porta

8ihod semper. Aenean lacinia bibendum nulla
etur. Cum sociis natoque penatibus et

5 parturient montes, nascetur ridiculus mus.

blandit tempus porttitor. Vivamus sagittis
acus vel augue laoreet rutrum faucibus dolor auctor.
Donec ullamcorper nulla non metus auctor fringilla.
Etiam porta sem malesuada magna mollis euismod.

Aenean lacinia bibendum nulla sed consectetur. Nullam
quis risus eget urna mollis ornare vel eu leo. Danec
ullamcorper nulla non metus auctor fringilla. Lorem
ipsum dolor sit amet, consectetur adipiscing elit.

6.34 Working with text wraps

Simulating Floats

A float is a CSS property used to push con-
tent away from an image or other object in
the layout. Floats have their roots in print
where images are used to break up long
passages of text, to help provide context, or
to create interest and variety on the page.
Floats are also used to create multicolumn
layouts in HTML and CSS.

[llustrator has a feature that will help you to
simulate floats in your design. Specifically,
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you can use the Text Wrap feature to help
content flow around an image or graphic
object. This feature places an invisible wall
around an object that pushes all text aside.
Once the text wrap has been set, you can
change the object’s position and the text will
always flow around it. Creating a text wrap is
really easy. To follow along, download the file
(6.34) from www.peachpit.com/UlwithAl/ché/
text-wrap.ai.
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ulla vitae elit libero, a pharetra augue.

onec sed odio dui. Etiam porta sem male-
uada magna mollis euismod. Donec sed
dio dui. Integer posuere erat a ante venena-
is dapibus posuere velit aliquet. Etiam porta
em malesuada magna mollis euismod. Cras
# lusto odio, dapibus ac facilisis in, egestas

et quam.

enean eu leo quam. Pellentesque ornare
em lacinia quam venenatis vestibulum.

ulla vitae elit libero, a pharetra augue. Etiam
orta sem malesuada magna mollis euis-

od. Integer posuere erat a ante venenatis
apibus posuere velit aliquet. Vestibulum id
igula porta felis evismod semper. Aenean
acinia bibendum nulla sed consectetur. Cum
ociis natoque penatibus et magnis dis par-
turient montes, nascetur ridiculus mus.

Curabitur blandit tempus porttitor. Vivamus sagittis
lacus vel augue lacreet rutrum faucibus dolor auctor.
Donec ullamcorper nulla non metus auctor fringilla.
Etiam porta sem malesuada magna mollis euismod.

Aenean lacinia bibendum nulla sed consectetur. Nullam™

6.35 The image with the text wrap applied

The file has a text area and an image. To cre-
ate a text wrap, perform the following steps:

1. Select the image you want to float. Make
sure that it is in front of the text by choos-
ing Object > Arrange > Bring to Front
(3842 ]/Ctrl+Shift+]).

2. Choose Object > Text Wrap > Make.

Your text now flows around the image
(6.35). You can adjust the margin around
the image by choosing Object > Text
Wrap > Text Wrap Options and adjusting
the Offset value.

TIP To turn off text wrapping, select the image and then
choose Object > Text Wrap > Release.
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Creating a Drop Cap

You can take the text wrap a step further by
creating a drop cap using the same steps. Drop
caps are a great stylistic alternative when you
want to direct a reader’s eye to the beginning
of the content. lllustrator doesn’t have a drop
cap command yet, but you can use a text wrap
to quickly create one:

1. Double-click the text block, select the first
letter, and choose Edit > Cut (8X/Ctrl+X) to
cut it to the clipboard.

2. While pressing 3/Ctrl, drag to create an
area type box, and then choose Edit > Paste
(88V/Ctrl+V) to paste the letter from the
clipboard (6.36).

ulla vitae elit li
sed odio dui. |
magna mollis

Intamar Aes e

Bzl
6.36 Cut and paste the first letter into a separate area
type container.
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You could use either point or area type
for this step, but | prefer area type so that
the text wraps around the box and not
the character.

3. Format your letter to make it big and bold,
and then apply the text wrap by choosing
Object > Text Wrap > Make. Move it into
place at the front of the paragraph so the
text flows around it.

Just like the previous image, you can change
the size and position of the drop cap and the
text will always flow around it (6.37).

ulla vitae elit libero, z
augue. Donec sed ot
Etiam porta sem mal
magna mollis euisme¢
sed odio dui. Integer
erat a ante venenatis dapibus pc
% aliquet. Etiam porta sem malesu:
? mollis euismod. Cras justo odio,
‘® facilisis in, egestas eget quam.
i¥ Aenean eu leo quam. Pellentesq
i sem lacinia quam venenatis vest

6.37 The final drop cap



Using Find and Replace

If you've ever used a word processor to do
anything more than type a letter or grocery
list, you've probably discovered its find and
replace feature. Find and replace allows you
to find a character, word, or phrase in the text
and replace it with something else. It's great
for when you have to swap out a wrong word,
correct adjusted nomenclature, or change
certain hyphens to en dashes. It's a humon-
gous timesaver.

After using lllustrator for several years, | discov-
ered that it, too, has a find and replace feature.
When working on a Ul design with several
artboards, find and replace allows you to work
much more efficiently than making common
text changes manually. It's a pretty powerful
feature and one that you should know how to
take advantage of in your work.

Here’s how it works:

1. Using the text-wrap.ai file from the
previous section, choose Edit > Find and
Replace.

You're going to use the feature to find all
the instances of nulla and change them to
nullam. (Again, if you can read fake Latin,
you're golden!)

2. Enter nullain the Find field. Be sure to
enter it in all lowercase.

3. Enter nullam in the Replace With field.
As before, use all lowercase letters.

At this point, you'll notice that the only
actions you can take with this dialog box
are to click Find or Done (6.38). That's
because you can't replace anything in
the text until lllustrator knows that what
you're looking for is actually there.

Find and Replace

Fmd:| nulla '| | Find |
Replace With: | nullam M
[] Match Case [] Check Hidden Layers

[C] Find Whole Word ~ [] Check Locked Layers
[ Search Backwards

6.38 The Find and Replace dialog box
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4. C|ICk Find. Find and Replace

If Hlustrator finds the word, it jumps to and Find: [nulla x| [Findnext ]
highlights the text. The other buttons also _ Eelace

. . Repla(ewnhzlnu\lam '| @l
become enabled in the dialog box (6.39). L IMarthicae lenetiaden oyers s L

[l Find Whole Word  [] Check Locked Layers
Once lllustrator has found your text, you CSasrih Baciiards

)
have several options:
¢ C(lick Find Next to cycle through 6.39 Find and Replace with all options available
all instances of the word in your
document.

¢ Click Replace to replace the currently
selected word.

¢ C(lick Replace & Find to replace the
currently selected word and then
select the next instance. This option
lets you see what will be changed
before you commit to changing it. That
way you don't accidentally replace a
word that you didn’t mean to.

¢ Click Replace All to replace all
instances of the word. This option
replaces all instances automatically.
Although it automates the process
completely, it may end up making
unwanted changes. Use it with caution.

Several options let you refine the selec-
tion. These can be very helpful in complex
documents. You can also use find and
replace to change certain characters such
as bullets, tab characters, or quotation
marks by selecting them from the

@ pop-up menu.

5. When you're finished with the Find and
Replace dialog box, click Done.
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Uls don’t have to be all spreadsheets, icons,
and commands. Photographic images can
provide color and life to your application
interfaces. Even though lllustrator is a vector
program, you'll find that it handles images
adequately. You can do basic image process-
ing (color correction and color conversion),
as well as performing basic transformations
and Photoshop effects applications.

Images can either be linked to the original or
embedded in the document. Each method
has pros and cons. Linking images keeps the
[llustrator document size small. It also allows
you to edit the original in your image editor
at any time and have it update in lllustrator.
The only con to this method is that you need
to keep all your external images and include
them with the lllustrator file if you distrib-
ute it to someone else. This can get a little
complicated if you are using a lot of images,
because if you forget to include an image, it

won't show up if someone else opens the file.

Embedding images allows you to get rid of
the originals and keep everything in one
place, but at the expense of losing editing
and bloating the file size. Personally, | find it
easier to link images that would be difficult
to recreate (like an original photo) orimages

that are really large. Then | embed all the rest.

It really comes down to preference and what
works best for your workflow.
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Preparing Images for Import

There are several best practices to keep in
mind when getting images ready for import
into Illustrator. Following these practices
will help keep your file sizes small and your
workflow efficient. Since lllustrator is not an
image-editing application, it's best to leave
these features to an app like Photoshop.
The following suggestions are important to
remember when preparing images:

e Sizeimages in an image editor to the
dimensions they will be used in your
mockup. Trying to reduce or enlarge
images in Illustrator doesn’t help with
image quality and can add a lot or extra
weight to both the file size and the
amount of memory the app uses (6.40).
This can cause slowdowns in performance
and increases the risk of untimely crashes.

e Crop, rotate, and flip images in your
image editor before bringing them into
lllustrator. Again, make Photoshop do all
these image calculations for you, not lllus-
trator. You'll be better off in the long run.

e Take care of any color correction and
image fidelity issues beforehand as well.
lllustrator’s tools are rudimentary com-
pared to an image editor’s (see the side-
bar, “Image Processing in Illustrator,” at the
end of this chapter).
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6.40 It's best not to scale your images within lllustrator.
Use an image editor instead.

For Ul design, use images in the RGB color
space, which will help ensure good color
fidelity and accuracy when the final art
ends up in development. CMYK images
will be larger and the color may not be
ideal since a fewer number of colors can
be displayed in this color space.

Save your image files in PSD or TIFF
before importing. You can import JPGs
and GIFs, but if you try to export from
lllustrator, you'll end up double-
compressing them. Linking your files will
save this step, as you can just use the
original file as an asset in the final system.



