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MIS 3506 / SECTION 2

User Experience Design: ;‘”“;'T
Knowledge '
and Constraints



Review the Foundation Principles

Evaluating Usability

Level 1 Level 2 Level 3

Processing: Blame: ;
Knowledge in the head ‘ Reflective — thinking, ame: The wrong thing,
VS, ing the world Behavioral — acﬁong, Ieamedotrl‘zlgle?fssness,
Visceral- ‘lizard brain’

Gulf °§ ﬁmgn and Slips and mistakes

Conflict among the
designer’'s and user's

conceptual and system
image

EVALUATION

Designing the UX

Conceptual model and
system image

Affordance

Mapping

Feedback

DESIGN

Constraints

Convention




Part 1
Knowledge & Constraints



Understanding Knowledge

In the Head In the World



EXAMPLE

Memory

Efficient - readily
available

Requires learning

Low level of “ease of use” at
first encounter

Remember a User and Password.

The user has all the knowledge they
need in their head in order to complete
the task.




EXAMPLE

Information is Perceivable

Interpretation substitutes
for learning

Less efficient if you have to
stop to learn

Easy to use on first try (if
designed well).

Users conceptual model

matches the designers Typing your User and Password Using
system 1mage the Provided Keyboard

The user is provided different queues
from the designer to complete the task




Knowledge in the
World Constraints




Guidelines, Standards and Conventions

- Design and Blame

-> Dark Patterns
Exam = Knowledge
Review -> Constrafir-lt.s

=  Accessibility

>

>

All concepts that came up in Exam 1 are also on the table
for Exam 2. This exam is cumulative




Due

Next
Week...




