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Introduction

Part 1: Information Design

— Focused on planning the design and answered the
qguestion : “What is this product ?”

Part 2: Interaction Design

— Focused on the mechanics of the design and
answers the question : “How should it work ?”

What is Interaction Design ?
Before that...what is interactivity ?
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Introduction

Interactivity according to Nathan Shedroff (1994)

e Interactivity is about genuine human engagement. That's the measure of
successfully "interactive" software. This means that the competition for
interactive media products is as big as all of human experience.

* In other words, your competitors for that CD-ROM on tropical fish are not
other tropical fish CD-ROMs or even laserdiscs, but television
documentaries, narrative and reference books, aquariums, scuba diving,
travel, etc.

e |f the experience you create is not a compelling one (whether justified by
the bounds of the technology or not), you will never find a large audience.
(Shedroff, 1994)
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Introduction

e Interactivity in a computer products means
that the user, not the designer, controls the
sequence, the pace, and most importantly,
what to look at and what to ignore.



Information to Interaction
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Information to Interaction

e How to move from information design to
interaction design ?

* Information design provides the logical organizing
principles for the program information by
detailing content and structure.

e Designing interaction turns the information
design into a storyboard which shows navigation
pathways, media inclusions and controls.
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Information to Interaction

 Moving from information design to interaction design
means turning information into an experience.

* This means:
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Interaction Design In
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Introduction

e \What are the basic elements in Interaction
Design.

e Three essential elements:

1.

Organization — How the information will be
organized on the courseware ?

. Navigation — How people will find their way

around your courseware?

. Interactivity — What controls you give your users

to work with ?

13
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Interaction Design: Organization

Welcome screen
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Interaction Design: Navigation

What is effective navigation in courseware design?

How | can create an effective navigation system for my
courseware?

Discuss about this statement (Orientation):

— In order to navigate effectively, users need to know
where they are in the context of the overall courseware
structure. One way to help users orient themselves is by
reinforcing placement, or position.

— How you can help user orient themselves in your
courseware?



ocw.utm.my @HTM

Interaction Design: Navigation

e What is effective navigation ?

e Effective navigation provides enough location information
(Orientation) to let users answer the following question:

1. Where am 1? - let the user know their current
page/screen.

2. Where can | go? — let users know where they are in
relation to the rest of the courseware.

3. How do | get there? — provide consistent, easy to
understand link.

4. How do | get back to where | started? — provide ways to
let users return to their starting point.
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Navigation System

 Good navigation design will:

— Minimise travel - create the simplest and shortest
path between any two points.

— Minimise depth - create a hierarchy with the
fewest possible levels.

— Minimise redundancy - avoid creating multiple
paths to the same place from the same screen.
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Defining what happens

e Define what happens on each screen.

— Designing access routes between topics and
identifying relationships between sections

— (dependencies) will enable you to outline what
will (should) occur on each screen

— How...???



Thank You !