2002.jpg

|| | [ =

) | ‘-‘J bluebird.jpg
— —

hachiroku.jpg
hako.jpg kenmeri.jpg rx7.jpg s30.jpg
12 of 12 selected, 186.33 GB available o p—

6.41 Dragging multiple images from the desktop into a document
Importing Images
To getimages into lllustrator, you can either 1. Unzip the cars.zip file and open the folder.
copy and paste from an image editor like This folder contains the 12 images you'll
Photoshop, drag them from the desktop into need to import into lllustrator for the layout.

an lllustrator window, or import them using
the Place command. With the photo frames
you created earlier, you'll have the opportu-

2. Selectall 12 files and drag them into the
wheelr.ai window (6.41).

nity to add several images into the Wheelr Dragging images automatically links
layout. You can download several images of them to the original file. If you wish to
toy cars from www.peachpit.com/UlwithAl/ embed any of them at this point, select
ché/cars.zip. To import multiple files at once, the desired images and click the Embed
follow these steps: button in the Control panel. Using File >

Place allows you to specify linking or
embedding at import.
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FLOLB) Place

|« |»|f28 o | i || 2= || @ cars = (Q
- Name 4| Date Modified Size Kind
= 2002.jpg Today 8:03 PM 12 KB JPEG image
=| aventador.jpg Today 8:03 PM 12 KB JPEC image
=| bigmac.jpg Today 8:05 PM 16 KB JPEG image
=| bluebird.jpg Today 8:06 PM 14 KB JPEG image
& caterham.jpg Today 8:03 PM 15 KB JPEG image
=| dbs.jpg Today 8:08 PM 14 KB JPEG image
s ff.jpg Today 8:05 PM 14 KB JPEG image
[ hachiroku.jpg Today 8:05 PM 16 KB JPEC image
= hako.jpg Today 8:02 PM 15 KB JPEC image
=l kenmeri.jpg Today 8:02 PM 15 KB JPEG image
= rx7.jpg Today 8.04 PM 11 KB JPEC image
=l s30.jpg Today 8:06 PM 15 KB JPEG image
Enable: | All Readable Documents =
[ Link [ ] Template Replace
k
| Cancel | [ Place
6.42 \When using the File > Place command, you can choose whether to link the image.
To import one file at a time: When an image is selected, additional

options are available in the Control panel
(6.43). Besides showing the color space and
image resolution, you can embed it, edit it in
an image editor, and even perform an image
trace function. Furthermore, the filename

Importing images one at a time allows appears as a link that displays a menu of use-
you the option to link or embed. The next ful commands (6.44).

time you import, lllustrator remembers
the previous setting so you don’t have to
specify every time.

1. Choose File > Place and navigate to the
folder of images.

2. Select the file to import, choose whether
to link the file (6.42), and then click Place.

Once you have all the carimages in Illustrator,
you can use the tools to move them, trans-
form them, and select them for adding effects.
Go ahead and move each of the 12 cars into
position inside the photo frames (6.45).
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ko.jpg RGB PPL 72 | Embed || Edit Original || Image Trace |'|

Mask

6.43 Image options in the Control panel

hakn inn RGR PPI 72
Relink...
4 Go To Link
Edit Original
Update Link
Placement Options... |
1 Link Information...
&EIET

6.44 Image commands from the
file link

Fmhgd

| @ Safari File FEdit View History Bookmarks Window Help

SunMar 18 1:23PM Q

20Q 0 Website
<|» ] (@
& [T B Bookmark
! T”E M TEST Your Crew You Everybody

COLLECTION

CREW

ou to his crew.
s to make

t is available.

POPULAR COLLECTORS

6.45 The final Wheelr mockup
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Image Processing in lllustrator

lllustrator does provide a couple of basic image
processing features to use in a pinch. These
features are intended for use on vector objects, 6.47 Click the Embed button to embed an image in
but they do work on images as well. You can find lllustrator.

these tools in the Edit > Edit Colors menu (6.46).

hake.ng RGB PP 72 || Embed ||| Edit Original

Adobe |llustrator

3 Recolor with Preset >

Edit Calors >

Transparency Flattener Presets... e : ¢

Print Presets... Ryt e ‘—'ﬂ
Adobe PDF Presets... Rl :
SWF Presets...

Perspective Grid Presets...

Adjust Color Balance...

Mo saturable color found.

Convert to Grayscale
RK Convert to RGB

Invert Colors

Overprint Black...
Keyboard Shortcuts... sk Saturate...

6.46 Edit Colors features for image processing

These features work only on embedded i

Uiielgfe 0 Gl E.m linieigfe, wreleez i aine el el 6.48 Dismiss this error message when you see it.
the Embed button in the Control panel (6.47). T

When using the Saturate color filter, you'll get

an error message as you try to apply the filter,

but you can just click OK to dismiss it (6.48).

Color Settings...
Assign Profile...
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And with that, the Wheelr mockup is com-
plete. This was an exercise designed to get
you familiar with the concepts and tools and
hopefully served to inspire you to go even
further. Take some time to play around with
the layout, colors, textures, and content to
discover even more possibilities. This really is
only the beginning of what you can do with
Ul design in lllustrator.

The next chapter will teach you how you can
integrate lllustrator into your workflow to
help you be more efficient without stifling
your creativity.

TABLE 6.1 Keyboard Shortcuts in This Chapter

MAC PC
Undo 8z Ctrl+Z
Deselect ®’EA Ctrl+Shift+A
Bring to Front  384*] Ctrl+Shift+]
Send to Back B[ Ctrl+Shift+[
Cut X Ctrl+X
Paste 8V Ctrl+V
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WORKING SMARTER

So far, you've learned how lllustrator’s tools work and how to use them to create a single
mockup. This final chapter will explain how you can use lllustrator’s tools and techniques to
work smarter as you begin to use it for larger projects. This chapter focuses on ways you can
use lllustrator to create a fast and efficient workflow:

e Planning Ul design
e Communicating your design intentions
e (Creating a style library

e Getting your work out of lllustrator
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Ul design isn't easy. There are a lot of steps to
take when creating a system or application.
It's pretty difficult to just sit down and start
designing a user interface without putting
some thought into it first. Sure, as a creative
person, you might sit down and test a few
visual ideas as they pop into your head.
There’s nothing wrong with taking advan-
tage of a little inspiration. But to develop a
successful design, you'll want plan the design
so that you understand the scope of what
you need to create.

Ul design is just one piece of a process for
user experience design. There are many
methods to planning the user experience

User Experience Resources

Here is a list of some great books on UX and inter-
action design that helped me learn the ropes:

e Simple and Usable Web, Mobile, and Interac-
tion Design, Giles Colborne (New Riders)

o The Elements of User Experience: User-Cen-
tered Design for the Web, Jesse James Garrett
(New Riders)

e Designing the Obvious: A Common Sense
Approach to Web & Mobile Application
Design, Robert Hoekman (Pearson Educa-
tion/Voices that Matter)
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of a project. That subject falls outside the
scope of this book; in fact, there are shelves
of books dedicated to the topic. However,
Illustrator is extremely useful for this part of
the process. From information architecture to
interaction design to visual design, you can
efficiently use one tool for the job so that you
don't have to start all over again as you move
through the process.

While you can certainly utilize Illustrator’s
comprehensive text-editing features for

any upfront documentation, | focus on the
visual deliverables of the planning process in
this section.

Designing the Moment: Web Interface
Design Concepts in Action, Robert Hoekman
(New Riders)

Don'’t Make Me Think: A Common Sense
Approach to Web Usability, Steve Krug
(New Riders)

The Design of Everyday Things, Donald A.
Norman (Basic Books)

Designing for Interaction: Creating Smart
Applications and Clever Devices, Dan Saffer
(New Riders)

Designing Interfaces: Patterns for Effective
Interaction Design, Jenifer Tidwell (O'Reilly)



landing page

Creating a Site Map

One of the beginning steps in the process

of creating a good user experience is that of

information architecture. The Information B i e
Architecture Institute (www.iainstitute.org)

defines information architecture as “the art |

and science of organizing and labeling web- profile view contact finder
sites, intranets, online communities and soft- |
ware to support usability.” Basically, the task

of the information architect is to provide a 7.1 Assite map with style

means of organizing content with the proper

context so that the user can easily find the

right information.

One of the tools you'll use to do this is a site
map. This is a diagram of the site structure
used as a map of all the content on the site.
While there are other tools dedicated to the
task of building site maps, simple site maps
can be created right inside lllustrator. In fact,
you can include your site map in the same
doc you use for the rest of the project, mak-
ing it convenient to refer to while designing.

Before you create the site map, you should
have a concrete plan for the content con-
tained in the application. You'll then organize
that content into logical sections. You can
use plain rectangles, ellipses, or other shapes
to represent the pages in the app, or you

can add a little style to the diagram (7.1). In
this exercise, you'll learn how to use graphic
styles to speed up the creation of a simple
site map.

1. Choose File > New (88N/Ctrl+N) to create
a new document. Select the Web profile
and choose the 1024x768 artboard size.
Then click OK.
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2. Choose View > Smart Guides (38U/Ctrl+U)
to turn on Smart Guides. If there is already
a check mark next to the menu item (7.2),
you can skip this step.

Using Smart Guides will help you to
keep your site map elements lined up
neatly and will aid in the creation of
connector lines.

3. Select the Type tool T, (T) and click once
to create a point type object, and then
type Landing Page on the artboard.

4. Inthe Control panel at the top of the
screen, select the Align Center button (7.3)
to change the text alignment.

Creating a Dynamic Page Symbol

Now that you have the first page of the
application represented with text, you'll

add a page symbol. A site map uses objects
called symbols (not to be confused with an
[llustrator symbol) to represent a page, group
of pages, or bits of programming logic. What
makes it dynamic is that the element itself
will resize based on the text inside of it. You'll
save this element as a graphic style that can
be used for the rest of the site map.

1. Click the text with the Selection tool
k (V) to select it. Remove its fill by
choosing the None swatch in the
Swatches panel (7.4).
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Window Help

Qutline EY

Owverprint Preview Y

Pixel Preview oY
0 t

Hide Gradient Annotator ~_3G

Show Live Paint Gaps

Guides [

+ Smart Guides

Perspective Grid *

Show Grid %'

Snap to Grid {3’
v Snap to Point hu-

New View...

Edit Views...

7.2 Smart Guides can be toggled in the View menu.

7.3 The Align Center button

ﬁ

7.4 (Clicking the None swatch will remove the fill from
the text.



2.

In the Appearance panel, click the Add
New Fill button @ at the bottom of the
panel twice to add two new fills to the
appearance stack.

The top fill in this stack will provide the
color for the text, while the bottom one
will be converted to a rectangle.

Click the bottom fill in the appearance
stack (7.5) and choose Effect > Convert to
Shape > Rectangle.

In the Shape Options dialog box, choose
Relative for the size, and enter 18 px and
9 px in the Extra Width and Extra Height
fields, respectively (7.6). Then click OK.

Choosing Relative will allow the rectangle
to automatically resize to fit any text
entered in the page icon. This is the key
element of this exercise.

ﬁ

IE Type

® v Rl W

® » fil. -] N

Characters

; ‘ Opacity: Default

O = f, @ 8w

7.5 Select the bottom fill to convert it to a shape.

Shape Options

Shape: | Rectangle | »

r Options
Size: () Absolute (®) Relative

Extra Width: [3118) |
Extra Height:

¥ Preview | Cancel H oK |

7.6 Choosing the Relative size option allows you to specify
how much space to add around the text.
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5. With the bottom fill still selected, change
the color to white from the fill's Color
pop-up (7.7).

6. Click the Stroke layer in the Appearance
panel. Change the stroke to 1 px, and
then choose Effect > Convert to Shape >
Rectangle. Use the same settings as in
step 4.

7. Choose New Graphic Style from the
Graphic Style panel menu (Window >
Graphic Styles) and name the new
style Page.

You now have a dynamic page symbol (7.8)
to use throughout the site map. It is dynamic
in that the box will automatically resize to fit
any text within it.

TIP You can change the stroke units to pixels in the Prefer-
ences dialog box. You can access this setting directly by
using the keyboard shortcut 88, (comma)/Ctrl+, (comma).
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ﬁ

E Type

® v Suoke:

®

Opacity: Default

v Fill:

o @

Opacity: Default

7.7 Change the bottom fill color to white.

Landing Page

7.8 This page indicator will resize automatically as new text

is entered.




