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Introduction

Design and technology are intrinsically linked and have been since recordings began. Continuing on, this paper we will explore how technology has influenced design both millennia ago and to this present day as decisions made then continue to be seen. “we design our world, while our world acts back on us and designs us” (Willis, 2006).

This quote sums up my first point in looking at how technology influences design. It refers to an idea in design philosophy, known as ontological design, which has shaped my point of view on the topic. I will break the philosophy down and then carry the ideas forward applying them to historical situations in order to provide context. This will be done in chapters one and two.

Next we will look at work by previous artists to understand how the technology used during the design influenced it. This will show not only the positive effects that a certain technology can have on work but also the limitations it can impose. Chapter three will review these pros and cons of technology.

Lastly, chapter four will focus on our post digital, ultra connected world and will highlight a handful of ways technology is undermining and redefining what it is to design and be a designer in the 21st century.



Chapter one – Theoretical groundwork

There are two main theoretical and philosophical ideas which I thought permeated through this question of ‘how does technology influence design’. They are ontological design philosophy and the theory of memetics.

Part I – Ontological design

While researching this topic and developing my ideas I found a relatively new new stance in design philosophy. The idea is called ontological design and I found it was rather relevant when applied to ‘the question how does technology influence graphic design’. The philosophy, championed by author and professor of design theory Anne-Marie Willis, claims that “everything we design in turn designs us back” (Willis, 2006).

An example of this may be the smartphone. Smartphones first appeared in 2007 in their current configuration and were designed heavily for ergonomic use, that is to say ideal for easy human interaction. This is why they use touch screens for basic human intuition to touch whatever it is you wish to use. Now continuing to think of the smartphone in this fashion, today, a decade after the first smartphone was designed and produced it has had clear effects on us as humans. These well documented effects include leaving the house without your phone feeling like you still have a phone in your pocket, drawing similarities to phantom limb syndrome. But perhaps the effect that best argues evidence for this philosophy is the ‘phantom vibration syndrome’. This is a phenomenon where people believe they have felt a vibration in their pocket or against their leg when in fact no incoming call or message was received.

Robert Rosenberger, PhD, studies the impact technology has on our behaviour at the Georgia Institute of Technology. He says detecting a vibrating phone has become a habit, and the slightest muscle twitch or feeling of clothing moving could be wrongly interpreted as a phone vibration (Locke, 2016).

This is a widespread phenomenon as well, as “a study of students found around 90% of them said they felt the sensation” (Locke, 2016).

I believe this to be an example of how “everything we design in turn designs us back” (Willis, 2006). We designed this device that was then released to everyone who wished to adopt it and years later that same piece of technology precisely designed to fit our needs has begun to design us in our behaviour and habits. I also believe that this effect builds on itself over and over again as time goes on creating a feedback loop. Its also important to mention that this philosophy applies to all disciplines of design including graphic design although not mentioned in the example I have given above.

Part II – Memetic theory

The second idea that one can argue is everywhere to be found in graphic design and design on general is memetic theory. In short mimetic theory is one that proposes ideas have their own life cycle, reproductive system (us humans) and replicating entity, in life and organic systems the gene is the replicating entity however in ideas and culture the replicating entity is the meme.

The term meme was coined by Richard Dawkins in his book the, the selfish gene, where he says

We need a name for the new replicator, a noun that conveys the idea of a unit of cultural transmission, or a unit of imitation. 'Mimeme' comes from a suitable Greek root, but I want a monosyllable that sounds a bit like 'gene'. I hope my classicist friends will forgive me if I abbreviate mimeme to meme. (Dawkins, 2006)

He also gives us a good example by explaining 

Geoffrey Chaucer could not hold a conversation with a modern Englishman, even though they are linked to each other by an unbroken chain of some twenty generations of Englishmen, each of whom could speak to his immediate neighbours in the chain as a son speaks to his father (Dawkins, 2006)

to relate this to graphic design it could be said that the likes of Johannes Gutenberg could not understand design today as the principle design ideas and choices employed then may have changed and ‘evolved’. Through the non-conscious acts that the collective population of designers and printers made, choosing certain fonts, weights, layouts, etc… certain ‘memes’ reproduced through people into the designs they made while others were not strong enough to compete and survive and so fell by the wayside.

