
Idea Development





After looking through references and 
professional examples, I started to de-
sign and develop the Icons for the App.
I started by looking at the most popular 
type of food, fast food. I wanted to cre-
ate an icon that would instantly recog-
nisable and memorable to the user. As a 
result I needed to make something that 
was simple, in shape and colour but still 
relevant to the theme of fat food. 
I started with some pretty basic Ideas, 
a burger, which is one of the most pop-
ular items found at fast food places, 
as well as a stick figure running. These 
were ok but I certainly needed to devel-
op more to see what would work well, 
I tried drawing some chips along with 
an assortment of items such as drinks 
and wrapped up food to try and create 
a simple silhouette that is recognisable 
and unique and stands out withing the 
map’s interface.

I tried to experiment with the shapes and items found at fast food places and I came up with a range of icon concepts, some of which I feel work 
pretty well in showing that the place they represent was fast food. I also tried using some more general items such as coffee and ice cream but they 
aren’t always considered fast food and they aren’t necessarily the first thing that comes to mind when people think of fast food, so I knew that they 
weren’t going to be suitable as I needed something that any user could look at and instantly go “oh, that’s fast food”. And I think with this develop-
ment, I was on my way to creating the right icon for the job.
I now had the task of developing an Icon for fancier places to eat such as Restaurants, I started off with 2 shapes that instantly come to mind when 
think of restaurants, a wine glass, and a cutlery set, I drew both in a simple 2D form and wanted to see how they appeared, and I was pretty happy 
with both. I also decided to try experimenting with a wider range of shapes and items just like I did with the fast food icons, but I never felt my ideas 
going anywhere, the pizza silhouette looks really nice but it was too specific for the category and ultimately, I found myself returning to the original 
icons as I felt that they were simplistic in shape and recognisable, as well as that I felt that any user would look at the design, and be able to indentify 
that it represents, a Restaurant.



Now I used the previous sheet of development to refine The aesthetic of the 
icons so that I could come up with an end result that was of the quality that I 
needed for the app. I started by sketching the designs out in pencil and creat-
ing a good set of designs that I thought would work well for the icons. 
For the fast food Icons, I drew out the range of product that you might often 
buy at a fast food place (drink, Burger, chips) and combined them to create a 
silhouette that had a recognisable shape but wasn’t too complicated. I also 
drew out just a burger, and although I think it looked good, It would work much 
better as a food type icon as it’s too specific for fast food.  I then drew out the 
2 designs for the restaurant icon that I was already confident in after my devel-
opment, and after getting a nice finished shape I did decide that the cutlery 
set worked better overall as the wine implies that there’s a focus on drinks or 
alcohol which I don’t want to be the first though if people see the icon. Finally, I 
then Fine-lined the designs to plish them off and I felt they look really nice I and 
I think they all have a very recognisable aesthetic along with being memorable.

I now had to start designing some of the more specific icons that may represent 
certain food types or categories. Using the aesthetic that I had developed with 
my other icon designs, I set to work in creating some different icons for a wide 
range of foods. The ice cream shape i had developed earlier, for the fast food 
icons, and I felt it worked well as its own icon to represent ice cream in the inter-
active map app. I then looked at other areas of food, Spicy, Sushi, Pizza, Chinese, 
Butchers, Vegan places, Bakeries and Chicken places. I sketched up a range of 
icons, playing around with the shapes and trying to form silhouettes that were 
aesthetically pleasing, and like the icons, memorable and simple in shape, I 
had to ensure that if the user was to look at them, what would they think? This 
process help me to find the look that would work for each item, for the chick-
en, instead of using the whole chicken, or a nugget, I went with a drumstick, 
which had a very unique shape and is recognised as a food, and not a farm an-
imal. For the butcher Icon, I also had to apply this thinking, A random piece of 
meat doesn’t have a memorable shape and isn’t tha unique either, in the UI it 
wouldn’t stand out and the user would have a hard time finding it, or knowing 
what it means, however, the meat cleaver is a much better shape and shows to 
the user very quickly, what it’s referring to. I finally fine-lined them all, as I did for 
the other and then I was left with the final shapes which I though looked great.

Finally, I also sketched up some ideas for the other UI elements such 
as the menu and search icons and star rating Icons, for these I mainly 
looked at other applications for reference as users are going to want 
a familiar experience when using the apps, so finding out how to 
create icons that can help with this can be done by looking closely at 
popular examples of Interactive Media. I then drew out some of the 
ideas I had, they needed to be very simple and recognisable and I 
feel I achieved that aesthetic with the icons I designed.



