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Goals for today Understanding design principles and modelling the system: 

(Chapter 5 & 9)

• Elaborate on Benyon’s 12 design principles (chapter 5)

• Designing user experiences (chapter 9)

• UX Design (Conceptual)

• UI Design (Physical)
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Software Systems Development 

• UX design 

• Research 

• Analysis

• Concept development

• Frontend design 

• UI design

• Programmability

• Functionality  

• Backend design

• Database design 

• Data management 

• Data storage  



Designing User Experiences

• UX Design

• Metaphors

• Conceptual design

• Physical design

• Designing interactions



UX Design

• UX Design

• Exploring design space

• Exploring design concept

• Places for experiences



UX Design

• Exploring design space

• design dimensions

• exploring alternatives

• design fixation 

• open to radical solutions: service blueprints, customer 

journey mappings, wireframes and navigation maps

• brainstorming, envisionment, sketching, 

information architecture   



UX Design

• Exploring design space

• How do you do?

• How do you feel

• How do you know



UX Design

• Places for experiences

• Physical space

• Digital space

• Information space

• Social space Blended space



Design Metaphors

• What is it?

• “The way we think, what we experience and 

what we do every day”

• Taking concepts from one domain (source) and 

applying them to another (target)

• Use metaphor to describe new domain in terms 

of familiar ones 

• Not just a simple mapping from one domain to 

another: computer window & window in a house 



Design Metaphors

• Metaphors help users to

• understand abstract content, 

• create a sense of familiarity

• trigger emotions & draw attention

• motivate actions

• Dos: make the unfamiliar familiar, awake positive

associations and persuade people

• Don’ts: simplistically literal metaphor and blindly mimic a real-world precedent, 



Conceptual Design

• Conceptually model the investigating domain

• Explore, generate and document ideas 

• Concentrates user needs, the objectives of      

the service or system, requirements for   

content and functions, information     

architecture and interaction design 

• Help or hinder users in developing their 

own mental model of the system or service



Conceptual Design

• Scenarios and conceptual design

• Individual version of scenario

• Covers major uses and functionalities

• Object-action analysis

• Object: noun/noun phrases

• Actions/activities: verbs

• Diagrammatic technique: representation of the system



Physical Design

• Components of physical design

• Operational design

• How everything works and content is 

structured and stored

• Representational design

• Fixing on colors, shapes, sizes and 

information layout

• Interaction design

• Allocation of functions and structuring 

and sequencing of the interactions



Physical Design

• Design Language

• Building meanings into objects

• What things to do

• Distinctions between types of objects

• Consists of:

• design elements

• principles of composition

• qualifying situations



Designing interactions

• Allocate functions and knowledge to 

persons or devices

• Consider capabilities of people and the 

constraints on what they can do

• The interaction should be engaging, 

enjoyable and fulfilling

• Interaction patterns are built up with 

complex interactions of menus and 

mice/multi-touch display.

• Diagrammatic techniques: representing the 

process (dataflow diagram or sequence 

diagram or state transition network )



Tips for UX Design

• Usability: purposeful and functional

• User profiling: who are users & what do they want to achieve

• Asking for permission: only when it is needed

• Form vs function: always go for function over form

• Consistency: inconsistency in design creates confusion and unhappy users

• Simplicity: app is grandma-proof

• Don’t make me think: beautiful, clear and easily understandable interface and 

functions

(source: https://www.freecodecamp.org/news/whats-the-difference-between-ux-and-ui-design-

2ca8d107de14/)

https://www.freecodecamp.org/news/whats-the-difference-between-ux-and-ui-design-2ca8d107de14/


Thank you! Questions?


