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User Experience design
Ay

* Not only digital — principles apply everywhere
AMANBAF = m-RUER T4
- Everyday objects HE 41
- Websites Wik
- Mobile apps &N
» Web empowers and frustrates
PEZRFLAL], =R AL
» Design to make lives easier
IR A T EEEE R R

- Often complicates things RIBEF 2 &2~

L .




Tem ntations

175 Pea B

» Publish product = success
AR =]

* Then add more and more functions
IMANE ZHIIHEE

» Users need quality experience

AREEERENFR

« Effective communication B398
~Hotels / Banking / Airlines J&E/$R1T/fME AT

« Features and functions matter but FiE5IhEE

-Positive experience is KEY B 2FRRAVIKRIG 2 X5

E




How do we measure success?

SR = R IN?

 Income?
UTN?
 New users?
WRR?
« Returners vs uniaue users?
o] 3L vs JRIFRIAER?
« Loa analvtics?
HESM?

» Improve efficiency

B = 5332
EI:/TEIE.I)( =+




Three circles of Information Architecture
SEEMHN="7EIF

context

User Experience Design (Morville 2004) http://semanticstudios.com/user_experience_design
[used with permission — Chinese text added here]



http://semanticstudios.com/user_experience_design

Moving onto: Goals of User Experience

1P RIS Y B AR

User Experience focuses on understanding users, what they need, what they
value, their abilities. and also their limitations.

RARPAETETERRAPEX, NME, sk t]NERE,

{ desirable )
N\ 4
( valuable )——
) {accessible

( credible

The User Experience Honeycomb (Morville, 2004) [used with permission]



Deconstruct elements of web design
M DI 1T Y TT 3R

Concrete
A Surface brings everything together
visually: What will the finished
R Pl product look like?

ﬁ Skeleton makes structure concrete:

What components will enable people

SsHE/ eros to use the site?
J Structure gives shape to scope: How
will the pieces of the site fit together
S/ I e and behave?

£
y

Scope transforms strategy into
requirements: What features will the
site need to include?

Strategy is where it all begins: What
do we want to get out of the site?
What do our users want?

Abstract

The Elements of User Experience, J.J. Garrett
http://jjg.net/elements/pdf/elements_simpleplanes.pdf [used with permission]



Deconstruct elements of web design

Web as software interface | Web as hypertext system

8 Concrete
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Abstract

Conception

The Elements of User Experience (Garrett, 2011) [used with permission]



The Elements of User Experience

A basic duality: The Web was originally conceived as a hypertextual information space;

but the development of increasingly sophisticated front- and back-end technologles has
fostered its use as a remote software interface. This dual nature has led to much confusion,
as user experience practitioners have attempted to adapt their terminology to cases beyond
the scope of its original application. The goal of this document is to define some of these
terms within their appropriate contexts, and to clarify the underlying relationships among

these various elements.

Web as software interface

Visual Design: graphic treatment of interface
elements (the “look® In "look-and-feel®)

Interface Design: as in traditional HCI:
design of interface elements to facilitate
user interaction with functionality
Information Design: in the Tuftean sense:
designing the presentation of information
to facilitate understanding

Interaction Deslgn: development of
application flows to facilitate user tasks,
defining how the user interacts with

site functionality

Functional Specifications: “leature set”;
detailed descriptions of functionality the site
must include in order to meet user needs

User Needs: externally derived goals

for the site; identified through user research,
ethno/techno/psychographics, efc.

Site Objectives: business, creative, or other
internally derived goals for the site

task-oriented

h

Jesse James Garrett

lig@jjg.net

30 March 2000

c"""":’""" Web as hypertext system
Ao

Hszer Lasys

Vil vy

SIE e

Visual Design: visual treatment of text,
graphic page elements and navigational
components

Navigation Design: design of interface
elements to facilitate the user's movement
through the information architecture
Information Design: in the Tuftean sense:
designing the presentation of information
to facilitate understanding

E Intormation Architecture: structural design
= of the information space to facilitate
intuitive access to content

Content Reguirements: definition of
content elements required in the site
in order to meet user needs

User Needs: externally derived goals

for the site; identified through user research,
ethnoftechno/psychographics, etc,

Site Objectives: business, creative, or other
internally derived goals for the site

This picture is incomplete: The model outlined here does not account for secondary considerations (such as those arising during technical or content development)
that may influence decisions during user experience development. Also, this model does not describe a development process, nor does it define roles within a
user experience development team. Rather, it seeks to define the key considerations that go into the development of user experience on the Web today.

