SEGES P/S

Notat Koncern Digital

Material design Ansvarlig KIHK
Oprettet 20-12-2016

Projekt: 7438, Tjek gkonomien — Styrk bundlinjen Side 1af3

Material design

Vi har i udviklingen af dette veerktgj, valgt at benytte de designregler der forbindes med det visuelle
udtryk "Material design”. Dette udtryk er udviklet af google, og hjeelper til at udforme stilrene og
overskuelige produkter.

Material design er grundregler, som kan flettes med brands eksisterende design. Vi kan derfor
blande disse regler med SEGES eget design, og skabe et egenartet udtryk pa tveers af
programmer og platforme. Denne type designer ligeledes brugt i forbindelse med redesign af
landmandsportalen "www.landmand.dk”.

For den fulde guide omkring ” material design”, se da: https://material.io/quidelines/material-
design/introduction.html
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() WATERIAL DESTGN Material design — Environment

Material design
Introduction
pm— Environment
Msterislproperties
Eliatlor & sfadaws. Material design is a three-di ional envil ining light, material, and cast shadows.
What's new
Mation All material objects have x. y, and z dimensions. Material thickness.
Style. All material cbjects have a single z axis position. 1p
Layout Key ligh and
creates soft shadows. Shadows
Components
Pl overlapping material
Growth & communications.
Usability
Platforms.
Resources
Contents.
3D world
Light and shadow
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3D world

230 space; al
abjects have x,y, and z dimensions. The z-as is
perpendicularly aligned to the plane of the display, with the

material occupies a single posiion along the 2:2xis and has 3
standard 1dp fhickness, equivalent to o7
‘on screans with & pixel density of 160,

O the web, the z-2xis is used for layering and nat for
perspective. The 30 warld is emulated by manipulating the y-
s,

SN

20 space with x, y.and z axes

Light and shadow

Wihin the material environment scene. Key lights
ereates soft shadows.from il angles.

Shadaws in light sources fight
sources are blosked by sheets of material at various positions slong the 2-axis. Gn the web, shadows are depicted by manipulating
h " i with a haight of 6dp

‘Shadow cast by key light Shadow cast by smbient light Combined shadaw fram key and ambient ights
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