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I. LECTURE INTRODUCTION & OBJECTIVES  

Opening Hook: "We've analyzed our users, their tasks, and their environment. Now we 
roll up our sleeves and create the interface. How do we translate analysis into a 
concrete, usable design? And how do we know if our design is any good before we build 
it? Today, we cover the design steps, patterns, special issues, WebApp specifics, and the 
crucial activity of Design Evaluation." 

Objectives: By the end of this lecture, you will be able to: 

1.​ Apply a systematic set of steps to transform interface analysis into an initial 
design. 

2.​ Identify and apply common UI design patterns. 
3.​ Address key design issues like system response time and error handling. 
4.​ Adapt interface design principles for WebApps and describe their design 

workflow. 
5.​ Conduct a basic design evaluation using heuristic and usability testing methods. 

 

II. PART 1: SYSTEMATIC INTERFACE DESIGN STEPS  

11.4 Interface Design Steps 

●​ A structured, iterative process to move from analysis to a concrete prototype. 

11.4.1 Applying Interface Design Steps 

1.​ Define Interface Objects and Actions: 



○​ From Task Analysis, identify the objects the user manipulates (e.g., file, 
message, report). 

○​ Identify the actions performed on those objects (e.g., open, send, print). 
○​ This creates a vocabulary for the interface. 

2.​ Define Events (User Actions): 
○​ Determine how the user will initiate each action (e.g., click a button, select 

a menu item, use a keyboard shortcut). 
○​ Map each task flow step to a specific user event. 

3.​ Depict Each Screen: 
○​ Create screen layouts (wireframes) for each state of the interface. 
○​ Show the placement of objects, data, navigation controls. 
○​ Tools: Paper sketches, digital wireframing tools (Figma, Balsamiq). 

4.​ Show Screen Sequence: 
○​ Create a storyboard or a state transition diagram showing the flow from 

screen to screen. 
○​ Answers: "What screen appears after the user clicks 'Submit'?" 

5.​ Indicate Navigation: 
○​ Specify navigation mechanisms: menus, tabs, buttons, links, gestures. 
○​ Ensure navigation is consistent with the user's mental model of the 

workflow. 
6.​ Add "Look and Feel": 

○​ Apply visual design: color schemes, typography, icons, graphics. 
○​ This step creates the final mockup or high-fidelity prototype. 

11.4.2 User Interface Design Patterns 

●​ Reusable solutions to common UI design problems. 
●​ Why use them? They represent collective wisdom, speed up design, and promote 

consistency. 
●​ Common Patterns: 

○​ Dashboard: Aggregates key information/controls on a single screen. 
○​ Wizard: Guides a novice user through a complex, multi-step task. 
○​ Master-Detail: Select an item from a list (master) to see its details in a 

separate pane. 
○​ Search: A consistent way to find information (search box, filters, results 

list). 
○​ Breadcrumb Navigation: Shows the user's path from the home screen. 

●​ Applying Patterns: Choose a pattern that matches the user's task from your 
analysis. 



11.4.3 Design Issues 

●​ Critical concerns that cut across all design steps: 
1.​ System Response Time: 

■​ Key Rule: Keep it short and predictable. 
■​ 1 second: User's flow of thought is interrupted. 
■​ 10 seconds: User will switch to another task. 
■​ Provide Feedback: For long operations, use progress bars, spinning 

wheels, percentage complete. 
2.​ User Help Facilities: 

■​ Integrated: Context-sensitive help (tooltips, "What's This?" help). 
■​ Online Documentation: Searchable manuals, FAQs, tutorials. 
■​ Design the help system as carefully as the main UI. 

3.​ Error Information and Handling: 
■​ Messages should be: Polite, constructive, and specific. 
■​ BAD: "Error #405: Invalid input." 
■​ GOOD: "The 'Date of Birth' must be in the past. Please enter a valid 

date (MM/DD/YYYY)." 
■​ Never blame the user. Suggest a corrective action. 

 

III. PART 2: WEBAPP INTERFACE DESIGN  

11.5 WebApp Interface Design 

●​ All previous principles apply, but the medium (browser, network, hypermedia) 
adds specific constraints and opportunities. 

11.5.1 Interface Design Principles and Guidelines 

●​ Web-Specific Golden Rules: 
1.​ Anticipate User Needs: Proactively provide likely links/info (e.g., 

"Customers who bought this also bought..."). 
2.​ Facilitate Navigation: It should be clear: Where am I? Where can I go? How 

do I get back? Use consistent navigation bars, site maps, breadcrumbs. 
3.​ Design for Different Users: From first-time visitor to registered power user. 



