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first activity - how’s things?







versioning displays drafts that 
trace multiple iterations of a 
map as it develops, which 
destabilizes the idea that 

maps are “static” objects. they never are!
they reflect tons of movement, choices,
etc. unrelatedly! font design on this

slide = example of making the best out of weird-shaped graphics 





https://thedesignsquiggle.com 

https://thedesignsquiggle.com


Kelly and Bosse (2019) adapt https://thedesignsquiggle.com 

https://thedesignsquiggle.com


speaking of design:



let’s do a quick map reading
of a map that i made for 260



you could also call this a “crit” or
map critique (you’ll do these later)



https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


tough to format inline fonts 
in arc
pro

https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


vary by
other
attributes
legend
sucks to
edit

https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


trouble 
making 
layout 
canvas bg
black

https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


which 
meant i 
had to 
awk crop 
PR/AK

https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


forgot to 
make this 
a separate 
legend

https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


???

https://fundamentalgeo.itspangler.com/coursework/labs/lab-02/


illustrator will let you fine-tune
these things more easily than Arc



okay, now basemaps!







the ~5 core principles of cartography
(from Raisz 1963):

scale

selection

emphasis

symbolization

generalization



6 principles of map design
(from Judith Tyner 2010):

clarity: emphasize important points; eliminate what doesn’t enhance message.

contrast: how are you utilizing difference? bright/dark, thick/thin, heavy/light.

balance: place weight at optical center of map (5% above Cartesian center).

unity: how are you building your map elements into a cohesive purpose?

harmony: how are the elements of your map working together visually?

order: logic of the map. is there clutter? how is it oriented (X or Y axis)?



other important elements of a map

larger-scale locator map

smaller-scale inset maps showing detail

insets of locations outside main map

title

subtitles

legends

scale indicators

orientation indicators

graticule (lines of latitude and longitude)

extent indicators

explanatory notes

source note

publisher credit and copyright notice

author credit

neatline

additional graphics (photos, graphs)



basemaps should 
achieve these 
principles



so what makes a 
basemap work?



1. open ArcGIS Pro
2. make a new project (it can be in 

your workspace, but it doesn’t 
have to be)

3. click through the standard 
streaming basemaps in Arc

4. pick 2-3, and reflect (write) on 
what makes these “work”

5. think about contexts in which 
you’d use one over another

5-7 minutes





layers of a base map*

*many resources for this kind of thing, i am using PSU as a reference & Tyner 2010

https://courses.ems.psu.edu/geog486/node/636


terrain
DEMs, 

elevation, 
contour 

lines?



cultural
your audience 

might need more 
or less cultural data 

as a reference, 
depending on their 

familiarity with a 
place



phyiscal
land use, 

hydrography?
one of these is 

zoning, not really 
“physical,” but it fit 
better on the slide



but the basemap is
also a metaphor



it frames what we know…
the “default” knowledge



we could think of it as
what geographer Peirce Lewis

termed our “unwitting 
autobiography”...



… “both mold and mirror”



















https://www.ncei.noaa.gov/products/great-lakes-bathymetry




vector contours show depth



they’re computed from a source raster



no country borders here…



we can split the raster by a vector line



we also get a vector extent and 
drop the values > 0



canada



usa



next… summarize the cells by depth?















sample vector base map!