Dawkins also says “Language seems to 'evolve' by non-genetic means, and at a rate which is orders of magnitude faster than genetic evolution” (Dawkins, 2006). One can deduce from this train of thought that design and the language of all design disciplines seems to evolve by non genetic means. Connecting evolution through natural or human selection to graphic design plays into the question ‘how does technology effect graphic design’ in two ways. Firstly, by suggesting that just as genes must survive their conception, development and environment to reproduce, so too must ‘memes’. Secondly, that only designs with correct adaptations can survive in their environment.

The conception of graphic design requires research. Through research aspects or ‘memes’ from previous design is chosen to be replicated or used as inspiration in new design work. only the best ideas will be chosen based on the designer’s preferences. Moving onwards to development a certain tool or technology may be employed to help create and facilitate the design process, today this is more often than not a computer. If certain ‘memes’ found during research are easily achievable through the use of a computer, they will successfully replicate, if they are considerably harder then they are abandoned in favor of another idea. An example of this may be a designer who has finished their design can choose to assemble their design physically as a mockup, however this is considerably more energy intensive than alternatives so the designer choses instead to use a digital mockup which can be achieved much easier and faster through the computer. Then the design must survive its environment in order to reproduce, that is to say another person or designer takes aspects or ‘memes’ from the and replicates them in their work. To be successful in its environment and reproduce a design must achieve to some extent what its designer intended so other designers take note of it and chose to reproduce. For example, a design on a billboard meant to increase the sale of shoes is subjectively attractive to its consumers and as a result the sale of shoes for that company increases. Other designers take note and start to break the design down into elements they can use in their work, thus allowing the memes in the design to replicate.

Lastly, surviving to reproduce in the designs environment relies on the design being best suited to an environment. Take design for web for instance. A web graphic must follow different design ideas and principals to a poster design and those differences are an example of how the fittest ‘meme’ survives its environment. The monitors we use currently are at least 1920x1080p in resolution, have a 16:9 aspect ratio and use RGB colour space. Internet service providers and broadband have a limited bandwidth and modern CPUs can only process so much information at any point. All this means graphics made for web must be designed to certain specifications such as 72dpi and RGB colour values.

Outlined above are multiple reasons why memetics can play a large part in helping to understand exactly ‘how technology influences graphic design’.


Chapter two – Historical context

Part I – The prologue to design

To understand the influence technology has had on graphic design, we must revisit ancient history to gain an understanding of where it was exactly graphic design originated from. One great example of this, that goes back almost as far as we can record, is writing itself. In fact, we don’t often think of writing and text as graphic design but it is important to remember that the first recordings of conscious humans left behind were extremely graphical in nature. Meggs says,

the development of writing and visible language had its earliest origins in simple pictures, for a close connection exists between the drawings of pictures and the markings of writing. Both are natural ways of communicating ideas, and early people used pictures as an elementary way to record and transmit information (Meggs & Purvis, 2011).

Further more to remember that all modern scripts can trace their lineage back to these original pictorial writings. This historically links design to technology as the writings would not have been possible if not for the use of tools and methods at that time and this is true of any period in history. My point here is that design and technology are intimately linked and one is only made possible by the others existence. For instance, fire as one of the earliest forms of technology and tool use most likely allowed for the creation of writing through the use of charcoal and ash. This is a prime example of technology enabling, let alone influencing design.

These designs then acted back on us through learning and story telling. This connects the earliest designs to Willis’ philosophy of ontological design. Through these images or tales, the observer is designed and shaped by interpreting the information and reapplying it time and time again. The human designer designs, the design acts back on an observing human who then goes on to design new designs owing some aspect of their inception to the previous design. Or as we may say in more common terms learning and iteration. This would provide the ability for us humans to build on our knowledge base and advance through the ages.

Part II - Gutenberg press

The influence technology had on graphic design in the 15th century was massive. Since the creation of writing, not much had changed.

Typography is the term for printing with independent, movable and reusable bits of metal or wood, each of which has a raised letter form on one face. This dry definition belies the immense potential for human dialogue and the new horizons for graphic design that were unleashed by this extraordinary invention in the mid-1400’s (Meggs & Purvis, 2011).

Johannes Gutenberg from Germany created a machine to help increase production of bibles at a fraction of the cost in both time and money. To understand why this was so impressive initially one must first realize 

A simple two-hundred-page book required four or five months’ labour by a scribe, and the twenty-five sheepskin needed for the parchment were even more expensive than his labour ( (Meggs & Purvis, 2011).

