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USER EXPERIENCE (UX)
USER INTERFACE (UI)




OBJECTIVE

+Understand what user experience (UX) means and how it
matters

+Understand how to approach UX and usability

+Understand how to approach Ul design

Ul/uUx Foreignerds Inc.



WE ALL EXPERIENCE USER INTERFACES
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USER INTERFACES OF A DIFFERENT SORT




WHAT IS GOOD DESIGN?

Hi-Fi Stereo
A MLAL ) A0 DIOCE WA MEAD

Did you ever see the time actually set on one of these?
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SOME ARE CONFUSING
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REALLY CONFUSING
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SOME THINGS ARE WELL DESIGNED
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WHAT IS USER EXPERIENCE? (UX)

Puts the end user at the center of the universe and defines the
system from that perspective

Usability is finding the best match between a user’s needs and a
product’s use

While this is a specialty by itself, a computer scientist/developer
can grow an appreciation for UX, which affects

1. Functionality

2. System Organization and Structure
3. Interactions and Look and Feel

4. Access

Ul/uUx Foreignerds Inc.



WHAT IS USER INTERFACE? (Ul)

Human-Computer Interaction (HCI) research is focused on the
Interfaces between people (users) and computers.

The point of interaction or communication between a computer and
another entity, such as a printer or human operator. Information flows in
one direction or two.

The layout of an application's graphic, spoken, touch, or textual controls
In conjunction with the way the application responds to user activity.

Ul fulfills two key UX needs:
3. Interactions and Look and Feel
4. Access

Ul/UX Foreignerds Inc.
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WHY DO WE CARE ABOUT UX/UI?

Because It matters

Ul/uUx Foreignerds Inc.



POOR UX MEANS PEOPLE WON’T USE YOUR
PRODUCT

People will call tech support

Dated Study Of What A Call To
Tech Support Costs
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from “Benchmarking in Call Centers,” Diagnostic
Strategies, (very dated data)

http://easyerlang.com/pdfs/Call-Center-Benchmarking.pdf.

UI/UX

People won't use it even when it works
and will return it

E.g. an ISP had 30% of routers
returned as non-working but they
tested fine

People won'’t buy your product and
worse, will tell their friends
not to use it
Measured by negative impact on
Net Promoter Score (NPS)
Gauges the loyalty of a firm's
customer relationships.
Is thought to be correlated with

revenue growth.
https://en.wikipedia.org/wiki/Net Pro

moter

Foreignerds Inc.
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https://en.wikipedia.org/wiki/Customer_relationship_management
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UX MATTERS — A TALE OF TWO MP3 PLAYERS

Roxio emphasized an experience similar to the
then familiar, Sony Walkman, and emphasized

a digital experience like listening to cassettes

e + The user experience was around “pushing

play”
/\\ + The design emphasized the Walkman design
/]
.\_»7 \
Apple created an experience around creating
Diamond Rio (1998) Apple (2001) and playing “mixes” — what went on the tapes

Diamond bought by S3
Graphics for $100M+ in Late 90’s.

+ the user activities emphasized making playlists,
APPL traded at ~$1.37/share

acquiring tunes, and playing music
_ 4+ The design emphasized one thumb simple
on 10/23/2001 (ipod launch).
- Since, it has grown by
S3 Graphics reformed as
SONICBIlue, went chapter 11 in 10,714.51% (as of 2/9/2017)
2003.

UI/UX

Foreignerds Inc.
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UX MATTERS — A TALE OF TWO MP3 PLAYERS

Roxio emphasized an experience similar to the
then familiar, Sony Walkman, and emphasized

a digital experience like listening to cassettes

e + The user experience was around “pushing

play”
/\\ + The design emphasized the Walkman design
/]
.\_»7 \
Apple created an experience around creating
Diamond Rio (1998) Apple (2001) and playing “mixes” — what went on the tapes

Diamond bought by S3 APPL traded at ~$1.37/share " acauiring tunes, and piaying musie
. + . ) - )
Graphics for $100M+in Late 90's. | 1615312001 (ipod launch).

acquiring tunes, and playing music
Since, it has grown by

4+ The design emphasized one thumb simple
S3 Graphics reformed as 10,714.51% (as of 2/9/2017)
>ONICBIlue, went chapter 11 in 2003.

