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User Experience design

• Not only digital – principles apply everywhere

– Everyday objects
– Websites
– Mobile apps

• Web empowers and frustrates 

• Design to make lives easier

– Often complicates things



Temptations

• Publish product = success 

• Then add more and more functions

• Users need quality experience  

• Effective communication 
–Hotels / Banking / Airlines

• Features and functions matter but  
–Positive experience is KEY



How do we measure success?     

• Income?  

• New users?  

• Returners vs unique users?   

• Log analytics?  

• Improve efficiency  



Three circles of Information Architecture

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

环境

内容 用户

http://semanticstudios.com/user_experience_design


Moving onto: Goals of User Experience

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

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



Deconstruct elements of web design 

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



Deconstruct elements of web design
解构网页设计元素

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

Task 
orientated

Information 
orientated

Completion

Conception



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



Five Planes Model 
• Surface: visual design  

– Web pages / images etc
• Skeleton: interface, navigation, information design

– Buttons / controls / blocks of text
• Structure: interaction design  

– Placement of elements / user journey
• Scope: design the functions   

– How all fits together / saved features
• Strategy: design overall goals   

– Owners and users / what want from the site

– Alibaba / CAA
– Information or purchase



Structure of Planes

• Each plane dependant on the others  

• Choices lower affect those above 

• Iterative process  
–Re-think lower planes 
–Decisions on upper planes may force changes lower down



Design problems

• Point of view 
– Application design 

– Publishing design  

• Product as functionality (Alibaba)   
– Tasks (the steps needed to make a purchase)

• Product as information (CAA, SID, WHU)  
– Deliver information



Break down and invert the model

• Strategy: design overall goals 
– User needs / product objectives

• Scope: design the functions   
– Function specifications / content requirements

• Structure: interaction design  
– Interaction design / information architecture

• Skeleton: interface, navigation, information design

– Information design / interface (navigation design)

• Surface: visual design 
– Sensory experience



Remember 
• This is a simplified view 
• Convenient way to think about digital design

• Foreground content supported by technology

• Deliverables 
• Nature of experience

• BUT not only driver 
– Think about shopping sites
– PRICE competition



Branding

• Consider any major corporation 
– What makes them memorable? 

– Why do we remember certain ones?

• CAA / SID / WHU – how are they branded?

• Why are they branded?



Information Architecture

• How we fit all the pieces together 

• Interaction Design  

–Possible user behaviour   

–Accommodate and respond to that behaviour

• Information Architecture
–How we convey information   
–How we structure information 
–How we understand 
–Allows us to make sense of something 



Structured content

• Organisation and navigation schemes  
– Move through content efficiently and effectively

– User Journey 

• Top down approach  
– Understand Strategy Plane: objectives / user needs

– Starts with broadest categories

• Bottom up approach  
– Analysis of content and function requirements
– Starts with source material



Think about future development

• Web sites and digital products grow over time 

– Changes > design imperatives > updates

• Effective structure

– Accommodate growth and development

• User Experience – including the structure

– Based on understanding of objectives and users needs



Adaptive architecture

• Adaptive Architecture 

–Accommodate new content AND new sections

• Basic units 

–Node = any piece of information (single book or whole library)

• Tree structure (of nodes) 

–Hierarchical structure
–Parent / child relationship



Flow of structured information (IA)

• Matrix structure 
– Move node to node

• Organic  
– Allows growth of site (no pattern)  

• Sequential  
– Sequential flow  

– Reading a book / audio / video 



Matrix structure  
Move node to node 



Organic structure  
Allows growth of site (no pattern)



Sequential structure  
Sequential flow 

(reading a book / audio / video)



Organising principles

• Grouping of nodes  
• Top level categories  

– Depends on site / product objectives (SID/ commerce/ airline)

• Lower levels  
– Content / functions 

• Think about  
– News / chronology / importance
– Categories: home/international/business/sport

• Facets  
– Organising principles > classification



Language / metadata  
• Language

– Descriptions / labels / language of user community

• Consistency 
– Controlled vocabulary: structured terms throughout site 
– Thesaurus: alternatives – commonly used words 

• Metadata 
– Structured approach  
– Standards (Dublin Core / METS (CN) - LoC) 
– Detailed information about content > DISCOVERY

– Search function (natural language = dumb) 

– Allows effective faceted searching

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


Architectural design and interface

• Site map / architecture diagram 

–Conceptual relationships  
• Skeleton  

–Interface  
–Navigation  
–Information 

Interface  
–Consider most user actions rather than extreme edges

–Designers vs programmers



Standard interface elements

• Checkboxes – select series of options
• Radio buttons – one option only
• Text field – enter text

• Action buttons – ‘Click Here’

• List boxes – cf checkboxes

• Drop down list – controlled vocabulary



Navigation elements 
• Global navigation - Entire site 

• Local navigation - What is nearby

• Supplementary navigation - Shortcuts etc.

• Context navigation – Hyperlink

• Courtesy navigation - Not needed regularly

• Index – list of topics

• Site map – architecture map



Information Design   

• Simplify delivery of content  
–Structure / sub-sections 
–Group information elements > how users think

• Wayfinding 
–User Journey > understand where you are

• Wireframes (Axure RP)  
–Page layout / structure of pages  
–First step in visual design 
–Information Architecture and Visual Design meet

–Integrate all elements of structure
–Single document
–Point to Surface design



Iterative design process

"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]

1.

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


Parallel Design: ‘multiple alternative designs’

"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 everything together

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) 
• Final delivery of experience to the user 

• Visual design
–Aesthetically pleasing vs how well they work!
–Does ‘look’ make distinctions and intentions clear?

• What draws the user’s eye?

–Eye tracking software / observation / think aloud

• Recognition?
• Branding?

–UCL, CAA, SID, WHU



Surface Plane

• Smooth flow?  

–Design leads user? Guide to options and possibilities

–Without overwhelming detail (Alibaba) 

• Contrast in design and colour  

–Draws user’s attention to key elements



Surface Plane

• Uniformity 

–Communicate effectively

–Uniform size and position of key elements

–Grid based layout – design template

• Remember

–Screen sizes vary / mobile devices / App



Example of University website

• What elements are there?

• What pulls your eye?



Balance in all things 

• Avoid too rigid a structure  

• Think about colour 
• Think about typefonts  

–Special fonts for special things
–Different styles – different information type
–Contrast style draws attention

• Documentation is important – staff move on  

–Keeps a record of decision making
–Helps consistency and future development 



UX elements applied 

• User evaluation – part of process  

–Not at end but evaluate user needs at start  

–Users do not know what they want

• Exclude UX and you risk failure  

–Focus on visual design & aesthetics only > FAIL



UX elements applied   

• Keep complete UX in mind during design

– Design to implement experiences 

– Conscious explicit decisions

• Strategic goals PLUS user needs