And that “the value of a book was equal to the value of a farm or a vineyard” (Meggs & Purvis, 2011). This meant huge profits to be made, however the design eventually made its way to others which drove the cost to buy a book down. Despite it getting all the recognition, it was not just the printing press which played a role in this revolution.

As mentioned previously, the creation of a single book required the death of twenty-five sheep; sheep who had been fed and reared by farmers for years. This cost was also reflected in the value of books at the time. However, Meggs mentions “papermaking had completed its long, slow journey from china to Europe…” (Meggs & Purvis, 2011) around this period “so a plentiful substrate was available” (Meggs & Purvis, 2011). It is easy to forget that paper itself is a technology; a tool which has its own method of production. A revolution this scale in the materials used to display and print information on would be akin to a revolution which would see panels of light project coloured images into your eyes.

So the overall influence the printing press and other technologies of the time allowed for was the birth of mass produced design that by todays standards was expensive but orders of magnitude better than the methods that pre-dated it. 

writing gave humanity a means of storing, retrieving, and documenting knowledge and information that transcended time and place; typographical printing allowed the economical and multiple production of alphabet communication (Meggs & Purvis, 2011).

arguably a milestone which sets on the path to achieve the technology and institutions we have today.

Part III – Pre digital era

Again, not very much changed for a couple of centuries until the late 19th century brought about hot metal type. “setting type by hand and then redistributing it into the job case remained a slow and costly process” (Meggs & Purvis, 2011). So in response, a machine called the linotype was produced and set the type before it was sent off to the presses. “monotype and linotype both came out of the era of trying to mechanize type production for an increase in scale and an increase in speed” (graphic means). This however was still the same process of printing using presses with only the way the type was created and set changing. 

Phototypesetting on the other hand had a huge influence over graphic design in the mid 20th century.
the history of typeface design is intimately connected to technology because typefaces are designed, they’re concepts of how things look and fonts are how you deliver that design. So to make a font you have to understand the means of production, the means of how things are being printed and that’s been the nature of typographic history (Graphic Means: A History of Graphic Design Production, 2017).

what this is saying is that fonts are designed around the technology and means of production. This really showed as well during the years phototypesetting was used as many fonts were redesigned to be compatible with this new technology. Figure 1. (Mugikura, 2014) how fonts were redesigned to compensate for the way light interacts with the negatives and the ink on the photo paper. These features were called ‘traps’ and Figure 2. (Campbell-Dollaghan, 2013) shows how the film positives of Haas Unica included them ready for use in phototypesetting.

Shortly after phototypesetting made its appearance in the work place another method known as letraset appeared. In the 1960s it was adopted by masses of not only designers but also average people who could for the first time afford to buy and set type of their own. “what’s incredibly important about letraset in type history is that democratization” (Graphic Means: A History of Graphic Design Production, 2017) and this was likely the number one influence in how accessible design became before the advent of personal computers. The thing that distinguished this tool from the others is that it could be owned and used by an individual whereas past methods required expensive technology that needed teams to maintain and use it. This is clearly highlighted in Graphic Means: A History of Graphic Production (2017) when it is mentioned that “letraset was a product and photosetting was a service, and that was the main difference”. This became a trend where expensive services, requiring salaries and extra steps in the production line, were replaced by products. It began with the letraset but as computers became part of the work force it was clear they could handle these tasks. However, the biggest change was to come when these computers, only accessible to companies, became cheap enough and small enough for individuals to own.

The biggest influences upon design to come from technology in the age before personal computers and the internet was rapid democratization, made possible by innovations leading to cheaper tools and materials that could be used by individuals. That democratization is an ongoing process that may have started before computers were mainstream but has absolutely continued on until the present and has been the number one theme behind innovations in design technology. This is something that will be looked at in more detail in chapter four where we will discuss how technology effects design today.





Chapter three – Examination of relevant work

Part I – Mark Flood

Mark flood is an artist worth looking at when trying to understand ‘how technology influences graphic design’. His work is often critical of society at large but some of his work can be seen aimed at large corporations and aspects of our modern technological society.