Landing Page

Signin

Home Page

‘ Favorites ‘ ‘ Archive ‘ | Wish List | ‘ Account ‘ ‘ Personal Information ‘ ‘ Settings ‘

7.9 The site map before connector lines are added

Organize Pages

Once you have the page indicator to repre- La nd | N g Pa ge

sent a page in the application, you can fill out
the rest of the map to match 7.9. All you need
to dois type the name of each page of the
site, apply the graphic style you created in
the previous section, and then arrange each
indicator to match the desired structure. Use
the alignment tools (covered at the begin-
ning of Chapter 4) to align and space them
perfectly. When you have finished, use the . .
Line Segment tool /, (\) to draw connec- S | g ninN
tor lines to show the relationships between
each page.

1. Select the Line Segment tool (\).

2. Hover your mouse near the bottom- 7.10 Smart Guides show the center of the nearest object.
center of the Landing Page icon. The
Smart Guides will highlight when you
have reached the center point of the
box (7.10).
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| Landing Page |
IEnin
CollectiL ’_Crew_| Ii:ﬁle

‘ Favorites H Archive H Wish List | ‘ Account H Personal Information H Settings ‘

7.12 The finished site map

3. Click and drag to create the segment. The
Smart Guide will constrain the segment to

the vertical axis and automatically snap to La n d | n g Pa ge

the next symbol (7.11).

4. Repeat the steps to create all the connec-
tor lines (7.12).

Creating a site map is as simple as that. As
you edit the text within the page symbols,
the box grows or shrinks to fit automatically.
You can change the Page graphic style to edit Dt
the design at any time.

Signin

NOTE See Chapter 5 to learn how to create and edit
graphic styles.

7.11 The Smart Guide constrains the new line segment
and shows its distance and angle.
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Firefly Artists/Sam Monella

Welcome, Lisa (sign out) - Settings

Active Images + Add Image

Edit Del Edit Del Edit Del Edit Del

Edit Del Edit Del Edit Del Edit Del

Edit Del Edit Del Edit Del Edit Del

Edit Del Edit Del Edit Del Edit Del

Info Bio

Contact (edit)
12345 S 300 W
Salt Lake City, UT 84020
(801) 555-2989
sam.monella@email.com
http://www.sammonella.com

Business (edit)
Rate: $150/hr
Commission: 15%

Inactive Images

Element Artist Rep CMS ©2007 Detour Design. All rights reserved.

7.13 The "Plain Jane" wireframe style

Creating Wireframes

Another step in the user experience design
process is the creation of wireframes. Wire-
framing takes the information learned from
content strategy, information architecture,
user research, and functional analysis to
begin the process of structuring a design.
Wireframes are used to determine layout, fea-
ture placement, and design patterns, and are
usually a rough representation of the final
product. They are typically devoid of style so
as to not distract from making sure that the
structure and content are correct.

Several different wireframe styles are com-
monly used today. | have dubbed these the
plain jane (7.13), gray box (7.14), and sketch
styles (7.15).
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Firefly Artists/Sam Monella/Edit Images

Welcome, Lisa (sign out) - Settings

<< Previous Image

Client: XYZ Inc.

Piece title: In Bloom
Notes: Featured in Society of
Tllustrators 2006

Edit Delete

7.14 The "Gray Box" wireframe style

While the styles themselves are fairly dif-
ferent, there are some conventions | like

to follow when creating wireframe elements
in lllustrator:

¢ Don’t worry about typography, but do
worry about visual hierarchy. Use only
one typeface while wireframing, but do
use different sizes. In fact, the closer you
can get to the sizes to be used in the final
design, the less fiddling you'll have to
do when converting your wireframes
to final artwork.

Use photo indication, not actual photos.
This keeps your file light and fast. The
rough representation also keeps the focus
on the content and structure of the page,
rather than on the photography.
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Browser File Edit  View History  Bookmark Window  Help [o}
[ N N ] Website

4pr I httpdwwwwebsite.com ’T@ J

Collection Favorites Archive All Wish List
@ Add acar to your collection

Collection
Crew

Profile

Collactor23 added you to his craw. Image Title Image Title Image Title Image Title

Collector345 wants to make a trade.

An item on your wishlist is available.

Popular Colleotars

Image Title Image Title Image Title Image Title

Image Title Image Title Image Title Image Title

7.15 The "Sketch” wireframe style

¢ Don't worry too much about the pixel grid.
You can always tighten up the layout once
you get to the final mockup stage.

¢ Use graphic styles and symbols in
your wireframes. This is helpful for two
reasons. First, if you create symbols and
graphic styles of your wireframe elements,
you won't have to recreate them every
time you start a new project. Second, with
symbols, you can use sublayers (layers
within layers) to keep both the wireframe
element and the final element in the
same symbol.
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If you work with a team to create software,
you'll learn that communicating with your
team about how your design works will
make developing the application much
smoother. As a designer, you probably have a
lot of this information in your head. However,
if you don’t communicate that information to
your developers, there will be a lot of ques-
tions down the road. What follows are a few
different methods for communicating your
design intentions.

Visualizing Interactions
with Storyboards

As you design a user interface, it's important
to think about how the user will interact with
the features you are creating. It's even more
important to let your development team
know how those interactions work as they
develop those features. While sitting with
your team and explaining your ideas to them
in detail might work, it's better to clearly
communicate the ideas to them in a way that
they can visualize what you need.

If you are adept at creating clickable pro-
totypes, you can probably skip this section,
because | feel that's the best way to show
how features and interactions are designed
to work. But if that option is outside your skill
set or job description, you'll need a way to
communicate your intent. Storyboards are a
great way to show step-by-step how a fea-
ture is designed to work.
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Creating low-fidelity storyboards at the
beginning is a quick way to get your ideas
out of your head to see whether they work
the way you envision them. This method
uses sketches in frames to represent each
step of the interaction. You'll use this method
to sketch out how adding a car to your col-
lection in Wheelr might work.

Since this is primarily a sketching exercise,
why include it here? You can use Illustrator to
create the template for your storyboards and
then bring your sketches back into lllustra-
tor for archiving. To complete this exercise,

| created a storyboard template for you to
use. To download this template, go to www.
peachpit.com/UlwithAl/ch7/storyboard.ai.

As you open this file, you'll see that it has
storyboards for a browser, tablet, and smart-
phone, each on a separate layer. To use a
certain storyboard, show its layer and hide
the others. For this exercise, you'll use the
browser layer.

NOTE In case you jumped into the book at this point,
Wheelr is an example web application that was mocked
up in Chapters 4, 5, and 6.

NOTE You can find out more about how to work with
layers in Chapter 5.


www.peachpit.com/UIwithAI/ch7/storyboard.ai
www.peachpit.com/UIwithAI/ch7/storyboard.ai

7.16 Sketch your storyboard ideas on the template.

1. Print the storyboard file and use as many
panels as you need to sketch out the
interaction (7.16).

2. There are many ways to get your sketches
into lllustrator. One way is to use the
camera on your phone to capture the
sketches and send them to your desktop
via email or a cloud service. You can also
use a scanner to capture the images.

3. Using your preferred photo editor, crop
each image to the size of the sketch,
eliminating any of the printed matter.
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7.17 Scan, edit, and place your sketches in the digital storyboard for presentation and archival purposes.

4. Backin lllustrator, choose File > Place for
each image and use the Scale tool &7, (S)
or the Free Transform tool K (E) to size and
position each sketch within its respective
panel (7.17).

5. Press 384S/Ctrl+Shift+S to save your
storyboard to a new file.

Once you have the interactions worked out,
you can create the high-fidelity storyboards
in lllustrator using wireframes.
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Set Up the Storyboard

To document how the interaction works,
you'll use multiple artboards, one for

each state. To complete this exercise, down-
load and open the wireframe file at www.
peachpit.com/UlwithAl/ch7/add-car.ai. This
file has the first artboard in the interaction
sequence already completed. It also contains
all the symbols and graphic styles necessary
to build the sequence.

1. Using the Artboards panel, duplicate the
current artboard by dragging it to the
New Artboard icon & at the bottom of
the panel (7.18).

2. Double-click the artboard name in the
panel and rename the artboard add car
popover.

NOTE | used the font Marker Felt for the wireframe. If
you don't have this font, you'll get a warning message
when you open the file. Click Open to ignore this warn-
ing. You can use any informal-looking font from your
font list instead.

Create the Popover Interaction

Now, you'll create the first interaction state in
this sequence, which is a popover for adding
a new car image to the collection:

1. Create a new layer in the Layers panel
(Window > Layers). Double-click the
name and rename it add car popover.

2. Select the new layer you just created and
drag it above the Content layer (7.19).

ﬁ

1 |a|‘ld car

1 Artboard

7.18 Drag the artboard to the New Artboard icon to
duplicate it.

@ | | | || add car popaver 0
= |- » [ | selections £y o
- 3 E content el I
®| [ » [ §sidebar o
= '| 3 :‘ header 9]
= |I| 3 j chrome o
= |I| 3 E' background o
7 Layers O Y\ @ & .

7.19 Drag layers to rearrange their stacking order.
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Collection Favorites

Archive Wish List

@ Add a ear to your collection _;\f_

Image Title

]
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7.20 The popover symbol dragged into place

3. From the Symbols panel (Window > Sym-
bols), drag the popover symbol onto the
artboard (7.20).

4. With the Type tool (T), click once in the
popover and type Add a Car to Your Collec-
tion (7.21). Format the type to your liking
and then press Escape to leave text-
editing mode.
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5. Click within the left button on the pop-
over and type Cancel. Press Escape and
then click within the bounds of the pop-
over’s right button and type Add (7.22).

6. With the Rectangle tool E, (M), click in
the popover and create a 355 px wide by
180 px tall rectangle (7.23). This will be the
drop zone for images to be uploaded.

7. With the Brushes panel (Window >
Brushes), click the Charcoal - Pencil
brush to add a sketchy outline to the
rectangle (7.24).

. [
A Add a Car to Your Collection
%
\
i be
A
[ Cancel Add N
1 7 ~ (| 7 ~ T /

7.22 Adding text to the buttons

Add a Car to Your Collection

N |

l Cancel

1 7 N 1 7

7.23 Adding the drop zone rectangle

=

-
-

Brushes !

4
[

Basic

------------

7.24 The Charcoal-Pencil brush is the key element of the
sketchy wireframe style.

7: WORKING SMARTER

195



8. To give the rectangle a fill, double-click Color Picker

the Fill indicator in the Tools panel and petoen
type e2e2e2 in the hexadecimal color
field (7.25).

E

J

®fo |

Os [oc ]
O 35|
Orfzs ] el ]
o -
On oz vis ]

9. Select the Type tool (T) again, click once
in the rectangle, and type Drag files here

I .
from the desktop (7.26).