Now I could finally develop and finish my icon 
designs digitally, I felt It was great opportuni-
ty to experiment with the colour more and to 
make final changes that may help the design 
of the icons. I started by importing the sketch-
es and tracing the designs into Photoshop, I 
now began using the fill bucket tool to block in 
some colour and I tried this on every Icon, with 
a range of colours to ensure that I was happy, 
some Icons were fairly basic, such as the chilli, 
that obviously had to be red, but then some 
icons such as ice cream and fast food took some 
thought to find the colour combo that worked 
best. Some of the icons such as the UI elements 
didn’t need as much colour as I felt they work 
well with a more simplistic appearance.
I also decided to add a few more icons, looking 
at my previous designs, I thought about what 
else would need to be added, supermarkets 
and sweetshops, as well as smaller places that 
sell very specific foods such as fruit, or cakes. 
When drawing out the Icons, I looked at my pre-
vious designs to make sure that the aesthetic 
was consistent and looked good among all the 
other Icons. I also added a few more UI icons at 
a later date as I found that they would help the 
user when using the map, so I went back and 
implemented them with an aesthetic that was 
more basic but also more suitable for the GUI 
aesthetic. Finally I applied finishing details such 
as shading, additional colours and extra line 
work to polish the look of the icons, I was very 
happy with how they look and I think that they 
serve their purpose to the users very well.



I now had to begin planning the look and 
feel of the interactive map, I started by draw-
ing a rough layout of the nearby Kingston 
area and then thinking about how I will want 
the user to see the map. I knew that the map 
would have to be simple and easy to use, 
and have a clear focus on its main purpose, 
which is to show the user local places to 
eat. I started by using some dashing lines to 
mark out buildings, these represent building 
blocks where places can be found and will 
have a coloured look in the finish design. 
I used some references to get the rough 
shape of the birds eye view, and I wanted 
to makes sure that the map was fairly geo-
graphically accurate as the user will want to 
know the distance and exact routes to get 
the places.
I needed to make sure that the mop didn’t 
look too crowded and that everything was 
clear, and I feel that with the elements cur-
rently in place, I achieved the look pretty well 
and I will able to add more elements digitally 
to see how it stands up as I design further.

I also need to add a simple key so that the user knows what everything on the map mean, but before I did that, I needed to think about the sort of 
thing that the user will want to know about, Obviously, they are going to need to know where all the food places are, and those will simply be rep-
resented with a simple circle with the appropriate logo or icon inside, a clear simple representation is need as it will be the most important GUI el-
ement on the map and it will need to be design well, with the user’s interests in mind. For the Buildings, to also simple, they will just be coloured in 
by a block colour, a pale yellow would work well to blend in with the white but still stand out when the user wants to look for a place, and a selected 
building could even be highlighted a different colour. I also had to mark the roads, again very simple, 2 lines will show this very well, but also thought 
that I could use a different line thickness to show if a road has an accessible pavement however I will try saving this implementation to the digital 
stage, where it will be much easier to play around with that, as most roads in kingston have pavements and it may not be that necessary to the final 
design. I also had crossing marked out, this is definitely needed as the user will want to know where they can cross the road to ensure safety and con-
venience, so these will be pointed out with a unique marker, finally, there will also be a simple dashed line as a route marker so the user can be guid-
ed accurately, to a location.



Now, I need to begin laying out a 
rough idea for how I wanted the user 
to navigate the application, so i need-
ed to come up with a rough design 
for the UI layout. The map will pri-
marily be for landscape aspect ratio 
so I designed this with that in mind. 
I initially went back to my first lay-
outs, although they were in portrait, 
the same principles would be carried 
across which is good as this will be 
adapted to a portrait display later on. 
I loked at the best elemts of each and 
came up with a similar principle of 
having two main UI elements in the 
top corners, one to open the menu 
and one to open the search, I had to 
keep in mind that the UI have to be 
accessible and familiar so users could 
pick it up quickly and not get lost in 
the menus.
These Icons could then be clicked on, 
so the menu and search could ex-
pand into more options, here some of 
these options can be displayed and I 
used initial menu hierarchy designs in 
order to form this layout.

