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Overview Overview O
Terms ... shared terminology
Frameworks ... conceptual models
Processes ... how to �sh
Resources ... next steps



Follow Along!Follow Along!

https://kylemit.github.io/Presentations/UX/https://kylemit.github.io/Presentations/UX/

https://kylemit.github.io/Presentations/UX/


TermsTerms



UX ≠ UIUX ≠ UI



UX =UX =
UserUser  + + ExperienceExperience
  + +         



User Experience FacetsUser Experience Facets
Surface

Graphic Design
Visual Design

Skeleton
Interface Design
Navigation Design

Structure
Interaction Design
Information Architecture

Scope
Content Requirements

Strategy
User Needs
Business Objectives

Support
Marketing
Help Desk

 

 The Elements of User Experience by Jesse James Garrett

https://www.amazon.com/dp/B004JLMDOC/


InterfaceInterface

API - Application Programming Interface
        

UI - User Interface
          

GUI - Graphical User Interface
         

Shared boundary between two layers



FundamentalFundamental Principles of Inter Principles of Interactionaction
Discoverability

Affordances ... what actions are possible
Signi�ers ... where the action should occur

Understanding
Mapping ... layout of actions
Feedback ... results of an action
Conceptual Models ... universe of actions

 The Design of Everyday Things by Don Norman

https://www.amazon.com/dp/B00E257T6C/


Usability vs. LearnabilityUsability vs. Learnability
Kiosk vs. CockpitKiosk vs. Cockpit

 

Increased Repeated Exposure

 Usability vs. Learnability by Jeff Atwood

https://blog.codinghorror.com/usability-vs-learnability/


FrameworksFrameworks
Navigation
Proximity
Emphasis
Philosophies



NavigationNavigation
Path - Set of Steps needed to complete a task
Step - Physical and Mental Effort

Length - Amount of Time to complete
Width - Amount of Di�culty to complete

 The Science of Great Design by Mark Miller

https://app.deviq.com/courses/the-science-of-great-ui


Path ExamplePath Example
ex. Mountain Bikingex. Mountain Biking

Load Bike on Car

Drive to Kingdom Trails

Bike up and down course

Path



How to Make a Path How to Make a Path EasierEasier::
Shorten Steps
Widen Steps
Reduce # of Steps
Alternative Steps

 
 




 

Path



Conceptual Relationship & ProximityConceptual Relationship & Proximity

Contextual Relationship

Pr
ox

im
ity

Conextual Relationship & Proximity

Equivalent Similar Connected Unrelated Opposed

Contained

Adjacent

Buffered

Apart

Distant

 The Science of Great Design by Mark Miller

https://app.deviq.com/courses/the-science-of-great-ui


Proximity ExampleProximity Example
ex. Elevator Buttonsex. Elevator Buttons

 7   8   9

 4   5   6

 1   2   3

contained adjacent buffered apart distant



Informational Relevance & EmphasisInformational Relevance & Emphasis
Information Relevance 

How important a piece of information is to
the users goals

Emphasis 
The ability to draw attention to some
pieces of information over others



EmphasisEmphasis

Emphasize with thickness
Emphasize with contrast
Emphasize with color

Emphasize with size
Emphasize with spacing

Every pixel on a screen conveys
information that your brain must process



Informational Relevance & EmphasisInformational Relevance & Emphasis

Information Relevance

Em
ph

as
is

Information Relevance & Emphasis

Low Medium High

Low

Medium

High

 The Science of Great Design by Mark Miller

https://app.deviq.com/courses/the-science-of-great-ui


Design PhilosophiesDesign Philosophies
 

Human Centered Design
Conversational Design
Universal Design



ProcessProcess
 

Software Development
Design

 Life Cycle (SDLC)



Jakob's LawJakob's Law

 
AKA Don't re-invent the wheelAKA Don't re-invent the wheel

Users spend most of their time on a
site that's not yours

 Jakob's Law of Internet User Experience by Jakob Nielsen

https://www.nngroup.com/videos/jakobs-law-internet-ux/


When adding components...When adding components...
Check if a similar UI Metaphor already exists:Check if a similar UI Metaphor already exists:

1. Somewhere else in your project
2. In whatever framework you're using
3. In any commercial products
4. Otherwise, do lots of research and design



PrototypingPrototyping

...with Balsamiq

https://balsamiq.cloud/


Hallway Usability TestingHallway Usability Testing

 
Do'sDo's  & & Dont'sDont's

 

Grab a random person from the hallway
and watch them use your product

 Watch
  Listen

 Justify
 Ego

 Why You Only Need to Test with 5 Users by Jakob Nielsen

https://www.nngroup.com/articles/why-you-only-need-to-test-with-5-users/


Project Paper CutsProject Paper Cuts
 

Every Month
For One Hour
One on One
Review minor issues
And �x immediately



Fix Everything Two WaysFix Everything Two Ways
 

1.   Help Desk
2.   Code Base

 Seven steps to remarkable customer service by Joel Spolsky

https://www.joelonsoftware.com/2007/02/19/seven-steps-to-remarkable-customer-service/


ResourcesResources



  Design Languages Design Languages

 
 Google - Material Design
 Apple - Human Interface Guidelines
 Microsoft - Fluent Design

https://material.io/design/components/
https://developer.apple.com/design/human-interface-guidelines/macos/overview/themes/
https://docs.microsoft.com/en-us/windows/uwp/design/controls-and-patterns/


  Online Learning Online Learning

 

UX StackExchange Nielsen Norman Group

https://ux.stackexchange.com/
https://ux.stackexchange.com/


 Books Books

   

The Design of Everyday Things  
by Don Norman

UI is Communication  
by Everett N McKay

Don't Make Me Think  
by Steve Krug

The Elements of User Experience  
by Jesse James Garrett

https://www.amazon.com/dp/B00E257T6C/
https://www.amazon.com/dp/B00DG25HBG/
https://www.amazon.com/dp/B00HJUBRPG/
https://www.amazon.com/dp/B004JLMDOC/


 Video Video

 

Science of Great UI by Mark Miller Pluralsight

https://app.deviq.com/courses/the-science-of-great-ui
https://www.pluralsight.com/search?q=UX&categories=course


  Podcasts Podcasts

  

  
UI Breakfast UX Podcast 99% Invisible

Design Notes Hacking UI Dot Net Rocks

https://uibreakfast.com/category/podcast/
https://uxpodcast.com/
https://99percentinvisible.org/
https://design.google/library/podcasts/
http://hackingui.com/podcast/
https://dotnetrocks.com/


  Local Local

 

Meetup - UX Speakeasy Meetup - Vermont Coders Connection

https://www.meetup.com/UX-Speakeasy-VT/
http://localhost:8002/UX/Vermont%20Coders%20Connection




Thank YouThank You
Yes, You!Yes, You!

Like, sincerely, I'm really excited to be able to
talk about design with y'all
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