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Various non-profit environmental organizations that represent the interest of the general public
have been utilizing a new communication tool called motion infographic to help communicate
solution to the increasingly complex world. Motion infographic is a combination of infographic, a
type of graphic design that aids the understanding of complex information, and motion graphic,
an animation with animated graphical elements such as text, shape and form. Therefore,
motion infographic both visually communicate complex information with attractive quality and
can be distributed freely through social media. This research combines case study, expert
interview, and practice-led research. The researcher first defined complex problems facing
society, then examined existing works in the form of case study research and conducted
unstructured interviews with three design experts working in the field. After that, the researcher
constructed a motion infographic design process from the result of the experts’ interview, the
researcher’s own assumption as a designer, and the data from the literature review. In order to
identify motion infographic design process that communicates complex problems, the
researcher conducted practice-led research by assuming the role of a designer working with
subject-matter experts and utilized the motion infographic design process. He later on worked
on a project explaining Greenpeace’s alternative energy plan called Energy Revolution. Based
on the result and the analysis of the research, the researcher concluded that designers must
not rely solely on subject-matter experts to provide the information. Only designers can make
design decisions that will enhance the understandability of the message, therefore, they must
perform research not just on the marketing, audience, and design, but also on the specific
subject of the project. The researcher called this research project specific context research, and

it must take place throughout various steps of motion infographic design process.
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1.2.1 Background

Prior to the horrific 2011 Tohoku earthquake and tsunami incident that resulted in the
evacuation of millions of people living near the two Japan nuclear reactors, the Fukushima |
and II, the public were seemingly convinced by the nuclear industry’s claim that nuclear power
was the new safe and clean alternative energy. Greenpeace and other environmental
organizations were deemed as stubborn for their refusal to support nuclear power. If it wasn’t
for the nuclear scare in Japan after the Tsunami, several nuclear power plants would have still
be on their way to completing construction. The researcher believed that the problem for
Greenpeace related to the way the organization communicated. There are more than a dozen
reasons why nuclear power is dangerous, but the message from Greenpeace was convoluted,
unfocused and antagonistic. They handed out lengthy and wordy article, along with dozens of
books detailing scientific research and statistics that confused, rather than informed. The
nuclear industry’s message was clearer: nuclear energy has 0% greenhouse gas omission and is
the perfect alternative to fossil fuel. The subject of nuclear is complex, but the nuclear industry
is at the advantage due to its willingness to use simple misleading arguments that are concise
and simplified. The researcher considered that a non-profit nongovernmental organization like

Greenpeace needed a new tool to help them more effectively communicate to the public.

There were several debates over whose policy caused the 2008 worldwide financial crisis. The
two political parties in the United States each blamed another, which resulted in the public
becoming even less informed. A media designer named Jonathan Jarvis posted on YouTube, an
online video streaming site, his motion infographic (2009) that described in rich detail how the
financial crisis happened in an attractive and entertaining way. This was the first time that
motion infographics could reach wide range of audience with the purpose of helping the public
to develop better understanding of a crisis. There was no funding for Mr. Jarvis’s research. It was
actually his graduate thesis project, so it was not attached to any organizations. Even though
viewing the movie is free, distributing the movie is also free. Non-profit organizations seem to
have noticed. More and more motion infographics were constructed in order to help explain
various complex issues. The researcher hypothesized that if motion infographics can help
communicate to the public something as complex as financial crisis, this communication tool
should be able to communicate for other complex problems, including that of nuclear that

Greenpeace South East Asia is currently battling.



This research attempted to understand motion infographic and the process this new
communication tool is constructed. From the researcher’s own understanding, motion
infographic is a combination of infographic, a branch of graphic design that aids the
understanding of complex problems in a print format, and motion graphics, a type of animated
short films that feature moving graphic elements such as shapes and text popularly distributed
through social media. With the positive attribute of managing complex information of
infographics, and the ability to be distributed freely through social media of motion graphics,
motion infographics can have a positive impact on the way non-profit organizations

communicate to their audience.

1.2.2 Problem Statement

The lack of design process for motion infographic makes it harder, especially for stakeholders
lacking design experience, to understand the method of designing this new communication tool
that has been increasingly utilized by organizations and even corporations in order to help

communicate complex problems to young people using social media.

1.2.3 Research Questions

The researcher looked for answers to the following questions:

Q1: what is an average length of motion infographic projects?

Q2: What theories for infographics can be applied to motion infographics?

Q3: What are the steps of motion infographic design process?

Q4: How does the process help designers manage the available information and data in order to

aid the understanding of complex problems?

1.2.4 Objective of the Study

The objective of this research is to understand the process of designing motion infographics.
The researcher determined to understand the history and theories behind infographic that
communicate for and aid the understanding of complex problems. The researcher aimed to
construct a motion infographic design process and identify the unique steps in the process that

helps communicate complex problems.



1.2.5 Scope of the Study

The scope of this research includes the design process of designing infographics, motion
graphics, and motion infographics. The process is based on stage-gate model for new product
development process; with each stage signifying each step of the project and the gate acts as a
checkpoint that prevents the project from proceeding to the next step until it reaches a certain
requirement. For motion infographic design process, the researcher will explore how the
researcher, as a designer, managed large volume of information and produced a motion
infographic work. This research will not focus on the step that enhance the attractiveness of the
design, as the researcher believes the attractiveness of motion infographics has little to do with
communicating complex problems. This research will not explore various visual effect and
motion graphic techniques, as there are many approaches to design, but rather focus on
identifying the steps a designer must take in order to design motion infographic that
communicate complex problems. Due to most motion infographics being made for social and
environmental problems by volunteers and nonprofit organization, the marketing analysis and

its impact on the design process will not be explored.

1.2.6 Thesis Structure

The structure of this research is in a form of methodological triangulation research. Triangulation
is the act of combining three research methods to study a single topic. Part of the research may
overlap and answer the same question, but these overlapped components can provide the
researcher a richer and more accurate account, as it approaches the topic from more than one
perspective (Kennedy 2009). This research combines three methods of case study, expert
interview, and practice-led research, which enable the researcher to triangulate qualitative data
and ensure the reliability of the study. The methods are arranged in the order performed by the
researcher. The researcher will start out with the reviewing of existing motion infographic work
as case study research. This will address the study objective of understanding the theory and
history of motion infographic in order to lay the foundation for the other two researches. The
researcher will then interview design experts actively working in the field as professionals in
order to gain perspective in addition to the researcher’s own assumption. This will help the
researcher constructed the motion infographic design process. Lastly, the researcher will utilize
the newly formed design process as part of a practice-led research to experience the process
first-handedly.



1.2.6.1 Case Study Research

The first research will be in a form of case study research. A case study research, as defined in
“Case Study Research: Design and Methods” (Yin 2004), is an investigation of certain theories or
research claims in a real-life context, when the theories and claims need extra support. While
there are many literatures on infographic and graphic design in general, texts that devote
entirely to motion infographic are very hard to find. The researcher felt that case study is best
fit in this scenario because he can analyze the already existing motion infographics in order to
confirm certain hypotheses or help form new ones that will aid him in creating motion
infographic design process. The infographic works selected were those that were often referred
in literature and made significant impact, such as Florence Nightingale’s "Diagram of the causes
of mortality in the army in the East'. As for existing motion infographic works, they were
selected based on the popularity and on the impact it had in motion graphic community, which
shared the same field as of motion infographic. While there are older motion infographics out
here, several of the motion infographics being reviewed were surfaced at the beginning of 2008.
It was during this time when the popularity of online video streaming site such as YouTube

helped establish a free distribution channel for modern day motion infographics.

1.2.6.2 Expert Interview

While the researcher lays ground for study using his own understanding of design, he cannot
construct a motion infographic design process based solely on his own judgment, the review of
the literatures, and the analysis of the existing works. The researcher felt that interview with
three design experts who are active practitioners within a private sector can help support any
hypothesis he might have. The local professional designers were selected instead of
recognizable big-name designers with the best resources and extensive experience because the
researcher wanted to interview designers whose experience will most likely resonate with
younger generation of designer and design student currently in the field. The profile of the

experts will be described in chapter 3 and chapter 4.



1.2.6.3 Practice-led Research

In order to understand the management of large volume of information within the design
process, the researcher will utilize his motion infographic design process in a practice-led
research. Practice-led research, as defined in “Brief Notes on Practice-led Research” by Jen
Webb (2008), is a new type of research that let the practitioner practices and produces design
work, and draw on concrete observation and measurement in a form of research finding based
on the resulted work. Therefore, the legitimacy of the researcher as a practitioner is vital to the
validation of the research. Up to this point, the practice-led research would have been weaker
without the proper research groundwork the researcher acquired from the review of existing
works (through case study research) and the perspective from design experts (through expert
interview research). The researcher will utilize the motion infographic design process in a project

for Greenpeace South East Asia.
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The researcher first examined literatures that helped him define what complex problems
were. As motion infographic is a combination of infographic and motion infographic, due to
motion graphic being a new type of communication tool, the researcher focused heavily on
infographic’s long history along with various associated theories. The researcher then
investigated what happened when motion was added by examining existing literature and
analyzed existing motion graphics and motion infographics. Lastly, the researcher analyzed
existing works in a form of case study research in order to find model set by early designers

approaching their design projects.

2.2.1 Defining Complex Problems
The researcher first explored the definition of the adjective form of the word complex. The
etymology of complex is a combination of the prefix com-, which means to combine and

113

put together, and the word “plectere”, which means to weave or braid. By definition,
something is complex when it contains several intricately related parts. These parts are
entwined and dependent on one another to form a single inseparable whole. The word
complex is used interchangeably with the word complicated in social context; however,
there are big differences between complex system and complicated system. Complicated
system is made up of several non-intricately connected parts, and while there are difficulties
in understanding the system, it can become entirely knowable by taking each part apart for
analysis (Appelo 2008). Complex system on the other hand can only be partially understood
and not fully knowable. This is because complex system is non-linear, contains large number
of variables that cannot be taken apart, and is constantly changing (Snowden 2007). It can
however, be made easier to comprehend and increase the degree of predictability, although
never to the absolute point. According to Jurgen Appelo, author of the article Simple vs
Complicated vs. Complex vs. Chaotic, complex system cannot be simplified and therefore is
on a different dimension than complicated, which is the opposite of the word simple. The
word complex is the opposite of the word predictable, as when complexity of a system is
reduced, the degree of predictability is increased (2008). Complex systems always give the
illusion of being predictable when past patterns are being observed; however; these pattern

cannot be relied upon to predict a definite outcome in the future (Snowden 2007).
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According to an article, Complexity: It is Not That Simple (Pollard 2010); the key differences
between complex and complicated can easily be seen by comparing between system that
are grown and evolve naturally and systems that are constructed entirely by human. Pollard
explained that natural system, from behaviors of the cells to the overview of an ecological
system are all essentially complex, such as how each organism depends on one another for
survival to the way they adapted to a new environment. Human can only try to control
some part of the natural system. A removal of single species from the natural environment
will result in unforeseeable consequences where every part of the established natural
system will be affected. On the other hand, complicated manufactured system like that of a
computer and an automobile cannot evolve without human input and need constant
maintenance; for example, computers will not work without electricity; automobiles will not
work without fuel, etc. Therefore, the entire system is at the mercy of human control, and
although having many parts makes the understanding of the system difficult and confusing,
the system can be fully predictable after many parts that make up the system are fully
explored (Pollard 2010).

For this research, the researcher identified simple problems, complicated problems, and
complex problems. Simple problems are linear and have one clear solution, while
complicated problems have many parts but can be understood by figuring out one part at a
time. Complex problems or predicaments are problems that have many parts that affect one
another constantly (Pollard 2010). The problems are constantly evolving with no way to
predict that a certain intervention will result in a specific outcome. Environmental issue is a
perfect example of a complex problem because mending the problem will involve managing
several variables and changing the beliefs and attitude of several people involved

(Hulme 2009).

2.2.2 Information Overload and Complexity

The major additional factor that contributes to the overall complexity of several problems
existing in modern society is called information overload, a term popularized by Alvin Toffler
in his bestselling 1970 book Future Shock. The term describes the event in the book that
showcase a person’s lack of ability to make proper decisions when faced with too much
information. Several theorists contend that the information overload can be dealt with using
proper organization tool including visual aid; one of them is Richard Saul Wurman, an
architect and a graphic designer much considered to be the master of analyzing

overwhelming information. In his book Information Anxiety (1989), Wurman describes our
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limitation to process large quantity of information. He famously made a comparison that the
amount of information being received by an average person from a single edition of The New
York Times is more than the amount of information a person lived in the Victorian era
received in his or her entire life. According to Wurman (1989), information anxiety is caused
by overwhelming amount of data resulted from the digital age versus our own lack of ability
to differentiate between what message we are to receive and what is not for us. The biggest
problem caused by being overwhelmed with large amount of information is the way it
hinders communication. The more messages we received at one time, the more it is likely
that we will miss some of the messages that are relevant to us. Both the sender and the
receiver of the message have to adjust in order to cope with society that offers so much
information within a small amount of time. The complex issues resulted from information
anxiety are various, from lack of communication among family members, to the amount of
information that should be allowed to be exposed to children, to the rights of companies to

advertise in certain spaces (Wurman 1989).