] Only Web Colors

7.25 Recoloring the drop zone rectangle from the Color
Picker

Add a Car to Your Collection

j Prag files here frow the desktop
fi
i b
A
(__cancel ) Add | N
i <~ TT—7 < TT

7.26 The instruction text for the drop zone
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Create the Next State

Now you'll duplicate the current artboard
to create the third state. This state will

show what it looks like once a file has been
dragged in from the desktop and the user is
about to click the Add button.

1. Using the Artboards panel, duplicate the
add car popover artboard by dragging it
to the New Artboard icon & at the bot-
tom of the panel.

2. Double-click the new artboard name in
the panel and rename the artboard drag
image to add.

3. Delete the“Drag files..." text. From the
Symbols panel (Window > Symbols), drag
the cursor click, thumbnail, text field,
horizontal rule, and icon delete symbols
into the popover. Arrange them as shown
in 7.27.

4. Select the Type tool (T) and click just
above the text field. Type Image Title.
Press Escape and then click in the text
field and type Treasure Hunts 2407 (7.28).

5. Drag the cursor click symbol onto the
Add button to make it look like it's being
clicked (7.29).

Add a ear to your collection B
N
1 | ®
j v
Y
He
n -
l Cancel ! Add L
™ 7N ™ 7w ™ 7
7.27 Adding the symbols for the dropped art
Add a car to your collection B
Image Title
| Treasure Hunts 2407 7 ® L
N
le
- |
A ‘

l Cancel

1 7 ~ 1 7
7.28 Adding the image title text

|
|

{ Add o,

T

7.29 Using a symbol to indicate a click
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Create the Final State

The final state of this interaction will show
the page with the new image added. You'll
put a label on the new image to give the user
feedback as to which one was just added.

1. Using the Artboards panel, duplicate the
drag image to add artboard by dragging it
to the New Artboard icon & at the bot-
tom of the panel.

2. Double-click the new artboard name in
the panel and rename the artboard to
image added.

3. Delete the popover from this artboard.
Click the first Image Title label (7.30) and
choose Object > Expand Appearance.

Expanding an appearance removes any
live effects from an object. Because this
text used the Transform effect to repeat
it across and down, any change made
to the text would be repeated in all the
copies. To show the user feedback for an
added image, you'll want to break that
link so you only change the filename of
the first title.

4. Select the Type tool (T) and triple-click
the first Image Title. Triple-clicking will
engage type-editing mode and select the
text simultaneously. Type Treasure Hunts
2407 (7.31).

As the final step, you'll add a snipe symbol
to the corner of the image to show that it
is new.

5. From the Symbols panel, drag the snipe
symbol onto the artboard. Position it at
the corner of the firstimage (7.32).

6. Press 8S/Ctrl+S to save your work.
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7.30 Expanding the appearance of the label

Treasure Hunts 2402 Image Title
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Treasure Hunts 2402
7.32 Adding the corner snipe

/|

magi




Adding Notes

Another way to communicate your design
intentions is by adding notes to your mock-
ups. Because of the editable nature of
artboards, you can include notes on the wire-
frame or mockup itself in a very simple way.

1. Using the storyboard wireframes you
created in the last section, navigate to
the add car artboard by selecting it in the
artboard navigator at the bottom of the
document window (7.33).

2. Click the Artboard tool & (Shift-O) and
drag the bottom of the artboard to resize
it slightly (7.34).

3. Select the Type tool (T) and drag to cre-
ate an area type box in the empty space
below the design. You can type notes in
this space relating to the design of the
screen (7.35).

1 add car
2 add car popover

3 drag to add

4 image added

[105% [»] 14 4 [g P oM

7.33 Using the artboard navigator to switch artboards
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o1 adcufrowser Flle  Edit  View History  Bookmarks  Window  Help_ Q 5
[ X X Website
1 -
4Pp I hitp:/wwwwebste.com i (Q )
Collection Favorites Archive All Wish List E
(&) Addacar to your collection %
Callection
Crew
Profile
Colletor23 added you fo his crow. Image Title Image Title Image Title Image Title
Collector345 wants to make a trade.
An item on your wishlist is available. )
o
Popular Collectors
Image Title Image Title Image Title Image Title
Image Title Image Title Image Title Image Title
O e
7.34 Making the artboard larger to accommodate notes
= Nk Nk Nk N
Image Title Image Title Image Title Image Title

e link at the top of the screento e the Add a Car popover|

7.35 Adding notes to the wireframe
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Another way to leave notes on your design
is with a virtual sticky note. Since Illustra-
tor doesn't have a built-in annotation tool,
you can create your own virtual sticky note
and save it as a scalable symbol that can be
reused as often as you need. Here's how to
create it:

1. Using the storyboard wireframes again,
select the Rectangle tool (M) and click to
create a 300 px wide by 300 px tall rect-
angle. Give the rectangle a white fill.

2. Inthe Layers panel, move the rectangle to
the content layer by dragging the colored
square to the appropriate layer (7.36).

3. With the rectangle still selected, press F8
to create a new symbol. In the dialog box,
type Sticky Note as the name and select
the 9-slice scaling option. Deselect the
Align to Pixel Grid option. Click OK (7.37).

= | m > ﬂ selections o

= | | » [-- | add car pOpOVEr Oao
= | | 3 foe] content o i
Ol Bz
= | ||T-j header o
;|_|I|T-j chrome o

= | ||-|T : background Q

7 Layers P w " ad @ g

7.36 Drag the color square to move objects between
layers.

Symbol Options

Mame: |5[il:k'y' Note |

Type: | Movie Clip | » Registraﬁnnzﬁaﬁ

[V Enable Guides for 9-Slice Scaling

[] Align to Pixel Grid

“Movie Clip® and “Craphic” are tags for
Flash import. There is no difference
between these two symbals in lllustrator.

| Cancel | | 0K

7.37 Symbol settings for the sticky note
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Adding Color

1.

Double-click the symbol in the Symbols
panel to enter isolation mode.

The first thing you'll need to do is add

color to the rectangle. Then you'll add
some stylistic touches to make it look
more realistic.

Select the rectangle and press the >
(greater than symbol) key to add a gra-
dient. In the Gradient panel (Window >
Gradient), double-click the first color
stop, change the color mode to RGB in
the panel menu, and enter d3d540 in the
hexadecimal color field (7.38).

Double-click the second color stop and
repeat step 2, except enter 3560 in the
hex color field.

Change the angle in the Angle field (7.39)
to 90 degrees.

Adding Style

Now you'll add some live effects with the
Appearance panel to give the sticky note a
more realistic look.

1.

With the rectangle selected, click the Fill
layer in the Appearance panel (Window >
Appearance).

Choose Effect > Distort & Transform >
Tweak. In the dialog box, select the Abso-
lute radio button and set both the Hori-
zontal and Vertical amounts to 3 px. In the
Modify section, select only the Anchor
Points and‘In’ Control Points options (7.40).
Click OK.
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7.38 Setting the color for the first color stop
4w § |v
7.39 Adjusting the gradient angle

Tweak

r Amount

3 px

Horizontal: £}

Vertical: =)

O Relative (=) Absolute

~ Modify
™ Anchor Points
¥ 'In' Control Points

[]'out’ Control Points

[V Preview Cancel | | oK

7.40 Setting the Tweak parameters for the sticky note



You should end up with a rectangle that
is slightly tweaked (7.41). This looks more
realistic than a perfect square.

. Inthe Appearance panel, add another Fill N
layer by clicking Add New Fill button
at the bottom of the panel. Color this fill
black by clicking the swatch pop-up and
choosing the black swatch (7.42).

1 |
' '
' '
' i

7.41 Adding the Tweak filter adds a realistic touch to the
sticky note.

7.42 Coloring the bottom fill black
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4. Choose Effect > Distort & Transform >
Transform. Select the Preview option and
experiment with the settings until it looks
right to your eye (7.43). Click OK.

5. Change the Opacity of the bottom fill to
50% and choose Multiply from the blend
mode pop-up (7.44).

for this particular effect because itis totally randomand ~ ________._______
different every time. Experiment with the Scale and Move
settings until the shadow looks realistic to your eye.

NOTE | can't be more specific about what settings to use '
|
i

+

7.43 Adjust the Transform effect settings until the shadow
looks right.

ﬁ

lz‘ Path !

® | v Stroke:

© 1 Default

@ v Fill: []

® Tweak T

e Opacity; Default

® |v Fill:

= x

®|  Tansfom fx

= 50% Multiply
S ETRG|

® | Make Mask |
[ clip

[ tnvert Mask

[] Isalate Blending [ | Knockout Group
[] Opacity & Mask Define Knockout Shape

7.44 Adjusting transparency settings on the bottom fill
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Click the link at the top of the screen to invoke the Add a Car popover.

7.45 The finished sticky note can be used to leave notes directly on the artwork.

6. Press Escape to leave isolation mode.

You now have a resizable Sticky Note
symbol that you can use to leave annota-
tions directly on your document (7.45).
This is especially helpful if you work with
others that will access your lllustrator file.
You could create a different color sticky
note for each person that will comment
on the file.

NOTE Why not just use the Drop Shadow effect? When
striving for this type of look, canned effects are less
customizable and therefore less realistic.
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As you begin to get comfortable doing Ul
design with lllustrator, you'll start to use it
for larger projects. It's helpful to create a
style guide for a large project, as it provides
an easy way to access, document, and share
styles with your teams. One of the best ways
to do this is to create a file that contains all
of your app’s graphic elements with each of
their corresponding states. One of the ben-
efits of creating this type of guide is that it
helps you achieve consistency in your design.

You can start small and fill in the guide as you
flesh out the design. Once you have every
element completed, lllustrator allows you

to save portable libraries for color schemes,
symbols, and graphic styles, as well as char-
acter and paragraph styles. You can then
package all of these into a template you can
use when you begin a new project.

The next few sections walk you through how
to do this.

NOTE The inspiration for this style guide comes from
Yaron Schoen, who created one for a site called Kontain.
You can see what his style guide looked like by going to
http://d.pr/WYmp.
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Create Color Schemes

There are several ways to create compelling
color schemes in lllustrator. If you are an
expert at choosing coordinating colors, you
can do it the manual way by creating some
squares on the artboard and mixing colors
until you have something you like. But if
you're color-challenged, Illustrator can help
you out with a couple of unique tools.

Color Guide

The first of these tools is the Color Guide
panel (Window > Color Guide). This panel

is a robust color inspiration tool that allows
you to find and create color schemes based
on harmony rules and preset swatch libraries
(7.46). When | say robust, | mean robust. So
much, in fact, that | will only be able to cover
a small portion of what this panel can do.
Let’s try it out to create a new color scheme:

1. Open a new document (38N/Ctrl+N) and
then open the Color Guide panel by
choosing Window > Color Guide.

2. Select the Rectangle tool (M) and draw
any size rectangle on the artboard. Give
it a fill by choosing any color from the
Swatches panel (Window > Swatches).
This will allow you experiment with colors
and see the results.

3. Select the rectangle and then click a color
variation in the Color Guide panel (7.47).

The rectangle you created will be filled
with the color you clicked. Now it's time
to have some fun.

