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Pouzitel'nost

UrCuje do ake] miery systém, vyrobok alebo sluzba mbze byt
pouzita konkrétnym pouzivatelom k dosiahnutiu zadanych ciefov

ucinne, efektivne a so spokojnost’ou v urcitom kontexte pouzivania.



Pouzitel'nost

® Naugditelnost: UrCuje ako zlozité je pre pouzivatela zvladnutie zakladnych

uloh pri prvej interakcii so systémom.

e Uéinnost: Stanovuje ako rychlo méze pouZivatel pinit’ Ulohy, ak sa uZ navrh

naucil.

® Zapamatatelnost: Vyty&uje ako zloZité bude pre pouZivatela znova udinne

pracovat’ so systémom po urcCite] dobe nepouzivania.

® Chybovost: Chybovost’ pouZivatela uréuje, kolko chyb pri praci so systémom

spravi, ako su zavazné a ako zlozité je chyby vyriesit'.

® Spokojnost’: Reflektuje ako prijemné je systém pouzivat’.



Ludsky faktor/Ergonomia

Ako l'udia vzajomne pdsobia fyzicky a psychicky s
konkrétnym prostredim, produktom alebo sluzbou.




Komunikacia cloveka s
pocitacom (HCI)

e vedecky odbor

e minimalizovat bariéry medzi potrebami pouzivatela a
schopnostami pocitaca tieto potreby spravne zhodnotit.




InterakCcny dizajn

odbor skumajuci ako pouzivatel' komunikuje so systémom
a ako na seba vzajomne posobia

ako vstup suvisi s vystupom, spatna vazba, tok interakcie

vyskumy na nové pristupy v interakcii, aby bola ¢o najviac
prirodzena



Informacna architektura

e ako usporiadat informacie v systéme tak, aby boli l'ahko
pochopitel'né.

e spravna informacna architektura pomaha 'udom pochopit
dizajn a najst v nom to, ¢o hladaju.

e pomaha pouzivatelom pochopit, kde sa v ramci systému
nachadzaju, ¢o je naokolo a ¢o moézu ocakavat



Informacna architektura

by sorting out things like this:

F = ®

S
CLASSIFICATION LABELS and NAVIGATION and SEARCH
and HIERARCHY TAGGING WAYFINDING

INFORMATION ARCHITECTURE

(1A for short)

C o n n e C t s ’:/ “-«»«‘: The ‘content’people are looking

for could be text, images, videos,

PEOPLE totheCONTENT

( they’re looking for
ﬂ @ N S;re\::?sauons.“

..and other people.

IA also helps the people ..and links content to
who create and maintain other content to make
content do their job eaisier.... it more usable and easy to find.




Vizualny dizajn

e dotvara vzhlad systemu a pocit, aky z neho pouzivatelia
zazivaju

e vedomeé vyuzivanie obrazkov, ikon, farieb, pisma a inych
vizualnych elementov

e nemal by byt oddeleny od obsahu a funkénosti systemu,
ale namiesto toho by ich mal podporovat podmanivym
dizajnom, a tym budovat déveru a zaujem o system



Navrh pouzivatel'skéeho
rozhrania (Ul)

e zameriava sa na to, ¢o by pouzivatelia mohli potrebovat
na vykonanie urcitej akcie a zarucuje, ze rozhranie
disponuje elementami na uskutoCnenie tychto akcii a su
lahko dostupné a pochopitel'ne

e pouzivatel by sa mal sustredit na vysledok a nie na
vhutorné procesy systému alebo jeho komplikované
ovladanie

* najlepsSie rozhranie je také, ktoreé si pouzivatel' takmer
ani neuvedomuje
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Before
Use

Feelings and thoughts on the
use, without having actually
used it - anticipated use.

Effectiveness and efficient
achievement of goals without
any discomfort/disturbances.

Usability

User Experience

Responses that result from the
use of the product, system or
service. Emotional connection.




- Brand Experience
F’»Jn‘:iu':'”«.’.%llt_-,v', r_m}[_‘,"_ e must y - = — —
be ableto useit.

UX starts by being useful.