2.2.3 Infographic

Infographic is a branch of graphic design that utilizes design elements to communicate
complicated information. There are several types of graphic design that can be considered as
infographic, as long as it contains graphic elements that communicate large volume of
information. This research reviewed types of infographic that has evolved with the additional
element of motion and can be found in existing motion infographic works, so some

infographic format such as technical illustration will not be reviewed in detail.

2.2.3.1 Map

A map is the most common and earliest type of infographic. Using graphic elements to
represent space, maps originally were used as tools in aiding navigation over a large area or
even inside a structure. A typical map, or route map, visually depicted the path way for the
navigator to travel and include various elements that will either aid or hinder the navigation
(land, water, oasis, etc.). Maps are later used in order to set clear boundaries between
regions. Many maps are flat with an overhead view. The relationships between elements
within @ map are often but not always accurate in ratio. Sometime the ratio are
approximated, especially when the space represents something obscure like the inside of a

human body, in space, or in a fictional setting.
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Escaping Flatland
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Figure 2.1: Japanese Map from Edward Tufte’s “Envisioning Information”

Edward Tufte, a statistician and cognitive scientist, wrote lengthily about map design when
explaining his escaping flatland theory in his book Envisioning Information (1990). Tufte talks
about how information design must escape the two dimensional (flat) paper and computer
screen where the information are normally displayed upon. In one example, Tufte discusses
the way a Japanese map switches perspective to enhance understanding, where the

perspective view of the landmark is different from the perspective view of the entire island.

2.2.3.2 Timeline

A timeline is a way of graphically display a certain event progressing in time, mostly in
chronological order. Typically, a timeline features a long bar divided by certain time unit,
with the scale depending on the type of data. For communication purpose, timelines are
mostly linear, and the distance between units are often equal. Some timelines use
logarithmic scale to depict time, with the unit increase exponentially, mostly used when the
scope is very large such as a timeline that depicts various prehistoric ages spanning several

millions of years.
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Figure 2.2: Carte Figurative... by Charles Joseph Minard (1869)

In another one of Edward Tufte’s book, The Visual Display of Quantitative Information (1869),
Edward Tufte analyzed the flow map, a map that does not aid navigation but instead
indicates the direction and movement of a certain subject, titled Carte figurative des pertes
successives en hommes de Armée Francaise dans la campagne de Russie 1812-1813. This
ingenious flow map by Charles Joseph Minard depicted the timeline of Napoleon's 1812
invasion of Russia. In the timeline, the brown larger shaped line represented Napoleon’s
troop marching forward toward Russia and the black shaped line represented their retreat
back sometime later. The size of the army going forward is shown in light brown color, which
could have resembles the color of a human flesh. The strong contrast between the
advancing and the retreating makes the flow map very dramatic. Even more impactful, the
timeline also shows the temperature, which was a major factor contributing to the loss of
life; the relationship between the drop in temperature and the size of the army is very clear.
In his book, Edward Tufte claimed that Minard’s flow map "may well be the best statistical

graphic ever drawn” (1983).

2.2.3.3 Isotype

Isotype is a type of infographic that utilizes symbols and icons to represent quantitative
information. The most noticeable difference in isotype from other types of infographic is its
usage of large number of pictograms along with charts. Modern graphic design works made
up of repeating symbols to display quantity are often labeled as or compared to isotype.
Otto Neurath, an Austrian philosopher of science, along with his wife Marie Neurath, were the

creators and major forces behind isotype. Isotype was perceived as a possible new evolution
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of language. However, Neurath realized that isotype is limited to what it can communicate,
so the aim of the style was not to become a language on its own but instead to be a helping

language (Reisz 2011).
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Figure 2.3: Home and Factory Weaving in England by Otto Neurath (1939)

Education through picture was always the core element of isotype, which was used to
educate and inform the general public about various subjects. Isotype must enhance the
attractiveness of large amount of numbers and turning them into something more visually
striking. The description of the isotype technique can be found in Otto Neurath’s book
International picture language. Isotype pictograms rarely ever depict the pictogram in
perspective in order to preserve the style’s direct clarity. Another important and famous rule
that can be applied to all other types of graphic design work is that greater quantity of
something cannot be represented by an enlargement of the symbol but should instead be
represented by a repetition of the same-sized ones. For Neurath, repetition works better for
comparison than the change in the size of the image, which can impact the communication

of the design when the viewer tries to make an evaluation.

2.2.3.4 Data Visualization

Data visualization is a type of infographic that visually communicate quantitative and
qualitative data. There are many scholars who consider data visualization and infographic
synonymous. However, based on the researcher’s own observation, while several
infographics can be considered data visualization due to the visual display of quantitative
and qualitative information, some infographic like certain types of maps and scientific
illustration are not considered data visualization as some of them may not contain any data.

The main goal of data visualization is not only to communicate and deliver clear and truthful
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representation of the information, but to also engage the audience and establish the mood
and tone of the context. Accurate and clear communication is as important as the aesthetics;
however, for the viewers who do not understand the context, data visualization can be
difficult to understand especially the ones visualizing complicated statistical information in
scientific research. Viewers can still view data visualization out of context and still be
engaged and appreciate the work based on its aesthetic alone. A famous early data
visualization which is purely a graphical representation of a series of numerical data is called

"Diagram of the causes of mortality in the army in the East", by Florence Nightingale (1858).
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Figure 2.4: Diagram of the Causes of Mortality in the Army in the East (1858)

Florence Nightingale was a British nurse and statistician. She brought attention to the
problems of unsanitary condition inside the hospitals. Nightingale realized that soldiers were
dying needlessly from poor sanitation at the hospital where she worked. She tried very hard
to make an argument to improve living conditions for the wounded troops, and to help her
areument she transformed the soldiers’ death toll, which she kept meticulous record of, into
data visualization (Cohen 1984).

2.2.4 Persuasion in Graphic Design

Like all types of communication, graphic design (also known as visual communication) is
never simply a form of expression but a carefully constructed message aimed to achieve a
certain end. Anything associated with rhetoric and the art of making an argument can be
perceived as assertive and hostile, while anything persuasive can often be perceived as
misleading. While that may be true as several graphic design works are considered aggressive
and manipulative (propaganda art, advertisement design using fear and sex appeal), but
creating persuasion has always been an essential part of graphic design. That is why most if
not all of graphic designers are part of the commercial art industry specialized in branding

and advertising. Graphic design’s entire existence is to persuade and communicate. Every
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choice a graphic designer makes in his or her design from the typeface to the compositions,
color, emphasis, etc., will have profound effect on the viewer and therefore is considered to
be rhetorical choices. Therefore, any communication is persuasion, and since graphic design
is a type of communication, all graphic products have a rhetorical function which aims

change people’s behavior in some way (Kinross 1985).

2.2.5 Persuasion in Infographics

Infographic is often seen as a type of graphic design where all elements seem to point
toward objectivity. Like all communication, the designer makes several decisions in the
process of designing an infographic that contains persuasive influence over the viewers. Robin
Kinross, author of “Rhetoric of Neutrality” (1985), claimed that neutrality in any form of
communication including graphic design is already making an argument. Infographic does not
only aid the understanding of complex content but also has to make it convincing.
Believability is the essential part of infographic design and this is where persuasion in
infographic design comes in. The illusion of neutrality is the most persuasive part of all
(Kinross 1984). “A distinction is customarily made between design for information, for
example, timetables, and design for persuasion, for example, advertising; above all...this

distinction cannot be a clear one.” (Kinross 1985)

Making an infographic credible is one of the major persuasive properties of infographic design,
but it is not the only one. By communicating complicated information in a way that is
clearer, some parts of the information will be omitted, and what is left out is the decision of
the designer. Other factors include making the information inviting and accessible to certain
target audience. Typical persuasive design tactic are still there, from the choice of typeface
to the way certain information is emphasized. No matter what type of design is any designer,
or communicator, will have influence over the viewers’ interpretation and the type of

information they received (Kinross 1985).

2.2.6 Graphic Design in Motion

In the past decade, graphic design works have moved from being presented only on flat
printing materials to being shown on televisions and computer screens. Logos, signage
systems, symbols, and even magazines are being animated with profound effects on the way
audiences perceived the design. Just like how a unique jingle can be used as an identifier of
a brand, the way the logos are animated has also become an important part of the brand

identity. Motion helps to reinforce mood and tone of the brand and also enhance brand’s
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personality (Treerattanaphan 2002). Moving designs are not limited to television and movie,
with the advancement of interactive media such as websites, digital kiosks, and videogames,
have design elements moving have been enhanced in accordance to user’s interaction.
According to Methodology for Uncovering Motion Affordance in Interactive Media (2002), a
research on interaction by Dr. Chujit Treerattanaphan, certain types of motion clearly affect
the viewer’s mood and behavior. Some of the conclusions of her research include how
viewers perceived an object transformed is more stimulating than objects transposed
(Treerattanaphan 2002).

In film and television, graphic design in motion comes in a form of animated title sequences,
a type of motion graphic where the text and other graphic elements get animated. Saul Bass,
a graphic designer responsible for several memorable and classic corporate identities
including Bell Atlantic, United Airlines, and AT&T, is a pioneer in movie title sequence design.
His most famous works are the ones done for Hitchcock films such as opening title sequence
to Vertigo, Psycho, and North by Northwest. In a way, all modern opening title sequences
that tries to communicate the theme of a film can be seen as a result of pioneering opening

title sequence by Saul Bass.

2.2.7 Motion Graphic

Motion graphic is a type of animated movie most commonly found in a form of movie title
sequences, music videos, and commercials. It is different from a cartoon in that the graphic
design elements such as line, shape, and texts are what being animated instead of a cartoon
character. From examining most popular existing works, the length of motion graphic is
between three minutes to twenty minutes long, mean that while no full length feature film
are ever considered to be motion graphic (only part of the title). Another attribute is that
motion graphic are commonly found and distributed through online social media sites while
very few production house refuse to let their work being uploaded onto YouTube and
Vimeo. There are some cases that purely animated and live action works are considered to
be motion graphic even though they contain very little or no moving graphic elements. This
is due to the fact that motion graphic are very closely associated with music videos,
commercials, and short films. Music videos that do not contain any moving graphic element,
like Daft Punk’s famous Around the World music video, widely considered to be a very
classic example of motion graphic. In fact, all music videos are able to be counted as motion
graphics. Works that are made by programs commonly used by motion graphic designer like

Adobe After Effect, a program that allows animator to move vector and bitmap eraphic,
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Cinema 4D, a 3D program that works with after effect, and Autodesk Maya, an advanced 3D
animation programs; are considered motion graphic. A short 3D animation made entirely in
Maya is considered by online motion graphic community as motion graphic, not by definition
of having any moving graphic elements, but for being made with a familiar program. In
addition, any short film with even a tiny hint of visual digital effect are embraced by motion
graphic community as motion graphic, due to the fact that visual effects are often done using

a similar software.

A typical Motion Graphic design process is very similar to the way live action film and
animated films are produced. The process is divided into three parts: pre-production,
production, and post production. The graphical elements are usually added in post-
production part of the process. Some motion graphic can arguably consist of only the post
productions since everything can be done digitally and some motion graphic work can be
completed by only one person. However, more often than not, most motion graphic work
still requires pre-visualization (which would be considered pre-production) and acquisition of
raw footage (which would be considered production). Professional motion graphic works seen

as a feature film opening title sequence and TV commercials are rarely ever solo projects.