& 2000 Jesse James Garrett

it peffwwajjg_netfia’

http://www.jjg.net/elements/pdf/elements.pdf [used with permission]



Five Planes Model
L ERE

» Surface: visual design #5i1&1t
- Web pages / images etc. WTI/BIF %
» Skeleton: interface, navigation, information design
RE, §i, ERi=it
- Buttons / controls / blocks of text B#r/iFHIH# /X FXIR
» Structure: interaction design X Hi&1t
- Placement of elements / user journev &M/ B B4
» Scope: design the functions &itIhEE
- How all fits together / saved features d0{aTMiE /4R 25 BI4FE
- Strategy: design overall goals &I+ S KER
- Owners and users / what want from the site
IR EMB AP /MM EREAA
- Alibaba / CAA fIIE BB/ RERFPR
- Information or purchase %153z BiX 24



Structure of Planes

FELAH

« Each plane dependant on the others
FMTEBERKT

» Choices lower affect those above
REREFER N L=

- Iterative process EiTHE

—Re-think lower planes EFTEZKE
-Decisions on upper planes may force changes lower down

PN EERRAEREE FERE



Desian problems
R itE

» Point of view M =
- Application design
N AT
- Publishing design
K178t

» Product as functionality (Alibaba) IHEEF= &
- Tasks (the steps needed to make a purchase)

15 (WYIFFEEMNTE)
« Product as information (CAA, SID, WHU) B~
- Deliver information 5% &



Break down and invert the model

RS R R A

- Strateqy: design overall goals ZR#&: &It SR B IR
- User needs / product objectives FAFP X /F= mi5iF

 Scope: design the functions SEH: 1%itTII8E

- Function specifications / content reauirements IhaEiiBE/ABEXK
- Structure: interaction design £5¥): XX HI&It

- Interaction design / information architecture R Ei&it/{5 8524

« Skeleton: interface, naviaation, information design
'EUJD E?“E) T_I'F.lﬂ,) %:%xiii-l_
- Informatlon design / interface (navigation design) 15 2i&1t/5RH|
(SAIZIT)
» Surface: visual desian #M: MHEI1&1T
- Sensory experience BB Kl




Remember i2{*

» This is a simplified view XZ— &I =
« Convenient wav to think about digital design

BEWFHIITHNERER

» Forearound content supported by technology

AR R IFRYATIR A S
» Deliverables AJ{ZERY
» Nature of experience LI0HIZ R

 BUT not only driver B R EIRzE

- Think about shoppina sites BZ ¥/
- PRICE competition 18RS



Branding
5L

- Consider any major corporation BEEA—NMAKE AT
- What makes them memorable?

T AEZBEZWICE?

- Why do we remember certain ones?

A AT IR ERERT)?

« CAA/SID /WHU — how are they branded?

CAA/SID-fitf I2 3Nl mmh LBy ?
* Why are they branded?

A ) Rl mnhgfe?



Information Architecture
EPSREY A

« How we fit all the pieces together

L= N i)

« Interaction Design
REIRIT
-Possible user behaviour
AIRERNEF 1T A
-~-Accommodate and respond to that behaviour

BRESERINAFTTA

« Information Architecture 522244
-How we convey information WNfA{EEE R
-How we structure information 30{aEl#::&1E B
-How we understand information {AIIEfR{EE
-Allows us to make sense of something F15 {1247



Structured content

ZHUHNAR

- Organisation and navigation schemes A5 SER
- Move throuah content efficiently and effectively
SRV ISRV E i NS
- User Journey AP FRIZ

 Top down approach B EM TG E
- Understand Strateav Plane: obiectives / user needs
IRREERER . BM/BFEXK
- Starts with broadest categories
Mexl BRI FFiE

+ Bottom up approach B TFMmLEMAGZE

- Analysis of content and function reauirements TR B IHEEE R
- Starts with source material MIEXRABFFIA



Think about future development

/u\%ﬂi%kl:ﬁ%

» Web sites and diaital products grow over time
A4 5 ERF 1 an
- Chanaes > desian imperatives > updates