UI/UX
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WHAT IS DESIGN?

"Most people make the mistake of thinking
design is what it looks like. People think it's this
veneer - that the designers are handed this box
and told, ‘Make it look good!' That's not what we
think design is. It's not just what it looks like and
feels like. Design is how it works.”

Steve Jobs

R. Walker, The Guts of a New Machine, New York Times Magazine,
Nov. 30, 2003

Ul/UXx Foreignerds Inc.
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DESIGN IS HARD

Press Any Key
Hit any key to continue... / To Start.

| WHERE IS THE —.
| SANY” KEYZ!

Ul/UX Foreignerds Inc.



DESIGN IS EASY TO OVERDO

Foreignerds Inc.

UI/UX
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WHAT IS A GOOD DESIGN?

A solution that serves the users
and satisfies the client

1. Does what the users need and want
2. Natural to use
3. Helps them avoid trouble

Easy to say, very hard to do well

UI/UX

Foreignerds Inc.
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USER CENTERED DESIGN

Puts the end user at the center of the
universe and defines the system from that
perspective

So, who or what Is a user?

Ul/uUx Foreignerds Inc.



HUMAN CAPABILITIES

1. Memory
2. Attention

3. Visual and Audio
Perception

4. Learning

S. Language +
Communication

6. Touch
/. Ergonomics (sense of fit)

UI/UX

VALUES & SENSIBILITIES

o 0 b w

Level of experience

Physical or mental
capabilities and
limitations

Cultural expectations
Language differences
Senses of style

Have different needs or

values

E.g., | want fast acceleration, but you
want good fuel economy

Foreignerds Inc.
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HUMAN CAPABILITIES VALUES/SENSIBILITIES

1. Memory 1. Level of experience
2. Attention 2. Physiggl_or mental

] _ +E.g., I want fast acceleration, but you
7. Ergonomics (sense of fit) want good fuel economy

Ul/ux Foreignerds Inc.
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YOU MUST UNDERSTAND HUMAN CAPABILITIES
AND PREFERENCES TO DESIGN GREAT SYSTEMS

Ul/UX Foreignerds Inc.
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YOU MUST UNDERSTAND HUMAN CAPABILITIES
AND PREFERENCES TO DESIGN GREAT SYSTEMS

Is it a good design if ~10% of
users can't really use it easily?

Red-green color blindness (protanopia &
deuteranopia) occurs in 8% of males and
0.4% of females

Ul/uUx Foreignerds Inc.
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COLOR-BLIND PEOPLE USE OTHER CUES TO READ
TRAFFIC LIGHTS

uiux And notice, it's not truly green Foreignerds Inc.
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CAN YOU PLEASE EVERYONE?

NO

Multiple Sizes One size fits most/enough

You can have different products for You can have a product for an
different types of users. average user and aim for average
within a subset of the market

Either way, you can not optimize the experience for
EVERY SINGLE user. You can't succeed.

Ul/uUx Foreignerds Inc.
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TRADITIONAL WATERFALL MODEL

Requirements

Design

Integration

Acceptance

Release




TRADITIONAL WATERFALL MODEL

Requirements

with feedback

Design

Integration

Acceptance

4

Release

N\ -



TRADITIONAL WATERFALL MODEL

Ul design itself is risky.

So we are likely to get it wrong.
Waterfall makes it hard to recover. Requirements

Users are not involved in validation
until acceptance testing.

So we won'’t find out until the end.

Ul flaws often cause changes in
requirements and design.

So we have to throw away carefully
written and tested code.

W‘p Foreignerds Inc.
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OPTION 2: ITERATIVE DESIGN

N

Evaluate Implement

~
o

Deploy

Ul/uUx Foreignerds Inc.



WHY NOT ITERATIVE DESIGN?