In the first piece by Mark Flood, Figure 3. (Flood, 2014), the subject is the corporate logo of Microsoft. Its obvious to see this work is critical of the company itself and most likely aimed at a great deal of other things as well. However, what is worth focusing on in this piece is that the work closely resembles something that is replicable in armature programs and software such as Microsoft’s very own Microsoft Paint. An application that is widely known as many of us grew up playing with it as children. This is a ‘meme’ as many would say Microsoft Paint is now a cultural artifact of the digital age and this work reproduces that ‘meme’ not because its is a competitive design choice in normal situations but because it actually mocks Microsoft by likening their appearance to that of work done by a child or an armature.

The next piece of work in Figure 4. (Flood, 2014) is called ‘Apple Logo, 2013’. This is even more interesting because multiple meanings can be expressed through this one instance. Here I believe the low resolution effect is obviously referring to computer monitors and potentially a protest of our current screen culture where its reported “In the United States, people spend an average of 444 minutes every day looking at screens, or 7.4 hours” (Epstein, 2014). Simultaneously this could also be using the low resolution to draw upon another cultural artefact; dial up. When downloading data through a dial up modem, the information could become very pixelated due to low bandwidth. This visual cue, along with the iconic sound (WindowsXProfessional, 2011) are synonymous with each other and are great examples of memes because they have their own cultural significance. This meme aids Flood in his work by making a statement that the company in question, Apple, shares the same traits as this cultural phenomenon. Maybe the point he is trying to make in the comparison is a lack of speed or that they are both unnecessary today, perhaps saying there are better alternatives to them both. Lastly one can draw connection between the low resolution and modern day censorship in television and broadcast. Again the blurry nature of his design subconsciously speaks to us and allows us to come to the conclusion that this is censorship through our ability to se patterns where there may not actually be any. Censorship is implying the subject that is ‘censored’ has negative values to it and should potentially be avoided.

Part II – Joe Harrison

Joe Harrison is a designer who focuses on user experience and interaction in his designs. The work which is of interest to the question we are trying to answer is the experiment he has called ‘responsive logos’. 

‘Responsive logos’ is a project that explores how brands might adapt for todays multiple devices and screen resolutions. By applying responsive design principles to individual elements of a logo, and stripping out detail in relation to screen size, a more legible and appropriate logo can be displayed. The concept aims to move branding away from fixed, rigid guidelines into a more flexible and contextual system (Harrison, 2015)

This work is very interesting as it gives a glimpse of where technology today may steer graphic design. In the past decade the number of personal computers an individual owns and carries with them has doubled and for some tripled. Once a desktop computer was all someone owned and now people have a smartphone, laptop, tablet and maybe still own a desktop. In order for businesses to reach their audience they must have design that is compatible with all these devices simultaneously. 

Although not as radical in its ability to disrupt the norm; its not hard to see this project, shown in Figure 5-11 (Harrison, 2014), is an extension and evolution of Gutenberg’s movable type. The printing press sought to make it easier and cheaper to apply text to a page and be able to reshuffle the text base on the layout or message deemed necessary. Whereas ‘Responsive logos’ may not succeed to make it cheaper to have design respond to its surroundings and viewing format but it will most certainly make it easier to do so. Underlying this project is the theme of ‘ontological design’ as our designs in the form of the devices we carry are directing designers to reimagine how the graphical creations made previously can be better shaped for the devices themselves.
Chapter four – How digital technology influences graphic design today

Part I – The process

The first and most obvious point to acknowledge when discussing how modern technology has influenced graphic design is the reduction it has made in time and cost. Technology today allows for design to be created by a single person on a single device, and for the widespread use of images and graphics. The documentary Graphic Means: A History of Graphic Design Production (2017) explains that “this process that for centuries had been a full scale industrial endeavor… all that was done with” and that “photographs and graphics were seldom used because of the expense and time required”. It can be argued these two aspects of the design process were the most expensive. This is because in order to create the layouts for posters, publications and so on, you needed enormous teams with each person being a specialist in one field and each demanding a large salary. Photographs and graphics were rarely used because the technological means of production were very expensive and even more expensive, if not impossible to distribute on a large scale. It is easy to argue this is a good development in graphic design because good designers can now produce more for less investment in both time and money. But as we will explore later it has also brought about a decrease in the value of graphic design.

Technology has decreased the level of understanding designers have about the math and processes taken with the simple click a button. This also connects to the value of design where we will look at underappreciated technology but for now I would like to focus on how this effects the design process.

I don’t think people today realize how mathematical and detailed the whole construction of pages was and still is, its just done behind the scenes for you automatically (Graphic Means: A History of Graphic Design Production, 2017).