2.8 Motion Infographic: Infographic in Motion

When infographic are put into motion, they are called motion infographic. They can mostly
be found in online video streaming sites such as YouTube and Vimeo. Like motion graphic,
motion infographics are rarely longer than 10 minutes with the exception of “The Story of
Stuff”, and very few which are shorter than 3 minutes. Most motion infographics are
designed for an educational purpose which is why motion infographics are free to be viewed.
When infographics become animated, the speed of the motion and the audio become new
factors that will influence how the viewers received the communication of complex
problems being communicated, how they view credibility, and how they can understand the
information. The existing elements, such as the symbols, the colors, the shapes, timeline,
and map also change when put into motion. The ability for the viewers to watch and re-
watch a motion infographic movie at any time enhance learning ability, but if viewers are not
interested, they can also turn it off at any time, unlike the print infographic where all the

information are presented more or less at once.
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2.2.9 Case Study

The review of existing works took the form of case study. The objective of the case study
was to learn from the existing works that can help the researcher perform practice-led
research. Because motion infographics do not have several theories behind them, most of
the theories that were applied here belong to infographic and film theories (for motion
component). There are nine cases, all contributed in showing the possibility of motion
infographic in its finished form and how they can be used as communication tools. The study
explored how each case presents complex problems, how the designers of these works can
handled the overwhelming information, and the degree in which they try to persuade the
audience to take side, change mind, or perform certain actions based on the social media
data, feedback, and observation of the researcher. The existing works selected are among
the first in the resurgence of motion infographic that come with the rise of online social
media, starting with the Story of Stuff (2008). All the works selected have exceeded millions

in number of viewership according to the data from the online streaming website.
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Figure 2.5: Still from the Power of Ten by Charles Eams and Ray Eams (1968)

2.2.9.1 The Power of Ten (1968)

One of the early examples of Motion Infographic was the Power of Ten (1968), which
predates any online social media. The 1968 American documentary short film was written
and directed by a husband and wife couple, Charles Eames and Ray Eames. The film depicts
the relative scale of the Universe in factors of ten. The use of graphic element such as
outlined square and numbers to guide the viewer through the visual footage make it a
motion infographic. The movie itself dates back to the reason for development of maps. But
thanks to the addition of motion, the scale comparison is easier and the viewer can
understand the differences in a much more dramatic way.
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2.2.9.2 The Kingdom Title Sequence (2007)

The opening title sequence for the film The Kingdom (2007) explains to the viewer the long
history of complex relationship between the United States and the Middle East, with the
nation of Saudi Arabia being the center focus. Intercut with the montage of archive footages
from the time, the opening sequence is an animated timeline that plays with typography,
maps, and symbols. It illustrates history in a very entertaining and exciting way. The opening
title has become very popular in the online motion graphic community; in fact, more so than
the actual movie. From the date of its released, the Kingdom (2007) title sequence, along
with The Story of Stuff, has become one of the first Motion Infographic, to resurface in the

modern social-media era.
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Figure 2.6: Still from the Kingdom Title Sequence (2007)

After the event of September llth, many Americans are left with questions in regard to which
country is their enemy and which country is their friend. Osama Bin Laden’s Al Qaeda is an
enemy that has no country. His nationality is Saudi Arabian, along with almost all of the
hijackers, yet the US government keeps telling the American people that Saudi Arabia is their
friend. The complexity of the history of Saudi Arabia’s relations with America come from the
fact that Americans know very little of the past dealings of their own government. The
Kingdom (2007) title sequence referred to September 11" (as it also explains the origin of
Osama Bin Laden) not to assign any specific blame to anyone other than Al Qaeda, but
instead to enhance the importance and increase the urgency of their own message. They
might not have stated outright about their message regarding the Saudi Arabians, but instead
just told that the events depicted in the animated timeline with ominous music is what put

America as a country where they are today.
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Figure 2.7: Still from the Story of Stuff (2008)

2.2.9.3 The Story of Stuff (2008)

The Story of Stuff is an animated documentary sponsored by Tide’s Foundation and
researched, narrated and developed by Annie Leonard, a researcher and an activist. It is one
of the very first of many modern motion infographics. The Story of Stuff disguises its core
idea about the complex problem of excessive consumerism (which goes against capitalism)
by simply introducing the idea of finding out where the stuff people use every day comes
from. The Story of Stuff contains all the important element of modern day motion
infographic, and illustrates perfectly how a motion infographic can benefit by having both the
attribute of infographic and motion graphic. It simplifies complex problems using easy to
follow animation, and it makes use of social media, something common for motion graphic.
The movie was posted online and has been shared and watched by over 2 million people
around the world according to YouTube statistic. The way a motion infographic like The Story
of Stuff is available for free on the internet is unique in that it serves not only as public
service announcement, but also as free entertainment. This sets it apart from other
documentaries that people have to pay money to watch in theatre or buy on DVD.
Documentaries of the same type that promote sustainability and social responsibility such as
Al Gore’s Inconvenient Truth (2006), Food Inc. (2008), and Wal-Mart: High Cost of Low Price
(2005), are not available for free even long after those movies were released on DVD, which
defeats these film’s original purpose of informing as many people about the issue as they
possibly can. Because it is free to watch, The Story of Stuff was shown in classroom all over
the world and translated into more than 15 languages. As of July 2010, LA Times claimed

that The Story of Stuff has been watched by more than 12 million people.

Watching The Story of Stuff is like watching a teacher standing in front of the classroom
explaining a power point presentation. The animation does help, but the way the
information is delivered is still very didactic. This may be one of the factors contributed to
the highly areumentative comments under the video on YouTube. The story of stuff come in

episodes, and was only later combined to form one whole movie. The length of the movie
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did not help. The way feedbacks are managed is quite interesting in that YouTube gives the
video uploaders full ability to control who can comment on the video, but the Story of Stuff

refused to erase any negative comment. This will be interesting to see how designers in the
future manage the feedback of their motion infographic works.
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Figure 2.8: Still from Knowledge (2008)

2.2.9.4 Knowledge / Der Nahostkonflikt

Knowledge is 2008 motion infographic by Axel Rudolph. The movie has a large following
online but due to its creator being a foreigner, there is very little information about it. The
goal of the movie is to animate history in an attractive way to help young people understand
the problem in the Middle East. The subject of Israelis and Palestinian conflict is very
complex, and the movie did a beautiful job of communicating in a way that is easy to

understand. The data acquired for this movie is by Rudolph himself. He stated on his website
it took him three and a half month to research on the subject (2008).

I

Figure 2.9: Still from Crisis of Crediit: Visualized (2009)
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2.2.9.5 Crisis of Credit: Visualized (2009)

Another graduate thesis project, Jonathan Jarvis’s Crisis of Credit (2009) is a prime example of
motion infographic utilizing the fullest power of social media. His motion infographic appear
at the height of financial crisis while the viewing and sharing of his movie show the possible
reach of the new communication tool. While not at all well designed in terms of
communicating complex information, many viewers including the researcher are willing to re-
watch the movie over and over again because the subject matter is very relevant to their

interest and the way it is represented is very attractive.
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Figure 2.10: Still from Ensuring Future of Food (2008)

2.2.9.6 Japanese Infographic: Ensuring Future of Food (2008)

Sponsored by the Japanese Government, Ensuring Future of Food (2008) is a very simple
animation that illustrates not only the problems of Japan food crisis, but also how to solve
it. The animation has become very famous among online motion graphic community despite
being in Japanese and the subject matter concerning only Japanese citizens. The movie uses
consistent animation style in order to highlight some of the complex issues in Japan
regarding food consumption. Despite covering numerous topics which include the amount of
food imported from the west, the problems of Japanese citizens changing their food habits,
danger of obesity, and the loss in farming population, the movie moves at a very casual pace
and explains each part one by one. The complex problems along with their many solutions
are delivered in such a very clear and smooth way that the movie is one of the best
examples of how motion infographic can effectively deliver large volume of information

within a very short period of time in a very easy to understand way.
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Meant that switching the plant on

Figure 2.11: Still from Stuxnet: Anatomy of a Virus (2011)

2.2.9.7 Stuxnet Anatomy of a Virus

Stuxnet: Anatomy of a Virus (2011) is a motion infographic aiming to help people become
aware of this threat. The movie interestingly did not go too deep into the actual made up of
Stuxnet, and only touched upon it briefly. This shows the designer understands his or her
audience and by not overwhelming them with technical jargons. The movie used dramatic
background music to add intensity to the mood and tone.
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Figure 2.12: Still from Reinvent the Toilet (2011)

2.2.9.8 Reinvent the Toilet | Bill & Melinda Gates Foundation

Reinvent the Toilet (2011) is a very beautifully animated motion infographic released to
inform people about the problems they have with the toilet system all over the world. A
movie about animated human waste would have been difficult to be done using any other
method other than motion infographic.
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Figure 2.13 Still from Roosu Flood (2011)

2.2.9.9 Roosu Flood (2011)

The 2011 flooding of Thailand presented a complex problem for Thai people all over the
country. The water was held off in the north for months, causing the water level in some
regions to rise higher than two stories. If the water was released too soon or too fast,
Bangkok, the country’s capital city central to all communication and government offices was
devastated. There were too many concerns that came with the water, and none of them can
be separated from another, from the power outage to the lack of food and the hardship in
transportation, and most damaging, the people’s anxiety due to lack of understanding and
contradicting information from the media. Adding to the complex problem, the people in
charge of the city of Bangkok and Thailand’s prime minister belonged to two different
political parties, making politic part of the discussion. Roosu Flood (2011) was a motion
infographic designed very quickly by Chulalongkorn University students in order to help
communicate the complex problem to the public. The video aimed to explain the situation,
and help ease the people’s anxiety by giving them options on how to handle the coming of
water. The series stayed clear of politics and it was instantly popular in Thailand. This
showed how fast and easy motion infographic can be constructed to help inform the people

within a short period of time.

27



UNi 3 5AHUNI5IY

3.1 MNIINVBITINTIY ("wlne)
iesnlulldfimAdeigatiusudeyaasaumnaiindeulmldlaoions  1nisedsiesesnuuy
mhanvesiedidumiaesnssuiumaide  Taetnidelddaaulautamiseeenifuaudiu
Tnsunundndeneieitaziilateyaansaumeaiindoulmlduaznislilvinanadunsesielunisan
muduteuvesdoyatifinnuiudou  Fslutianaiiusntinideldduiummaasusegsmiuns
9ONUUY 19U UMUUAmTlardy, U, a1ed, JUs1s, fiufin, am, e, nisiedeuln, 1des, uas, N3
Foshdy Tnethmnefomsanaududeutesdeyafitudou Snvsdafunthdunvalinoanuuy
nsminviesiuslonniifiuszaunsaimsvihnusudeyamsaumaiindoulmls  wagldieminan
Wisuilsuiuuszaunsaivesiies  Taetiideiomensumunadeyaandereifedessunu
wnudiosme 1Nt "nezuaumsseniuuteyaasaumaiideulmld * Fufetu lasduninves
930 Aedeyaansaumeuuusssumitliitndoulm duilaes Fonununswilniwdoulmuardy
flany Wunsrduiviluardmiaeadietu naeluteyamsaumaiindeulmls
thifeazidendunvalyaradiinnuiitestnenssiunmsidelunsazduieliliiutdoyaids
Anlunsvinuresinosnuuiluusazan (unsdiasdumuniyanaiioglunsamm, Jssnalne) 7
dlanszuiuntsfnegnediusyaninim Gsmsdunuaiimuagniufinlas iPhone 4
TngUsvaiAveInITaUN el
nowivsSeusSsaunaunival Uhiselensewindedaisesmninladud by lnenisi
Un3stazuansliliuigidesmgdnaautiosils

[ %

n3seeslammevuar sreazidenuINTigaivilaengdidervigvesiniselneeals

[

7
nIsgazarunsodev I lugmmeuiianIslavsely
7

e Te

o

nistasi gl BeamgluiEnnaduldoeals
nIveazuvenaluna vy sunvalldoeals
snisvansoasisiuneunsesnuuylsaels

Aeufivzmifiunisdunisel Tnidelddunimtidesquasldsumusneiiveninusanviiuses
ANENTINTEIIES lulaa L?‘imﬁ’umié\y’qﬁﬂmﬂuﬂ'ﬁé’mmﬂiﬁwﬁasiﬁ;ﬁﬁmmgyé’mmﬁaamwu
serlimeasBenuitinddelildunniiaauiiiesild Wosmnusedaigndunual (Whosnuuy) 3
yhiifne waelidnouliresaziBenluiades IneBufde vadinitooreslifgndunvalidu
r}'shEJLEhL%‘I@QL%EJ@JIENLMGJM‘JQJLL@%’]’EJ&%L%EJWl'N‘]@E]ﬂiJ’]LLVlum‘JGIEJUﬁ’]miJL‘ﬁusﬁaG]

e

N

UndelaniunisdunvalinesniuusziutudfinfnevazyininednusseAuuTyginsile
57 9 dneldgunuuresnisiauedeyaasaume waannsduntval givedadndulanazrinsenis

1 Q‘ a Idl ¥ -dl U v } % dl a v d’j
vahuainieuAtgymiinanlulutiiu Ineidy s

Yaymindls dneenuuuneume "wilingu" dwsunats 9 Aaudanniuly esinAiniu
Hunsaagyinuiull dnddedandyinglvineenuuuianseuaswenlosnnsalvieuiutoya

28



ansaumenindoulmla Jgvndaes Aemnuduwanlunisisendeyasenyt INIFuWedINITaN
w0 W & o o a a =i = v o =i = = s v 9
il WumanundussavsnmanniigadielilarneuneasiBenuniign  wilndunansenuiu
tneenuuuglvidunivalluuiege  wazgnuidayylaenisianSewasenleavgnisaliviloututeya
ansaumenindoulmlauiu

dwsutuneunisesniuutayaasauna  Uniduesdulinesnuuuiieeduszaunisalaunis
gaNKUUNMIYNUaIeaIL Mty wunmesluifadunsuSeudisuseninauiifiegueninidy
199 faunvziin1sAuaYayauazNsHUN YAl

Marketing Analysis
g

Concept

g

Concept Testing

|
|
|

Sk
Concept Execution ]
|
|

Sz

50% Development Evaluation

4L
| Final Draft

nn 3.1 Juduneuniseenuuuduiug i vestoyaasaune

nsvUILNsUEIRUTHENTenanuasmMTnTeiiiterimuanguithvsnewasaniunisel
msmanedazthlugamnunenesfiozainsuuafnnisesnuuy  dahlgnismeaeunuifnuazns
neaeuatnafuszuy  wazhlugnisasiievinaudise wdmnivhnmsnumuissaunssuediselies
inideldiRnmaideunUanszuunsinuazmemestinidos  Tududeysmsaumaungsty
nande  mseenuuvetadimmsaldnaneduddisuduinnluhen  wdanidnidelding
SunwaluazdunideyatunoufioonuuuliuasnfildsunismousunndduniuaifBemgyruiu
Uszaumsalvesinddy Jsasuiunssuiunisesnuuudeyaansaumelsns

