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Have you ever opened a new app or program

-+ and begun using it without much trouble? Using a

‘ new program without any trouble is a sign of quality

user interface (Ul) design. Ul design focuses on the

user's interaction with the computer output on the screen.
Good Ul design improves a user's experience by giving
the user easy-to-understand design elements on

the screen.

User interface designers may work with user
experience (UX) designers, and their jobs may sometimes
overlap. Both types of designers work on creating easy-to-
use software and websites. UX designers work on making
websites and programs easy to use. Ul designers focus
on the elements users see as they use software or a
website to accomplish what they want to do. Ul designers
are concerned with how a website or program looks and
how users interact with it
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User interface designers think about how users
perform tasks and the types of activities they will need to
complete. They try to design the on-screen elements that
users see in a way that makes tasks easier to finish.
These elements, called interface elements, include things
such as the font, color scheme, and various icons.

Many interface icons have been in use for some
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M 10100
time, so users are familiar with them and know what to
expect from them. The “play” button for most music players =~ 1101
today has the same right-facing triangle that appeared on B1
cassette players decades ago. The play icon still appears :__
on DVD and CD players. The “record” icon in an app is B
often a microphone icon or just a red button. Both the =
microphone and the red button are symbols that come ig‘ =
from recording equipment used in the past. B
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Input controls are interface elements that are meant to

get a response from users. These controls can be common
things such as text fields, check boxes, and buttons. While UX
designers may indicate the type of input control to be used,
the design chosen for the control is generally up to the Ul
designers. There are many options to choose from.

Some web pages have a very simple layout with few
input controls. The opening page to Chrome, the Google web
browser, has a search box, spaces for recently viewed pages,
buttons to take users to different Google sites, an icon that
launches various Google apps, a notifications button, and an
account information button. There's not much on the screen,
but users have a world of knowledge at their fingertips.
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4

[nput controls such as buttons, toggles, and text fields
allow users to interact with websites and software. The
more familiar the controls are to users, the easier it 1is
to use the websites and software.
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Navigation controls make it easy to get from one

screen to another when using the Internet or an app or
program. If movement between pages is hard, users may
become annoyed with the process and not finish their task.
On websites where items may be purchased, a shopping
cart icon makes it easy to buy things. It just takes a click!
The shopping cart is an icon used as a navigation tool.
Rather than using text, the trend today is to use icons.

A "breadcrumb” trail is a list of the pages a user has
visited on the way to their current website. “Breadcrumbs”™
were once used as navigation controls, but they don't work
with many of today's sites. Designers must find new ways
for users to navigate the Internet. For example, many sites,

such as Amazon, display pictures of recently viewed items.
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Using pictures
to show recently
viewed items
allows online
shoppers to
navigate back ‘
to things they've
locked at in
the past.
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Today, Ul designers often use icons to allow users to

make choices or access additional information. lcons work

- great on mobile devices because they're generally easier to

tap than words. Icons also save space on a computer screen
so more choices can be displayed at once.

Many controls and icons are almost universally
recognizable, such as a magnifying glass for “search,”
envelope for “e-mall,” and a gear for “settings.” The three-
line *hamburger” icon is an old icon that's becoming more
recognizable today. When used on websites in the past, it
often represented a simple drop-down list of items. Today,
It's used to indicate a navigation menu—a drop-down list of
clickable links that bring users to related web pages. This
change may cause confusion for some users who were
familiar with the icon’s original use.
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The KISS rule (keep it simple stupid) is one of the most

important things to remember in Ul design. Keeping things

- simple means the designer should only include necessary

information to avoid possible distractions. The design should

be kept uncluttered so users know what a web page is about

with just a quick glance. It's also important for Ul designers to

understand that just because they can do something doesn't

mean they should. Ease of use should
always come first. When a web page
contains too many elements, viewers may
get confused and lose interest.

Ul designers need to be consistent
in their work and pay close attention to
details. While most people may not see
the tiny things that aren't quite right with
a website, small errors will eventually add
up. Users will end up thinking the site is
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or

OTHER RULES FOR Ul DESIGNERS i il

(00O Lol - Be consistent. Use common elements and icons
throughout the design.

| e

Choose font styles for clarity, or clearness.
Too much bold is distracting and unusual styles
may be difficult to read.

Keep actions as much like real life as
possible. When adding a button to a design,
make sure it works like a button.