When a generation of graphic designers don’t understand the math and design principles, there is a real danger that that knowledge is lost to the next generation and every generation that follows. Following from that, when people don’t understand the math they are less likely to go in and play around with those preferences.

a piece of software I guess necessarily will have to start with some kind of default, pick up the text tool and you have to start with some kind of size, some kind of font, something. But it implies in this very quiet way that there is some kind of center and any choices you make after that is some step away from some kind of mythical ultimate neutrality or whatever and if you walk into a letterpress shop, there is no center to that universe (Graphic Means: A History of Graphic Design Production, 2017).

This quote suggest designers today brought up and thought using machines assume the preferences initially set have some meaning in graphic design theory where in reality they don’t. This is a worrying trend as it could signal and to an extent, some would argue, already has usher in a lack of diversity in graphic design. To link this to our underlying philosophical ideas, it is a great example of ontological design. The theory would argue the machines and software, once designed by us, are now in return shaping the latest generation of graphic designers to assume the preferences set are the absolute correct ones. Our designs and the world we have built are in turn designing us and shaping our designs.

Due to the creation of real-time feedback in the user interfaces we use, referring more specifically to screens and and software that can preview design choices made on the fly, designers can now design speculatively. Graphic designers often now stumble upon their solutions rather than actively planning out a solution. April Greiman says 

The mac was like a great liberator of not only what you could create, but your mind because it would just not do what you wanted or it had its own kind of thinking and then you would go well wait a minute actually that’s better than what I was thinking (Graphic Means: A History of Graphic Design Production, 2017).

Almost like the intention and meaning of her action was lost in translation as she communicated with the machine. Today, however, this effect is amplified as the time taken to process the actions applied to a piece of work is near instant and people often find themselves making multiple renditions at the same time to compare side by side. Purists may argue this is a sorry state of design where the machine is leading the way or co-authoring the design and there is little reason for the designer’s input. However most would probably see this as just another tool offering new abilities to the designer and granting more creativity and exploration. I believe this to be another clear example of ontological design where “everything we design in turn designs us back” (Willis, 2006).

Another influence technology is seen to be having on graphic designers recently is that it is diminishing the time we use to think about the design in question. Some will often go straight to a computer and start designing without even completing basic research and sketches of what it is they wish to design. This leads us to believe that technology is having a negative effect on design because “if you eliminate all thinking time, design really suffers” (Graphic Means: A History of Graphic Design Production, 2017). Thinking time is a necessary part of the design process as it gives direction to a project and can allow for deeper research, creating stronger links between the design and the brief, weather that be in relation to a company, brand, campaign, etc. When a work of graphic design has little or no meaning especially when commissioned by the likes of a company, then that leads to the value of the design decreasing. This is the next point to tackle in this chapter.

Part II – The value of design

Closing out this chapter, we will discus the value of graphic design today. Graphic design today is worth less to most people due primarily to the widespread use of technology. It makes it easier for people and companies to make their own designs for little investment or even for free sometimes. The unintended consequence of this is worse designs populating our world which leads to lower expectations for design.

it has been a tremendous success story in the last decades, everybody designs now, which is great, its like not everybody could write hundreds of years ago, now everybody can write. All kinds of stupid things will be written so all kinds of designs are designed (Graphic Means: A History of Graphic Design Production, 2017)

An example of this is may be seen on websites such as freelance.com or fiverr.com where clients set work and the price by having many designers from around the world compete for the job. This is the exact opposite to the way design work has been handled for centuries. Clients have always wanted design and so designers are in demand and can be compensated for there time. However due to the internet, places like this flip the demand by providing designers with a large source of clients but the price for that convenience is having to bid in order to do work. This is simply a race to the bottom where no one wins because the designer is underappreciated and the client more often than not leaves the situation with bad design. “Every extension also produces an amputation of some kind” (Graphic Means: A History of Graphic Design Production, 2017) is a great quote to show how technology in this instance has had a negative effect on design, where the extension is the internet and the amputation is a metaphor for the loss of value and meaning behind graphic design. I believe this has led to the disposability of graphic design we see today.