Every iteration corresponds
to a release, so evaluation

(complaints/issues) feeds Design
back into next version’s
design, which Is too late
Evaluate Implement
Using your paying customers \ /
to evaluate your usabillity is a
. Deplo
big risk PIOY

(they won't like it and won'’t buy the
next version)

Ul/uUx Foreignerds Inc.
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OPTION 3: SPIRAL MODEL

Design

Evaluate Build

Ul/UX Foreignerds Inc.



SPIRAL MODEL ITERATIONS

Design +Early iterations use cheap,
quick to create, and easy to
pitch prototypes (paper
prototyping)

+Later iterations have richer
Implementations

+More iterations generally

Evaluate Bl means better Ul

+0Only mature iterations get
released

Ul/UX Foreignerds Inc.
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USER CENTERED DESIGN

Three Steps
1. Identify who the users are
2. ldentify what they want to accomplish

3. Constantly assess (1) and (2)

UI/UX

Foreignerds Inc.
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KNOW YOUR USER

ROLES, RESPONSIBILITIES, CAPABILITIES

1. Ethnographics
+ Age, gender, ethnicity
2. Skill level
+ Novice
+ Knowledgeable, intermittent user
+ Knowledgeable, frequent user
3. Mental or Physical abilities
4. Knowledge
+ Domain experience
+ Application experience
5. Environment
+ Noisy, quiet
+ Inside, outside...
6. Communication patterns

UI/UX

Who are the users: novices or
experts?

What are users trying to accomplish?

How often will the user be using the
system?

Should the design emphasize ease of
use and learning or efficiency?

What information do they need to
accomplish their task?

How easily can they identify the
information they need and the steps
needed to accomplish their tasks?

Is the information and task structures
(aka the system) accessible to
everyone?

Foreignerds Inc.
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THE BEST TECHNIQUE: INTERVIEWING &
OBSERVING PEOPLE

+ Talking to users and potential
users

+ Semi-structured interviews

https://en.wikipedia.org/wiki/Semi-
structured interview

lots of tips for creating an interview guide and
how to conduct the interview.

4+ Structured interviews

+ It may be hard to recruit subjects
and some users are expensive to
talk to.

http://www.usability.gov/how-to-and-tools/methods/individual-
interviews.html

Ul/uUx Foreignerds Inc.
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HOW TO CONDUCT A STUDY?

1. Plan topics in advance

Best practice: create an interview guide, an
informal grouping of topics and questions that
the interviewer can ask in different ways for
different participants.

2. ldentify the target user base in advance

3. Give users a task to do against your interface and
Observe thelr behaVIOr Source: http://www.userlytics.com/blog/unmoderated-vs-

a) Have them think aloud about what they Seeing, moderated-usability-user-experience-testing
what they are trying to do, and actions they are
taking.

b) Take copious notes/record the session

c) Do not lead the user. Let them run the task
until they are successful or give up.

Struggles are important indicators that
information is not organized well or that
something is missing.

4. Reflect on observations and write up a report
with findings

Ul/uUx Foreignerds Inc.
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HOW DO WE EXPRESS DESIGNS?

Ul/uUx Foreignerds Inc.



START WITH PAPER PROTOTYPES

Karis and Virzi have shown you can
often get the same design
information from easier and
cheaper to make low fidelity

prototypes as from higher fidelity

prototypes.

F. Cifaldi, Gamsutra, Sometimes, paper is your best prototyping tool - even if
you're Il\JIIi/UE(endo, 2012 On the development of the Wii U tablet

Foreignerds Inc.

38



SIMPLE PAPER PROTOTYPES ARE EASY TO
CREATE AND CHANGE

| ?‘1 ue.,«r .Pﬂ‘?f}‘ﬁ\-\e,ﬂ’ f
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L8 E B EE e
|l (“gt&-% Yo
\
| o T s e
¢4 — [ S

{ Cam“ @ — o -

S o 7
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FANCIER EXAMPLE

UI/lUX

oreignerds Inc.
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YOU ARE NOT LIMITED TO 8.5”X11”




AFTER PAPER, WIREFRAMES

You can also compose parts of
these on a computer, of course (at
various levels of detail, up to a full-
fledged mockup).