I decided to implement some of the early icon designs into this so I could get some idea of how they will look at this stage as that will help later devel-
opment. The menu Icon is very simple and familiar which is why I like it so much and why it’s being used, the user will recognise it instantly. I picked 
this search icon specifically though as it resembles a question mark which I feel is an appropriate design choice as the search bar is essentially used to 
question something, such as where a shop is, however, the icon still resembles the well known magnifying glass that is used so I think this design does 
a good job of standing out and blending in at the same time as a result. The menu is displayed in some part here, I couldn’t display the entire hierarchy 
at once but overall, I looked at both my ideas to form the one seen here, and I’ve laid out the panels with room for the map and map details in the mid-
dle, the panels themselves will fit in the main information that the user will be interested in, the right panel will contain info about a selected place or a 
search result so it can provides suggestions and reviews, and the left panel will provide the menu options for the user to explore all the food places.



At the Left of the screen is the Menu section, this comes up when the menu icon is pressed and the user is presented with the menu, If you click on 
place, it will expand and give the user options, and if you click on Settings, the same will happen, then you have other sections to pick, for example, If 
you open Places, you can then click on Fast Food, and it will then show a range of different places, if clicked on, details and about the place will show 
up on the right of the screen under the search bar, as well as similar places. In the middle is the map, here the user is given a basic control guide in 
the box at the top and they can pan and zoom into the map to see details, buildings are yellow and selected areas are red, this is based on the overall 
colour scheme and makes it easy to identify specific areas on the map. Other details such as routes and crossings are shown if a place is selected and 
the user wants to find their way. The user can also see their current location and the distance in the info boxes. On the right, is where the search bar 
lies, here the user can search for anything, and if the map has it, it will show it, with details and other options. If the user was to search for McDonalds, 
then all the McDonalds in the area would show up with the nearest one first and the user can click on the small arrow icon to show more info such as 
reviews, opening and closing times, menus and routes. As well as that, similar places can be viewed as well as their details and the UI is scrollable so 
many different results can be searched through by the user. The search options can also be hidden if the user clicks on the magnifier glass icon and 
then the map will open up, allowing for easier navigation. The current map is just a basic concept, with more details being added in the final version.

This is a digital mock up of what 
might eventually be the final 
interactive map, I wanted to 
capture the aesthetic that I was 
hoping to achieve and this was 
my opportunity to show that. I 
did make some changes to the 
original developments as its easy 
to identify where things could 
be better once the digital design 
starts. I decided to change the 
way the menu was laid out, at first 
the TOS and Privacy policy were 
in their own section but I decid-
ed to put them into Settings as it 
cleans up the main menu a little 
and makes it look better when its 
opened. Some of the on map UI 
has also been moved a little just 
to refine the look a bit more and 
to make the user experience bet-
ter.









When it came time to choose an overall theme for the interactive map, I tried to think about the Kingston area specifically and the places that are 
within it, I also wanted to choose a theme that I was interested in, which would not only make the process a little more enjoyable but It will also 
allow me to develop a better user experience as I will be more inclined to create a comfortable experience for myself to use as if I was the user. I 
also needed to think about what was most popular in Kingston as some places might be very limiting, for example, there aren’t many game stores 
in Kingston and so doing a map around them would be kind of pointless as not many people would take advantage of it.

So after looking round Kingston and thinking about the users that are out there, I decided to go with a Food theme, my interactive map would 
simply be used to help users find places too eat in Kingston.

Not only is there a very wide variety of places in Kingston that serves different types of food at different prices, but it’s also something that I enjoy 
myself, and something that I would actually use a map for, so I certainly feel that this theme will fit my needs and most importantly, a lot of other 
people’s needs.

For the Colour palette of the map, I mainly focused on looking at reference such as other examples of interactive media and also the theme of 
my map, food. From other apps I found a very common colour palette, which was mostly consisting of no colour at all, monochrome palettes of-
ten lead to a cleaner look which makes the GUI nicer to look at and can even lend to an easier experience with the UI, however even these apps 
do use colour in areas and I wanted to make sure that all the colour I would implement looked good, So while I was developing my icons, I was 
able to look at colours and I found something rather interesting, a lot of food places, especially the larger fast food chains, love the colour red and 
yellow, and through extra research, I found that the reason why is that these colours can make us hungry and therefore want to buy food, and 
so I though I was perfect for the colour palette, as well as that these colours are very common across media in general so they wont stick out too 
much or interrupt the monochrome aesthetic that will mainly be seen across the GUI.





