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User Interface Design
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Interface Design

Easy to learn?
Easy to use?
Easy to understand?®
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Interface Design

Typical Design E
lack of consistency
te0 much memorization
no guidance [ help
no context sensitivity

pOOr response
Arcane/unfriendly
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Golden Rules

m Place the user in control
m Heduce the user's memory load
m Make the interface consistent
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Place the User in Control

Dafing imlerachiaon modas in a way Bl doas nol Torts & ke
inba UNnRDeSEAryY oF wndasingd achons.

Frovids for Maxbla inlerection
Al sar inberachon 1o ba inleruptibbe and oo b,

Etrmamiling inkeractian as skl kvels advanca amd alow tha
inbaraciion o b customized

Hida fechnical inlermals Tiom the casual wser.

Disiagn far dinect inleracton with abpects that appear on the
SCheasn.
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Reduce the User's Memory Load

Redune damand of short-ferm mamany,
Eslablish meanimgiul def o ks.
Dt shoriouls el ane inbitiva

The wisual kycit of the inlefece should b besad an a nes
wodrkd i la phao,

Disooca imormaion n 2 progressiee Tashcn,
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Make the Interface Consistent

Allowy this wsar o pul the currant sk indo a maannghil
oo L.

Maintain consslEncy aoross & tamily of applications.

I past inlerachve models have oraabed s ke,
O el M ke Changes unkess thers is & compaling neeson
b d S0
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User Interface Design Models

m User model — a profile of 3l end usars of the
system

w Design model — 3 design realization of the usar
model

= Mental model (system percepbion) — the user's
mental mapge of what the interdface is

» Implementation model — the mterface “look and
feel” coupled with supporting inforrmation that
describe mierface syntax and semantics
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User Interface Design Process

LS "tk

TEA -— -
e EFEpTET ‘1|1.:_-\J-

] i

el SN
SO

= —

[NES B S

T T T L T e ] o T AT T T F ]
s e b R P B o s et ST 1