UI/UX

N
N

— I4F - Directory Profile Page

Profile Name Categories

Lorem Ipsum
245 Blackfriars Road dolor sit
Ludgate House amet
Londen, SEL 9UY dolor sit
Email: firstname@surname.com

Telephone:

0207 955 3705

Lorem Ipsum dolor sit amet, consectetur adipiscing elit. Merbi consectetur nibh
feugiat urna elementum facilisis. Nullam diam arcu, lobortis ut tincidunt vel, suscipit
quis lectus. Praesent interdum sapien In nisi tempor vestibulum. Maurls nec mauris
saplen. Mam laoreet nisi non magna laculis vitae convallis lorem porttitor.

Lorem Ipsum dolor sit amet, consectetur adipiscing elit. Merbi consectetur nibh
feugiat urna elementum facilisis. Nullam diam areu, lobortis ut tincidunt vel, suscipit
quis lectus. Praesent interdum sapien In nisi tempor vestibulum. Maurls nec mauris

O Y

X
X

X
X

Attachments
@0 Lorem ipsum dolor sit amet.
P Lorem ipswn delor sit amet.
|—* Lorem ipsum delor sit amet.
P Lorem ipsuen dolor sit amet.

created with Balsamiq Mockups - www.balsamig.com

Foreignerds Inc.
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PUTS AND TAKES ON WIREFRAMING

Advantages Disadvantages

1. Fast way to mock up an 1. Doesn’t produce any code.

interface - no coding required. - oo ot find all classes of

2. Finds a variety of problems with problems with an interface.

the interface. 3. Can affect the way users

3. Allows an interface to be refined Interact with the interface.
based on user feedback before 4. Has stronger benefits in some
implementation begins. situations than in others.

4. A multidisciplinary team can
participate.

Ul/uUx Foreignerds Inc.
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PRINCIPLES FOR DESIGNING UI'S

Jacob Nielsen’s
10 Principles Of
Ul Design

https://www.nngroup.com/articles/ten-usability-heuristics/

Foreignerds Inc.
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#1: MATCH THE REAL WORLD

Examples
+ Desktop
+ Trashcan

T

Dangers of metaphors

1. Often hard for designers to find | ! I ’

2. Deceptive = ‘ .
PHYE BEE S, 1
3 ) C O n Str al n I n g TMAC v6 . EaseUS Recuva  Core FTP LE \‘P;T:r:;gc r1 ) Wall Watcher
4. Breaking the metaphor = ‘ N B2 0B e

+ Using a metaphor doesn’t excuse other bad design decisions

Ul/UX Foreignerds Inc.
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DIRECTLY MANIPULATE OBJECTS

+ User interacts with visual representation of data objects
Continuous visual representation
Physical actions or labeled button presses
Rapid, incremental, reversible, immediately visible effects

+ Examples
Files and folders on a desktop
Scrollbar
Dragging to resize a rectangle
Selecting text

+ Visual representation and physical interaction are important

Ul/uUx Foreignerds Inc.

46



OBJECTS SUGGEST SPECIFIC ACTIONS
(MANIPULATIONS) FOR USE

Perceived and actual properties of a thing that determine
how the thing could be used

1. Chair is for sitting

2. Knob is for turning

3. Button is for pushing

4. Listbox is for selection

5. Scrollbar is for continuous scrolling or panning

Ul/uUx Foreignerds Inc.
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NATURAL MAPPING

Physical arrangement of controls
should match arrangement of
function

Best mapping is direct, but natural
mappings don’t have to be direct
+ Light switches
+ Stove burners
+ Turn signals
+ Audio mixer

Poor mapping:
arbitrary
arrangement of
stove controls

Good mapping:
full natural
mapping of
controls and
burners

Norman, Donald A., "Knowledge in the Head and in the World". The Design of Everyday
UIJUX Things. New York: Basic Book, 1988. 77

Foreignerds Inc.
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ACTIONS SHOULD HAVE IMMEDIATE, VISIBLE

EFFECTS

Examples
+Push buttons
+Scrollbars
+Drag & drop

+Kinds of feedback
+Visual
+Audio
+Haptic (conveyed by
sense of touch)

UI/UX

Foreignerds Inc.
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#2: CONSISTENCY AND STANDARDS

r

@ R File Edit Format Workspace Packages & Data Misc Window Help

=2z

Users should not
have to wonder
whether different
words, situations,
or actions mean
the same thing.