OO | [+

Shades - Tints

EH, None @ 4m

7.46 The Color Guide panel

% Color Guide

[ | |

Shades - Tints

@

HEH. None

7.47 Coloring the rectangle with a variation swatch
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4,

In the Color Guide panel, click the Base
Color button (7.48) to set this new color as
the base color for the color scheme.

You'll notice that the color variations all
change in relation to the new base color.

Click the Harmony Rules menu and select
a harmony rule. (I chose the Complemen-
tary 2 rule in 7.49.)
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% Color Guide
Shades
;o

7.48 Click the Base Color button to set a new base
color for the scheme.

& Color Guide

mw = -

}EIZ- i.;:-m--memzl
‘ Left Complement
“I.:- Right Complement

Analogous

split Complementary

Analogous 2

Monochromatic

Monochromatic 2

Shades

Triad

Triad 2

Triad 3

Tetrad

Tatrad 2

7.49 Choosing a harmony rule



Now you're looking at shades and tints of
the active color set in the color variation
pane (7.50). You can also view variations
based on Warm/Cool colors or Vivid/
Muted colors by selecting the appropri-
ate set from the panel menu. For now, go
ahead and stick with tints and shades.

6. You can select color variations based on
a preset swatch library as well. Click the
Swatch Library button BB. and choose
Nature > Landscape.

The variations adjust again, this time
creating a nice blend of cool and warm
colors. You can save these colors as a
group of swatches for use in a project.

7. To save the color group, click the Save
Color Group to Swatch panel button I
at the bottom of the Color Guide panel.

Open the Swatch panel (Window >
Swatches) to see that lllustrator has cre-
ated a group of swatches for you (7.51). You
can rename this color group by double-
clicking the folder icon and naming it in
the dialog box that appears.

You just created your first color scheme.
When you have some time, play around
with the Color Guide panel and see what
you can come up with on your own. You'll
find that it can help immensely as a tool for
color inspiration.

& Color Guide |

i W

Shades

HEH, None

@ 40

7.50 Showing tints and shades of the active colors

H. =

E E @

7.51 Color groups are indicated with a folder icon.
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Kuler [E
Kuler [ =
Another tool for color inspiration is Adobe’s
. ol s Afs) |
own Kuler plug-in. Adobe released Kuler
| Most Popular = || All Time = |

several years ago as a website where a large
community of users create, save, and share
color themes. It was such a useful tool that

Adobe integrated it as a plug-in panel within -:- Iohnny Cash Trib...

1944mustang 3

Tech Difice

[llustrator. The panel contains user-created
themes with search and filtering functions -:.
to help you find the colors you're looking for.

To open the Kuler panel, choose Window > -:|
Extensions > Kuler.

Herbs and Spice
28X Dusty Petral
oddend
PFistachio

Circus 1l

By default, the panel shows the top 10 most

popular themes of all time (7.52). You can BT W Garden swimmin..

page through these themes with the arrows Salamander

at the top of the panel. To change the sorting, 838 o
select the desired criteria from the pop-up

menus. Hovering over a theme shows meta- 7.52 The Kuler panel

data and a star rating. To add the theme as

a color group to the Swatches panel, click
the “Add selected theme to Swatches panel”
button & at the bottom of the Kuler panel.
Finally, you can upload your own color
schemes to Kuler by selecting a scheme

in your Swatches panel and clicking the
“Upload from Swatch Panel to Kuler commu-
nity” @ button at the bottom of the Kuler
panel. Your default web browser will launch
and go to http://kuleradobe.com. You'll need
to sign in with your Adobe ID before you can
save your theme
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7.53 A sample style guide

Portable Colors,
Symbols, and Styles

With a style guide in place, you can use

your colors, symbols, and styles in other
documents without having to recreate them
from scratch. You can also save your color
swatches to be used in other applications
that support the Adobe Swatch Exchange
(.ase) file format for import. To see how this
works, download the example style guide
mentioned earlier from www.peachpit.com/
UlwithAl/ch7/style-guide.ai. This file contains
a couple of color groups, a collection of sym-
bols, and graphic, character, and paragraph
styles (7.53).

NOTE To get the most out of this style guide, go to
www.fontsquirrel.com and download Trocchi, a free
web font.
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Open the Swatches panel (Window >
Swatches) to find that there are three color
groups included. To save these color groups
for use in another document, perform the
following steps:

1. From the Swatches panel menu, choose
Save Swatch Library as Al. In the Save
As dialog box, navigate to your desired
folder; give the file a memorable name

and then click Save.

2. To save the color groups for use in InDe-
sign or Photoshop, choose Save Swatch
Library as ASE from the panel menu. The
file will be saved in a format that you can
load into one of those applications.

x
X
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®
x

4
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Templates

Once you have a style guide completed, all
your graphic, character, and paragraph styles
created, and a symbol library finished, you
can create a template file that can be used

to create new documents. A new document
created from a template opens with all your
settings in place, ready for you to begin
designing. You can build as many templates
as necessary to fit the needs of your project.
Using templates can save tons of time.

To create a template based on the style guide
from the previous sections, complete the
following steps:

1. Create a new document (8N/Ctrl+N). In
the New Document dialog box, be sure
to set the doc up with settings that you'll
need when you use the template to cre-
ate a new project file.

This means that your profile, number

of artboards, artboard dimensions, and
advanced settings all get saved with the
template. Don't worry, though, you can
change it later by overwriting the old
template file with a new one.

2. Once you have all your document settings
as you like, click OK to create the new file.

Now it's time to load all your symbols,
colors, and styles. If you haven't down-
loaded the style guide file, go to www.
peachpit.com/UlwitrhAl/ch7/style-guide.ai
to grabiit.
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Load Symbols

First, you'll need to load your symbols. Before
you do that, though, open the Symbols panel
(Window > Symbols) and choose Select

All Unused from the panel menu. Click the
Delete Symbol button i at the bottom of
the panel. This removes all the default sym-
bols that ship with Illustrator, giving you a
clean slate from which to start. You'll do the
same with graphic styles and swatches.

1. Click the Symbol Libraries Menu
button I, and choose Other Library from
the menu. Navigate to where you saved
the style_guide.ai file and click Open.
A new Symbols panel opens containing
the symbols from the style guide.

2. Click the first symbol and then Shift-click
the last one to select all. Drag all the sym-
bols into the default Symbols panel (7.54).

JORJEIvD | |
VX |
=]=2
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h, 4 F R

Symbols

-| select menu

&

. B C3 o ow

7.54 Adding symbols from one file into another
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Load Graphic Styles

Second, you'll load your graphic styles. To
clear out the defaults, open the Graphic
Styles panel (Window > Graphic Styles) and
choose Select All Unused from the panel
menu. Click the Delete Graphic Style
button i to remove them.

1.

Click the Graphic Style Libraries Menu
button I, and choose Other Library
from the menu. Again, navigate to the
style_guide.ai file and click Open.

A new Graphic Styles panel opens, con-
taining the styles from that file.

Click the first style and Shift-click the last
to select all. Drag these styles into the
default Graphic Styles panel (7.55).
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7.55 Adding styles into the new document.



Load Color Swatches and Groups

Third, you'll add your colors. Clear out the
defaults by opening the Swatches panel
(Window > Swatches) and following the
steps as before. If any remain, select the
stubborn ones and click the Delete Swatch
button i .

1.

Click the Swatch Libraries Menu
button Iih.. and choose Other Library
from the menu. Navigate to the
style_guide.ai file and click Open.

A new Swatches panel will open contain-
ing the swatches from that file.

Click the folder icon at the front of each
color group and drag them to the default
Swatches panel (7.56).

Find: |

Ih. B. B O @ @

7.56 Click and drag the folder icons to add color groups to

the new file.
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Load Character and
Paragraph Styles

Finally, you'll add your text styles. This is the
easiest of the bunch, because there aren’t
any defaults to remove and you can add all
styles with a click.

1. From the Window menu, open either the
Character Styles (Window > Type > Char-
acter Styles) or Paragraph Styles (Win-
dow > Type> Paragraph Styles) panel (it
doesn’t matter which).

2. From the panel menu, choose Load All
Styles (7.57). Then navigate to the style
guide file to load the styles.

This option loads both character and
paragraph styles in one shot (7.58).

Save the Template

The last step is to save the template file by
doing the following:

1. Choose File > Save as Template.

2. Enter a name for the template and choose
a save location, then click Save.

To use this template to create a new file, all
you'll need to do is choose File > New From
Template (38 £ N/Ctrl+Shift+N) and choose
the template file from its saved location. A
quick check of the Symbols, Graphic Styles,
Swatches, and Character/Paragraph Styles
panels should confirm that everything saved
correctly. Now you can get to work!
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New Character Style...

Load Character Styles...
Load All Styles... .

Small List View
Large List View
Reset Normal Character Style

7.57 Select Load All Styles from the Character or Paragraph
panel menu...

Character Styles |

[Normal Character Style]

Title Bar H1

Headline He aragraph Styles

Table Header

Fr _[Non'rral Paragraph Style|

Left Label foc

Right Label D
L”_;ki =] .Menu Items

Light Button Text

Dark Button Text

Input Tex

Input Hint

7.58 ...and both sets of styles will be loaded into their
respective panels.



Once you've created a set of screens and/or
graphic assets, you'll need to get them out
of lllustrator. You might need to show your
screens to a client during a meeting, send

a PDF to a stakeholder for approval, or slice
some images for your dev team. With Illustra-
tor, there are a lot of options for sharing your
work, and you have a lot of flexibility in how
you can accomplish the task.

Presentation Mode

In my old Photoshop workflow, | would cre-
ate different screens and states of interaction
on various layers, all of which | would have
to show or hide as | presented. This meant

| had to spend so much time naming and
organizing layers so that | knew where every-
thing was. It was a fairly clumsy experience
for both the client and me. As | moved my
workflow to lllustrator, | followed that same
pattern at first. One day, a light came on and
| discovered the keys to presenting work
from lllustrator, a method | dubbed Presenta-
tion mode.

Presentation mode consists of two key ele-
ments to work properly:

e Creating screens and interaction states
on separate artboards instead of
separate layers

e Making full use of Full Screen mode

To see how this works, open the add-car.ai
file you worked on earlier in the chapter. This
file has four screens in sequence to preview
an interaction.
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Click the link at the top of the screen to invoke the Add a Car popover.

[oox Tel e[ Telem] Selection »

7.59 Presentation mode

Once you have the file open, all you'll need

to dois select Full Screen mode from the
Change Screen Modes button L] at the
bottom of the Tools panel. The window will
stretch to fill the screen, all panels will be hid-
den, and you'll be left with the artboard navi-
gator and scroll bars (7.59). Once in this mode,
you can use the next and previous buttons in
the artboard navigator to step through your
screens in sequence.
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NOTE If you started reading here, you can download
the finished file by going to www.peachpit.com/
UlwithAl/ch7/add-car-final.ai.ai.

NOTE If you have a large display, the artboards will

fill the screen as you step through them. While this is
annoying, you can quickly press 881/Ctrl+1 to zoom to
100%. This doesn’t usually happen when displaying your
work on a projector, as projector resolutions tend to be
lower than desktop displays.
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7.60 In Presentation mode, bump your mouse to the edge 7.61 ...to temporarily expand the panels.
of the screen...