Lastly, technology has created a false perception in the public that good design can be created quickly, which leaves good designers who may take longer to create better value design feeling under appreciated. In business, time is money and so less time is equal to better value but design is an investment for companies and so should be seen differently.

the problem comes when clients come into this equation because clients think ah! This can be done over night or this can be done, I can ask for something and it can be back to me the same day (Graphic Means: A History of Graphic Design Production, 2017)

If this thought process is maintained, then good designers may lose out and worse designs are chosen simply because they save money. However, this worse design wont increase the value of the company or increase its business so it was a poor investment.

Conclusion

The question of ‘how technology influences graphic design?’ seems a simple premise at first but when researching this, it was clear to see there is no solid answer.

We started by exploring just two of the theoretical and philosophical ideas linked to design, ontological design and memetics. These ideas lead us to understand that firstly, we humans live in a feedback loop between our thoughts, designs and technology. Ontological design purposes that a thought can be pursued and turn into a design which can then influence the world around us, shaping it into a tool or object. This can then be used to either inspire a new thought or help amplify our designs and the loop continues, where “everything we design in turn designs us back” (Willis, 2006). Secondly, that our designs help construct our culture and that our culture seems to evolve by itself. Memetics leads us to believe there is a replicating unit of culture, called a ‘meme’ in our designs and that these ‘memes’ are subject to a selection process that helps determine if they are ‘fit enough’ to survive their environment. Their environment always has been our technology, weather it be paper or pixel displays, and so technology influences graphic design just as a natural environment influences its biosphere inhabitants.

Then we moved on to break down the question in the context of history. There were three main periods I believed to be critical in graphic design due to the the enormous shifts in technology. They were the dawn of written and recoded language signalling the beginning of graphical design, the creation of the printing press and movable type, ushering in an age of mass design that transformed the cost of design and improving literacy. And finally the pre-digital era which saw large strides in the democratization of graphic design, which led all the way up to the digital revolution and continues to this day. Researching for this chapter allowed me to conclude that design and technology are symbiotic, one is only made possible by the others existence. Also that with each major milestone, technology and engineering solutions manage to both reduce the cost attached to design and make it more accessible.

Next, we looked at a number of different pieces by an artist and a designer to try and distil how technology has influenced their work. From Mark Floods work, see Figures 3.(Flood, 2014) and 4.(Flood, 2013), it was clear they were using ‘memes’ to communicate message and intent. This further backed up the theory of memetics for me and provided evidence of our cultural language that features heavily in our designs. Furthermore, the designs were using a visual vocabulary of technology such as pixilation. After this we focused on the work of Joe Harrison, Figures 5-11.(Harrison, 2014) to see how technology may influence design in the future whilst also connecting similarities of our designs today to the world of design over half a century ago. Looking at other artists’ work help reveal not only how technology influences the form and function of design but also its message.

Lastly I broke down the ways in which I believe technology is influencing design today in our hyper connected, digital world. From this it was obvious to see that just as previous technology and tools had driven down the cost of graphic design, so too is our modern technology. However, the reduction in time and cost is also coming a reduction in the perceived value of design. Something I believe to be a relatively recent trend.

So to conclude, technology has always and will always influence design. And the historic trend that opens design up to the masses by reducing its cost continues. But we are living in a time when technology improves exponentially and the publics value of graphic design decreases because of over exposure to it. No one can say for certain what the future of innovations and technology will do to influence graphic design but the trends outlined in this paper will most likely continue.  
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Figure 4: Apple Logo, 2013 by Mark Flood (Flood, 2013)

Figure 3: Grey World Microsoft 5, 2014 by Mark Flood (Flood, 2014)

Figure 1: Example showing optical rounding effect in phototypesetting (Mugikura, 2014) 
Figure 2: Haas Unica photo positives featuring traps (Campbell-Dollaghan, 2013)
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Figure 8: Coca-Cola pt4 (smallest display format) Responsive Logos by Joe Harrison (Harrison, 2014)
Figure 7: Coca-Cola pt3 Responsive Logos by Joe Harrison (Harrison, 2014)
Figure 6: Coca-Cola pt2 Responsive Logos by Joe Harrison (Harrison, 2014)
Figure 5: Coca-Cola pt1 (largest display format) Responsive Logos by Joe Harrison (Harrison, 2014)
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Figure 11 Nike Air pt3 (smallest display format) Responsive Logos by Joe Harrison (Harrison, 2014)
Figure 10 Nike Air pt2 Responsive Logos by Joe Harrison (Harrison, 2014)
Figure 9: Nike Air pt1 (largest display format) Responsive Logos by Joe Harrison (Harrison, 2014)
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