R Console

@ @ "ih: E X \J G I "i .I" » !

Abort Sourceflowd : Quariz History © StariX11 Set Colors  Authentication Save  Open In Editos

Nsers/jago

R>n<-5

R> g <~ glin, 100, n¥100}

R> x <~ rnormn{n¥100) + sqrt{codes{g})

R> boxplot{split{x,q}, col="lavender", notch=TRUE}

R> title(main="Notched Boxplots", xlab="Group", font.main=4, font,lab=1)

Math can be beautiful ...

R>

R> ctl <- c(4,17,5,58,5,18,6.,11,4,50,4,61,5,17,4,53,5,33,5,14>
R> trt <- c(4.81,4,17,4,41,3,59,5,87,3.83 4.89,4,32,4,69)
R> group <- gl(2,10,20,1abels=c("Ct1","Trt"}}

R> weight <- clctl,trt)

R> anova(ln,I9 <~ In{ueight"group})

Analysis of Yariance Table oy
Response: weight Given : depth
100 200 00 400 s00 600 700

If Sum Sq Hean Sq FPrOF)
aroup 1 0.6882 0,6882 1,419 0,243
Residual 18 8.7293 0.4850

R>
R>

Notched Boxplots

cos(r)er'®

Follow platform
conventions....

Distance Between Brownian Motions

Distance

Ul/uUx Foreignerds Inc.
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#3: HELP AND DOCUMENTATION

Help should be
. Searchable
. Context-sensitive
. Task sensitive
. Concrete
. Short
. NOT NEEDED

UI/UX

&P Resource - WebSphere Studio Workbench SDK
Fle Edit Source Refactor Navigate Search Project  Window Help

=18 x|

|S-lE8 & ¢]E@ ¥ 8% %

Y YL

Source - cijurkisbx.tuse|net.sourceforge. . fviews_snd_edtors(platform_sxploreriml v %

4% Plug-ins

<= GEF Documenk ation - com.ibm.etools.gef, doc isv
B

E

I3

b= Draw2d Documentation - com ibm. etools.draw2d. doc.isv
< Etlipse Introspection - net sourceforge. sdlipse. introspection

=14l Extensions - Table of Conterts

© == Help Table of Contents - Book - net.sourceforge.eclipse.introspection.book des

| & B PlIE

£-TH) book s - toc
-T2 Eclipse Introspection Liser Guide - jnet sourceforge. edlipse inbnsnartin

=1 views and Editors - jnet.sourceforge edipse.intra

B@m

-°B) verview - [net sourceforge. edipse.introspection/do [ L S e S LR L 14
- °[ Reference Search: BB advanced search

<Idoctype html public "~}fwc/{dtd himl 4.0 transtionalf/en” -
<htrr =
<head>
<style type="text/css'">body, htm\ {snn\lhav highliht-color:ThvesDShadowsscrolbar-shador
<link rel="styleshest " hr 5" charset="150-5355-1" by

<meta http-equiv="Contert- Typs mntent—”lextﬂhtm\ charset=I50-5853-1" >
<meta hitp-equiv="Contenk-Style-Type! content="text/css" >

itla . DlarFnrmn Eorlrar < lbitle

=lolx|

~“By Fistform Explorer - Jnet sourceforge ecipse.ir| Contents

By Help Explorer - Jnet.sourceforge.eclipse.intro:
—{ Help Table of Contents - net.sourceforge. eclipse.introspection.to B
=14 Extensions - Corkexts GrERED

