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Usabillity

The art & science of designing stuff that
works great for people

® More useful & convincing final project

® [or your future startup

® Fab Fame ™
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2. Process tips



https://www.nasa.gov/exploration/systems/sls/booster-avionics.html

Simplicity

User ¢ Task « Context

Tape Library

SUBTITLES RECAPLAYBACK
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. Simplicrty

User ¢ Task * Context

Jan Borchers: How To Make (Almost) Anything Usable 5



2. Visibility and Feedback

Jan Borchers
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2. Visibility and Feedback
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2. Visibility and Feedback

| Current state

2. Available fd v
3. How to

Panasonic

Jan Borcherd Jow To ; ing Usable




2. Visibility and Feedback
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https://commons.wikimedia.org/wiki/File:5mm_Red_LED.jpg
https://www.flickr.com/photos/94563434@N06/9046484862/in/photostream/
https://commons.wikimedia.org/wiki/File:Design_1_To_attach_the_arduino,_Piezo_Speaker_and_resistor..jpg

2. Visibility and Feedback
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3. Gestalt Laws
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https://www.amazon.com/Beyond-WBYMW1-850-Watt-Microwave-Scanning/dp/B0000C8W7Z

4. Natural Mappings
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4. Natural Mappings

16

Jan Borchers: How To Make (Almost) Anything Usable



w5 = |, 4. Natural

180
\

. . | Mappings

-
-
' -

Min
o -
= -~

30
3 6 ~
~ - ”

& =8

N = -~
2~ =10 “
o

17

Jan Borchers: How To Make (Almost) Anything Usable



INGS

Natural Mapp

4

e

7 W ) Y

- sN"

e |
D
11}
.
@)
ah]
(s
®
—




5. User's Language
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6. Avold Modes
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/. Principle of Least Surprise
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(Hi! | am Clippy, vour office : YO ur Dat-te I”y IS NOW
assistant. Would yvou like some
assistance today? f U |>/ Ch arged'
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/. Principle of Least Surprise
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3. Dia\og, not Mono\og
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Calculate Avoid Travel
alternative roadblock via...

Recalculate Avoid part Minimise
original of route traffic delays

Desbnabon:

London
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http://download.tomtom.com/open/manuals/go5/refman/UK/TomTomGO_manual.htm

9. lolerate Errors

Operation Could not be completed.

client-error-not-possible
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[ 0. Visual Design
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https://www.omnigroup.com/omnioutliner

color.adobe.com

@z Adobe Color CC Create Explore ALENES signin I &

Color Mood

»

© Colorful
Bright
Muted
Deep
Dark
Custom

Jan Borchers: How To Make (Almost) Anything Usable 27


http://color.adobe.com

2. Process tips



https://www.nasa.gov/exploration/systems/sls/booster-avionics.html

The DIA Cycle

Design Is Iterative & Aglle

Analyse R
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Design

" |mplement



Observe and Ask First,
Then Start Solving

® Are you looking for a problem for your
solution?

® VWhat problem to solve, not how to solve it
® Users: Who is 1t for! Other stakeholders!
® Task: What is their actual problem!?

® Context: VWWhen & where does 1t occur?

RWTH
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Design:
Search the Solution Space

© Greenberg et al. — Sketching User Experiences

RWTHAACHEN
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Implement: Prototype

® (reate quick prototypes to ge

- feedback on

from others, to Improve and fi
idea(s!). For each idea:

| In your

® \Write one-paragraph success story, test it

® [hen draw 3-panel success comic, test it

® [ake features with Wizard of Oz

RWTH

Jan Borchers: How To Make (Almost) Anything Usable 32



O\ Q\»/ -
‘I: ‘,-‘;- j
2N =
oy i = \‘ = =
/” oo N RimenmoreS
&,‘E‘ gcxu-u\qs\b“ud'\u"e Fo et BS.?‘;E\ %“\\EE

O~ B e\

I'_;C e \r\cxc}\ R{QOWI@(\ (&SS/ZS,

Geva




Analyze: Observe & Ask
Constructive Interaction

Now why Oh, I fhmk\
did }1- do you clicked
that? on the

wrong icon

RWNTH
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http://saul.cpsc.ucalgary.ca
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Analyze:
Retrospective lesting

S

I didn't see it.
Why don’t you

make it look like a

/Do you know

why you
never tried
that option?

Y

RWTH
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terate to Expand and Focus Solution
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Design [ hinking

pROTOTYPE

RWTHAACHEN
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| terature

Copyrighted Material

“Bill Buxton brings design leadership and creativity to Micrasolt, Theough his thought-provoking personal

gxamples he is inspiring others to better understand the role of design in their own companses”
Bill Gates—Chairman, Microsoft Corp.

The DESIGN
of EVERY DAY

THINGS  Sketching User
Experiences

DON getting the design right and the right design
NORMAN

Why High-Tech Products Drive Us Crazy f : k. 5
and How to Restore the Sanity T s

A _ A Bill Buxton M«

Copyrighted Material

m

Jan Borchers: How To Make (Almost) Anything Usable 38



Why to Make (almost)

cverything

Useable

® Designing the user experience Is a tradeoff

® Perfect for one — OK for many

® | teach making skills to CS students

® |terative SW+HW prototyping is

iNvaluable

® [lectronics = glue be

'ween form

(mechanics) and function (software)
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RWTH

39



For Persistent Storage

Paying attention to your user experience pays off

Universal Golden Rules

Simplicity Avoiding Modes
Visibility & Feedback  Princ. of Least Surprise
Gestalt Laws Dialogs

Natural Mappings —rror lTolerance

User’s Language Visual Design

Process Tips: Iterative DIA Cycle (Design Thinking)
Design: Explore problem space first
Implement: Storyboard before building O

Analyse: Observe and ask others
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