TUABUN 1 NTITUHVL

i\l
&
U

rousudunsimilulassnsdoyaasaumea,  dmiliesdusimundnuagivsngues
nafinfensifedon dunoutifudsddurouiiessvnasugifudlaludsiinifonenewdons
vselil viserdhlaunntesiiiesle

Fupoud 2 ns¥utoya

fiaisianunsniudeyals Ao mavdeuarenuesuaglaenssuilaeildsuteyanngdu

Fupoud 3 nsuansdoya

1ueﬁgumau§ﬁfﬂ%'8é1’aaLLUaaﬁayjaﬁlé’LﬁﬂmaLi‘;JumWUizﬂaugmwwm6’] Tnofilsianansaduadng
MaaeuaIzULULTBINTSERNLUUIrUTINgeenutudnuaele

Funeuil 4 smaaoudeye

29



L{JusﬁuLLiﬂsU’eNﬂ’ﬁVl@ﬁ@U’e]@ﬂLLUU%@N@H’WEULVW ﬁé’\‘i‘ﬂﬂﬂﬁLﬁUﬂﬁiLLﬂﬂ\‘]Na%@Na INTUERS

¥

sua;ﬂamasJLmeamamsmﬁlﬂmmumw salifuueeenuuuiududiclunsi

Fumeudl 5 lHuuAansesnuuuiilelasululudoyaiiue i

mumaumdamamﬂmmﬁmmiaaﬂLLUULwammmhmaam%’majmﬂmma Wy NS
oanuuuToyadTALIA faeliifinazdesiuuusnusilngniuasiidyafieuazifaluseda
o9 uay au*mmmvau 18

Fupoudl 6 naaeumudlatuaugiionudiiuludsUszana 500%

NATIAB ‘waqmﬂmiaaﬂwamﬂamaaumamLuulﬂlmu gnilvdenimilsdnduiazdeaiing
nagouiitegimssenuuuilldfudeyadidy lirmdlaldvioli wndulidnlaferliannse
fdunmseenuuuselld  uarlusswinslimsiaensshnsdsunlasusesnafiorisedmdes
Tasamadullunuamaiidseld

funoud 7 nagevesdUsENoUTRINNTBENKUY

Fupouiithiluimavasouaunimnseeniuy Wy anudelumssiunndesudluy  nns
sonwuuisgamuadlansell  menuvisliednls lnednesnwuuenaveruituaINtneenwuy
viudulszneudeld

fupoudl 8 aunseaniuy

ndrnmsnagouiemdlaaresdsznewineg  HuiiGeudes  Sudrgniseenuuueig
salfomnssinatadunsesnuuuiiolfaseluduaniine

Fupoudl 9 mavssfiukams

wiagllannsoudlalaglédndely  uwinseenuuuissnsiosiunsssiunaduanineifiefios
phiidefiewaslafistudndns

U av =

(Y Ao av Y a L4 a t:l' = &
‘Via\‘i"mﬂ‘VIL!ﬂ’J"U8191’3Lﬂi’]u%‘ﬂ@ﬂﬁﬂ?iﬁumﬂua'ﬂ uﬂ')‘\]EJ‘NVL@'JLﬂiﬁ%%ﬂ?ﬂﬂiﬁwv\]mﬂamﬂw} FaUu

v aov

§ﬂmwﬁwaasﬁagamﬁaumwLﬂaaulmlﬂ nideeadutinesnuuuiineiiuszaunsalsums
ponLuLNunTMilnedeulmuazaevimiantou dnidelduesrunsmiinedeuln Wunsh
ameunieiails feiy nsvuaumseenuuulduadeiuiinsinmeunsily  Tnedediddy
flanfensulsduneuduaudn  dwnaefeuen dumsteh  uavdumsdindeuazlsenou
amgund Asiuansnsinnisinmewniiludmiuanunsiiinedeuln ssdumaiulunsiu
PONUUY  Teazguantsiafdnusiugunsswesesduszneunsooniuy  annndauaIsnuilldin
nnstenm Tnenaildiuanmsmsdunuaifideny e luinsanmiuuszaunsaives

JIn3vgluniseanwuuLiaNnazasanszuIuNseankuunsNAneaaulmTuunnau

30



PRE-PRODUCTION

STAGE 1 STAGE 2 STAGE 3 GATE
A, AU S
o Vet Animatic R
PRODUCTION
STAGE4 STAGE5 GATE
r_____________W
Raw Audio Raw Footage
Footage Recording Testing
POST-PRODUCTION
STacE 6 STAGE 7 GATE
A, A
2 composing [l

AN 3.2: nszuluN1seanLuUNTTnedauln

nszUINMIBRNLUUNTIMAINLUUIAABUlM Wileufunszurumsyhameunsmly Aeldgn
wiafuaueu drulsnAedunssuuu wie pre-production %aiaaﬂ‘dﬁqms@i’jwmaqﬂsuamu s
Feuun uagnisnafunseuseminvietessiiiszdeviuuuuduld neufiarludnd s deq
NunsTaFeUIunSeNfivzlunefinsaneitlduieldl drunisanevih e production Jsianadanis
denmounsuienanmniguitadeulmld uasdngavinefentsiarouazUsznautulunmeuns
¥30 post-production dududwiithesnuuuaziomnegeiiinannsdeyinansmiudvindu
AMEUATLUUALYTD]

31



_PROJECT-SPECIFIC CONTEXT RESEARCH

]
PRE-PRODUCTION POST-PRODUCTION
‘1!-4 i _~'.-_|._,3 GATT LT ] 5
PRODUCTION

A 3.3: NFEUIUNNTBRNLUY Toyaansaumeningoulnila

w§aNTiATIEnsTUIUMIRNLUUTeyaaTAUIA way NsEUIUMSERNLUURTIWAInIAGe Yl
tinidelienduiddganassnszuiumsnsutuiieainsnszuiumsesnuuutoyamsaumnead
wndoulmlsdmsutoyaasauna dufie msUiudsudeyaliiduninuaznismeaeumiugnsosves
foya  tnisudeinaedeifetadvddnmesnsruiunsosnuuuiinaslirugilatigmidudould
dsunsmiiniadoulvidu  gaddyfeomsfsmuailavesaugionnumenuvesnmm feduunuas
Favuavosnszuaunsldtreduneglunssuiuniseonuuudeyaasaumaiiadoulnilfiguiy

wWurufunszuIunseenuuUnsTMilnuuUAdeulin nszuunseenuuuteyaansaumed
wdoulmlfazutaduamdn 1iun dunmsinionau dunmsiierh wazdumsdaeuasszney
Amguns MawSeunsyngUuUUReuiazluaesih (Pre-Production) axgni3eningismsiasnnuyes
nsgvIuNMIeenuuUAmIUTeyamsaumaTiadeulmld AvddildiRutun Aenisfudeyauagns
naaouAugniesastaya lne 2 Fetllfinnnnssuiunisesnuuutoyaansauna dadudiud
amwwamlummamsmammmﬂﬂmmmwau 1AgNISTEUUN WaEMTIAYTENISISEURERINYSe
Bossnilazievhuuueduld ieseguiioudn neufierlugnduildld Semsfunasuvesnulisndy
anum stwvmmmagamsaumwmaaulmléﬂ,mmmmmmsmamamumsmmm WAiNIEUIUNTT
sonuuunTiiiniadeulminsfesiunsmagouin nunfeuiialudeaudsnsaeilsvield

msevin (Production) dmiudeyamsaumaiiadoulwildtu sudmmnazuilugiuy
ananswiin Tnsdaunisanevinilldnsluroseasiitos uiidsdogtnduuiseds wumifades
Story of Stuff (2551) vhlmsnanmaunasiatulutisandisrtuneusase dudiyiiin
sonuuumsiisiameudievhAon1ssades nsiznisdndesisvzdesinnuidesisneld dmsud
MgV iflnsaneildnne Taslawzmsaneidesdaauiiiimy thesnuuuviedifuazdeadila
T ermluisludiunisdadiends aduiildunissinsunmissudadesanglnl wiedouroradululals

32



drumsdariaUszneunweuns (Post-Production) fie Msterrduiildunaindudieri esn
sl dunmeunsiadoauysal dmsuteyamsaumaiindeulmls dsfiddyAedemaaougi
Augneussuddlafisderuvdold westoyaidessnluiuinsgnieseguieliiatls A
foyaazldtunaasuudandmis madarenranrliaumnsvesunamnieurionseiadndould

Tn3duldnudn N33tz wie project-specific context research evanefian1sidedivn
ponuULIEdosh Uit snnudlasulandildunldnniu Ineddlfusuusddaluns
dodoyamsaumaiindoulmld mifoimsnuiuhlitheonuuulifesfiomfiemagamema
wnauduluaransnsovhlitheenuuudndulaeddhanivuvesteyansiuliuasdnluasi
goniy

meissanzaulildiRntuuddoudumuity widuAtunasadilutisesnszuiuninou
JeuunuazAsunsnafunsBouiBeainvieliessnivaeiuuuvduld Weflazlidoyaifinidy
Aeafumansguuuuresam wu Sragdonindeadentuiivn mwaanswindiaslyiarudunn
vosszrvuldAfiannniuruls mifsanzaufassiniuinadinounisdase mseunendain
ponuuupTlddeyaiinfuunsiridaiare wu viiveaanitied sunsseadeiiaulddunmusiio
Uwangedadndiguuuveenils seaziBesvesnmeiauvesinesnuuuiidesldmsideianzanm s
gavidgnegluuniiasiziveya

33



3.2 NMNSINVDIITNI5IY (N1e199NG)

3.2.1 Methodological Triangulation Research

This research is in a form of methodological triangulation research. It combines three methods
in order to come up with the most conclusive result. The researcher started out wanting to
perform practice-led research. However, before he could assume the role of a design
practitioner and reflect on his practice of designing motion infographic for complex problems in
academic writing, sufficient amount of knowledge on the subject must be gained. Other two
forms of research, case study research, and expert interview research were performed in order

to lay proper foundation for the practice-led research.

3.2.2 Expert Interview

Due to motion infographic being a combination of infographic and motion graphic, the
researcher divided the analysis of motion infographic into three parts. Using expert interview
method, in part one, the researcher attempted to understand infographic and its usage as a tool
to help understand complicated information for specific target audience, and a very thorough
investigation of infographic, its relationship to the rest of other design methods, origin,
principles, and usage throughout history were conducted. The researcher then investigated how
each of the design elements such as the forms follow function, space, line, color, shape, and
textures was affected when the goal was to communicate large amount of information. An
interview with a local professional graphic designer who has worked on and continues to work
with infographic was compared to the researcher’s own experience and details found in
literatures on infographic. After gathering sufficient amount of information, an infographic design
process was constructed; the researcher then utilized the infographic design process in his own
design work in order to develop further understanding. The first part ended with the evaluation
of the design outcome along with design process that was constructed based on the research.
In part two, the researcher performed another expert interview research while investigating
motion graphic and how, through its surge in popularity with help of online social media to
enhance exposure. The researcher then investicated how each of the film making elements
such as image, time, motion, sound, lighting, sequencing (also called editing), and composition
was used when graphical elements were involved. An interview with a local professional motion
graphic designer who has worked on and continues to work in the field of motion graphic design
was compared to the researcher’s own experience and details found in a book on motion
graphic. After gathering the information, a “Motion Graphic Design Process” was formed. The

researcher utilized the motion graphic design process on his own design work. In part three, the
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researcher analyzed the two processes that were developed from the first two parts and
constructed a motion infographic design process and used this new process to design a motion

infographic.

Because this research was conducted in Thailand, and most designers are native Thai speaker
who will be more comfortable speaking in Thai, and will be able to go into more detailed, the
interviews with the first two design experts were conducted in Thai. The person being
interviewed was aware of the researcher’s purpose prior to the interviewing, and the researcher

asked them to elaborate as much as they can.

3.2.3 Interview Concerns and Objective

The interview method used in this research is unstructured interview, most suitable for
qualitative research with the goal of developing an understanding of a particular subject. The
aim of unstructured interview is for the expert to feel comfortable and elaborate on their
answers in order to provide very personal insight on the matter being discussed. Before forming
interview questions, the researcher listed a set of concerns in a form of question and interview
objective.

How do | demonstrate that my selection of design expert is qualified?

How do | make sure the experts answer in as much detail as possible?

How can | make sure the interview questions do not lead to the answers | want?

How can | make the expert comfortable?

How can | rationalize my interview questions?

How can | form design process from the answers to my questions?

3.2.4 Addressing the Concerns

The researcher selected three local designers in Thailand as experts in order to gain insight into
the working of average designers that do not have access to expensive resources and
technology. These experts have more than three years’ experience working in the field and are
specialized in the branch of design selected for interview. Mr. Nattanan Naewmalee, a lecturer
at Assumption University, has worked extensively with infographic and researched on the issues
during his study at University of the Arts London Central Saint Martin, United Kingdom. Mr.
Jiraroj Sangsuwanwaw worked exclusively with motion graphic for more than three years. Mr.
Vorathit Kruavanichkit, a senior partner at Farmgroup Co., Ltd. and a former lecturer on
typography and book design at Assumption University, consistently advocates the importance of

background research when handling big project in his lectures. Before forming the interview
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questions, the researcher researched books on interview for qualitative research, including
“Interviews, an Introduction to Qualitative Research Interviewing” (Kvale 1996). The primary
concern was to avoid leading interview questions and ask the experts in the way that have
them give answer as detailed as possible. The researcher decided to resolve this issue by
conducting a test interview with a designer colleague just to see how some of the possible

response that can occur during the interview.

