


some design principles 
to guide you



• Mass & Void

• Horizontals & Verticals

• Layers/Height Variation & Knee 
Height
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• Bones vs Flesh

• Garden Rooms/Compartments

• Heroes, Supporting Actors & the 
Crowd

• Feature - Focal Point

• Importance of Background
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• Views - from where?

• Views - to enhance or to hide

• Borrowed Views

• Framed Views
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