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Aasthetic Usability
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\Isers ojien perceive aesthetically
pleasing design as design that's more
usable.



Jobheryy vhrashold



Produciivity soars when a computer
and 116 users interact at a pace
(E2CCTmrs) that ensures that naither has
o wait on the other,
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The time 1o acquire a targetis a
sunction of the distance o and size oF
the targetl. Make elementis you wish o
be easily selectable large and position

themr close o users.



Uick’s Lo



The time it takes 1o make a decision
increases With the numbher and
complexity o choices. Sireplity

choices jor the user by breaking doan
cormplex tasks into smaller steps.



Jakobh's Lawn



\Isers spend most oF thair time on
other sites. This means that users
prejer your site 1o 'work the same way
as all the other sites they already
know.



LaUn OF
Common Region



zlements tend 1o he perceived into
groups 17 they are sharing an area
wWith a clearly dejsined bhoundary.



Lan OF Pragnanz



caeople will perceive and interpret
ambiguous or commplex inrages as the
simplest Jorme possible, because it is
the interpretation that requires the
least cognitive e550re OF us.



LQUN OF PrOXInILY



Obhiects that are near, or proximase
10 each other, tend o be grouped
together.



Lo OF Simmilarity



The human eye tends 1o perceive
similar elemrents in a design as a
complete piciure, shape, or group,
aven iy those elemrents are separated.



Laon o \Inijorm
Connectiedness



zlemrents that are visually connected
are perceived as rrore related than
alerrents with no connection.



Miller’'s Lo



The average person can only keep 1
(plus or mrinus 2) items in their working
memory.



Occam’s PQzor



Analyze each elerrent and remove
as many as possible, without
compromising the overall junction.



Paretlo °orinciple



rocus the maiority o7 ejjort on the

areas that will bring the largest
henefits 1o the most users.



Parkincon’s Lo



Any task will inflate until all o the
available time is spent.



rack-=nd Pule



Paeople iudge an experience largely
based on bow thay Jelt atits peak and
At its end, rather than the total sumr
Or average o5 every moment o5 the
axperience.



rostels Lan



3e liberal in what you accept, and
conservasive inwhat you send.



Gerial Position =Jject



\Isers have a propum\‘y 0 best
ramermrber the Sirst and last iterrs in a
SQriQs.



qesler’'s Law



Tesler’s Lan, also known as vhe Law
03 Conservation o5 Complexity, states
that jor any system there is a certain
arrount o5 complexity which cannot be
racduced.
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The Von Restor] errect, also known
as The Isolation =77ect, pradicts that
when multiple sirrilar obiects are
praeseny, the one that dijjers srom the
rast is most likely to be rerremberad.



Taigarnik =jJect



caeople remember uncorepleted
or interruptaed tasks better than
completaed tasks.



USABILITY HEURISTICS
FOR USER INTERFACE
DESIGN



JAKOB NIELSEN’S 10 GENERAL PRINCIPLES
FOR INTERACTION DESIGN. THEY ARE
CALLED “HEURISTICS” BECAUSE THEY ARE
BROAD RULES OF THUMB AND NOT SPECIFIC
USABILITY GUIDELINES.



\isibility o7 System
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The system should abrays keep users
injormead about what is going on,
hrough appropriate jeedback within
raasonable time.



Match 3ehneen
Gystiem and the
r.eal 'Norld



The systenr should speak the users
language, Wwith words, phrases and
concepts jamiliar 1o the user, rather
than system-oriented termes. rollow
raal-world conventions, making
inJormation appear in a natural and
logical order.



\Isaer Control and
rreedom



Users ojien choose system junctions
by mistake and will need a clearly
marked “emergency exit” 1o leave

the unvanted state without having

10 2o through an extended dialogue.

Support undo and redo.



Consistency and
Glandards



Users should not have o wonder
whether dijserent words, situations, or
aclions mean the same thing. rollow
plat;orm conventions.



=rr(r Pravention



=van hetier than good error messages

is a carejul design which prevents a
problem from occurring in the Jirst
place. zither eliminate error-prone
conditions or chaeck jor them and
present users 'Wwith a confirmation
option bejore thay commit to the

action.



recognition Rather
than Pecall



Minimize the user’'s renrory load by
making obiects, actions, and options
visible. The user should not bave
10 remember injormration jrom one
part o7 the dialogue 1o another.
INGiructions For use o7 the system
should be visible or easily retrievable
whenever appropriase.



rlexibility and
=55icieney o7 Use



Accelerators — unseen by the novice
user — may ojien speed up the
interacton jor the expert user such
that the system can cater 1o hoth
inexperienced and experienced users.
Alow users 1o tailor Jrequent actions.



ANesthetic and
Minimalist Daesign



diadlogues should not contain
injormation which is irrelevant or
rarely needed. zvery extra unit of
injormation in a dialogue corrpetes
with the relevant units of injormation
and diminishes thair relative visibility.



Healp Uisers
ReCOLNIZE, DIAENOSE,
and Recover jrom

=rrorsg



=rror massages should be expressed
in plain language (no codes),
praecisely indicate the problem, and
constructively suggest a solution.



Healp &
Jocumaniation



=ven though it is betier ij the system

can be usaed without docurrentation, it
may be necessary 1o provide help and
docurrentiation. Any such informration

should be easy 1o search, Jocused on
the user’s task, list concrete

[eNs 1O
be carried out, and not be oo large.



