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A GOOD QUESTION
2

"My kid can figure
out a phone!

Why can't the
[Sensor X]
interface be as easy
to learn?"
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3 TOPICS

■ Why are so many of our interfaces so awful?

The UI is more than cosmetic.

■ What are the most common interface issues we encounter?

How to fix this problem.



4 BAD INTERFACES CAN UNDERMINE GOOD TECHNOLOGY

• Poorly implemented command and control systems
introduce extraneous cognitive load.

- The more time and effort we put into navigating a bad
interface, the fewer resources we can invest in learning the
sensor.

A well-designed interface enables users to
focus attention on the sensor.



1980: Personal/Consumer Computing
Software Psychology

Human-Computer Interaction

1948: World War 11
Aviation Psychology

Engineering Psychology
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INTERFACES AREN'T THE STUFF YOU DO LAST •

1

Shoppi ng Cart

-cartld int
-oroductI.D int
-quantity int
•dateAdded int
+adriCard tarn()
+deleteCartitem( )
+updatecruanty( )
+viewCaridetails0
+checkout() 

r›-
User

1

-userld string
password : string
-loginStalus ; stri ng

+vertryLogina = bool

Customer

-customarName : string
-address stri ng
-email = siring
-plioneno - int
-creditcard Info string
-shipping Info : string

+register( )

+1,341n( )
+updateProfile0

Orders

-orderld : int
-dateCreated : stri ng
-dateShipped ; string
-customerNama = string
-custornerld string
-status : string
-shippingld : stri ng

+ placeOrder0

Administrator

-edrninNarne ; string
-email ; string

+upriateCetalog() = bool

Shippinginto

1

-shippingld Int
-shippingType : string
-shippingcost int
-shippingRegionid : int .

-rupdateShipping Info() •

OrderDetail

-0-derld i nt
-productld : ink
-procluctNarrie ; stri ng
-quantity Int
-rmitCost float
-subtotal : float

+cab:Price°

10. 
Session Manager

-used!!! string
-deparirnantNarrie • stri ng

-FgetUser0
-Fgetdepartrnent()

1

Deparlmant

-departmentld
-name
-description

+getCategoryinDepartment()

1

Category

-categoryld ;int
-departmentld int
-categoryNarne = sting
-description : string

+getProductsincategoryo

1

1

Product

-productld int
-name string
-descri ption string
-price = int
-imagerileNarne ; string

+d isplayProduct()
+getProductDetails( )

Jesus M. Almendros-Jimenez & Luis lribarne
Group of lnformation Systems
University of Almeria, SPAIN

http://indalog.ual.es/mdd/udbi/



COMMON ISSUES WE ENCOUNTER
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1. Lack of Hxternal Consistency

2. Lack of Internal Consistency

3. Too Much Stuff

4. Too Many Steps

•
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EXAMPLE: EXTERNAL CONSISTENCY

Let's say this is a button on
a toolbar. How do you
interpret the arrow?

A Toggle Switch is a much
better way to communicate
turning something con' or
`off.'

•



ALL THE THINGS. ALL THE THINGS
9 Awesome Sensor Viewing PlatForrn ❑
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Great! Can you
specify your

preferred espresso
to milk ratio?

This guy is insane.

When interactions don't make sense, we get
frustrated.



FROM INTERFACES TO INTERACTIONS

1) A user action (clicking a button) that leads to a perceptible
change in the system's state (a dialog appears or closes);

OR

2) A perceptible change in system state (I see a warning

indicator) that prompts a user to take action (I click on the
indicator to get information).

■

Saffer, D. 2014. Microinteractions. Sebastopol, CA: O'Reilly.



FIVE GOOD PRACTICES FOR BETTER COMMAND AND CONTROL
12 INTERFACES

1. Get user experience experts involved as early as possible.

2. Design the interface. Like, really DFSIGN it.

3. Get input and feedback from the user community, early and often.

4. Work in quick spiral iterations — design, implement, test, fix, wash,
repeat.

5. Incorporate robust, valid usability criteria into your acceptance
testing.

■



THE OPTIMAL OUTrf

"Why
can't our
TV be as
easy as
our

LIDAR?"
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