@ Views

net, sourceforge. eclipse introspectiony. Jor

i contributers to the,
intraspectiony. Jor
eclipse.introspection

Ot
o s Faforms S 300 Corit

= Eclipse JOT Plug-i
<> Dbt - dhedit.u
4> ¥55 Plugin Functi 4= G Back
> Checkstyle Plugin w6 100 i
- Pasclipse PUg-n —ergreereerorerorpemarrse———|

I Eclipse Java Develooment User Gu\df - oro.ecliose. ide. doc.user

. platform. doc.isy

& GoHome R

<

Help Explorer | Platform Explorer

[] Properties
Fropert; | value

Hyperlink reference Jnet. sourceforge. eclpse introspectionfdocreference
hel Platform Explarer

]

[ ccipse tnrospestion Liser Guice

=)-={ Help Contexts - net. sourceforge.ecipse introspection.net.source EEERHEEFE‘;EHEE e have no parameters as children, The getter nodss are
53-B) context_viewsAndEdtors xm - contexts s and Bdbors formatted like <getter_method neme>[<index>]
- This view shows the internals of the: Eclipse platform, - ne B Platform Explorer 5 =

B Help Explorer

£y | Eclipse introspection User Guide 2 = | 13 =]
=

The tree viewer starts at the plugin level as the raot and
on expansion shawrs all the getter methads of i that

<result> The <index> part is anly shown for
oprations retuming anays. Hence, such nodes might
occur mote than once identifying the index of the array
itemn returned. The values for <resulc> are created by
calling the method toString of the objests

Expanding a getter node shaws all of the getter methods
of its result object and so forth. The tree is also
synchronized with the Properties view, listing all of the
properties of the selected tres nade.

The Platform Explorer view looks ag following:

& Resource - WebSphere Studio Workbench SDK
Fle Edt Source Refactor Navigate Search Project Wind

|5-E8&|s]6m

¥ Z |4

[wrieasle: Insert

Foreignerds Inc.
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#4: USER CONTROL AND FREEDOM

UI/UX

Users may run in trouble by
using a system function by
mistake and need a clearly
marked "emergency exit" to
leave the unwanted state
without having to go through
an extended dialogue

1. Provide Undo

2. Long operations should be allowed
to be paused/suspended

3. All dialogs should have a cancel
button

Foreignerds Inc.
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#5: VISIBILITY OF SYSTEM STATUS

Install Mac O3 X

Install Software

Ul/UX

The system should always
keep users informed about
what is going on, through
appropriate feedback
within reasonable time.

1. change cursor to indicate
action

2. use highlights to show
selected objects

3. use status bar to show
progress

Foreignerds Inc.
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#6: FLEXIBILITY AND EFFICIENCY

Accelerators -- unseen by the novice user -- may often speed up the
Interaction for the expert user such that the system can cater to both
Inexperienced and experienced users. Allow users to tailor frequent

actions. [follows from the power law of practice]

-~

= FoundationTOC.html

ml main.m

s h] NSArray.h
2 CrannyTest ) )

) NSArray.html

| =] NSAutoreleasePool (Objectuve -C)
-:"’, oy E‘ NSMutableArray (Objective-C)
\h] NSObject.h
O‘ *1ngg =] NSObject.html
A @int ¢ NSProxy.html
g @prl?uu““r-
a void *_token:
» ﬁ — void ¥_reserved3;

void *_reservedz;

L

X o E [ﬁ NSAutoreleasePool.h

L

& Select Types [ X]

Reduce selection ko only files of tvpels):

O &+ b | =
04 .

O /* chlle

(| / *,ricsc

O / *. cicschl
O /*.cicscblle
O /*.cicssqlcbl
O *.d

* rlass

O / * . cle

O / *.clle

O *.dp

O *.cmd

O 2A-# . conzmi
| TR LI

Select all | Deseleck .ﬁ.lll

Cther Extensions: I
Foreignerds Inc.
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#7: RECOGNITION, NOT RECALL

UI/UX

Minimize the user's memory load by
making objects, actions, and options
visible.

