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How would you explain
what user interface is?



http://161.53.64.78/
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How would you explain
what user interface is?



• user interface = visual design
• the job for graphic designers

Common myths
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How would you explain
what is the difference between

user interface and user experience?



UX (user experience) vs. UI (user interface)

• UX - user experience
– user’s holistic experience 

of a product
– the was we perceive a 

„house”
– is it warm or cold
– noisy or quiet

• in software
– what is the purpose (of SW)
– how easy can I 

accomplish my task

• UI - user interface
– elements there are in order for us 

to use or manage the tool
– switches, faucets, knobs …
– lights, ventilation, doors and 

windows
– colors on the wall

• for software
– page/screen organization
– navigation
– buttons
– form fields
– type-ahead
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Presenter
Presentation Notes
Što znače pojmovi „korisničko iskustvo“ (UX=user experience)  i „korisničko sučelje (UI=user interface):
A.	UX = cjelokupni korisnički doživljaj, UI= elementi preko kojih upravljamo/koristimo
B.	UI = cjelokupni korisnički doživljaj, UX= elementi preko kojih upravljamo/koristimo
C.	To su sinonimi
D.	UX = cjelokupni vizualni dizajn sučelja, UI= elementi preko kojih upravljamo/koristimo
E.	UX = način kako korisnik upravlja sustavom, UI= cjelokupni vizualni dizajn sučelja
F.	Ni jedan odgovor nije točan
ANSWER: A





User interfaces

• it is NOT the visual design
– although it is and integral part of UI

• but rather interaction of human and computer
• and the cognitive model of the system, above all
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What could a 
„cognitive model” 

be?



Cognitive (conceptual) model
• how do we envision a product/device/system
• abstract view on its structure
• of which parts it consists
• in what kind of interaction are they
• how we control them
• how do we know in which state they are 
• which processes are going on
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Examples of a cognitive model
• elevator – how do you 

– „call” it?
– know whether it is responding to your call?
– know where is the cabin right now
– how do you know what is going on right now?

• motorcycle <-> segway
– how do we change the speed?
– how do we break?

• what do we control by setting up a thermostat?
– is it the speed of heating/cooling

• i.e. the speed and volume of streaming of the medium
– or the point of turning on/off of the system
– are you going to cool/heat the room faster if you set the thermostat ot

the maximum?!
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Can you recall
one example of a problem with

cognitive model  
of some product, software?



If an item for every day's use
needs a user manual to operate it

it only means it was NOT properly designed

Primjer: Kako se otvaraju vrata
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Don Norman

https://www.youtube.com/watch?v=dTG7P6eWy-4
https://www.youtube.com/watch?v=dTG7P6eWy-4
https://www.youtube.com/watch?v=dTG7P6eWy-4


Affordance
• suitability of something …

– surface
– material
– construction
– position
– ….

• … for some use, applicability to
– write
– sit
– hold
– put things on
– …

gives us intuitive hint,
even before we figure out
what the designer wanted
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sometimes can be misunderstood

or designes did not take into account
users’ immagination



7 phases of (an user’s) action

Goal

Planning what 
needs to be done

Specifying what 
(steps) to do

Doing
Perception, 

observing what is 
happening

Interpretation of 
what happened

Comparison with 
the goal
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Signifiers
• signalizing to the user

– which action, and where, they can take
– in order to use the object

• signalizing the state  
– of the component or the whole system
– working/not working/standby
– on/off
– normal/problem

• signalizing how to change
– increase/decrease
– coarse/fine
– exact/approximate
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Presenter
Presentation Notes
Prilikom dizajna korisničkog sučelja (UI=user interface) “signaliziranje“ (eng. Signifiers):
A.	se koristi da se korisniku intuitivno poruči koju akciju i gdje mogu poduzeti, stanje komponente ili sustava te kako promijeniti.
B.	Je naziv za stvaranje mape grafičkih standarda za aplikaciju
C.	Je odabir boja da se naglase dijelovi sustava
D.	Sustava kojim korisnik prijavljuje greške
E.	Ni jedan odgovor nije točan
ANSWER: A





Mapping

• controls have to be intuitively mapped
• to activities and (desired) effect

• the feedback is crucial
– to know that the command has been received
– causality: what is activating what
– timeliness:

• otherwise the user will repeat the command
– unobtrusive
– prioritized
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Presenter
Presentation Notes
Prilikom dizajna korisničkog sučelja (UI=user interface) “mapiranje“:
A.	Je nastojanje da se kontrole intuitivno povezuju s aktivnošću korisnika i njenim učinkom
B.	Je raspoređivanje elemenata na rasteru zaslona
C.	Je dizajn pojedinih grafičkih elemenata na rasterskom papiru
D.	Je grupiranje više kontrola u jednu
E.	Ni jedan odgovor nije točan
ANSWER: A




Action-reaction
• user behavior depends on

– the goal 
– events
– data

• from system’s response, user concludes about
– cause and consequence

• delay of response/feedback causes 
– user to believe the command has not been received and to
– repeat the command
– what will be the reaction of the system 

to repeated command ?
• ignore ? cancel? accumulate?

=> that needs to be designed11.5.2021.P.Pale © 2021 - User interfaces
18



Accessibility
• visual

– intensity
– shades, contrast
– colors
– interference from the environment

• auditory
– intensity
– frequencies
– distinguishing intensity/frequency
– interference from the environment

• tactile
– injuries
– ekstreme temperatures
– humidity/dirt
– (protective) gloves

• manipulating
– single handedly
– number of fingers
– size of hand, fingers
– the same or legs and feet
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Literature

• Don Norman: „The Design of Everyday Things”
– Basic Books, 2013
– ISBN-13: 978-0465050659

• uxdesign.cc
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www.L3a.hr
www.Aquilonis.hr

www.LSS.hr/edu

www.youtube.com/user/ppale
www.youtube.com/user/l3akademija1
www.youtube.com/user/aquilonis12
www.youtube.com/user/Laboratorijlss
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