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Overview

* Good/Bad Ul Design

* Interaction Design Principles
e Screen layouts

* Navigation Patterns

* Screen Flows

* Prototyping



Preview of Ul Analysis/Design Process

* Ul Design
* Inputs: Use Cases
* Activities: Validate Technical Feasibility, Customer Validation, User Validation
* Deliverables: Proof of Concept Wire Frames, Storyboards, Prototypes

* Document
* Inputs: Data Requirements, Business Rules, Use Case
* Activities: Write Ul Specifications, Conduct Review Meetings
» Deliverables: Ul Specification (Navigation Flow, Screen Captures, Controls w/ Behaviors, Error
Messages), Detailed Usability Test Plans
* Refinement
* Inputs: Ul Specification, Prior Research, Code
* Activities: Formal Usability Testing
* Deliverables: Test Results Report
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Bad Ul Design
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Bad Ul Design

Tile Size: Area to Install Tile in Sq. Feet:

Product Overage Percent:

Minimum Number of Tiles Needed: 936
Cost for Tiles: $1498.72




Good Ul Design
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Good Ul Design

Paper Outline
Introducing...
English Loctuh
Dinosaurs &...
Chapter 2

Features

Dinosaurs & Sci
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For example, one of the smallest known dinosaurs (a2 any
pterosaar, o be more precise had a wimngspan of Just 1e'n
mches. Now, no oflense 1o the httle guy, but if myv tax dollars
are going to go towards dinosaur regeneraton, [ want them wo
contnbute o something a big more imposing. Perhaps a full-

sz l'“ ranodon or even the stately brontosarus?

With regard 10 the contentious question of herbivores versus
camivores, | beheve that we should not be 100 packy. Let us
(AR ] -.:i\- N 1O OUr passons on this issue and become distracted
from the cntucal ssue of body mass. Alter all, o regencrated

cdinosaurs can make the sround vemble bencath our feet. wall




Good Ul Design

* Good Ul Design:

* Aesthetically pleasing
* Familiar

* Logical

* Functional

* Efficient

Paper Outline
Introducing...

English Lecture

Dinosaurs &...

Chapter 2

Features

Dinosaurs & Sci

As anvone who saw movies in ol
aware, the delicate relanonship
modemn saience 1s one that is |

that scientists maght try to bnng
that they might try to bring sma
back rather than their larger m

AWCSOINe ‘N s

For example, one of the smallest known dinosaurs (2 tiny
pterosaur, 1o be more precise) had a wingspan of just ten
imches. Now, no offense 1o the htutle guy, but if my tax dollars
are going to go towards dinosaur regeneration, | want them o
contribute to something a big more imposing. Perhaps a full-

size pteranodon or even the stately brontosarus?

With regard 10 the contentious question of herbivores versus
camivores, | behieve that we should not be 0o picky. Let us
not give in o our passions on this issue and become distracted
from the cntical ssue of body mass. After all, o regencrated
dinosaurs can make the ground wemble beneath our feet. will



Interaction Design Principles

* Learnability * Mapping

e Efficiency * Visibility

* Memorability * Feedback

* Error Recovery * Consistency

e Simplicity e Satisfaction



Learnability

e An interface should be easy to use |
from the first time a user interacts
with it.

 Amount of functionality presented to

the user should be limited to exactly amaﬂmnaﬂ
what the user requires to get the goal uaaﬂama

done.
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Efficiency

* Number of steps it takes
for a user to complete a
task.

 Key tasks should be made
as efficient as possible.

Email Photo

Message

Assign to Contact

Use as Wallpaper

Tweet

Cancel




Efficiency
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Memorability

e Interface should be easier
to use each time the user
interacts with it.

* Frequency of use is the key
factor in memorability.




Error Recovery

Repeat Never >
* In perfect user interface,
user should never be S sl s
allowed to make a Snooze C on @

mistake.
Label Alarm >
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* Usual tasks should be easy and
less common tasks should be
possible.

* Avoid unnecessary
functionality and keep the
visual design and layout
uncluttered.




Mapping

* What the user expects to happen
when they interact with the user
interface is exactly what should
happen.




Visibility

* Important information Nearest ATM: v Curumtura & Nerang ... (3
should be the most visible.

Commbank Kaching

Downioad for banking & social payments

* Less important information

should be less visible.
E CommSec

Download for share trading & investing

* Understanding the users’
goals is critical.
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Feedback

* User should always be in
control of the user
interface and not the
other way around.
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Consistency

* Like-items should always be
displayed and act the same
way across the entire
application (and even
between applications).

e Ul standards.

Record another sound Upload & Share




Satisfaction

e How much the user
enjoys or dislikes the
software.