- Use color carefully. Don't use too many
highlights and only use them to indicate i
important actions. Also, make sure colors x
work together. Reading blue text on a red
background is not easy. HES

- Word messages clearly and make sure they're :
correct. Mistakes in text, even simple grammar o

errors, may distract the user. 16—
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at once. Some items should be hidden until they're needed. =

Ul designers also have rules for the big picture of

design. Users should always be told what is happening
or what they need to do. If the computer needs time to
gather data, the user should be made aware of it. If an error
occurs, there should be a logical way to correct it.
Designers also need to consider page layout, e
especially how it will affect first-time users. What's the first
information a user will need and the first thing they must
do to move on? The layout of the first page should make all =LA
it easy to find the correct information and take the needed
action. A clean layout includes clear actions, easy-to-use h.; R

control icons, and groups of similar items. Users should

B
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have choices available, but not everything has to be shown =~
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Users may wonder
why nothing 1is
happening when
actually the
computer is just
taking some time
to do its job. A
message that tells
users to wait
will help avoid
upsetting them.
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The Ul designer’s job requires using psychology,

. programming knowledge, and creative design to make an

-

aesthetic and effective online user interface. The design

process can vary from company to company. It can include @0
collecting information from the customer and the UX

designer, sketching, and detailed design work. Ul designers =1
determine the layout of the app or web page, the fonts e
and colors to be used, and how the input and navigation

controls will be designed. Then they might pass the et

(m]
-
-

information on as a prototype to software engineers who
will design the actual interface.
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UI designers will test a design with
users to be sure it works. They need
to be willing to change some of their
design after user testing.
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Coding for an app is usually done by someone
else, but the Ul designer may do the coding for websites

using programming languages such as HTML, CSS, or

O e

JavaScript. Web design may require more interaction with

o R e

customers than app design. Customers may have ideas for

oo FR T oA

their web pages that really aren't good designs.
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Does user interface design sound like a career you'd

-+ beinterested in? There are many ways to get started in

] Ul design. One way is to go to college and get a degree
iIn computer science, engineering, or information systems. 10108
Taking courses in graphic, or image, design or another
artistic field is also a good idea. Some people attend a SRR
technical school or take part in an online program. Some . .,
people teach themselves about Ul design.

Whatever educational path you chose, be sure to build 1B
a portfolio. A portfolio is a collection of your work that shows ©'°
off your skills. You should also have a website and social ;
media pages that feature good Ul design. You can gain e —
experience and build your portfolio through internships or

contract jobs. Contract jobs are short-term, project-focused
jobs, often at the entry level.

Breaking the (ode

Ul designers take a variety of courses. Some are related to print and web
graphic-design tools such as Adobe Creative Suite programs. Ul designers

also learn about branding and logo design, type styles, and color theory.
Other courses focus on working with databases, frequently used coding
languages, and testing Methods. .. m wssmam w




To get a degree in
computer science,
students must take a
variety of courses.
Many also take part
in an internship.
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Becoming a user interface designer requires skills

-+ beyond just being able to use the tools of the job. Ul
‘ designers must care about aesthetics. They must care

about the details of an app or website that make it easy

to use. They must also care about people. Ul design is

all about helping people complete their online tasks in an o

easy, effective, and enjoyable way. I
Designers must be able to work as part of a team and

have good communication skills. They work with software o

designers, programmers, and business managers, and they ="'

may need to “sell” their design to all these different people.

A love of learning is also important because Ul designisa =

changing field. Designers need to keep up with changing

design tools and new trends. =

If you like computers and SRR

possess these 1m0

qualities and skills, |Eaal FUAGEREER

Ul design may be = -
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 logical: In a way that makes sense.
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- output: The information produced by a computer.

Glossary

aesthetic: Pleasing in appearance.

cassette player: A machine that can play back recorded r o
sound on an item called a cassette.

consistency: Agreement or harmony between parts or elements.

distraction: Something that draws attention away from
something else.

font: A set of type (letters, numbers, and other characters)
that share one style and often one size.

input: Information that is entered into a computer.

internship: A job done—often without pay—in order to
gain experience.

prototype: An original on which a new thing is modeled.
psychology: The study of the mind and behavior.

software: Programs that run on computers and perform

certain functions. :
[ | |

technical school: A place that provides specialized training

for a specific career, trade, or profession.

web browser: A computer program that allows users to =P

search the Internet. S CIa J:“ | H
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Due to the changing nature of Infernet inks, PowerKids Press has developed an
online list of websites related fo the subject of this book.This site is updated regularly.
Please use this link fo access the list: www.powerkidslinks.com/skec/uid
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Book IndeXx

What Is User Interface Design?

What |s User Interface Design”? Patricia Harris. Spotlight on Kids
Can Code New York, NY: PowerKids Press, 2018. 24 pp.

This book introduces readers to User Interface (Ul) design,
and discusses how designers develop icons and controls that
endure through the years and across technologies. Colorful
photographs and helpful illustrations are also provided.
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