The user should not have to
remember information from one part
of the dialogue to another.
Instructions for use of the system
should be visible or easily retrievable
whenever appropriate.

Use menus, not command languages
Use combo boxes, not textboxes

Use generic commands

All needed information must be visible

e
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55



#3: ERROR PREVENTION

Even better than good error
messages is a careful design
which prevents a problem from
occurring in the first place.

Either eliminate error-prone
conditions or check for them and
present users with a confirmation
option before they commit to the
action.

UI/UX

Mowvie Collection

[ o iell |32

Title |Predator

Hl L | ||Movie 27 of 40 | M P*l Clusel

Charles 5 Dutton
Robert Duvall
Christopher E

Dakota Fanni

ccleston

ng

-

L L

Record: I<| 4 || 1k |H |H&|

J

-
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#9: HELP USERS RECOGNIZE, DIAGNOSE, AND
RECOVER FROM ERRORS

i Microsoft Office 2000 Installation: Fatal Ereor x| Error mMesSages should
be expressed Iin plain
language (no codes),
& precisely indicate the
problem, and
constructively suggest a
RealPlager solution.

& IUnable to contact Technical Suppart for further infarmatiorn.

Installation ended prematurely because of an error,

Mare information iz available at the Real etwork s More Info | An d th ey S h O u |d be

Technical Support \Website.

polite...

Ul/UX Foreignerds Inc.
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#10: AESTHETIC AND MINIMALIST DESIGN

Sleck poprups with Yahoo! Toclbar

O |8 googlecomrgns x| = % O

7 [w e o vamool o = @

Finance |~ YIAUBNZ I Mail My Yehoo Mesrenger
Selaa Camgory m Images | Video | Audio | Diractory | Local | News | Shopping
o 2 < Advanced
Search the Web: Yahoo! Search | <My Wab

« Ad Bragrams

EJ Yahoo! Anwwers: Axic & quastion | Anseer gussticas

Yahoa! Mezsenger with Voice - Great rates on PC-to-phone calls. Try it now

Go gle Hi, ricmacnz sign 0wt £ Mail| Compose | Adcresses Yahoo! Games

360" Horoscopes Music Shopping Olay: M ey “';f" Kiving

Autes HotJobs My Yahoo! Sports Ad 3 S

Finance Kds News Tech ™"

OwSies e i o Bush to call on Guard to bolster bordel

Geon r * Du n . ar
ey Ll HL:Z‘:::‘B ::::.‘:_,s ;Z:;:Essme 1’:”::’2:3:; « Saddam refuses to enter plea on charges

* Insurgents down U S copter. kling two

* Rain, swelling rivers threaten Hew England
« Indonesia volcano erupts with gas and ash
+ Closing arguments on dack n Enron tnal
Bring your photos to life. Share » Baby's hand severed at chocolate factary
memones with fnends and family + West Wing' ends with graceful transition

Yahoo! Photos

- Frae, unkmited storage

+ Easy uploading

+ Ayailable in over 10 countries
= Stat sharing News  Popular « Sports + Stocks ‘

Yahoo! Small Business Yahoo! Featured Services i ——————— |

Markets Stock Quok
Dow -0.2% + Nasdag -0.4%

Dialogues should not contain information which is
Irrelevant or rarely needed. Every extra unit of information
In a dialogue competes with the relevant units of
uw INformation and diminishes their relative ViSIDiliy, e
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TESTING THE Ul

Testing the Ul is like testing done early on, except now you
use the actual system.

1. Give the users a task and watch them work.
2. Take copious notes
3. Do not steer the user

Frustrations and failures are part of the game

\
e S -(EST \\
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TYPICAL AND UNFORTUNATE REACTIONS

Typically, when project managers observe their design undergoing a usability
test, their initial reaction is:

Where did you find such stupid users?

Or the typical engineer’s response:

It’s designed right.
You are too dumb to use it correctly.

Ul/uUx Foreignerds Inc.
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TYPICAL AND UNFORTUNATE REACTIONS

Typically, when project managers observe their design undergoing a usability
test, their initial reaction is:

Where did you find such stupid users?