The Interactive Maps will have to function on a range of different devices, one of the 
main 2 being phones, and kiosks so as a result I have to optimise the UI to work on dif-
ferent screen types. In the image seen here, I’ve changed several things in order to make 
sure that the user experience is comfortable on a smaller display while keeping all the 
core elements of the landscape UI. The Main thing that can be noticed is that only one 
of the two menu types will appear at once, like the landscape version, the two buttons 
are located at the corners of the screen (although on mobile they’ll be at the bottom, 
and on kiosks they would be at the top as a larger display would make reaching down to 
the bottom a little uncomfortable) and when clicked the menu will show up, on the mo-
bile display the map will be pushed upwards along with the buttons in order to make 
way for the UI and it will have all the details that the landscape view has but with larger 
formats for the smaller screen and the unopened menu will always have some options 
available on the other side of the screen so that the user can switch between the menu 
fluidly when searching for a place or finding a specific food type in the area.

On other devices such as touch tablets the layout can be similar to the landscape view 
with slightly larger icons and the option to switch to the mobile view in portrait mode. 
Other display methods such as a printed version would need the menus to be smaller as 
the entire hierarchy would be open as the map wouldn’t be interactive, other elements 
such as routes, searches and details about individual places wouldn’t be possible but 
this would leave room for the extra info needed to be displayed at once.



I started off the process of creating the finalised map in illustrator by laying out the actual roads of Kingston over a mid-tone grey that I created to be the 
background of the map, I used the pen tool to form a shape that would fit the roads, as reference I had a snapshot of the road map of Kingston, which I 
traced one road at a time. Once all the roads had been traced over, I had to turn all the individual shapes into one large vector image, but I made sure to 
create a copy of the non combined shapes, because I was to use them to create the names for the road, by using the paths in which the shapes had I was 
able to lay out text in a custom layout that lined up with the road, one they were all positioned, I started naming all the individual roads one at a time based 
on the same road map I had until everything had been named. I then put in a train line, nothing too complicated, I wanted the overall aesthetic too be 
clean and modern, so I just put in a dark grey line to mark it. 

Now, I could begin laying out some of the UI elements, I positioned two boxes on both sides of the map, which were filled with grey tones and I then com-
bined that with the circular icon that showed the user what it was for and I then had the two primary UI boxes. I put all the info into the boxes that were 
needed, (Title’s and subtitles for the menu box) and for the search box, I had to begin adding all my food places. First I started by adding all the icons to the 
map, I used google maps and also my independent research to find and place all the food places that were in Kingston and then added the icon that fitted 
their type. I did this for a good 50 places that I had located round Kingston and I also made sure to give all the icons a circular, white backdrop so they stood 
out well from the other elements on the map. I did take quite some time to make sure that all the icons were aligned and although at the time there sizing 
seemed good, looking back, they were definitely too small as it was tricky to understand some of the more detailed ones, so in the future, I need to ensure 
than I keep the design more simplistic and that I think a bit more about sizing when planning.

At this point, I was now ready to begin listing all the information for the food places. I started off by using online sources such as google maps, and the 
websites from the places themselves to gather all the necessary info that I will need in order to put together the map. I needed to show the location and 
address, The opening times for every day as a lot of food places aren’t consistent across the whole week, The contact info such as the phone number and 
site address and where the menu can be found, so the user knows what’s going to be in the food and what kind of food to expect overall. The title of the 
pace also needed to be displayed, as well as an image which I would be adding using the primary research photos I took while I was going round Kingston. 
The star rating would be on a separate UI element which would show up when you click on the icon of the place in question, and would be positioned right 
next to the icon. I now had to design this element though, I went with a very similar look that the menus had, the box would have a circle cut out in the top 
left corner so it would fit around the icon when you click on it, and it had a two tone grey colour scheme, with the shop name at the top and the star rating 
below along with the type of food place they were. I was concerned about how the grey scale colour scheme would look, bit personally, I think it looks real-
ly clean, and I think it resembles the aesthetic of some of the more popular interactive maps like google maps without looking like a complete copy. Writing 
all the info for the individual places took quite some time, as I had a lot of info to include ad I had to make sure I got nothing wrong.

I also added some red markings to the road to show where the main crossings were, this would help the user get around and it added some colour as well. I 
also wanted to draw out where buildings were, now I wasn’t going to do all of them because that would be unnecessary and would clutter up the map but 
I used the pen tool to draw out the silhouette of the primary buildings in Kingston and the buildings where food places were, such as the Bentalls centre. 
I decided to use a light yellow tone for this, as it captured one of my original colour scheme ideas and I though it had a nice contrast between the white 
roads. At this point, I had most the assets done, I looked at some final things such as the fonts and also the menu, with the program we would be using, to 
create the interactivity, the menu system I planned wouldn’t have been possible so I changed that up so it was just a display of what all the icons mean so 
the user can find what place might interest them quicker.