If you need to access any of the panels while
in Presentation mode, you can drag your
mouse to the edge of the screen (7.60) and
they will slide into view (7.61). Move your
mouse away from the edge and they will
slide back out. If you need to show them

for an extended period of time, press Tab to
toggle panel visibility.
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Exporting to Other Formats

Another way to get your artwork out of
Illustrator is to export (File > Export) to one
of the various supported file formats. You can
export a single artboard, a specified range, or
all at once. lllustrator exports to several for-
mats, but the ones most useful for Ul design
are as follows:

e PNG: PNGs are great for images that
have large areas of flat color. They are a
good alternative to the older GIF format.
PNGs support 8-bit transparency like a
GIF, but also offer 24-bit alpha transpar-
ency for smooth gradations in transparent
areas. PNG employs lossless compression,
meaning that it can compress your file
without losing any data. PNG files sup-
port only the RGB color space, so don't
use this format if you need to export any
CMYK images.

¢ Flash: The Flash exporter allows you to

create animations in the Flash SWF format.

This can be a great tool for visualizing
interactions and previewing how CSS
animations might work in the browser.

e JPEG: JPEGs are best for photographic
images. JPEG offers lossy compression,
meaning it discards file data to create the
smallest possible file size. This can create
artifacts in your images. The more compres-
sion you choose, the more artifacts you get.

¢ Photoshop: The Photoshop exporter
allows you to save your lllustrator files
to Photoshop with layers and editable
text. This works well if you need to shuttle
graphics back and forth without losing
editing flexibility.
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TIP When exporting multiple artboards, lllustrator uses
the filename plus the artboard name for the name of the
exported file. If you don't want to end up with names like

“untitled08-01.jpg, be sure to save your lllustrator file first

and then give all your artboards meaningful names.



Saving PDFs

If you need to save your lllustrator artboards
in a cross platform-compatible vector format,
look no further than the Portable Document
Format (PDF). PDFs can be viewed by just
about anybody, and they don't suffer from
any loss of quality like a bitmap file would.
Additionally, you can save multiple artboards
to a single PDF file, which makes sharing
large projects super easy. After presentation
mode, PDFs are the best way | have found to
share screens with clients for the purpose of
reviewing work.

To save an lllustrator file as a PDF, perform
the following steps:

1. Create a new file (8N/Ctrl+N) with 10
artboards.

2. Choose File > Save As (384 S/Ctrl+Shift+S).

Choose PDF from the Format pop-up at
the bottom of the dialog box.

Under the Format pop-up, there is an
option to save all artboards or save a
range. Selecting the All radio button will
do just as it says, while clicking Range will
allow you to specify any number of art-
boards to save (7.62).

Here are some examples:

e Entering 7 will save only artboard
number 1 as a PDF.

e Entering 7-4 will save artboards 1
through 4.

e Entering 1, 3-5, 7, 9-10 will save all but
artboards 2, 6, and 8.

Format: | Adobe PDF (pdf)

v Use Artboards (Al (®)Range: 1

7.62 Choosing the PDF format and range of artboards
to save
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3. Clicking Save will move to the next step in
the process, which allows you to specify
PDF options.

The majority of these options are for doc-
uments destined for printing, so there is a
lot that you won't use in this dialog box.

4. If you're saving this file for sending to a
client, you can clear all the checkboxes
under the Options section (7.63). Other-
wise, you can leave each of these options
at the default. Click Save PDF to complete
the process.

Save for Web

Finally, you can save individual graph-

ics in your lllustrator file as separate files
with the Save for Web command (84=eS/
Ctrl+Shift+Alt+S). In order to do this, you'll
need to first create the boundaries for each
exported file with the Slice tool =7, (Shift-K).
This tool creates slices that are recognized
by the Save for Web command as a separate
image and will save each slice to its own file.
Each slice can have its own format and com-
pression properties.

To learn how to use this command, go to
www.peachpit.com/UlwithAl/ch7/slices.ai to
download and open the example file. Once
you have the file open in lllustrator, do one of
the following:

e Select the Slice tool in the Tools panel and
drag a box around one of the icons. You
can zoom in for more precision if neces-
sary (7.64).

This method allows you to create a precise
slice that is independent of the artwork. The
slice can be selected, moved, and deleted
without affecting the underlying art.
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r Options
[ Preserve lllustrator Editing Capabilities
[ Embed Page Thumbnails

[[] Optimize for Fast Web View

[[] view PDF after Saving

[] Create Acrobat Layers from Top-Level Layers

7.63 Clear all Options checkboxes for a smaller PDF file.

A

7.64 Creating a slice with the Slice tool


www.peachpit.com/UIwithAI/ch7/slices.ai

s2Ps

7.65 Creating a slice from a selection

7.66 The Save for Web dialog box

e Select one or more icons and choose
Object > Slice > Create from Selection.

This method creates a slice around the
boundaries of your selection (7.65).

e Select one or more icons and choose
Object > Slice > Make.

This method creates user slices, which
are tied to the underlying artwork. If the

artwork dimensions change, the slice
automatically adjusts to fit. To remove a
user slice, select the object and choose
Object > Slice > Release.

Once you have your slices created, choose
File > Save for Web. A large dialog box
appears with your sliced artwork in the
middle (7.66). Each slice is designated by
a number.
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Before you click Save, do the following:

1.

Choose the Slice Select tool i (K)
and double-click each slice to give it a
name (7.67).

The name you enter in the dialog box will
be the name of the exported artwork. If
you don’t name your slices, lllustrator will
name them for you. That’s not necessarily
a good thing.

Click each icon in turn and choose an
export format in the Preset section (7.68).

Each slice can have its own individual set-
tings for complete optimization.

Select which slices to export from the
Export menu (7.69).

Choosing All Slices will export every-
thing, including slices that lllustrator
automatically creates between your
artwork. Choosing User Slices will export
only slices you created with Object >
Slices > Make. Choosing Selected Slices
will export only slices you explicitly have
selected in the Save for Web dialog box.

Click Done to save your settings and
return without exporting anything, or
click Save to export your selections.

If you click Done, your Save for Web set-
ting will be saved with the file, allowing
you to come back any time and export
your artwork.
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7.68 Choosing an export format for a slice
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7.69 Choosing which slices to export



In this book, you've learned which tools work
best for Ul design; explored color, typogra-
phy, and layout; and created a sample user
interface using graphic styles and symbols.
You've also learned how to use lllustrator to
help you plan, communicate your efforts,
and share your work effectively. With these
tools, you're ready to start tackling Ul design
at a higher level.

I hope I've helped you to see that lllustrator
can be a viable tool for Ul design, and that
you find ways to build on this knowledge
and become an lllustrator expert yourself.
One last tip: spend some quality time playing
with all the tools and features of Illustrator.
As you explore the interface, you'll find new
ways to use tools and techniques to help you
become a power user, going beyond the tips
and techniques I've shown you here. Be sure
to share what you learn with your friends,
coworkers, Twitter followers, and Facebook
friends. If you have any comments, feedback,
or just want to share, feel free to contact

me at rick@rickmoore.me and on Twitter
@rmmixd. Keep track of the latest informa-
tion and updates for the book on Twitter,
#UlwithAl.

TABLE 7.1 Keyboard Shortcuts in This Chapter

MAC

Toggle 8U
Smart Guides

New File 38N
Save As ¥4S
Save for Web 384=ES

Unit 88, (comma)
Preferences

PC

Ctrl+U

Ctrl+N
Ctrl+Shift+S
Ctrl+Shift+Alt+S

Ctrl+, (comma)
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A

Actual Size keyboard shortcut 63
Add Anchor Pointtool  21-22
Adobe Flash, exporting artworkto 220
Adobe lllustrator
versus Photoshop
canvases versus artboards 51
color settings 45
effects  142-144
pixel preview 49
vector- versus raster-based graphics ~ 2-3

Adobe InDesign, Adobe Swatch Exchange
format 211

Adobe Photoshop
Adobe Swatch Exchange format 211
Effect menu

Document Raster Effects Settings (DRES)

144, 154-157
list of effects 143
using  150-153
exporting artworkto 220
versus lllustrator
canvases versus artboards 51
color settings 45
effects  142-144
pixel preview 49
images, editing before placing in
lllustrator 172
raster-based applications 2
Adobe Swatch Exchange format 211
alignment
Align panel
keyboard shortcut 103
options  69-70
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to artboard 70,76
Distribute Spacing option 69
with guides 66
to key objects 70
to objects 72
to pixel grids 50, 82-84
pointtype 96
to selections 70
Smart Guides 72
anchor/path labels 72
basics 71
keyboard shortcut 71,225
strokes

within objects  91-92

tooutside 92

tools 69
anchor/path labels, Smart Guides 72
anti-aliasing  4-5

Character panel  94-95
pixel-precise drawing 80

type 94

typography advancement  4-5

Appearance panel/attributes  114.

See also color/color tools; Effect menu
(Ilustrator)

basics 106

Clear Appearance 158

definition 8

fills/strokes  91-92, 107-108, 115
keyboard shortcut 106

Mixed Objects 147

Opacity settings  110-111,116, 118
Path layer 109
Swatches panel 108



Application frame  45-46
Arch Warp effect (lllustrator)  115-116
areatype  97-98
Area Type options 98
versus pointtype 96
using  97-98
wrapping text  164-167
AreaType tool 25
artboards  47-48
aligningto 70,76
applying grids to multiple 79
Artboard tool
basics 52
keyboard shortcut 30, 63
Artboards panel 54
Control panel 53
creating  51-52
from Control panel 53
from existing objects 56
from New Artboard button 79
duplicating 55,123
exporting to

Flash 220
JPEGs 220
Photoshop 220
PNGs 220

Presentation mode  217-219
moving  58-59

with artwork 55, 60
naming 57
navigating multiple  61-62
rearranging 60
saving

as PDFs  221-222

forweb  222-224

Artistic effects (Photoshop), Film Grain
143,150-151

B

Blur effects (Photoshop) 143

Gaussian Blur 154,157
Boulton, Mark 74
bounding boxes keyboard shortcut 16
Bring to Front keyboard shortcut 167,177
Brush Strokes effect (Photoshop) 143

C

Change Screen Mode tool 32
Character panel/styles
anti-aliasing modes  94-95
style guides
creating templates from 216
using in other documents 211
styles, creating  100-101
tools  6-7
Tracking field 128
underlining 98
CMYK color mode 49
Colborne, Giles 180
Color Guide panel 6
Color Settings
basics  44-45
keyboard shortcut 63
color/color tools
Appearance panel
Color panel 108,114
Color Picker/color options ~ 107-108, 110
CMYK 49
color groups
saving in style guides 211
templates from 215
color schemes 7
Color Settings
basics  44-45
keyboard shortcut 63

INDEX
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color/color tools (continued)

Edit Colors menu 176
Eyedropper tool 29

keyboard shortcut 41

sampling color 99
Fill and Stroke tools 29, 41
Gradient tool  27-28, 41
RGB color mode 49