T <>EM

« Effective structure

B HVLE
- Accommodate arowth and development

ENIE KRR

« User Experience — including the structure

FA P A5 — Bl R4S

- Based on understandina of obiectives and users needs

BT X EHMAA P EXKVIERE L



Adaptive architecture
EAVALZ 300

« Adaptive Architecture
yE VA K223 7
-~-Accommodate new content AND new sections

BRFHABMFE D

 Basic units

Ehh SR TT

-Node = anv piece of information (sinale book or whole library)

TR=EA—RERE (RXEPRBTEHE)

* Tree structure (of nodes)

PPREEN (=)
~Hierarchical structure S4R4E14
—Parent / child relationship BF*%



Flow of structured information (IA)

*lj 1‘515 750N /)IL

« Matrix structure ((8[E4E4S)
- Move node to node
TRETEZED

- Organic Y&
- Allows arowth of site (no pattern)

VU RBYIE K

» Sequential BYFL5H4
- Seauential flow
BXRFHNEER
- Readina a book / audio / video

BE—Z P/ —E N/ —E LT



Matrix structure %E[&E45H9
Move node to node T 2 2| 5555/




Organic structure B4
Allows arowth of site (no pattern)

FAVF UL R RYIR K




Sequential structure BYFZ5#4]
Sequential flow B X FH{E B
(reading a book / audio / video)
(X %8 — 2+ /S 57/ F L 57)

. . ... ..... ' .. : -_.




Organisina principles
ZHZR SR N

» Grouping of nodes TI=&2%
+ Top level categories TNE5E
- Depends on site / product objectives (SID/ commerce/ airline)
- TR/~ mBE
 Lower levels {KE9E
- Content / functions R&/IHEE
« Think about =
- News / chronology / importance g/ ERI0F/ EEIZE
- Cateaqories: home/international/business/sport
S AM/EPR/ /B
+ Facets AME

- Organising principles > classification £H£3 R M>4533E




Language / metadata E5/7ciE

+ Langquage i3
- Descriptions / labels / language of user community
i/ ArE/BRAXIES

» Consistency —31%
- Controlled vocabulary: structured terms throughout site =14 38C
- Thesaurus: alternatives — commonly used words FE%=

« Metadata JTEIE
- Structured approach Z5#g{b 5=
- Standards (Dublin Core / METS (CN) - LoC) #r/& (ERHa4k/METS)
- Detailed information about content > DISCOVERY
RNEHFHAEE>RER
- Search function (natural lanauage = dumb)
BERgE (BAES=-LES)
- Allows effective faceted searching

AFEVHEIVER



http://dc.library.sh.cn/collectionMeta.htm
https://www.loc.gov/standards/mets/mets-schemadocs.html

Architectural desian and interface
ENIKITS /R mE

» Site map / architecture diagram
i R E RN EI R
-Conceptual relationships Bi& _ERIX A

+ Skeleton &Z=
-Interface M@
-Navigation S
-Information &

+ Interface FE
—-Consider most user actions rather than extreme edges
Z ISR Z AP T AMIRR RS
-Desianers vs proarammers
1%1HH vs 2R R



Standard interface elements

*T/EEIJE?* A

 Checkboxes — select series of options I EHE \
+ Radio buttons — one option only E$i&H ®)
» Text field — enter text 7% \1E 1

» Action buttons — ‘Click Here' oh{E#&
==
» List boxes — cf checkboxes F5!HE S

+ Drop down list — controlled vocabulary Fhises = .

maconhg




Navigation elements St =

« Global navigation - Entire site
SERFA-BEN IR

« Local navigation - What is nearby
BEBSFA-MhERA

« Supplementary navigation - Shortcuts etc.
HTESN-RREF

» Context navigation — Hyperlink
N SH-E iz

» Courtesy navigation - Not needed regularly
RiFSFA-LE—BEHIN

« Index - list of topics
R5|-TrAl %R

 Site map — architecture map
I N [E]- SR it [E




Information Design {5821&1t

+ Simplify delivery of content &5 E%iE
~Structure / sub-sections £Z59//\¥5
-Group information elements > how users think

REGERTE-AFNMARES

- Wayfinding ERIRE
-User lournev > understand where you are
AP IRITRE>IERR(RFATEAI B
« Wireframes (Axure RP) Z&1iEE
-Page layout / structure of paaes FiHE*:/E/TIEVEH