Desirability

\ 4
\ 4 | -1:
The way it looks and | Usability
feels must be pleasing. / |
~

N

) | 4 A Utility
This helps create | It is useful
an overall brand to me

experience. =~
P It meets my

needs.
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Usability

Human Factors
Design

Utility

HCI Accessibility
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DESIGN THINKING

A FRAMEWORK FOR INNOVATION

What Is the problem? How do we solve It?
Define the challenge & Brainstorm ideas good & bad,
explore the human context don't stop at the obvious

DEFINE TEST
Why Is It Important? Does It work? How do we create It?
Research, observe, understand Implement the product, show & Start creating, experiment,
& create a point of view don't tell, start to refine the product faill cheap & fast

Billy Loizou
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EXPLORE MATERIALIZE

DESIGN THINKING 101
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\" pixel studios

. the process of creating Awesome UX | User Experience
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DISCOVERY WIREFRAME PROTOTYPE VALIDATE TESTING SUMMARIZE ITERATE

Define and Use Cases Visual Design Inter nal Demo Testing Valdate and Plan & move
research to Woarkflow kkans + Style Vali date Chent review Learn from user to next cycle
define user Sitemap Mock up Get Feedback Niche group of Behaviour

scenano and Screen HTML Proto From Executive Target users

conceptual Wire framang 105 & Team

madel Major interaction ANDROID




The design process is what puts
Design Thinking into action.

It’s a structured approach to generating and developing ideas.

The five phases of the design process:

1

DISCOVERY

®

I have a
challenge.

Howdol
approach it?

2

INTERPRETATION

I learned
something.
How dolI
interpret it?

3

CEATION
=

I see an
opportunity.

What do
I create?

4

EXPERIMENTATION

Lt

O

EVOLUTION

&

I tried
something.
How do I

evolve it?




Stanford d.school Design Thinking Process

« Share 0eas

« All ideas worthy

* Diverge/Converge
« "Yes and” thinking
* Prioritize

« Interviews

« Shadowing

« Seek to understand
« Non-judgmental

« Mockups

« Storyboards

« Keep it simple
« Fall fast

« Iterate quickly

PROTOYPE

« Personas

* Role objectives
« Decisions

« Challenges

 Pain Points « Understand impediments

« What works?
« Role play
« [terate quickly
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design process

discover define develop deliver

diverge converge
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Jobs to be Done (JTBD)

“In the factory we make cosmetics; in the drugstore we sell hope.”

Even though customers buy this... .they really want this.

CARBON
SKATEBOARD

@@

SWISS

BEARINGS C)C)

TITANIUM ; i HOLLOW

HARDWARE ; " TRUCKS

POLYURETHANE
WHEELS

< TTTTTTTT




Jobs to be Done (JTBD)




Person

LUKE

LEAD DEV

GOALS

* Responsible for choosing the new CMS

* Wants CMS that works with exciting tech
* Wants to deploy projects painlessly

& increase speed to market

* Make everyone's work easier

WANTS TO TRY IN TRIAL

Deploy sample project as soon as possible
Try out the API
Check SDKs/Documentation

INTERESTED IN

Ease of use Tech integration

API quality Case studies
Feature list Pricing

Documentation Market analysis




Prototypovanie

Mockup (mock-up)

FIDELITY: LOW

SHOW: IDEA, MIND PROCESS

USE: COMMUNICATE, FAIL, THINK,
EXPERIMENT, GENERATE IDEAS
HOW: HANDDRAWN

Wireframe

FIDEUITY: LOW TO MIDDLE

SHOW: MAIN GROUP OF CONTENT, UI
PROPORTION, INFORMATION STRUCTURE
USE: COMMUNICATE, DOCUMENT, INTERACT,
TEST, GATHER FEEDBACK

ANALOG: BLUEPRINT

| ove wiere ovd walhig
N e

FIDELITY: MIDDLE TO HIGH

SHOW: VISUALIZE CONTENT, VISUAL PART OF
CONTENT, INFOSTRUCTURE

USE: DOCUMENT, GATHER FEEDBACK, BUY-IN
ANALOG: ARCHITECTURAL LAYOUT

HOW: PHOTOSHOP, ILLUSTRATOR,



Home

Prototypovanie

Wireframe

Notification

favorite Contact

Following
Lorem lpsu

Q

Lorem Ipsu

9

Lorem lpsu

0

Lorem lpsu

=
Followers
11:32 PM

09:32 PM

09:32 PM

Prototype

Application without code

wing Followers

m Lorem Ipsu 11:32 FM

Q

Lorem Ipsu
Q
Lorem Ipsu

Q

Lorem lpsu

Lorem lpsu




Get 2\ Get

Firefox k¥ Firefox

On Your Phone On Your Phone

Get For
Android

Supported Devices

Supported Devices and Languages

Enjoy your Favorite Features: Enjoy Your Favorite Features:

Sync

seamines

~ ""r r
a0 8

Customize

Search







Pouzivatel'ské testovanie
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Univerzalne principy /
heuristiky



Mimimalizmus a
jednoduchost

e “Modernym paradoxom je, ze je jednoduchsie vytvarat
zlozite rozhrania, pretoze ich zjednodusenie je zlozite.”
— Par Almqgvist

 Dokonalost dosiahneme nie vtedy, ked uz nemame ¢o
pridat, ale ked uz nie je nic, co by sme mohli odobrat.

e Kazda informacia naviac znizuje relativnu viditel'nost rele-
vantnych informacii.



