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Users o7ten perceive aestheatically
pleasing design as design that’s more
usable.
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LAWS OF UX

Aasthetic Usability
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Produciivity soars when a computer
and its users interact at a pace
I YaYa)

(ZCCTms) that ensures that neither has
O ONAit on the other.

The tirre 1o acquire a targetis a
sunction oF the distance 1o and size of
the targetl. Make elementis you wish 1o
be easily selectable large and position

themr close o users.

The tirre 1t takes 1o make a decision
Increases With the numbher and
cormplexity of choices. Sirepliy

choices Jor the user by breaking down
complex tasks into smaller steps.
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Users spend most of their time on
other sites. This means that users
preser your site 1o 'work the same way
as all the other sites they already
know.

zlements tend o he perceived into
groups i1; thay are sharing an area
with a clearly dejsined boundary.

caople will perceive and interpret
armbiguous or complex images as the
simplest Jorm possible, because it is
the interpretation that requires the
least cognitive ej5ort 07 us.
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Obiecis that are near, or proximate
0 each other, tend 1o be grouped
wogether,

The buran eye tends 1o perceive
similar elements in a design as a
corpplaete piciurg, shape, or group,
aven i5 those elements are separated.

zlemenis that are visually connected
are perceived as more related than
clemenis ‘with no connection.
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Lo OF Simmilarity

Lan OF Uniform
Connaectedness

Miller's Law
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The average person can only keep 1
(plus or minus 2) itemrs in their working
menmory.

Analyze each elemrent and remove
QAs rany as possible, without
compromising the overall sunction,

PArelo Principle
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Ocecam’s PQazor

Analyze each element and remrove
6 many as possible, without
compromising thae overall junction,

rocus the maiority o ejjort on the
areas that will bring the largest
henetits 1o the most users.
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Any task will inflate until all o5 the
available time is spent.

People indge an experience largely
based on how they Jelt atits peak and
atits end, rather than the total sumne
Or caverage o5 avery roment of the
axperience.

3¢ liberal in what you accept, and
conservasive in what you send.
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\Isaers have a propensity 1o hest
ramaermber the first and last iterrs in a

SCrigs.

Tesler’'s Lan, also knonn as vhe Law
03 Conservation o5 Commplexity, states
that jor any system there is a certain
arrount o5 complexity which cannot be
raduced.

JEL

The Von Pestor s efrect, also knoan
as 1he Isolation =77ect, predicts that
when meultiple similar obilects are
praeseny, the one that dijjers srom the

rast is most likely to be remremberad.
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Taigarnik =jJect

USABILITY HEURISTICS
FOR USER INTERFACE
DESIGN

\isibility o7 System

e i
Htatus
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saeople remembher uncorepletaed
or interrupted tasks better than
corrpletaed tasks.

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.

The systen should abrays keep users
injormped about what is going on,
through appropriate jeedback within
recasonable time.
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Match 3etneen
Gysiem and the
r.eal 'Norld

Usar Control and
rreedom

Consistency and
Hlandards



The systen should speak the users
language, With words, phrases and
concepts jamiliar 1o the user, rather
than system-orientaed terms. rollow
raal-norld conventions, making
injormation appear in a natural and
logical order.

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

the unvanted state without having

0 g0 through an extended dialogue.

Support undo and redo.

Users should not have Lo ‘wonder

whether dijserent words, situations, or

aclions mean the same thing. rollow
platjorm conventions.
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recognition rather
han Pecall
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=van hetier than good error messages
15 a carejul design which prevents a
problem jrom occurring in the Jirst
place. zither eliminate error-prone
conditions or chaeck Jor them and
present users ‘Wwith a conjirmation
option hejore they corrmit to the
acton.

Minimize the user’'s menrory load by
making obiects, actions, and options
visible. The user should not bave
10 remrember injormation jrom one
part o5 the dialogue 1o another,
Msructions Jor use of the system
should be visible or easily retrievable
wheaneaver appropriate.

Accelerators — unseen by the novice
user — may ojien speed up the
interaction jJor the expert user such
that the system can cater 1o both
inexperienced and experienced users.
Now users 1o tailor jrequent actions.
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Aesihetic and
Minimalist Design

Healp \sers
ReCOENIZE, DIAENOSE,
and raecover jrom
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dicddogues should not contain
injormation 'which is irrelevant or
rarely needed. 2very extra unit of
injormation in a dialogue corrpeates
wWith the relevant units of injormation
and diminishes their relative visibilivy.

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