Web SafeRGB 111
sampling 29, 41,99
swatches 7

templates from color swatches and
groups 215

typography 4,6

workspace organization  46-47
construction guides 73
Control panel basics ~ 34-35
Convert Anchor Point tool ~ 21-22
Convert to Shape effect (lllustrator) 143
coordinates  85-87
Copy keyboard shortcut 103
Crisp setting, anti-aliasing options 95
Crop Marks effect (lllustrator) 143

CSS (cascading style sheets) and lllustrator
effects  107-108,113

Cut command
basics 79
keyboard shortcut 103

D

Delete Anchor Pointtool ~ 21-22
Deselect keyboard shortcut 19, 158
The Design of Everyday Things 180

Designing for Interaction: Creating Smart
Applications and Clever Devices 180

Designing Interfaces: Patterns for Effective
Interaction Design 180
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Designing the Moment: Web Interface Design
Conceptsin Action 180

Designing the Obvious: A Common Sense Approach

to Web & Mobile Application Design 180

developers and communication, with
storyboards  190-198

adding color and style  202-205
inserting notes  199-201

Direct Selection tool
basics 17
gridlines 78
keyboard shortcut 41

Distort & Transform effects (lllustrator) 143
Transform  115-116, 159-161

Distort effect (Photoshop) 143

Distribute Spacing alignment option 69

Document Raster Effects Settings (DRES)
144,154-157

documents
new
basics 49
keyboard shortcut 63
profiles
savingnew 50
Web and Print 49

Don’t Make Me Think: A Common Sense Approach to

Web Usability 180
Draw Behind mode 31
Draw Inside mode 31
Draw Normal mode 31
Drawing modes
basics 31
keyboard shortcut 41
drawing tools
Add Anchor Point  21-22
Convert Anchor Point ~ 21-22
Delete Anchor Point ~ 21-22



Ellipse

basics 23

keyboard shortcut 41
Line Segment

basics 23

keyboard shortcut 41
Smart Guides  185-186
Pen

basics  20-22
construction guides 73
keyboard shortcut 41
Polygon  23-24
Rectangle

basics  23-24
keyboard shortcut 41
rounded corners 109
Star  23-24

DRES (Document Raster Effects Settings)
144, 154-157

Drop Shadow Stylize effect (lllustrator)
112-113, 144, 146-147

dummytext 164

E

Effect Gallery (Photoshop) 143,152

Effect menu (lllustrator). See also Effect menu
(Photoshop)

3D 143
Convertto Shape 143
Crop Marks 143
CSS (cascading style sheets)  107-108, 113
Distort & Transform 143

Transform  115-116, 159-161
lllustrator versus Photoshop ~ 142-144
Path 143
Pathfinder 143
Rasterize 143, 155-157

Stylize 143
Drop Shadow  112-113, 144, 146-147
Feather 144
Inner Glow  110-111, 113, 144, 149-150
Outer Glow 144
Round Corners  109-110, 146
SVGFilters 143
viewing effects in Outline mode 112
Warp 143
Arch  115-116

Effect menu (Photoshop). See also Effect menu
(Illustrator)

Artistic, Film Grain 143, 150-151
Blur 143

Gaussian Blur 154,157
Brush Strokes 143
Distort 143

DRES (Document Raster Effects
Settings) 144, 154-157

Effect Gallery 143,152
Illustrator versus Photoshop  142-144
Pixelate 143

Sketch 143
Stylize 143
Texture
Grain 143
Texturizer 143
Video 143

The Elements of User Experience: User-Centered
Design for the Web 180

Ellipse tool

basics 23

keyboard shortcut 41
ellipses and Pen tool  21-22
Eyedropper tool

basics 29

keyboard shortcut 41

sampling color 99

styling text 99

INDEX
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F keyboard shortcut 117

. repeating  160-161
Feather Stylize effect (lllustrator) 144

Fill and Stroke tools
basics 29
keyboard shortcuts 41

Film Grain Artistic effect (Photoshop)
143,150-151

Find and Replace  169-170
Flash. See Adobe Flash
fonts

FontSquirrel web site 93,127

style guides
creating templates from 216
using in other documents 211
versus symbols 119
grids
applying to multiple artboards 79
basics  74-75
creating  75-77
document-wide 82
fitting 78
resources 74

free web fonts 129

installing 127

minimal sizes and styles 97 selecting/deselecting 77

splitting pathsinto grids 76

using  94-95 .
Free Transform tool 165 Group Selection tool 18
basics 26 guides 66
adding 77

keyboard shortcut 41
9-Slice scaling 120, 124-126
Full Screen mode  32-33, 41
Full Screen with Menu Bar mode  32-33

clearing 75
converting to objects 68
creating 67
from objects 68
G showing/hiding, keyboard shortcut 64, 103

using 94,107,138
Garrett, Jesse James 180

Gaussian Blur effect (Photoshop) 154,157 H
Glitschka,Von 20

Glyphs panel 6 Hand tool

basics  30,61-62
keyboard shortcut 63
Hide/Show Guides
basics 67,94
keyboard shortcut 103
Hide/Show Rulers, keyboard shortcut 67, 103
Hide/Show Smart Guides
basics 71
keyboard shortcut 103
Hoekman, Robert 180

Gradient panel 111
Gradient tool
basics  27-28
keyboard shortcut 41
Grain Texture effect (Photoshop) 143
Graphic Styles panel/styles
additive styles 148, 158-161
creating new 117,147,159
editing 118
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lllustrator. See Adobe lllustrator
images in layout example
embedding
image processing 176
versus linking 171
173-174
image processing 176

Place command

importing
preparations 172
process  173-175
linking

automatically 173
versus embedding 171
Place command 174
preventing double compression 172
inches, measurement units
keyboard shortcut 225
preferences 44
InDesign. See Adobe InDesign

Inner Glow Stylize effect (lllustrator)  110-111,

113, 144, 149-150
iPad and iPhone, profiles in lllustrator 50
isolation mode 122
Isolate Selected Clipping Mask 149

J

JPEG file format, exporting artworkto 220

K

keyboard shortcuts
actual size 63
Align panel 69, 103
Appearance panel 106

Artboard tool 30, 52, 63
bounding boxes, showing/hiding 16
Bringto Front 167,177

Color Settings 45,63

Copy 103

Cut 79,103

Deselect 19,158

Direct Selection tool 17,41
Drawing mode 31, 41
23-24,41
Eyedropper tool 29,41

Fill and Stroke tools 29, 41
Free Transform tool 26, 41
Gradienttool 27,41

Graphic Styles panel 117
Hand tool 30, 62-63
Hide/Show Guides 67,94, 103
Hide/Show Rulers 67,103
Hide/Show Smart Guides 103
Lassotool 19,41

Line Segment tool 23, 41
Lock/Unlock Guides  67-68, 103
Magic Wand tool 18, 41

Make Guides 68, 103

New Document 49,63
Outlinemode 112

Paste 177

Pastein Place 103

Paste on All Artboards 79, 103
Pentool 20,41

Pixel Preview mode 81,83
Preferences 82,103
Rectangle tool  23-24, 41
Reflect tool 26, 41

Release Guides 68,103

Save 90,103

Save As 225

Save forWeb 225

Screen modes 31,41

Select All 19

Select All on Active Artboard 19

Ellipse tool
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keyboard shortcuts (continued)
Select menu options 19
Selection tool 16,41
SendtoBack 177

Show Hide Smart Guides 71,103
Show/Hide Guides 67,103
Show/Hide Rulers 67,103

Slicetool 30

Smart Guides 71,103

Type tool 25,41

67,103
units of measurement preferences
Zoom tool 30,61

Krug, Steve 180

Kulertool 6

Undo tool

L

Lasso tool

basics 19

keyboard shortcut 41
Layers panel/layers
130-132
creating 134

basics

information display options 133
objects

135-137
showing selected 132

moving between

layout example

applicationlogo  127-128
content area, grain textures 153
headings  99-100

flame  149-152

images

embedding 171-176
image processing 176
importing  172-175
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225

171-174
preparing for import
144-145
lining up elements 138

linking
landing pages
main contentarea 90

navigation bars 89
grain textures 153

172

navigation hierarchy with different

typefaces 129
photo/picture frames
additive styles  160-1
creating  91-92, 114~
softening shadows 1
search boxes  107-108
color options
drop shadows  112-1

fills/strokes

61
116
54

107-108, 110

13

107-108, 115

flexibility of options 113

inner glow shadows
rounded corners 109
88-89

grain textures 153

sidebars

110-111,113
-110

resolution of effects  155-157
sign-up buttons
drop shadows  146-148

rounded corners 146
symbols

basics 119
119-121
duplicating 122
122-123
versus graphic styles

creating

editing

instances 121

renaming 122

124-126
123-124

resizing
swapping

119



text
dropcaps 168
164-167
finding/replacing  169-170
162-164
165-167
simulating floats

editing

importing
resizing
166-167
typing 162

wrapping  165-168
type

anti-aliasing  94-95
areatype  96-98

attributes, duplicating with Eyedropper
tool 99

character styles
fonts  93-95,97
pointtype  96-97,99
tracking 128
underlining 98

100-101

viewing 138
Line Segment tool
basics 23
keyboard shortcut 41
Smart Guides  185-186
Linetool 92
Lipservice dummy text tool 164
Lipsum dummy text tool 164
Lockicon 132
Lock/Unlock Guides
basics 67-68

keyboard shortcuts 103

M

Magic Wand tool
basics 18

keyboard shortcut 41

Make Guides

basics 68

keyboard shortcut 103
measurement labels, Smart Guides 73
measurement units

keyboard shortcut 225

preferences 44
Microsoft Word (Windows and Mac) 162

N

navigation bars 89, 153

navigation hierarchy with different
typefaces 129

New Document
basics 49
keyboard shortcut 63

Next Object Above/Below keyboard
shortcuts 19

120, 124-126
Normal Screen mode 32
Norman, Donald A. 180

9-Slice scaling

o

Object Highlighting Smart Guide 72
objects
alignment

to artboard 70,76

with guides 66

to key objects 70
50, 82-84
to selections 70

to pixel grids

strokes to outside 92

strokes within objects ~ 91-92
167,177
artboards, creating from objects 56
attributes 8

arranging, Bring to Front

INDEX
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objects (continued)

27-29
converting guidesto 68

color or gradients

coordinates and reference points, Scale
tool 73

coordinates for pixel-precision drawing
85-87
drawing
ellipses 21
rectangles 21
editing 122
grouping 18
highlighting with Smart Guides 72
isolation mode 122, 149
layers
adding objectsto 131
135-137
showing objects selected 132

moving objects between

mirroring 26

Object Highlighting Smart Guide 72
object-based drawing model 10
reference points  85-87
16, 26
proportionally 87
16, 26, 85

scaling, coordinates and reference points 85

resizing

rotating

selecting

all instances of symbols 19

by attributes  18-19

behind other objects 17

with freeform marquee 19

individual points or line segments 17

multiple objects 17

with same graphic style 19
showing/hiding bounding boxes 16
splitting paths into grids 76
stretching 26

wrapping text  167-168
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Ordering Disorder: Grid Principles for Web,
Design 74

