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USER CENTRIC DESIGN

• “design then code”

• testing and evaluation is 
important, purpose is to  transfer 
“we thing” to “we know”

and user-centered interface design is that user interface design and development is
based on the premise that users should be involved throughout the design life cycle.
Additionally, the process should be highly iterative, so that the design can be tested
(or evaluated) with users to make sure it meets the users’ requirements. Unlike this
iterative design process, the waterfall life cycle generally leaves evaluation to the end.
Let us look at these aspects further. Figure 1.9 illustrates the iterative user interface
design and development process.

4.3 Involving Users

The way to be user-centered is to involve users and to pay attention to their views.
This can include a variety of approaches, from simply observing users’ working prac-
tices as part of collecting system requirements, to using psychologically based user-
modeling techniques, to including user representatives on the design team. More
important, users should be involved in the testing and evaluation of the system
during its design and development. But who are the users?

! Who Are the Users?

In a user interface design project, developers generally refer to several types of people
as users:

• Customers, who pay for and perhaps specify the computer system under
development

• Other people within the users’ organizations who have an interest in the
development of the system

• Users or end users — the people who actually use the system directly to
undertake tasks and achieve goals

4. Designing for Users
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Figure 1.9 The iterative user interface design and evaluation process. (From Greenberg, 1996.)
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TERMS

•WIMP paradigm: Windows, Icons, Menus and Pointing device

• Usability

• User Experience

• Look & Feel

• Human Interface Guidelines
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RULES 

• consistence: similar objects should behave similarly, important 
factor for predictability

• provide feedback:

• weak feedback: user may perceive

• strong feedback: user must perceive

• prevention and toleration of users mistakes
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PROMINENT POSITIONS ON 
SCREEN

• position is preferred over 
graphical highlight

• observed by EyeTracker 
device
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ALWAYS FOLLOW HIG

• Human-Interface Guidelines describes especially proper use of 
components, e.g. distances between buttons, labels, ... 

• look inside Windows and/or Mac OS X HIG is recommended
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WEB

• no strict HIG

• designed for content consuming instead of creating

• do not try to imitate desktop applications

• support browser integrated navigation controls: Next and 
Previous page

• breadcrumb navigation

•NO horizontal scrolling
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FORMULÁŘE
UMÍSTĚNÍ “VLEVO-NAD”

• časté operace

• vertikálně neúsporné 
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FORMULÁŘE
UMÍSTĚNÍ “VLEVO-VEDLE”

• neznámé oblasti systému

• rychlá orientace vertikálně

• horší orientace horizontálně
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FORMULÁŘE
UMÍSTĚNÍ “VPRAVO-VEDLE”

• rychlejší než předchozí

• pomalejší orientace vertikálně

• rychlejší orientace horizontálně
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