3.2.5 Test Interview

The researcher conducted test interview with a recently graduated designer who has done his
undergraduate thesis under the theme of infographic. After the interview, the researcher
decided to list some of the problems that plagued the test interview in order to have better
prepared questions for the real interview. The test interview questions were as follow:

Why did you choose infographic to communicate the message?

How do you research before you work on the project?

Please describe the last infographic you have worked on.

What is the most important part of designing an infographic project?

What were some of the steps you took before designing?

If you can revisit your old project, how would have designed it differently?

How can | form design process from the answers to my questions?

Problem 1) the interviewee answered with “I do not know” for many of the questions. The
researcher came to a conclusion that the questions assumed too much about the interviewee’s
knowledge. The questions that resulted in an “I do not know” answer were too direct, whereas
most of them aimed at providing the researcher the direct link toward the creation of

infographic design process.

Problem 2) the interviewee failed to recall some information that the researcher knew that the
interviewee knew. The researcher initially believed asking the “why” question was the most
effective way to get the most detailed answer. However, it had an adverse effect and put the

interviewee on the spot, which caused him to have a hard time recalling the information.
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3.2.6 Revised Approach

The researcher revised the questions in order to minimize the possibility of getting “I do not
know” answers. He did so by asking the question that let the design expert “educate” the
interviewer, meaning that even if the design expert does not know, he or she will attempt to
answer by pointing to examples he heard, or based his answer on an educated guess. This
method let the design experts feel comfortable being the one with the knowledge. The
researcher also revised the question that asked why. Although this seemed like a perfect way to
ask the interviewee to elaborate his or her answer, asking why may put too much pressure on
the design expert. Instead, the researcher encouraged the design experts to tell stories that led

to his or her answer.

3.2.7 Forming Interview Questions

After consulting with the advisors to revise the test interviews question, the final interview
questions were constructed. Each question has specific purpose with more chance to ask follow
up question at the interview place.

Q1 Please tell me what are some of your past experienced working with infographic/motion
graphic.

Q2 Please give me an example of some of the infographic/motion graphic project you have
worked on in the professional field.

The first two questions were designed to introduce the interview subject as someone who is

capable of answering questions about Infographic/ Motion Graphic.

Q3 Why do you focus mainly on infographic (or motion graphic) in your professional practice?
And in what way do you think infographic (or motion graphic) is different than other types of
design?

Q4 Please explain to me the process you went through when you work on an
infographic/motion graphic project, such as what is the starting point, and where do you say
that this project is finally complete?

Q4.5 What is the normal amount of time for an average infographic/motion graphic project?
Question three and question four were designed to give the chance for the expert to define
Infographic/motion graphic in his or her own term. The researcher hoped that the design
experts’ answers will touch upon some of the parts that help the researcher design
infographic/motion graphic design process. The question about the amount of time was placed
there in order to understand the length for each process. Although the interviewee suspect of

the answer “it depends on the project”, the question was asked anyway just in case.
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Q5) What are some of the unexpected problems you face when doing infographic/motion
graphic project, and how did you solve the problems?

Q6) How do you filter out concept and ideas for each project that you do, such as choosing
between a bar graph over a pictogram in an infographic project, or between stop motion and
live action for a Motion Graphic project?

Question five to question six focused on the working experience on the infographic/motion
graphic. Question six in particular focused on the very first part of the design process which

concerns concept generation and sketches.

Q7) How do you differentiate between a well-designed infographic/motion graphic and a badly
designed infographic/motion graphic?

Q8) What steps in the design do you think is the most difficult when designing
infographic/motion graphic?

Question seven and eight aimed to find the possible quality control or “gate” part of the design
process. The researcher felt that these parts may be the key differences between a regular

process and a potentially complex one.

Q9) What advice do you have for students and design professionals who are interested in
designing infographic/motion graphic in the future?
Question nine gave the expert one last opportunity to point out the most important part of the

design process which can be the focus or the highlight point of the process.

3.2.8 Infographic Design Process

As a designer who have had designed several infographic works in the past, before designing the
new process, the researcher drafted out a process based on the existing process he went
through for his own project. This is important so that there can be comparison with his own
existing knowledge prior to the literature review and interview. Most of the design projects that
the researcher has worked on in the past were commercial design and therefore revolved

around design concept based on marketing analysis.
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Figure 3.4: Infographic Design Process Based on Researcher’s Experience

The design process based on a pre-literature review assumption took a form that is similar to
other type of graphic design process. The process begins with marketing research and analysis,
in order to determine the market and audience that will lead to a more focused attempt at
generating a design concept. Several concepts will be considered, one will be chosen through
concept testing process. The chosen concept will then be executed. After developing to the
point where the designer feel the project is 50% half way, there will be another evaluation
taking place before finalization.

3.2.9 Infographic Expert Interview

The researcher interviewed a design expert, Mr. Nattanan Naewmalee. Mr. Naewmalee is a full
time lecturer at Assumption University. He studied MA Communication Design at University of
the Arts London Central Saint Martin. His work has exhibited internationally and dealt mostly
with infographic. His latest work is about symbols aiding sign language for the deaf.

The few significant parts of the interview are when Mr. Naewmalee talked about the importance
of audience comprehension testing when dealing with communicating large amount of
information, and also pre-design testing (for both the audience and data acquisition). “I was very
far along into the work (hand signal diagram for the deaf) and there was a breaking period”, said
Mr. Naewmalee. “So, | have some people look at my works and they cannot understand it. So |
have to go back to the beginning. And these were not deaf guys, but they could not understand
the work.” When asked about the differences between successful infographic and unsuccessful

one, Mr. Naewmalee said, “I look at the work’s ability to communicate its message. | see so
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many infographics that are too much for the designer and not enough about the information.
There should be a balance. A good infographic should not be too fancy. Every part of it is
difficult. Because there is a lot of thinking that went into every step. From just choosing a

particular color is a lot of work. It also depends on how deep you want to go.

3.2.10 Reconstructing Infographic Design Process

The researcher constructed infographic design process from the information acquired from the
interview, his assumption, and the information from the literature review. The design of the
process went through several drafts after receiving feedback from the design expert combined
with interviewer and researcher’s own experience while attempting to utilize the process. The
stage and gate in the process follow the stage gate model where in each stage of the process
there is a gate that acts as a barrier. Gates are to be thought of as check points which prevent
progression until the project meeting with certain degree of satisfaction or requirement is used
here as well. The infographic design process is divided into three types. The first type of

infographic design process is Data Visualization.

Infographic Type 1: Data Visualization

STAGE 1 STAGE 2 GATE  StaGE 3 GATE

Acqmrlng Data Finalized
Data Visualization Design Design Evaluation

Figure 3.5: Infographic Design Process Type 1: Data Visualization

Stage 1 Acquiring Data — The designer either was provided with a set of data or he or she
researched and collected his or her own data to be used in the design.

Stage 2 Data Visualization — The designer represented data with graphic elements.

Gate 1 Data Validation — The designer made sure that the correctness of the data is retained
after the data went through visualization process.

Stage 3 Finalized Design - The designer completed the final version of the design.

Gate 2 Design Evaluation — The aesthetic of the design was evaluated.

This type of infographic features very little or no text or explanation. The work can be
appreciated based on the aesthetic alone. There are only two gates, the validation of data and

design evaluation. There is no need for comprehension testing. There is a clear need for the
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data to be correct, but there is no need to reduce the complexity and make sure the general
public understands. The designer has no control over the quantitative or qualitative data that is
being visualized; therefore, he or she has lesser control with what the final outcome will look
like. The designer role is to design a template for the data to fall in. Data visualization can be

appreciated out of context based on the aesthetics alone.

‘e ¢ 5 s 3 .i’o. x,g, @

8-2 8-19 4 92 ‘0 Q19 10-1 10-15
2011 201 o8 201 2011 .

Figure 3.6: Thailand 2011 Flood Progression (Data Visualization Type)

The researcher designed data visualization type infographic using the process he has designed.
The data was acquired from the news website, which keeps track of flooding throughout several
region of Thailand. The data show the gradual flooding. But even for the audience who do not
understand the context, the transformation still provide certain aesthetic value, while people
who understand the context appreciate the design a lot more. The researcher had limited
control over how the design will turn out. He only assigned colors to each element on the
map, with the darkness of the tone representing the depth of the water in the flooded area in
Thailand. The full visual is then generated based on the data on the days.

Infographic Type 2: Narrative

STAGE 1 Stace 2 STAGE 3 STaGE 4 GATE  Smace 5
A A S

Audience Acquiring Script lllustiration Communication Finalized

Research Data Writing Execution Testing at 50% Design

Figure 3.7: Infographic Design Process Type 2: Narrative
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Stage 1 Audience Research — The designer first researched the audience in order to gain insight
on the receiver of the message being communicated.

Stage 2 Acquiring Data — The designer either was provided with a set of data or he or she
researched and collected his or her own data to be used in the design.

Stage 3 Script Writing — The designer wrote a script of the narrative.

Stage 4 Illustration and Execution — The designer illustrated the design based on the script.
Gate 1 Communication Testing at 50% - The designer tested how the audience received the
message being delivered.

Stage 5 Finalized Design - The designer completed the final version of the design.

Narrative type infographic clarify complex information by telling a story and rearrange the
information in a linear order. Several illustrations that show how to do something with step by
step procedure are also considered to be narrative type infographics. The most important

addition is script writing with less emphasis on any graph or numeric data.

wadiesn

Figure 3.8: Hand-washing Poster by Panasit Chaiyanan (Narrative Type)

For the narrative type the researcher utilized the infographic design process to design a poster
for global hand-washing day as shown in Figure 3.8. The graphic is still very informative but
there is really no data visualization other than placing the 5 times one must wash hands on
each of the finger. The focus is on the understanding and the texts are made easy to read. It is

more about the rearrangement of texts rather than visualizing data.
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Infographic Type 3: Informative

Stace 1 STAGE 2 GATE  Stace 3 GATE GATE  Stace 4 GATE
W A— A—

Audience Acquiring Data Validati SPPW Design Testing Communication Finalized Audience

Research Data Gl sl sea at 50% Testing at 50% Design Evaluation

Concept

Figure 3.9: Infographic Design Process Type 3: Informative

Stage 1 Audience Research — The designer first researched on the audience in order to gain
insight on the receiver of the message being communicated.

Stage 2 Acquiring Data — The designer either was provided with a set of data or he or she
researched and collected his or her own data to be used in the design.

Gate 1 Data Validation — The designer must make sure that the correctness of the data was
retained after the data went through visualization process.

Stage 3 Apply Design Concept- After the data was validated, the designer applied design
principles to represent the data visually.

Gate 2 Design Testing at 50% - The usage of the design element was tested.

Gate 3 Communication Testing at 50% - The designer must test how the audience received the
message being delivered.

Stage 4 Finalized Design - The designer completed the final version of the design

Gate 4 Audience Evaluation — Both the aesthetics and the message of the design was evaluated

by the audience.

The mixture of data visualization and storytelling, informative type of infographic are mostly
done by the designer for the purpose of communicating to the general public. It aimed to be
both visually pleasing and also explain in text and in detail in order to inform. The design of the
visual elements goes along with the information. Unlike data visualization infographic, the

designer has complete control over the look of the design.
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Figure 3.10: Nuclear Power Infographic by Panasit Chaiyanan (Informative Type)

Using text and data visualization, the design process of the informative type was utilized in this
anti-nuclear power poster. The visual made a distinct comparison between the nuclear
industry’s argument and the rebuttal by environmental organization. Each of the claims by
nuclear industry that get debunked was represented visually, from the extra cost of the
construction to the radioactive waste that has no way to get rid of. The choice of color and

placement of images were carefully considered to maximize the impact of message delivery.

3.2.11 Motion Graphic Design Process

After the researcher analyzed the infographic design process, he continued on to begin
researching motion infographic’s another component, motion graphic. Working several jobs in
the past as filmmaker doing video presentation, as well as music video and online commercial,
the researcher then has some ideas about the general structure of how to design a motion
infographic. The dead set process for designing a motion graphic is very similar with short film
making process. There are three main parts, pre-production, production, and post-production.
Pre-production is where all the preparation is made from concept generation to writing
storyboard and preparing equipment, casting, and location scouting. The production part is
where the actual shooting of footage or the animation is being drawn; it is the part that ends
with something that is called raw footage. Post-production is the part where the raw footages

that were acquired somehow from the production part are edited, with sound added. Not all
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production processes are alike, especially with the audio recording process. Some animators
especially big production studios would require a person to do a voice work before animating,
so voice acting would occur in the pre-production instead of during production or post
production. Some project requires narration before the ending. Some editing matches the
sound, so the audio part has to be completed before the editing part, etc. After the literature
review, the researcher has revised his own initial view of Motion Graphic Design Process. His
assumption matched far better here than for the infographic design process. The difference is

more detailed information in regard to writing storyboard.