Mimimalizmus a
jednoduchost

Tipy na zjednodusenie navrhu systému:

e 1. Ak je to mozné, treba systém rozdelit len do par hlavnych sekcii (pat alebo
menej).

e 2. lbajeden obsah alebo typ informacie by sa mal zobrazovat na jednt
stranku.

e 3. Pri kazdej iteracii po¢as navrhu brat stale na zretel' jednoduchost a v
kazdom kroku sa pokusit odstranit ¢o najviac nepotrebnych veci z navrhu.

e 4. Zacat navrhovat systém len Cierno-bielo (lo-fi wireframe) a pridavat
vizualne upravy, ako je napriklad farba az ked'je zakladny navrh hotovy.

e 5. Hickov zakon - treba obmedzit poet moznosti na jednej stranke na ¢o
najmenej (najlepsie len na jeden call-to-action)



Konzistencia

o “Cim viacej pouZivatelovych odakdvani sa preukdze za
pravdu, tym viac nadobudne pocit, ze ma system pod
kontrolou a tym viac ho bude matrad.”

— Jakob Nielsen

e rovnake konvencie a pravidla by mali byt pouzité naprie¢
celym systemom

e konzistentny systém je predvidatelny a intuitivny



Konzistencia

e ukazka vonkajsej konzistencie
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Standardné konvencie

Link Design

Lorem ipsum dolor sit amet,
consectetur adipisicing elit, sed do
elusmod tempor incididunt ut labore

et dolore magna aliqua. Ut enim ad
minim veniam, quis nostrud exercita-
tion ullamco laboris nisi ut aliquip ex
ea commodo consequat. Duis aute
irure dolor in reprehenderit in volup-
tate velit esse cillum dolore eu fugiat




Metafory z realneho sveta

e grafické elementy, ktoré su zalozené na metaforach, su
pre pouzivatela lepsSie pochopitel'né a ulahCuju mu
zapamatanie funkcionality.

e umoznuju rychle a presné vytvorenie predstavy o
moznostiach a obmedzeniach systemu




Viditelnost systemoveho
stavu a spatna vazba

systém by mal vzdy informovat pouzivatelov ¢o sa deje v
rozumnom case, pomocou vhodnej spatnej vazby

ked pouzivatel' vykonava nejaku akciu alebo ulohu, mal by
vediet, ¢i bola uspesSne alebo neuspesne ukoncena

spatna vazba uzatvara (potvrdzuje) jednotlivé akcie



Viditelnost systemoveho

stavu a spatna vazba

jer alert with an example link

th an example link

Material design notifications




Viditelnost systemoveho
stavu a spatna vazba

Error code 04 type 11

An error has occurred in

the bus_1234 Library. Something went wrong!
This problem has caused But don’t worry, press

a crash in the dynamic Return to go back to the

states of the system. previous screen.
Please contact your sys
admin on the IT floor. Return




Viditelnost systemoveho
stavu a spatna vazba

Status of shipment 4321511155
been changed to Delivered.

Status of shipment 466651166¢
been changed to Arrived.

Status of shipment 111151117
been changed to Departed.




Viditelnost systemoveho
stavu a spatna vazba

Successfully uploaded and saved




Chyby

e Chyby su ¢innosti alebo ich vynechanie, veduce k
neziaducim vysledkom => zla UX



Predchadzanie chybam

e Obmedzenia

 Potvrdenie

e Predvolena hodnota

e Navrhy (suggestions, auto-complete)
e Validacia

* Focus

e Zvyraznenie a kontrast



Tolerantnost k chybam

e Krok spat

e |nStrukcie (mali by byt napisané v beznom jazyku
pouzivatela)



Zakon blizkosti a
podobnosti

o Celek je vic nez suma jeho casti” — Kurt Koffka

e prvky, ktoré su blizko seba, su vnimane ako viace;
suvisiace nez prvky, ktoré su od seba vzdialené dale;

e podobné prvky su vnimané ako jedna skupina a viac
suvisiace nez prvky, ktoré podobné nie su



Design challenge