4.​ Establish Conventions and Consistency: Follow web conventions (logo 
links to home, blue underlined links). Don't reinvent basic interactions. 

5.​ Minimize Cognitive Load: Don't overwhelm with choices (Hick's Law). Use 
progressive disclosure. 

11.5.2 Interface Design Workflow for WebApps 

●​ An iterative cycle: 
1.​ Review Information/Content Model: Know what needs to be displayed. 
2.​ Storyboarding: Sketch the flow of pages for key usage scenarios. 
3.​ Wireframing Layout: Create low-fidelity layouts for each page type 

(homepage, product page, form). 
4.​ Design Navigation Mechanism: Design menus, links, buttons, sitemaps. 
5.​ Prototype: Build a clickable prototype (using tools like Figma, Adobe XD) 

that simulates navigation and interaction without backend functionality. 
6.​ Refine and Elaborate: Add visual design (look and feel) to create the final 

mockup. 

 

IV. PART 3: DESIGN EVALUATION - "IS IT ANY GOOD?"  

11.6 Design Evaluation 

●​ Never release a design without evaluating it. Fixing problems in a prototype costs 
10x less than fixing them in code. 

Core Evaluation Methods: 

1.​ Heuristic Evaluation (Expert Review): 
○​ What: 3-5 usability experts inspect the interface against a list of 

recognized usability principles (heuristics). 
○​ Nielsen's 10 Usability Heuristics are the gold standard (e.g., Visibility of 

system status, Match between system and real world, User control and 
freedom, Consistency and standards, Error prevention). 

○​ Process: Each expert works independently, identifies violations, then 
findings are aggregated. 

○​ Pros: Fast, cheap, finds many major issues. 



○​ Cons: Experts are not real users; may miss task-specific problems. 
2.​ Usability Testing (User-Centered): 

○​ The most valuable method. 
○​ What: Observe real, representative users attempting real tasks using the 

prototype. 
○​ Process: 

■​ Recruit participants matching user profiles. 
■​ Define realistic test tasks (e.g., "Find the contact information for the 

support team"). 
■​ Think-Aloud Protocol: Ask users to verbalize their thoughts as they 

work. 
■​ Observe, record, and take notes. DO NOT HELP THEM. 
■​ Measure success rate, time-on-task, error count, and subjective 

satisfaction (post-test questionnaire). 
○​ Pros: Reveals real, unexpected problems; provides concrete data. 
○​ Cons: More time-consuming and costly than heuristic evaluation. 

3.​ Cognitive Walkthrough: 
○​ What: Evaluators step through tasks, asking from the user's perspective: 

"Will the user know what to do at this step? Will they see the control? Will 
they understand the feedback?" 

○​ Good for checking the learnability of a system for new users. 

The Iterative Loop:​
Design -> Prototype -> Evaluate -> Analyze Results -> Redesign 

In-Class Activity (7 min): Heuristic Evaluation Mini-Lab.​
Look at a screenshot of a cluttered, poorly designed software dialog box (provided). In 
groups, apply two of Nielsen's heuristics (e.g., "Aesthetic and minimalist design," "Help 
users recognize, diagnose, and recover from errors") to identify at least two specific UI 
problems. 

 

V. CONCLUSION & KEY TAKEAWAYS  

1.​ Interface Design is a systematic, stepwise process: from objects/actions to 
screen layouts to navigation and finally visual design. 

2.​ UI Design Patterns (Dashboard, Wizard, etc.) provide reusable templates for 
common interaction problems. 



3.​ Critical Design Issues like Response Time, Help, and Error Handling must be 
proactively addressed. 

4.​ WebApp UI Design emphasizes navigation, anticipation of needs, and adherence 
to web conventions. 

5.​ Design Evaluation is mandatory. Heuristic Evaluation finds obvious flaws quickly; 
Usability Testing with real users is irreplaceable for uncovering deep issues. 

Final Thought: "A great UI designer is part psychologist, part communicator, and part 
artist. They use a structured process and hard evaluation data to build bridges of 
understanding between complex systems and human minds. Your goal is not just a 
functional interface, but a generous one—one that anticipates needs, forgives mistakes, 
and empowers the user." 

Suggested Reading & Resources: 

●​ Don't Make Me Think by Steve Krug – The classic, accessible book on web 
usability. 

●​ Nielsen Norman Group Website (nngroup.com) – The authoritative source for 
usability heuristics and research. 

●​ The UX Design Process (online courses on Coursera/Udemy). 
 

https://nngroup.com/
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