3.2.12 Motion Graphic Design Expert Interview

The researcher interviewed Mr. Jiraroj Sangsuwanwaw. Mr. Sangsuwanwaw was a full time
motion graphic designer for Farmgroup Co., Ltd. He has done more than three dozen motion
graphic commercial works, according to his portfolio. He has done numerous animations as well.
The researcher has identified some valuable key point from the interview. The design expert
talked about his experience, and highlighted the parts that make motion graphic design different
from any other type of design. “For me, | want to do something that draws people’s attention

to my work. | also want to tell a story that is fun and help people understand things better.”

Mr. Sangsuwanwaw identified a unique part of the motion graphic design process and some of
the most difficult part of the process, “Most of the problems | faced were back in the beginning
when | did not have a lot of experience working. The most common problems | faced was
drafting a storyboard and then in the end | was not able to make what was drawn in it a reality.
After a while the problems is gone because | start to know my own strength and what | can do.
Now the most problems come from the equipment, especially the computer which is highly
undependable. I’'m sure everybody is having this problem.” Mr. Sangsuwanwaw pointed out
what make a good motion graphic design, “I think a good motion graphic has to be able to
attract people. | think that works that communicate good message but fail to attract people to
come and watch them is not successful.” From the interview, it is clear that from a view of a
professional motion graphic designer that attractiveness is the key, in contrast with infographics

where the key is the management of information.
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3.2.13 Constructing Motion Graphic Design Process

The result of the interview was combined with the information from the literature review, which
helped the researcher construct a motion graphic design process, as shown in Figure 3.11.
Unlike infographic, due to the researcher being quite familiar with the existing process, the

process is quickly drafted with only minor adjustment.
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o comens [l

Figure 3.11: Motion Graphic Design Process

The process is divided into three parts, with a gate at the end of each. The Pre-production part
includes everything that happens before any footage is acquired, which includes any type of
analysis which will resulted in a design brief, script writing, or animatic (animated storyboard).
Then there is the production part, which contains raw footage and audio recording. The raw
footage is then tested before post-production. Post-production part contains offline editing,

which cut and combine raw footage, compositing, and the review of the final cut.
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3.2.14 Part Il Motion Infographic Design Process

After analyzing the infographic and motion graphic design processes, the researcher combined
them by carefully identifying each process most important steps. For the infographic, there are
data validation and communication testing, which directly influenced the communication of
complicate information. Motion infographic design process does not require to have a detailed
design brief, which would have included marketing analysis and target market identification. Due
to the online social media being the main distribution point for motion infographic, the movies’

target audience will be consistent.

PRE-PRODUCTION POST-PRODUCTION
STAGE 1 GATE  Smee 2 GATE STAGE 3 STAGE 4 GATE GATE  Staee 5
PRODUCTION

Figure 3.12: Motion Infographic Design Process (First Draft)

3.2.15 Pre-Production

The pre-production of motion infographic includes all the planning that must be completed
before the production stage. The acquisition of data and the validation are very important as
they were in infographic design process. From the case study, several motion infographics like
those tested for accuracy by viewers were then distributed on social media. Movies like the
Story of Stuff (2008) were ridiculed in the comment under the video clip for getting some minor
details wrong even if the mistakes did not have any effect the overall message of the movie.
From the design expert interview with Mr. Naewmalee (please see the details in Appendix A),
when the audiences tested at a late stage in the project, they show the lack of comprehension.
This caused Mr. Naewmalee to have to go back and redo the entire project from the beginning
because when it comes to complex problem, communication is the most important thing.
Unlike printed infographic, once the project proceeds into the production, it can be very
difficult to return to the pre-production step of the process, and the gate is there to remind the

designer to get all the data and composition in order before proceeding.
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3.2.16 Production

From examining the existing works, there are very few motion infographic that used live action
footage, the exception being the Story of Stuff (2008) and the Power of Ten (although the
Power of Ten are still photographs). This means that most of the animation of the graphic
element will occur during the post-production. This is a good thing because the designer can
easily go back to production process if the post-production part ran into a problem, or if the
designer suddenly gets a new idea. There is a production part that the designer has to pay
attention to and that is the audio. Jonathan Barnbrook stated in his seminar at Chulalongkorn
University (2011), music is the most important part of an animated motion graphic because the
elements are usually animated to the audio queue. According to the design expert interview
with Mr. Sangsuwanwaw (please see the details in Appendix B), there can be stand-in music that

can be used before a more appropriate music is later found.

3.2.17 Post Production

The post-production part covers offline editing, communication testing, audience evaluation,
and finalized design. Post-production is also the part where visual effects are added. Some
existing motion graphic works have clean and simple design throughout such as Ensuring the
Future of Food (2008) and The Story of Stuff (2008), while others go over the top with special
effects like Stuxnet (2011). The result from expert interview with Mr. Sangsuwanwaw shows the
attractiveness of the work is essential to all motion graphic (Appendix B). While this research did
not measure attractiveness, one reason for motion infographic getting distributed by viewers is
because of its motion graphic techniques, which usually involve editing style and visual effect.
For audience evaluation, it cannot be tested to a certainty whether or not the movie will be
well received, but the gate will serve to check that there is nothing that is severely wrong or
off-putting about the movie, which the audience can help provide input. From practice-led
research, the audience evaluation was that although it was impressive and the testers were able
to recall their favorite scenes, they felt it was too dull without any visual effect peak. Dr.
Scagnetti also commented that while the complex problems were explained in the researcher’s
work, there was neither urgency nor action that the movie wants to stimulate afterward (like a

phone number you can call to ask for more information).
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3.2.18 Practice-Led Research

After the researcher finished constructing motion infographic design process, the question
became: what are the differences between a motion infographic design process that deals with
complex problems and the one that does not, assuming that not all motion infographics
communicate for complex problems? The researcher then conducted a practice-led research.
There are three basic steps of practice-led research. First, the researcher defined his role as a
practitioner, in this case, a motion infographic designer. The researcher will then experiment
during the process, which means taking risk and going through trial and error process. The

researcher will then reflect upon his practice and reach a conclusion. (Webb 2008)

3.2.19 Working with Subject-matter Experts

The researcher preformed practice-led research by utilizing his motion infographic design
process in a complex problem. The researcher met the representatives from Greenpeace South
East Asia, Ms. Weerakan Kengkaj and Ms. Chariya Senpong. After several discussions, the
researcher took on the project explaining the concept of energy revolution. The researcher
applied several visual rhetoric and graphic design techniques, such as visual metaphors,
representing addiction to dirty energy with needle, and duo visual form technique, which
combined the image of a horrified human face on the body of oil-covered fish. Color theories
are also applied, with scenes showing dirty energy has a warm tone while the scene that shows
the six steps to bring about changes has more cooler tone. The full detailed reflection writing of

the entire practice-led research is in Chapter 4, Result and Analysis.

Figure 3.13: Applied Design Principles to Motion Infographic

49



3.2.20 Project-specific Context Research

After assuming the role of a designer and completed motion infographic design by utilizing
motion infographic design process, the researcher identified the step in the process that help
communicate complex problem. The researcher called this part of the process: “project-specific
context research”. He believes that this research has always been an unofficial part of the
design process ever since the inception of graphic design in the form of background research. It
was also grouped with other types of pre-process research such as: marketing research,
audience research, design research, and user research. Project-specific context research is very
different from those researches in many ways. Project-specific context research is about
researching as much as possible in order to understand the context of the project without the
aid of subject-matter expert. The research can also be taken place throughout the entire design
process, not just in the beginning. The researcher believes that this step of the process is
especially important when it comes to infographics that deal with large volume of information,
and it enabled the designers working on the project to communicate the information in a more

Creative way.

3.2.21 Project-specific Context Research Interview with Design Experts

Even though the concept of project-specific context research is what the researcher has
created, designers have been performing this part of the process for a very long time. The
researcher recalled a college professor, Mr. Vorathit Kruavanichkit, who once talked about the
importance of background-research designers should do before meeting with client. In order to
enhance the legitimacy of his finding, the researcher performed a third design expert interview
with Mr. Kruavanichkit, who is the creator, founder, senior partner, and art director of Farmgroup
Co., Ltd Thailand. This interview is less formal than the previous interviews and was conduct
through a chat feature from a social networking site, Facebook. The researcher had asked Mr.
Kruavanichkit for his permission to record this interview. This transcript of the interview has
been edited. Omitted content includes the mentioning of clients’ name and project along with
parts that are not related to do with the research. This interview was conducted in English. The

full transcript of the interview is in Appendix C.

Mr. Kruavanichkit save some examples of the project where he had performed project-specific
context research, “whenever | do an installation project outside of Bangkok, | would go (to the
location) for a week or so, to talk to the locals, visit their museum, eat their food, buy their

products, take thousands of photos, record videos, and interview old and young people. Now

we are working on a project for (a client) about water, we also have to understand what their
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view towards water is. So, | read. | talked to them, and | spent about 15,000 baht on
Architecture books.” When asked why he thinks this type of research is important and worth the
effort, Mr. Kruavanichkit explained, “It is just my feeling; | hate it when talking to (clients) and
cannot continue the conversation about the subject, so | had to understand, so | can make
them trust me.” He talked about how this process (project-specific context research) occurred
even before the first meeting with the client. “Right after | get a call from them, | started my
research”

3.2.22 Motion Infographic Design Process for Complex Problems

The addition to the final process for motion infographic in this research deals a lot with the
activity that occurred before the start of the pre-production process which is project-specific
context research. The researcher discovered that even with the subject-matter experts’
guidance, the designer will still be the one picking and choosing which part of the data best
suits for the design work. Despite data acquisition, user comprehension, and data validation
being very important to make an infographic, motion or otherwise, that communicate
effectively, the subject-matter expert or even the audience must not have too much control

over how the graphic designer will communicate the message visually.
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Figure 3.14: Motion Infographic Design Process for Complex Problem

Project-specific context research appears throughout the entire design process. The first time is
before the beginning of the project. As taken from the design expert interview with Mr.
Kruavanichkit, knowing about the subject prior to the initial meeting allows the designer to ask
more questions and have a more meaningful conversation during a meeting with the clients,
which can lead to a better design. The researcher put project-specific context research again
before the pre-visualization. This step of the process is where the designer decides on the

scene composition, so a research study into project-specific context is necessary in order to
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construct interesting scenes and get the detail right (such as the detail of a nuclear power plant,
or the structure of a smart grid). Finally, after acquiring raw footage and right before post-
production, another project-specific context research is performed in order to see what can be

done in post-production that will enhance the message of the design.
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4.2 N15UINTEUIUNTRRNWUUINTY (N1W199nw)

This research triangulated three different methods: case study, expert interview, and practice-
led research. The order of the methods is arranged in the order performed by the researcher,
with the solution of each objective resulting in that the researcher being able to explore the
next step in the research. For the result and analysis portion of this research, each research

question will be answered with the support from each type of the research method.

4.2.1 Length of Motion Infographic Project

The researcher concluded that the average length of time of a typical motion infographic design
project is between 4-6 months. From case study research, according to Annie Leonard, the
research that went into the Story of Stuff (2008) took ten years, while the actual production
time of the movie itself is not known. For Crisis of Credit (2009), its creator Jonathan Jarvis
began his research in the summer of 2008 and the video was first published in February 2009
(Jarvis 2009), which means the entire project took around 6-9 months. Roosu Flood motion
infographic project was published on YouTube October 25, 2011, in order to response to the
flood crisis. Due to a large number of volunteers (more than 50), later episodes of Roosu Flood
were developed in less than one and a half day (Who Magazine, 2012). The researcher believed
that because the flooding crisis was very immediate, there were demands for the episodes of
Roosu Flood to be released very quickly. With very simple character design and choices of color
(the characters are orange and the background are painted in gray and blue) several people can
work on the same project without losing any visual consistency. From expert interview research,
Mr. Sangsuwanwaw stated that the length of a motion graphic project depends on the demand
of the client, but on average, it would be around 1-2 months (Appendix B). For motion
infographic, the researcher surmised that the production time should not be different but with
additional time for a lot of research, for which he added 3-4 months (Axel Rudolph’s did
research for his motion infographic Knowledge for 3 months), this resulted in the average time
for motion infographic to be 4-6 months. From the practice-led research, the researcher took 6
months to design motion infographic on Energy Revolution for Greenpeace, with the first 4
months doing research and trial and error, and the last two months are about designing and

constructing the motion infographic.
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4.2 Design Theories That Can Be Applied to Motion Infographic

Analyzing the existing works through case study research helped the researcher understand the
importance of design and its theories. Because motion infographics can look impressive even
without being well-designed, there are no real critiques of the design for the existing works. The
researcher viewed that motion infographics that were designed by non-designers (Annie
Leonard’s Story of Stuff and Jonathan Jarvis’s Crisis of Credit) failed to be attractive and
communicate less successfully than the motion infographics done by trained designers (Axel
Rudolph’s Knowledge and Patrick Clair’s Stuxnet). Crisis of Credit failed to avoid the trap of
chartjunk, the unnecessary elements in a graph that can confuse the audience (Tufte 1983).
When doing animation, it is typical for animator to insert in as many moving elements as

possible, but following the chartjunk theories, this will disrupt message delivery.