Outer Glow Stylize effect (lllustrator) 144
Outline mode keyboard shortcut 112

P
panels
expanding/collapsing  35-36
grouping/ungrouping  35-36
moving  36-37
tabs

changing order 37
switching between 35
Paragraph styles 6,7
saving in style guides 211
Paste in Place keyboard shortcut 103
Paste keyboard shortcut 177
Paste on All Artboards
basics 79
keyboard shortcut 103
Path effect (lllustrator) 143
Pathfinder effect (lllustrator) 143

PDF file format, saving artwork ~ 221-222
Pen tool
basics  20-22

construction guides 73

keyboard shortcut 41
photo/picture frames in layout example
160-161
91-92,114-116
softening shadows 154

additive styles
creating

Photoshop. See Adobe Photoshop

picas, measurement units
keyboard shortcut 225
preferences 44

Pixelate effect (Photoshop) 143



pixel-precision drawing 80
aligning objects to pixel grid 50, 82-84
coordinates  85-87
Pixel Preview mode

basics 49, 81

keyboard shortcut 103
reference points  85-87
Transform panel 85,87

Place command
images  173-174
textfiles 163

Plaintext 163

planning Ul design
basics 180
resources 180
site maps

basics  181-182
dynamic page symbols  182-184
organizing pages  185-187

187-189

PNG file format, exporting artworkto 220

wireframes

point type
versus area type 96
using  96-97,99
wrapping text 165
points, measurement units
keyboard shortcut 225
preferences 44
Polygon tool = 23-24
preferences
Control panel 34
document-wide grids 82
Eyedropper tool 29
keyboard shortcut 82,103
Smart Guides 71
units of measurement 44
217-219
preview mode, documents ~ 49-50

Presentation mode

Print profile 49

profiles, documents
savingnew 50
Web and Print 49

R

raster-based applications, versus vector-based
applications 2

effects, Photoshop versus lllustrator
142-144

Rasterize effect (Illustrator) 143, 155-157

DRES (Document Raster Effects
Settings) 144, 154-157

Rectangle tool

basics 23-24

keyboard shortcut 41

rounded corners 109
reference points  85-87
Reflect tool

basics 26

keyboard shortcut 41
Release Guides

basics 68

keyboard shortcut 103
replacing text. See Find and Replace
resolution in effects, Photoshop

Document Raster Effects Settings
(DRES)  154-157

versus lllustrator 144
RGB color mode 49

Web SafeRGB 111
Rotate tool 26,73

Round Corners Stylize effect (lllustrator)
109-110, 146

RTF (Rich Text Format) 163
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236

S

Saffer,Dan 180
Save As keyboard shortcut 225
Save for Web
basics  222-224
keyboard shortcut 225
Save keyboard shortcut 103
Save Swatch Libraryas Al 211
Save Swatch Library as ASE 211
Scaletool  73,128,192,204
screen modes
basics  32-33
keyboard shortcut 41
search boxes  107-108
color options  107-108, 110
drop shadows  112-113
fills/strokes ~ 107-108, 115
flexibility of options 113
inner glow shadows  110-111, 113
rounded corners  109-110
selection tools
Direct Selection
basics 17
gridlines 78
keyboard shortcut 41
Group Selection 18
Lasso
basics 19
keyboard shortcut 41
Magic Wand
basics 18
keyboard shortcut 41
Select All keyboard shortcut 19

Select All on Active Artboard keyboard
shortcut 19

Select menu options 19
Select Same option 19
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Selection
basics  16-17
keyboard shortcut 41
Send to Back keyboard shortcut 177
shapes

adding/removing points from stars or polygon

sides  23-24

changing star inner radius ~ 23-24

constraining to squares or circles 23

drawing from center  23-24

locking rotation angleto 0 23

repositioning on artboard 23
Sharp setting, anti-aliasing options 95
Shear tool 73,128
shortcut keys. See keyboard shortcuts
Show/Hide Guides

basics 67,94

keyboard shortcut 103

Show/Hide Rulers, keyboard shortcut 67, 103

Show/Hide Smart Guides
basics 71
keyboard shortcut 103
sidebars in layout example ~ 88-89
grain textures 153
resolution of effects  155-157

Simple and Usable Web, Mobile, and Interaction

Design 180
“Simple Steps to Designing Grid Systems”
sitemaps  181-182
organizing pages  185-186
symbols  182-184
Sketch effect (Photoshop) 143
Slice tool
keyboard shortcut 30
using 204,222
Smart Guides 10
alignment 72
anchor/path labels 72



basics 71,182
construction 73
keyboard shortcut 71,103
measurement labels 73
object highlighting 72
transform tools 73
Startool  23-24

storyboards for communication with
developers  190-198

adding color and style ~ 202-205
inserting notes  199-201
Stroke panel  91-92
Strong setting, anti-aliasing options 95
Stylize effect (Photoshop) 143
Stylize effects (lllustrator) 143
Drop Shadow  112-113, 144, 146-147
Feather 144
110-111,113, 144, 149-150
Outer Glow 144
Round Corners  109-110, 146
SVG Filters effect (lllustrator) 143
Swatches panel 95
Save Swatch Libraryas Al 211
Save Swatch Library as ASE 211
Symbol panel/symbols 9
basics 119
119-121
duplicating 122
editing  122-123
versus graphic styles 119

Inner Glow

creating

instances 121
renaming 122
124-126
saving symbols in style guides 211
swapping  123-124
Symbol panel/symbols (site map)
182-184
193-198

resizing

creating
storyboards

style libraries 206
style libraries, templates from  212-213

in wireframes 189

T

templates
character styles 216
color swatches and groups 215
graphicstyles 214
paragraph styles 216
212-213
text. See also type; typography

symbols

dropcaps 168
dummy text tools 164
editing  164-167
finding/replacing  169-170
162-164
162-163
163-164
165-167
simulating floats

importing
file formats
process
resizing
166-167
typing 162
wrapping  165-167, 165-168
with drop caps 168
with simulated floats  166-167
text formatting 6,7
Texture effects (Photoshop)
Grain 143
Texturizer 143
Texturizer effect (Photoshop) 143
3D effect (lllustrator) 143
Tidwell, Jennifer 180
Tolerance option, Magic Wand tool 18
Tools panel
floating tool panels 15
groups 14
accessing  14-15
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Transform effect (lllustrator)  115-116, 159-161 point type

transformation tools/panels versus areatype 96
Free Transform tool 26, 165 using  96-97,99
9-Slice scaling 120, 124-126 wrapping text 165
Reflect tool 26 styling with Eyedropper tool 99
Rotate tool 73 tracking 128
Scaletool 73 Type on a Path tool 25
Shear tool 73 Type tool
Smart Guides 73 AreaType options 165
Transform panel basics 25
coordinates and reference points ~ 85-87 keyboard shortcut 41
options 84 Type tool group 25
pixel alignment 84 underlining 98
type. See also text; typography typography. See also text; type
anti-aliasing ~ 94-95 anti-aliasing  4-5
areatype  96-98 color/colortools 4,6
Area Type options 98 tools 4-6
versus pointtype 96 Uldesign  4-5
using  97-98 design principles 4
wrapping text  164-167
attributes, duplicating with Eyedropper U
tool 99 .
Ul design

Character panel/styles
o advantages of Al
anti-aliasing modes  94-95
. . color and typography  4-6
style guides, creating templates

from 216
style guides, using in other

consistency  7-10
drawing and layout 10

documents 211 filesize  2-3
styles, creating 100101 scalability 3
tools 6-7 speed 2
Tracking field 128 stability 3
underlining 98 artboards, exporting
fonts  93-95,97 Flash 220
JPEGs 220

FontSquirrel web site 93,127

minimal sizes and styles 97 Photoshop 220
94-95 PNGs 220

Presentation mode  217-219

using
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artboards, saving

as PDFs  221-222
forweb  222-224
developers and communication

190-198

with storyboards, adding color and
style  202-205

with storyboards, inserting notes

with storyboards

199-201
planning
basics 180
resources 180
sitemaps  181-186
wireframes  187-189
sitemaps  181-186

style libraries/guides
Adobe Swatch Exchange format 211
basics 206
Color Guide panel  207-209
Kuler plug-in 210
in other applications 211
templates from style guides
basics 212
character styles 216
color swatches and groups 215
graphicstyles 214
paragraph styles 216

saving 216
symbols  212-213
wireframes  187-189

Undo tool keyboard shortcut 67, 103
units of measurement
keyboard shortcut 225
preferences 44

\Y

Vector Basic Training 20
vector-based applications

effects, lllustrator versus Photoshop
142-144

versus raster-based applications 2
Vertical Area Type tool 25
Vertical Type on a Path tool 25
Vertical Type tool 25
Video effect (Photoshop) 143
Vinh, Khoi 74

W

Warp effects (lllustrator) 143
Arch  115-116

Web profile 49

Web Safe RGB color mode 111

Wheelr layout example

applicationlogo  127-128
content area, grain textures 153
headings  99-100

flame  149-152

images

embedding 171-176
image processing 176
importing  172-175

linking 171-174
preparing forimport 172
144-145
lining up elements 138

landing pages

main contentarea 90
navigation bars 89
grain textures 153

navigation hierarchy with different
typefaces 129
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Wheelr layout example (continued) type

photo/picture frames anti-aliasing ~ 94-95

additive styles  160-161 areatype  96-98

creating  91-92,114-116 attributes, duplicating with Eyedropper
softening shadows 154 tool 99

search boxes  107-108 character styles  100-101

color options ~ 107-108, 110 fonts  93-95,97

drop shadows  112-113 pointtype  96-97,99
fills/strokes ~ 107-108, 115 tracking 128
flexibility of options 113 underlining 98
inner glow shadows ~ 110-111,113 viewing 138

rounded corners  109-110 workspaces

sidebars  88-89 Application frame  45-46

grain textures 153 artboards  47-48
resolution of effects  155-157 aligningto 70,76

sign-up buttons applying grids to multiple 79
drop shadows  146-148 Artboard tool 30, 52,63
rounded corners 146 Artboards panel 54

symbols Control panel 53

basics 119 creating  51-52

creating  119-121 creating from Control panel 53
duplicating 122 creating from existing objects 56
editing  122-123 creating from New Artboard button 79
versus graphic styles 119 duplicating 55

instances 121 exporting to other formats ~ 217-220
renaming 122 JPEGs 220

resizing  124-126 Photoshop 220

swapping  123-124 PNGs 220

text Presentation mode  217-219
dropcaps 168 moving  58-59

editing  164-167 naming 57

finding/replacing  169-170 navigating multiple  61-62
importing  162-164 rearranging 60

resizing  165-167 saving as PDFs or forweb ~ 221-224
simulating floats  166-167 color space organization ~ 46-47
typing 162 custom  38-40

wrapping  165-168 default 38
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Hand tool 30, 61-63 7
measurement units

keyboard shortcut 225

preferences 44

Zoom tool
basics 30

keyboard shortcut 61
screen modes

basics 32-33
keyboard shortcut 41

options 10

workspace switcher 38,40
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