User Experience & User Interface
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GUI

GRAPHICAL
USER INTERFACE
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USER INTERFACE



IS an interface between the user and the computer.
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Types of User Interface

Administrator: Command Prompt - diskpart

icrosoft Uina;;;>[0ersion 6.0.60801]
opyright (c)> 20806 Microsoft Corporation.

All r»igl

\Windows\system32>diskpart

icrosoft DiskPart version 6.0.6001
opyright <(C) 1999-2807 Microsoft Corporation.
On computer: COMPY

DISKPART> list volume

Vo lume Lt» Label Status

Uolume 8@ W HP_STORAGE NTFS Simple 699 GB Healthy

Uolume 1 F KRMIAIVUOL_E UDF DUD-ROM 2197 MB Healthy

Uolume 2 L DUD—-ROM B B No Media

Uolume 3 M MSUS2BB5ENT CDFS DUD-ROM 31 MB Healthy

Uolume 4 N DUD-ROM B B No Media

Uolume 5 0 DUD—-ROM B B No Media

VUolume 6 P DUD-ROM B B No Media

Uolume 7 Q DUD-ROM B B No Media

Uolume 8 D HP_PAUVILION NTFS Partition 224 GB Healthy System
Uolume 9 E HP_RECOUERY FAT32 Partition 9 GB Healthy

Volume 190 C HP_BERTHA NTFS Partition 932 GB Healthy Boot
Uolume 11 G Removahle B B No Media

VUolume 12 H Removahbhle B B No Media

Uolume 13 I Removahble B B No Media

Uolume 14 J Removahble B B No Media

Volume 15 K My Book NTFS Partition 233 GB Healthy

DISKPART >



Types of User Interface
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GRAPHICAL USER INTERFACE

a computer program that enables a person to communicate
with a computer through the use of symbols,
visual metaphors, and pointing devices.



GRAPHICAL USER INTERFACE

They use graphics and pictures
to represent the input and output program.



G U I GRAPHICAL USER INTERFACE

nsRaaanul 1 las g wamanueal

Huntseanuuudiuzes lusunsuaaufLmans An13 laaaunue 12
Tasn1s 17 lcon ,5UN W wasduanualdue) IaunuanazaA19°) 204 lsunsy

WNUNTINE IFRNNAFIA19) TNV



Messages

Contacts

A

App Store

©

Time Machine

Calendar

Game Center

Reminders

Notes
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G U I GRAPHICAL USER INTERFACE

Graphical User Interfaces use pictures and graphics
iInstead of just words to represent the input and output of
a program. The program displays certain icons, buttons,
dialogue boxes etc. on the screen and the user controls
the program mainly by moving a pointer on the screen
(typically controlled by a mouse) and selecting certain

objects by pressing buttons, etc.



THE EVOLUTION OF INTERFACE DESIGN
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WHAT IS VISUAL COMMUNICATION?

Visual communication describes the conveyance of information and ideas in
forms that can be read or looked upon

Examples include:

OC9O0®00

OBJECTS MODELS GRAPHS MAPS TABLES PHOTOGRAPHS DRAWINGS
VIDEOS [OIAGRAMS




A picture 1s worth a

thgusand Words.

Napoleon




Visual Communication

The three basic principles of visual communication according to are:

® 0 &

Organisation: Economy: Communication:
Give the user a simple, Maximise the Adjust your presentation
clear, and consistent effectiveness of to the intake

conceptual structure. a minimal set of tools. capacity of your users.



"DESIGN IS INHER
UNPREDICTA



"WHEN PLANNING A U,
A DESIGNER SHOULD FOCUS
ON THE NEEDS OF THE END USERS.







How the customer
explained it

How the Project

.Leader understood it

How the Analyst
designed it

How the Program-
mer wrote it

How the Business Con-
sultant described it

How the project was
documented

What operations
installed

How the customer
was billed

How it was
supported

What the customer

| really needed

A World without User-Centered Design




DESIGN



DESIGN IS SOLVING PROBLEMS.
NOT DRAWING PICTURE.



DON’T THE DESIGN SERVE THE PURPOSE OF ITS EXISTENCE
(COMMUNICATING BRAND MESSAGE ,
INFORMING,EDUCATING,ETC.)?

HOW SHOULD IT BE PERCEIVED (AND RECEIVED)
BY THE VIEWER/AUDIENCE?



THE PRINCIPLE OF GOOD GRAPHIC DESIGN
ARE THE SAME PRINCIPLE
THE DICTATE GOOD Ul DESIGN
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Men talk about women, sports and cars.
Women talk about men inside sports cars.
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Introducing the only collectable toy scale 1:1.
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Mercedes-Benz Technology In Your Pocket.
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https://youtu.be/OConXuBzYik

DESIGN IS DESIGN IS DESIGN



THE PRINCIPLE OF DESIGN



THE PRINCIPLE
OF DESIGN

The Principles of Design

Pattern

A regular arrangement of alternated or repeated
elementsor mobifs.

Contrast

The juxtaposition of different elements of design in
order to highlight their differences and/or create
visual interest, or a focal point.

Emphasis

Special attention or importance given to one part
of the content. Emphasis can be achieved through
use of design elements or other pnnciples

Balance

A feeling of balance results when the elements of
design are arranged symmetncally or asymmetn-
cally to create the impression of equality in weight
or importance.

Scale

The relationship between objects with respect to
size, rumber, and so on, including the relation
between parts of a whole.

Harmony

The arrangement of elements to give the viewer
the feeling that all the parts of the piece form a
coherent whole

Rhythm/
Movement

The use of recurnng elements to direct the eye
through the image The way the elements are
organized to lead the eye to the focal area.

Unity

All parts of an image are connected in a way so as
to be seen as one

Variety

Using different elements in an image to create
visual interest.