Figure 4.9: Chartjunk in Crisis of Credit Visualized (2009)

Even in motion, the small multiples theory is useful to show clear changes between two
conditions (Tufte 1990). When the design is put into motion, if the elements being compared
are on two different frames, it is still harder to see the changes in condition than if the two
elements are placed next to each other on the same frame. The researcher himself applied
several design theories to the work when doing practice-led research, including visual metaphor,
a representation of an idea by using some visual form that represents particular association or
point of similarity (syringe representing addiction and money rain representing wasteful
spending). He also utilized color theories, using less saturated warm tone to differentiate dirty
energy from cleaner alternative, which he used much cooler tone to represent. The researcher
concluded that designers who have knowledge of design theories and know how to use them
correctly could produce motion infographics that are stronger and more attractive, although it is
not the objective of this research to measure the attractiveness of the motion infographic

works.
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4.3 The Steps of Motion Infographic Design Process

An in-depth analysis of motion infographic design process for complex problem was conducted.
Each step will be analyzed based on the findings from the three researches: case study, expert
interviews, and practice-led research.

PRE-PRODUCTION POST-PRODUCTION
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Figure 4.10: Motion Infographic Design Process for Complex Problem

The researcher approached Greenpeace South East Asia during the summer of 2011, and
finished with the motion infographic design in January 2012. The following is a detailed account
of the researcher’s interaction with the organization, a result from Chapter 3: Research
Methodology and Practice-led Research.

Initially, the researcher had planned on working on a subject of nuclear power after hearing
from a fellow designer who worked with Greenpeace on an infographic project before. The
researcher was told that there were plans to build nuclear reactors in the southern part of
Thailand, which disregarded several safety rules such as building a reactor within 5 kilometers
radius of the residential area. The researcher did a brief research himself on the subject before
meeting with Greenpeace, but found very little information about the nuclear plans in Thailand.
There was a very small excerpt on the Greenpeace South East Asia’s website about their
protest events, but not much else. Also, there was information on nuclear power, but not
specifically about plans to build nuclear reactors in Thailand. The researcher finally set up a
meeting with Greenpeace South East Asia office and met with their representatives Ms.
Weerakan Kengkaj and Ms. Chariya Senpong. Both Ms. Kengkaj and Ms. Senpong provided
information that confirmed what the researcher’s designer colleagues talked about, and also

some new information, none of which is available online to be found. Firstly, nuclear power is
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not clean. Even though nuclear power emits zero greenhouse gas, the radioactive waste and
the amount of natural resource they use still make it extremely dirty. A more complex
argument to make is that nuclear power is very expensive. There are several case studies on
why it is, most significantly the one on nuclear reactor in Finland exceeding its budget several
times, though on the proposal paper the budget still remain quite low, in which the nuclear
industry can make the argument further. After hearing these arguments, the researcher already
planned to make a graphic that would debunk several myths about nuclear power. As the
meeting continued and the researcher showed them some of his work and also explained the
plan for a motion infographic being made, Ms. Kengkaj and Ms. Senpong expressed to the

researcher that although nuclear power is still a threat, it is no longer their top priority. Coal is.

After the event in Japan that devastated the region and caused a big nuclear scare, the nuclear
industry’s sale pitch about their safe power fell apart. Plans for nuclear reactors were cancelled
but quietly, plans for coal reactors were being made. According to Greenpeace, coal reactors
are even worse because it pollutes the air, killing trees and farm animals Ms. Kengkaj and Ms.
Senpong claimed that the entire process of coal energy is very damaging to the environment.
Greenpeace South East Asia was going to protest on coal in the rural area where the reactors
were being built. Greenpeace gave the researcher several books on all subjects ranging from
nuclear, to coal, to conserving energy. The researcher went back home and started trying to
manage unorganized information and complex issues he received. After that, Ms. Kengkaj
contacted the researcher with even more documents on the harmfulness of coal. The
researcher was set to do a movie on coal since the people at Greenpeace seem to be very
passionate about this particular issue. While researching about Greenpeace itself on the
internet, the researcher realized some responses to the organization was very negative. There
were claims that their tactics were very antagonistic and they refused to listen to reason. While
these arguments are obviously made by detractors who probably benefit in some ways from
the destruction of the environment, Greenpeace’s image to the public still concerned the
researcher. One of the literatures given to the researcher by Greenpeace caught his attention; it
was a book: “Energy [rlevolution: a Sustainable World Energy Outlook” by Sven Teske (2010).
The book was different in terms of how it provided solutions instead of just stating the
problems. The researcher felt the motion infographic delivering this message will be a different

kind of communication for Greenpeace.
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The researcher contacted Greenpeace South East Asia again to ask them about energy
revolution, and they provided several more documents on the issue. At that time the
researcher believe that data acquisition is not the job of the designer but that of the subject-
matter expert. Resulting from an interview with Mr. Nattanan Naewmalee (Appendix A), Mr.
Naewmalee suggested that subject-matter expert should be responsible for the clarification of
their own message. The last two documents the researcher received from Greenpeace boiled
down the concept of energy revolution into six basic steps. The researcher decided to do a
movie on these six steps by following the motion infographic design process he constructed.
After receiving the necessary data for the movie, the researcher tried to validate the data from
other sources. Because energy revolution is a very positive claim, there was no immediate
argument against it. After determining that the data given were appropriate, the researcher

started the production and produced the first draft.
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Figure 4.11: First Draft of the Energy Revolution’s Six Steps

The concept of energy revolution as a whole is very complex. There are many parts of it as
there are several ways to handle different types of dirty energy. According to the literatures that
were provided to the researcher, oil, coal, and nuclear each have a set of unique problems and
solution. Oil and coal directly affect the environment and release substances that are harmful
to human health, while nuclear releases 0% CO2 gas but also produce non-disposable waste
and is very dangerous. The researcher’s initial strategy was to touch upon each problem very
briefly and go into detail only on the six steps that are essential to the energy revolution

concept.
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Figure 4.12: Visualization of a Mango Being Poisoned by Coal Pollution

Compositions of the earlier draft came from the most basic idea given to the researcher; that is,
when subject-matter expert at Greenpeace, Ms. Kengkaj and Ms. Senpong first talked about the
dirtiness of coal, the researcher remembered they mentioned how mangos that were exposed
to the coal pollution turned black and became poisonous. This image stuck in the researcher’s

mind and he designed the composition of a scene in an early draft showing exactly that image.

One of the six steps toward energy revolution is a smart grid, and it is the most difficult part to
design if the designer does not fully understand how a smart grid functions. The researcher
watched several movies online and read many articles about smart grid, such as those shown in
Figure 4.13 and Figure 4.14. There are many different variations of smart g¢rid, and this is
important because Greenpeace South East Asia did not specify which type of smart grid is better
than the other, just that a certain property of the smart grid. Smart grid must contain a switch to
turn itself automatically on and off with the purpose of not wasting any electricity. The
researcher then realized that this is where he and the subject-matter expert must part ways in
terms of what information to be included in the design. The experts can provide information,
but in the end, the job of filtering the information and deciding which information going to be
part of the design will be up to the designer. Therefore, a designer must understand the subject
thoroughly.
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Figure 4.15: Panasit Chaiyanan’s first Smart Grid

Initially, the researcher’s smart grid, shown in figure 4.15, looked a lot like other smart grid
found on the internet. The researcher understood the inner working of smart grid enough to
draw the simplest form of a smart grid, although not enough to design a sophisticated looking
one. This is another problem when the designer relies too much on the subject-matter expert.
According to subject-matter experts, all information will be important. Subject-matter experts
will not tell the designer which information to be omit, but instead will be telling what designer

must make sure to include. This does not contribute positively to the simplification process.

Smart Grid

Figure 4.16: Panasit Chaiyanan’s Final Smart Grid (2012)

After having more understanding of the smart grid, the researcher was able to design a more
sophisticated smart grid diagram as shown in Figure 4.16, without limiting only to how existing

smart grid plans look. The researcher reached a conclusion that the designer’s ability to
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minimize amount of graphic element on a work in order to enhance quality to the work
depends on the amount of specialty knowledge he or she has, regarding the subject. Without
the clear understanding of the subject matter, the designer will become too dependent on the
subject-matter expert and existing graphic works, and he or she will have little control over the

look of the final design.

Figure 4.17: Panasit Chaiyanan’s Designed Visual for Energy Dependency

Project-specific context research served the most important part of the motion infographic
design process as it is the part that deals with the designing for complex problems. From case
study, Annie Leonard from The Story of Stuff researched the topic for 10 years before
completing the movie. Johnathan Jarvis spent half a year during research for Crisis of Credit,
while Axel Rudolph spent 3 months doing research for his movie Knowledge. Project-specific
context research should be done in the beginning before acquiring the data in order to know
what type of data to be acquired and which is to be used within the design. Project-specific
context research should also take place before pre-visualization in order to determine several
design decision that will affect how the work will be visualizing data. Lastly, project-specific
context research should take place before the start of the post-production. Even more so than
motion graphic, most motion infographic animations are done during post-production (the only
motion infographic from the case study that features moving live action actor is The Story of
the Stuff). Even though there would already be pre-visualization, which determines the
composition of the work, there can still be some additional scenes or elements that can aid the
attractiveness of the design. In practice-led research, when the researcher decided to add a
scene at the North Pole to the beginning of his work, he had to do a research on how camera

movement can capture the enormousness of icebergs and the vastness of the North Pole.
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4.4 Greenpeace’s Feedback

The researcher, after completing the second drafts of Energy Revolution movie using the motion
infographic design process he constructed, brought it to Greenpeace South East Asia. Ms.
Kengkaj and Ms. Sengpong liked the movie enough to have a meeting discussing about it. The
feedback in general was very positive. Ms. Kengkaj wanted some minor details to be added.
First, she wished for the smart grid to demonstrate energy dependency, how a house can power
itself without having to depend on anything, not even wind arms. The researcher added an
additional scene that shows a home power itself without having to be connected to any other
source of energy generator. Once a very minimally designed smart ¢rid diagram was

constructed, adding any additional elements to the grid was very easy.

Figure 4.18: Requested Additional Scene from Greenpeace South East Asia

Another addition was an extra scene depicting conserving energy. Greenpeace stressed the
importance of telling the viewers to unplug their appliances because leaving appliances plugged
in also wastes a lot of energy. By already establishing a minimal style throughout the entire
movie, adding any scene is a matter of maintaining the minimalistic quality so that no scene

seems out of place.

It was very surprising to the researcher that by stripping down all the information to the barest,
the people at Greenpeace wanted to add only small minor parts, which were to elaborate a
little bit more on the smart grid, and show the importance of unplugging electrical appliances.
Ms. Kengkaj was surprised at how succinct the message was. The part that makes the

researcher’s Energy Revolution design successful in the eyes of the subject-matter experts at
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Greenpeace is the movie’s ability to link the concept of energy revolution to a personal and
relatable experience. The researcher felt this could not be done until the researcher in the role
of a designer understood the concept of energy revolution fully through project-specific context
research.

4.5 Analysis

Greenpeace South East Asia was very helpful and was very welcome of the researcher every
time he stopped by their office. One of the main problems that concerned the researcher was
how to talk about introducing the new way of communication. To do so would mean that there
is something wrong with the way Greenpeace is currently communicating, which is not
something an organization as big as Greenpeace would acknowledge. Also, the designer do not
have any tangible evidence to support the claim. When design service was offered for free, this
was also added to the problem. When the organizations have nothing at stake financially, they
are less than willing to act like a real stakeholder. Although designers would not normally look
for ways to make their project become more restrictive, the researcher felt that more stakes
could have meant more input from Greenpeace. It was not until the researcher showed the first
draft of the motion infographic he designed for energy revolution where the representative at
Greenpeace started to take the work seriously and acknowledged that they wanted to use the
movie in the future. However, they were still busy with their existing schedule, and it was very
hard for an outsider to be more than someone they were helping with the school project. It is
from the researcher’s own observation that Greenpeace South East Asia is very careful of whom
they trust, and they screen all their volunteers. While the researcher wished for more integrated
cooperation, he felt that this is a typical client and designer relationship, especially when the
designer was the one who introduced the project and not the other way around (where client
seeks for the designer). The practice-led research was a helpful tool to finalize the motion

infographic design process for complex problems.
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5.2 agudandnu (nMwdangu)

While infographic manages large volume of information and motion graphic attracts audience,
motion infographic, a combination of both type of design can help communicate complex
problems. It is ideal for motion infographic to communicate persuasively and convincingly.
Comprehension testing and audience evaluation in infographic design process are important
steps that can help increase the functionality of motion infographic design. Although the
design process resulted from this research contains all of the necessary steps and can act as
guidelines for designers and organizations that want to deliver their messages using this new
communication tool, it cannot ensure beautiful design. As was shown in Chapter 4, Result and
Analysis, several of the design theories applied to printed infographic still apply to motion
infographic, from chartjunk to small multiples. The motion infographic desien process
constructed in this research highlights the important steps designers can take in order to
manage data through research and testing. The researcher concluded that the more time and
effort the designer put on the project-specific context research will result in the more insight

gained by the designer.