—First step in visual design 5 iITHE—F

-Information Architecture and Visual Design meet 5 B2 5 52
KITMETSE

-Integrate all elements of structure RS EWFFIETE

-Single document I 4

-Point to Surface design sMEFmEiI%IT




Iterative desian process

IERIRITIEE

ITERATIVE DESIGN PROCESS

W Lseit com

=

1 Sketched Wireframe,
Multiple lterations Paper/Interactive Wireframe, Visual Designs,

Multiple lterations Multiple Iterations

"Parallel & Iterative Design + Competitive Testing = High Usability" by Jakob Nielsen (January 18, 2011,
https://www.nngroup.com/articles/parallel-and-iterative-design). [used with permission]



https://www.nngroup.com/articles/parallel-and-iterative-design
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Parallel Desian: ‘multiple alternative designs’

FiTi8it

MR IR

“%$E

PARALLEL DESIGN PROCESS

WL LSEILO0m

3 Different Designs,
Done Simultaneously

RSN -
User Testing ——
Best design 1 Design lterative Design Process
ideas merged

"Parallel & Iterative Design + Competitive Testing = High Usability" by Jakob Nielsen (January 18, 2011;
https://www.nngroup.com/articles/parallel-and-iterative-design). [used with permission]



https://www.nngroup.com/articles/parallel-and-iterative-design

Putting evervthina together

EoFr

5

The goals of user experience The elements of user experience lterative design process

useful

usakile desirable usable '—I
valuable

findable

accessible

,F’ =
!il Hisew //Eﬂ’ﬁ

Web as software interface | Web as hyperten system

Corcrete
F 3

Visual Designs
Multiple lterations

| credible | —

1

- Paper/Interactive Wireframe
Multiple Iterations

Sketched Wireframe
Multiple lterations

The User Experience Honeycomb (Morville, 2004), The Elements of User Experience (Garrett, 2011, p. 29),
Iterative Design Process (Nielsen, 2011).
[Image with thanks and acknowledgement to Wei Zhang used with permission]



Surface Plane (sensory design) (EEi&it)

* Final deliverv of experience to the user

i /e %1840 A P RV ALY

Visual design f13¢1&1t
-Aesthetically pleasing vs how well they work! 33} vs 32/
-Does ‘look’ make distinctions and intentions clear?

SN EEAFRAN S EIEER T 5

What draws the user’s eve?

H48EKS | FHF BIBREK?

-Eve trackina software / observation / think aloud
ANREEME/MR/HEEE

Recogn|t|0n7 IAE?

Branding? 4 2 pE k2
~UCL, CAA, SID, WHU




. | [ of M

Surface Plane
BERT

« Smooth flow?
L7 iy
-Desian leads user? Guide to options and possibilities
TR WAAF? EFEMARRENS|F
-Without overwhelming detail (Alibaba) EFREEIMRAT

 Contrastin desian and colour
Bt 5 BRI
-Draws user’s attention to kev elements

ARPBERIEFRRIXETER



Surface Plane

= == A
REILIT
» Uniformity
gi—I%
-Communicate effectively
S ek

-Uniform size and position of key elements
KETERH—AX/NNUE
-Grid based lavout — desian template

BT MY -1 IRIR

* Remember
t)ic
-Screen sizes varv / mobile devices / App
BREXNAE/ZohgE/NME



Example of University website K= Wik {51

« What elements are there? 3G e cZ?

+ What pulls your eye? {+ 45| 7 /REVEREK?



Balance in all things “F%;

Avoid too rigid a structure

&t 2l TE RN

Think about colour &%

Think about typefonts F{&

—Special fonts for special things 1¥5%Fx B TI5%EY

-Different styles — different information type FEIXI&-FE1S ELE
-Contrast style draws attention XJEbik5|%5F

Documentation is important — staff move on
XHIERTHEEZE-RINTK

~Keeps a record of decision making X/AFRHITIZR

~Helps consistency and future development FEENZERMMARLE




UX elements applied
. F' MSE.'@TD%}\_‘L .

« User evaluation — part of process
AP E-Af o gt
-Not at end but evaluate user needs at start
T—HEIHMERAFREX
-Users do not know what they want

AP RARMEHFE

« Exclude UX and vou risk failure

HEBRA P RIS AN R TEX F2

-Focus on visual desian & aesthetics only > FAIL
AT A DI B >R



« Keep complete UX in mind during design

UX elements applied

kY vV

IR HRF IR A P R

Desian to implement experlences

18T RS FE (RIS
Conscious explicit decisions

BRIARVBBRE

« Strateaic goals PLUS user needs

Vax

8515 L s

L




