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u User interface design process 

u What graphic and product 
designers contribute

u Recommendations for color, 
icons, and visual presentation

Summary of the next hour







Cool" graphics are ...

“Like lipstick on a bulldog!”

                               (Norm Cox)

“Good design can improve your 
product’s usability and 
marketability.”

        (Virginia Howlett)



u   Principles of graphic 
information design and visual 
perception

u  Human factors and user needs

u   Communication and interaction 
styles and paradigms

u   Standards for consistency

Take Advantage Of 





u   Product design must be 
integrated into the development 
process early



u   The idea or technology

u  Contextual inquiry - go out and 
talk to users

u   Prototype - on paper, bitmaps,   
later: VB code

u   Usability test & iterate the 
design

u   Write code

Product development process



From the beginning:   !!

u  Product manager/ui designer

u  Product designer & graphic artists

u   Usability specialists

u   Software development engineers

u   Prototyper

Product development team



Take Advantage of:  Graphic Design

Metaphor

Shape

Color

Font

Placement

Emphasis

=   Visual 
Communication



Take Advantage of:

Psychology and Perception

u Fonts

u Color effects

u Color confusion

u Reading order

u Cultural bias

u How people see

u How people 
organize 
information















Affordances

u  A well designed interface 
affords correct use

u  We process visual information 
much faster than verbal





Standards

Color

Icons

Graphics

Visual Organization

Some recommendations



“TheWindows Interface - An 
Application Design Guide”      
                            - MS Press

“The Visual Design Guide”           
              - online, included in 
VB

Standards



u Has emotional properties

u Always attracts the eye

u Communicates relatedness

u Color coding can be slow

u Be aware of color blindness and 
color confusion

Color





Color Is Emotional

u Motivates
u Also distracts and degrades 
usability
u Advice:

- Let the user pick the color
- Use color schemes as well
- Provide conservative defaults





Too much color makes the eye 
bounce all around for a circus effect

 u Use a small number of colors

 u Use color to direct attention 

u Use color to communicate

u Use less bright colors

Color Attracts the Eye





u All the blue things will seem 
related, all the red things, etc.

u Use color for relating and
layering information

Color Communicates Relatedness   





We are slow to associate a color 
with  a meaning

u Use minimal color coding 

u Where possible associate 
it 
       with the real world: 
       Red = stop, Green = go

Color Coding Is Slow 





u Almost 10% of the male population 

has some form of color confusion

u Use color as a redundant cue

u Never rely solely on color to 
communicate information

Color Blindness and Color Confusion   
 





u What are they?

u What kind of icons communicate?

u The dilemma between:

- Icons that are recognizable

- Icons that are easily 
remembered

Icons



u They are not the same as 
interface graphics

u Icons represent a program or file 
- an object in the system

u They have both a graphic and a 
title (for a reason!)

Icons - What Are They?





u Not abstract symbols!

u People like realistic, 
illustrative icons

u People like simple icons

What Kind of Icons Communicate?





u Recognition vs. remembering

u Simple real world object

u For an abstract concept, a 
simple object is better than a 
symbol

u Icon design is an art that takes 
practice and talent!

Icons - The Dilemmas



u Use perspective

u Just the minimum of detail is 
better

u Use color to enhance recognition, 
not as decoration

u Start with black and white

u Realistic, illustrative

Designing Icons







u Buttons, toolboxes, navigation 
symbols

u Use no color or very minimal color

u Will be learned, can be more 
abstract

u Recall is more important than 
recognition

u Usability test!

Interface Graphics





u Up

u Mouse down

u Selected option

u Inactive

Toolbar button states





u Visual processing arc (where the eye 
moves)

u Use hierarchies and layering

u Use three dimensions instead of lines

u  Don’t overuse 3-D!

u  Use visual samples and tasteful 
graphics

Visual Organization







u Add a designer to your team early

u Use color carefully

u Usability and good design sell 
better than cool and flashy

u Your taste and the user’s taste are 
different!

Summary
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