llluminator Graphic Design Media Guide

This document is meant to serve as a style guide for collaborators. Time spent in the field has demonstrated the
necessity for several image characteristics that ensure the greatest symbolic impact.

General

The Illuminator has a very powerful projector, but it has limits. Here is a list of practical concerns for the design
process.

e Colors should be very limited. We tend to say that it should work in black and white. This isn't only
due to technical concerns, but also because strong contrast grabs the attention of passersby. Many
people choose to include a third color such as a bold red. Certain surfaces (white and light grey) allow
for color much more than others.

e In general, design using a black background and white text/graphics. In projection, white is light,
and black is the absence of light. We want your message to shine! The black background won't show
up, so your text will shine alone. Using a white background is much less aesthetically pleasing.

e Use as few words as possible. An image with 3-8 words is best. This way the text takes up most of
the viewable area and can be read from long distances.

e If possible, include animation that draws the eye. Keep in mind complexities may be lost due to
aforementioned concerns.

e Ifyour organization has a hashtag or URL, make it bold, or perhaps include an image in which this
identifier is in the forefront.

e The best format is a .mov file or a folder of images (jpeg or png, preferably). We can work with
slideshows, but they limit our ability to problem solve on scene. Feel free to design as a slideshow and
'save as' an image sequence, or send us the file at least 48 hours ahead of time.

e Show us an early draft! We can give solid advice as to the composition of images. We know what
works and what doesn't. Don't produce content last minute, we want this to succeed as much as
you do.

Specific

For those with technical prowess, we've learned the following the hard way.

e We have two projectors. One is a 12k that runs at 1024 x 768. The other is a 7k that has full 1080p
HD and better color. It's a bit of a trade off, but in general we opt for the 12k. For short distances and
things like video games, we usually use the 7k at a relatively close distance.

e This means that in the early stages of design, you might have to design for both. We're not always
100% positive we can use the 12k, for example, as we may have rented it out on that night. In general,
design for HD and we can resize.

e We have three lenses for the 12k,

e A long-throw (7:1) fixed lens . It has a surprising range, but long distances must be black and
white.

e A standard lens with a variable zoom (2.6-3.8:1) lens

e A wide angle (1.4:1) lens. For every 1.4 feet from the target wall you get one foot in width. Eg,
projecting from 14 feet away will produce a 10 feet wide projection.



e We have two lenses for the 7k
e A standard (1.8-2.4:1) with variable zoom.
e A long-throw variable zoom (4.0-6.0:1) lens.

Scouting Locations

We have a few ready made locations, but you may wish to discover your own location, or place the projection
on a building of interest. The following are very important to keep in mind.

e Good surfaces are

e Mostly blank (few windows, a/c units, etc.)

e Near heavy foot traffic

e White or light-colored

e Have some practical parking for the van (or bike)
e Bad surfaces are

e Dark color

e Lots of windows

e Near lots of light sources

e Not flat

Examples
Below are some photos of past projections and a few quick notes on what worked and what didn't.

This image has great contrast and a minimal design that makes
it easy to read. An hourglass constructed out of globes and
three words, nice!

The surface, however, is not ideal. The windows are
problematic for two reasons; the light they emit makes the
image less legible in general, and they also refract the
projection a bit. In this case, the building itself was central to
the action, and it worked well enough, so these shortcomings
were overlooked.



In this image you can see that the light, solid surface

carries the projection very well. Again, the imaging is
smart and simple. Recognizable symbols and a minima
aesthetic lend themselves to great projections.

Notice that we projected onto the corner of the buildinges
We did this to avoid the traffic light pictured. This is afes
important thing to keep in mind while scouting for ‘7:/" '
locations. It ended up working out well enough, but
people looking at the building from the right could not j#
the projection on the left facade.