5.2.1 Possible Application

Motion infographic design process for complex problems should be used as a guideline for
designers who are interested in making motion infographic design. It emphasizes the
importance of research and testing that must ¢o into the process when dealing with complex
problem. The non-profit organizations that want to use the new communication tool to
communicate will also be able to understand the process designers go through. Although very
few motion infographics were made for commercial application, more and more advance
technology products are being made. It is possible that in the future, motion infographic can
be used to communicate anything that is complex, such as infomercial for a new product and

managing public relations for a company after a disaster.

5.2.2 Future Research

The researcher felt that this research, Design Motion Infographic for Complex Problems, can be
expanded further from three points: motion infographic, complex problems, and project-
specific context research in a design process. As of 2012, there are very few theories in the
academic community that were generated specifically for motion graphic and motion
infographic (this research mostly used infographic theories). More and more motion
infographics emerged in social media representing various non-profit organizations, educational

institutions, and government. While this research examined and mapped out the general

71



design process of motion infographic, the researcher did not dig deep into the effectiveness of
utilizing motion infographics to communicate for complex problem and compare it with the
communication of complex problems without any aid of design. The researcher can also
expand on how motion infographics’ strong relationship with online social media affects their

ability to communicate for complex problems.
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U. MIFUNM BTV Toyassauma (nMe1dangy)

Infographic Design Expert Interview

Design Expert: Nattanan Naewmalee

Background: Mr. Nattanan Naewmalee is a full time lecturer at Assumption University. He
studied MA Communication Design at University of the Arts London Central Saint Martin. His
work has exhibited internationally and deals mostly with information graphic. His latest work is

about symbols aiding sign language for the deaf.

RESEARCHER: Please tell me some of the experiences you have working with Infographic.
MR. NAEWMALEE: | have had a lot of experiences working with information graphic but the
work | have been working on for the past few years, which | started back when | was studying

at Central St. Martin, is information graphic teaching hand signs for the deaf.

RESEARCHER:  Why do you focus mainly on infographic in your professional practice? And in
what way do you think motion graphic is different than other types of design?

MR. NAEWMALEE: / happen to think all designs are information graphic. When you do logo or
brochure, you are doing information graphic. What is a logo but a symbol that inform
something about the company it represented. But of course what consider information graphic
is when there are a lot of information. So in a basic definition, infographic has large amount of

information that get simplified.

RESEARCHER: Please explain to me the process you went through when you work on an
Infographic/Motion Graphic project, such as what is the starting point, and where do you say
that this project is finally complete?

MR. NAEWMALEE: The first thing you do is getting as much information about the subject as
you possibly can. It can be graph, statistic, or even pictogram. After that, you start working on
the lay out. You need to know the head, the title, and the subtitle; which is basic of poster
design layout. You need to know the sequence; this is the most important thing. You need to
know what comes first and what come second, and your design will be governed by that. Then

you start exhibit your concept through photos, illustration, and typography.

RESEARCHER: What is the normal amount of time for an average Infographic project?
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MR. NAEWMALEE: /t depends on the amount of information and how deep you are willing to
research it. You can be really passionate and find out all the history or a faster way would be

to hire a specialist and work with him or her for the duration of the project.

RESEARCHER: What are some of the unexpected problems you faced when doing
Infographic/Motion Graphic project, and how did you solve the problems?

MR. NAEWMALEE: | was very far along into the work (hand signal diagram for the deaf) and
there was a breaking period, and so | have some people look at my works and they can’t
understand it. So | have to go back to the beginning. And these were not deaf guys, but they

could not understand the work.

RESEARCHER: How do you filter out concept and ideas for each project that you do, such as
choosing between a bar graph over a pictogram in an infographic project.

MR. NAEWMALEE: /t depends on the type of information and the intended audience. For kids,
you can’t have too much information on there, and you have to use a lot of pictures to
illustrate your point. There almost has to be like a pre-design testing where you have to test

out the type of audience you will be communicating with.

RESEARCHER: How do you differentiate between a well-designed Motion Graphic and a badly
designed Motion Graphic?

MR. NAEWMALEE: / look at the work’s ability to communicate its message. | see so many
infographic that is too much about the designer and not enough about the information. There

should be a balance. A good infographic should not be too fancy.

RESEARCHER: What steps in the design do you think is the most difficult when designing
Infographic/Motion Graphic?

MR. NAEWMALEE: Every part of it is difficult. Because there are a lot of thinking that went into
every step. From just choosing a particular color is a lot of work. It also depend on how deep

you want to go.

RESEARCHER: What advice do you have for students and design professionals who are
interested in designing Infographic/Motion Graphic in the future?
MR. NAEWMALEE: You have to be confident in the information that you have. And for that to

happen you yourself have to be very interested in the subject and is invested in it. You are
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going to be married to the information for a very long time. Try to do something no one has

ever seen before.

RESEARCHER: Thank you very much for your time.
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Motion Graphic Design Expert Interview
Design Expert: Jiraroj Sangsuwanwaw
Background: Mr. Jiraroj Sangsuwanwaw was a full time motion graphic designer for Farmgroup

Co., Ltd. He has done more than two dozen works. He has done numerous animations as well.

RESEARCHER: Please tell me some of the experiences you have working with Motion Graphic.
MR. SANGSUWANWAW: | have had experience since | was in school, which was a good place to
find out the type of motion graphic you would want to be specialized in. After graduating |
went to work on video production for Farm Group right away. Some of the projects | had
worked on were displays for events, video presentation, visual effect, and music videos.
Because the firm | worked at is quite small, so | have to do a lot of different things, even some
of things I’m not particularly very good at. So there are a lot of varieties in term of the type of

projects that come my way.

RESEARCHER: Can you give me an example of some of the project you worked on?

MR. SANGSUWANWAW: The last few projects are mostly video presentation and motion
infographic. These are mostly from background companies that want to tell others what they
do, which is sometime very hard to explain. So it was my job to simplify and explain what they
do in an easy to understand way. For example, a company called . It is a new type of
company that is never established before in Thailand, so it was my job to tell ’s their

story in a very brief, interesting, but still a finished way.

RESEARCHER:  Why do you focus mainly on motion graphic in your professional practice? And
in what way do you think motion graphic is different than other types of design?

MR. SANGSUWANWAW: | think every design type has its own attractiveness. For me, | want to
do something that attracts people to my work. | also want to tell a story that is fun and help

people understand things better.

RESEARCHER: Please explain to me the process you went through when you work on an
Infographic/Motion Graphic project project, such as what is the starting point, and where do you
say that this project is finally complete?

MR. SANGSUWANWAW: Firstly | have to talk with the client about their work and what they
want from us. We have to make ourselves understand the client’s product as much as

possible and we have to understand it in the same way with the clients themselves too.
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After we get all the information we can from the client, we then simplify it and capture the
most important part, something that said a lot about who they are.

After all of that then it’s time to write a script. After the script is done then | will show the
client some references and then present these references because that will be showing the
same visual style that the client would want. After that then it’s time for storyboarding which
will include how the scene changes from one to another and also the way the story is going to
be told. So after that there will be animation and it will get animated along with sound. After
it is finished then that is it.

RESEARCHER: You mentioned the audio. What part of the process does the audio come in? Is it
at the very end, or is it that the beginning? When you edit you have to follow the rhythm of the
song right?

MR. SANGSUWANWAW: Most of the time we have to do a stand-in music, meaning we will have
a popular song that we can’t use in the final product, but we use it during the editing to give
our work some rhythm. And then in the end we put in original music that either provide by the

client or we buy the rights to use them.

RESEARCHER: What is the normal amount of time for an average Infographic/Motion Graphic
project?

MR. SANGSUWANWAW: [t’s very difficult to tell. It depends on the amount of information, the
client, the level of difficulty of the project along with hundreds of other things. But on the

average | would say the length is around 1-2 months.

RESEARCHER: What are some of the unexpected problems you face when doing
Infographic/Motion Graphic project, and how did you solve the problems?

MR. SANGSUWANWAW: Most of the problems | faced was back in the beginning when [ did not
have a lot of experience working. The most common problems | faced was drafting a
storyboard and then in the end | was not able to make what was drawn in it a reality. After a
while the problems is gone because | start to know my own strength and what | can do. Now
the most problems come from the equipment, especially the computer which is highly

undependable. I’'m sure everybody is having this problem.
RESEARCHER: How do you filter out concept and ideas for each project that you do, such as

choosing between a bar graph over a pictogram in an Infographic project, or between stop

motion and live action for a Motion Graphic project?
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MR. SANGSUWANWAW: First | look at the client’s product, the whole picture. What is the feel of
it, what does it look like. Then I went and talk to him or her and said | look at your product in
this way. Do you want the client to look at your product that way too? If not then | will adjust

it according to how he or she want the public to view his or her product.

RESEARCHER: How do you differentiate between a well-designed Motion Graphic and a badly
designed Motion Graphic?

MR. SANGSUWANWAW: | think a good motion graphic has to be able to attract people. | think
that works that communicate good message but fail to attract people to come and watch
them is not successful. So | think the part that tells the differences between the good and the

bad motion graphic is the interestingness and attractiveness.

RESEARCHER: What steps in the design do you think is the most difficult when designing
Infographic/Motion Graphic?

MR. SANGSUWANWAW: The hardest part will be trying to get the picture inside your own head
and trying to illustrate it for other people to see. Sometime | have a problem when | know
exactly how to paint the picture for the people to see exactly what is in my head but |

couldn’t do it.
RESEARCHER: What advice do you have for students and design professionals who are

interested in designing Infographic/Motion Graphic in the future?
MR. SANGSUWANWAW: Have fun with it (the project)
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Project-specific Context Research Interview
Design Expert: Vorathit Kruavanichkit
Background: Mr. Vorathit Kruvanichkit is the creator, founder, senior partner, and art director of

Farmgroup Co., Ltd Thailand. He was a full time lecturer at Assumption University.

RESEARCHER: I’'m doing a research on designer working with experts, and my hypothesis is that
designer has to acquire extra knowledge other than simply relying on expert in order to design
effectively, because an expert’s job is to give as much information as possible, while designer
job is to simplify the information, which expert can't help. It’s designer's job to decide what
information to retain and which to cut out. What do you think?

MR. KRUVANICHKIT: | think designer's job isn't always "simplifying" things,

sometime it is "amplifying”, sometime it's explain more clearly, or sometime it's just putting
things in order. We (are) required to learn about the subject we are working on.

As you can see... older designers seems to be more smart than younger, simply because they
have been working on many more projects, they gain more extra knowledge about the subject,

clients, business than the younger ones.

RESEARCHER: Is there any guideline of how to gain more knowledge about extra subject?
MR. KRUVANICHKIT: But that is beside the point. According to your hypothesis, you're asking

whether designers should gain extra knowledge.

RESEARCHER:  Well it's not quite hypothesis, it's a conclusion based on practice-based research.
MR. KRUVANICHKIT: / usually ask the experts to guide me. | mean it's pretty obvious that if you

know more about the subject, you can do a better job - designing, presenting..etc

RESEARCHER: Have you ever have any problems with the experts?
MR. KRUVANICHKIT: / once worked with for , (and) they are some real experts.
We basically have (experts) on MSN all the time. ask them questions.. etc they (the

information) are also super difficult to manipulate. since (experts) think they are the

smartest people..
RESEARCHER: but you ended up not putting all the information in right? And you have to

decide the visual that goes with information?
MR. KRUVANICHKIT: Yes... that was tough
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RESEARCHER: Is there some guideline about how much research must the designer himself do?
Because experts have problems communicating, that's why they come to us. And when they
came, they never want any information taken out; they want all of them in.

MR. KRUVANICHKIT: It's yes and no..in some projects, designer have to play a part in creating
the "content”.. In some projects, we are not. We just receive the content and do the best we
can with it. You go to experts for information that you want.. So this means that you've
already picked out the info. They have to understand the concept of information graphic first.
It's not just graphs and tables. We are converting technical statistical info into something

(easier) for mass audience.

RESEARCHER: Can you give me an example of when you had to do ridiculous amount of extra
research?

MR. KRUVANICHKIT: Ahhh..May be not in terms of reading or paper research, but when | do an
installation project outside of Bangkok, | would go (to the location) for a week or so, to talk to
locals, visit their museum, eat their food, buy their products, take thousands of photos, record
videos, and interview old and young people. Now we are working on a project for

about water, we also have to understand what is their view towards water.. so | read. | talk to

them, and | spent about 15,000 on Architecture books

RESEARCHER: Is this a graphic design project?
MR. KRUVANICHKIT: Yes, for we will do the whole identity and graphic design for the

expo
RESEARCHER: would you have done this like 5 years ago? is it the experience that tells you it's
worth it to do extra research? Becuase you won't just depend on (experts) for advice right?

MR. KRUVANICHKIT: /t’s just my feeling; | hate it when talking to them and cannot continue the

conversation about the subject, so | had to understand, so | can make them trust me.

RESEARCHER: ah, so it's even before the initial meeting that the research took place
MR. KRUVANICHKIT: Right after | get a call from them, | started my research

RESEARCHER:  Thank you very much
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