The Next step was taking all the progress I had made in illustrator, and beginning task of creating interactivity in Adobe Animate. Once I had all the layers 
i needed transferred, I began to lay everything out, I needed to keyframe all the actions for each element to their own specific frame so that they could be 
switched between and therefore creating the interactivity of the map. Some layers would be showing for the entire time as they will need to form elements of 
the map that will always be up such as the road layer, Icon layers or the buildings layer. Layers such as the info boxes however will only show up on the user’s 
command as they link to a specific food place on the map. In order to do this I had to use some for the built in command tools on the layer that needed hiding, I 
could then make it so that a click from the mouse would go to a certain keyframe, or a mouse hovering over a certain icon would highlight that a different col-
our. I experimented with how I wanted this to work as well as adding hit boxes and eventually I was able to start forming interactivity. I eventually started to go 
into the code myself and copy and paste commands for layer and change some of the variable names to match the layer I wanted to bring up, this meant I was 
able to get though some of the layers quicker. However, it became apparent very quickly that I had too many places, ultimately it was taking me a solid 10 - 20 
mins sometimes  to get a single info box working and since each place had 2 info boxes, I had over 100 to get working. So unfortunately, i needed to half the 
amount of shops, I though carefully about making sure that I still had a good variety of locations and food types when getting rid of them to make sure that the 
map was still just as functional, this made the process easier however, it was still certainly a challenge to get all the info down and working. I also added some 
sound effects to the icons so that you would know that you had clicked on them. I simple downloaded some different click sounds, and used the best one on 
the icon, this was easy enough to copy and paste to every icon.

There was a lot of troubleshooting involved with he entire process as that often happens when code is being worked with, and testing the map was difficult 
because it would take so long to load up so i had to get down to the problem and fix it, I discovered that the cause was the images I had for the shops, a lot 
them weren’t compressed and so it meant loading them was taking ages, so I went into Photoshop and compressed every one at a time, it took a while but the 
quicker testing times made it worth it which meant I was able to fix other problems. Another issue I had when testing the map was that in order to get the in-
teractive links I had set up in the info boxes to work, the whole animation had to be actually played before the user could interact with the map, this lead to a 
very unprofessional look, so I needed to find a solution. I found that the reason it was happening was because I wasn’t using labels to contain the info for a layer 
and although I’m not sure why that caused the issue, it was the problem. So, I had to go through all the layer, all the info layers for all the places and change the 
code so that instead of linking to the frame number, it linked to the name of the label in which the info for a layer was contained, in testing I found this fixed the 
issue and so I did it for all the layers. I also did a bit of rearranging of the layout, not too much, but I made sure that the images in the info boxes were positioned 
well and I cleaned up some of the alignment. I also had an issue where one shop would not show up and I spent ages look looking for the issue and I found 
that It was simply because of a syntax error in the code where I had forgotten to use quotation marks on the string. I also wanted to add some life to the map, 
so i decided to have a car driving round the map, I just designed a simple car shape in illustrator and imported it over, I then started to animate its position and 
rotation so it moved around and looked like it was driving round the map, the issue is that I eventually realised it was going the wrong way round the one way 
system so I decided that it would be good to reverse the animation and orientation of the car, not only so it worked realistically but also I though it was a good 
way of pointing out the one way system to people who don’t know the town as well.
 
Eventually, I had a fully working interactive map ready to go. I needed to transfer the HTML file into Adobe Dreamweaver which I would then use to post the 
map onto a domain that I had set up.  I had to import all the necessary sound files and image files into the right server so that it could accessible form any com-
puter. I then had to ensure that everything worked. I did have one final issue which was that my map which was that it wasn’t scaling dynamically which meant 
that if you changed the window size it was displayed on, it wouldn’t change with it. So I went back into the illustrator file to change that and then re exported 
everything back onto the server. Now everything was working well. There is still one primary issue which is that the icons and mini info-boxes are too small, 
now although I am capable of reading them, I understand that it may be hard for other and it’s not practical for the average user, initially I had thought that 
zooming in would be a possible function, but there didn’t seem to be any clear way I knew of to make that work so unfortunately on the final product I do feel 
that the icons are too small which is hopefully something I can learn from in the future.



Key-framing the different 
actions for an icon (Hov-
ering the mouse, clicking 

and the hit box)

Animating the car 
driving around the 

road map, each move-
ment (rotation and 

transformation) had 
to be key-framed so it 
would go round all the 

corners properly

The Project File

All the layers and key-
frames, along with the 

labels

The Actions and commands used for the interactivity.