Or the typical engineer’s response:

It’s designed right.
You are too dumb to use it correctly.

The users are telling you something. Listen to them!

Ul/uUx Foreignerds Inc.
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UI/UX

EXTRA

Foreignerds Inc.
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OUR AIM IS CREATE A SYSTEM THAT
DELIGHTS THE USERS

We want to create a
great user experience
across the entire lifecycle
of system use

1.Acquiring
2.Installing
3.Using
4.Maintaining
5.Ending

UI/UX

Foreignerds Inc.
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YOUR INTERFACE SHOULD BE SO SIMPLE A
DRUNK PERSON COULD USE IT

3 ¢s5500 | £ Assignments - €5550047781 | N Northeastarn University Onl | X, Dashboard - Confluence 3 ‘Drunk user testing' mix X | 4 - & X

> O ‘belaboslon(cm

= SECTIONS ¢h£ %ngton Gmhc Q SEARCH

Today's top tech event

Object Management Group Technical Meeting Details
More events

USER EXPERIENCE

‘Drunk user testing’ mixes cocktails and coding

cCusTOM
DESIGNED
WEBSTIES

easy to edit, mobile responsive
local Boston co since 2002

BetaBoston in your email
[ Your email address
H Daily

[ Weekly highlights

{

Josh Reynolds for The Boston Globe

Someone took this seriously

Ul/UX Foreignerds Inc.
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SOME, MAYBE NOT SO MUCH

credit: http://judestewart.com/writing/Umbrellas.html

UI/UX
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#1: MATCH THE REAL WORLD

THE PROBLEM 1S YOUR MODEM CAN'T INTERFACE WITH
YOUR ISP BECAUSE YOUR RT 11 CABLE NEEDS UPCRADINCG

WILL IT
COosST
MUCH?

THAT DEPENDS ON WHRETHER
YOU KNOW | JUST SAID "vOou
NEED A LONGER PHONE CORD"

25 <
PRI S S
0D Saihnlin
AL R

50
Teia e

UI/UX

Foreignerds Inc.

66



CAUTIONS

Usability And Interviewing Are

Robust Online Surveys Are NOT Robust
Even if you make a lot of | There are Many, many ways
mistakes in the process to make mistakes, that will
you'II still learn a lot often destroy the validity of the
results

I While it's trivial to write and
distribute an online survey, but if
you don't know what you're doing,
there's a significant probability that
you'll end up with garbage

Ul/uUx Foreignerds Inc.
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USER INTERFACE IS ABOUT A DIALOGUE

The challenge is putting the
dialogue in the right terms and in
the right order.

+ How to organize all the things a
user could want to do

I Users may not be good at forming
their questions, expressing the
needs.

To construct a good dialogue,

. one has to spend a lot of time watching

Everything n the_ pr_oduct de3|gg lot of different people "talking" with it
contributes to this dialog - from

the button labels/placements to
noises to screen prompts

Ul/uUx Foreignerds Inc.
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ORGANIZING THE DIALOGUE: TASK
ANALYSIS

1. ldentify the individual 1. What must be done?
tasks to be solved. Goal
2. What must be done before to

2. Eachtask s a goal. _ _
make it possible?

3. Start with the big goal Preconditions
and then, decompose Tasks on which this task
hierarchically. depends
Information that must be known
to the user

3. What steps are involved in
doing the task?

Subtasks
(may be decomposed recursively)

Ul/uUx Foreignerds Inc.
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PARTICIPATORY DESIGN

Participatory Design Involves

Involve a” the Stakeh Old erS In o Designers, Developers, EndUsersandStakeholdersmDestgnPrcess
the design process | ‘

Both for learning
about needs and tasks

and
sharing designs

Source: http://www.webdesignfanatic.com/participatory-design-valuable-
designers/
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CONTACT US :-

Foreignerds

e +1 (201) 381 - 5152

o contact@foreignerds.com

o 251 Little Falls Drive, Wilmington

DE,USA 19808






