WDM3312Week  8 Notes
Last Week Affordance:
Heuristics and usability principles (Nielsen):

1. Visibility of system status

2. Match between system and the real world

3. User control and freedom

4. Consistency and freedom

5. Help users recognize, diagnose, and recover from errors

6. Error prevention

7. Recognition rather than recall

8. Flexibility and efficiency of use

9. Aesthetic and minimalist design

10. Help and documentation

Nielsen is about simplicity. One of his proposed design exercises is for you to remove all design elements one by one from your website. Does the design work as well without an element? Then remove it. At what point does interaction break down?

Understanding and conceptualizing interaction:

1. Would you start by sketching the interface or by asking users their current experience?
2. Interaction designers concerned with having a clear understanding of what, why, and how you are going to design something, before writing any code. Ideas committed to code become harder to throw away.

3. Problem space means conceptualizing what you want to create and articulating why you want to do so. You must think through your design and whether or not it will support people in everyday or work activities. You are concerned with understanding the nature of the problem, and its usability goals and user needs.

4. Central to this concept is clarifying your usability and user experience goals. You must make explicit your implicit goals. Assumptions can highlight design ideas that need reformulating better. By going through them, it will help determine relevant user needs for a given activity.

5. By reasoning through our assumptions about why something may be a good idea, we can see both strengths and weaknesses. (web address browser bookmark)
6. A conceptual model is defined as “a description of the proposed system in terms of a set of integrated ideas and concepts about what it should do, behave and look like, that will be understandable by the users in the manner intended.

7. You must be able to envision the proposed product and how it will relate to users’ needs and other requirements that you have identified. Sketch ideas, storyboard, describe possible scenarios, and prototype aspects of the proposed behavior of the system.

8. Conceptual models can be based on activities, most common are instructing, conversing, manipulating & navigating, and exploring & browsing. (not mutually exclusive)

9. Conceptual models can be based on objects, such as a tool, a book, or a vehicle. It is focused on how the object will be used in a particular context. E.g. Excel based on a ledger sheet, or an office interface based on the work environment.

10. Another way to describe conceptual models is in terms of interface metaphors. This is a conceptual model that has been developed to be similar in some way to aspects of a physical entity (s) but it also has its own properties and behaviors, such as a search engine. Be careful here – not meant to look and behave literally. Metaphors are meant to map familiar to unfamiliar knowledge, enabling users to understand and learn a new domain.
11. At a more general level, interaction paradigms – for the past years, that meant to develop applications for the desktop, with a single user, mouse and keyboard. It would have a GUI or WIMP (windows, icons, menus and pointers) interface.

12. Interaction design is an iterative process – it involves cycling through various design processes at different levels of detail: thinking through a design problem, understanding the users needs, coming up with possible conceptual models, prototyping them, evaluating them with respect to usability and user experience goals, thinking about design implication of the evaluation studies, making changes, evaluating the changing, and thinking whether the changes improved the interface and interaction, and so on.

