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Design Principles from the Textbook

Universal Principles
Affordance (p20) - a property in which the physical characteristics o sign
an object or environment influence its function
Entry Point (p64) - a point of physical or attentional entry |

Expectation Effect (p68) - perception and behavior
of personal expectation or the expectations of other:

Mapping (p128) - a relationship between controls and their mi
or effects—good mapping results in greater ease of use

Mental Models (p130) - people understand and inte
and environments based on mental representation dewv
experience

Mimicry (p132) - the act of copying properties of far
organisms, or environments in order to realize specific
by those properties
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Here are the first group of six principles...(see slide)
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The first principle is Affordance on page 20 of the textbook...(see slide)
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A property in which the physical characteristics of an object or
environment influence its function

Ecological Psychology

James J. Gibson

’[,QL 1\“.”|“‘ | . uTobp

Affordance is a relatively modern word...invented by the American psychologist James Jerome
Gibson. He was considered one of the most importdht@6tury psychologists in the field of
visual perception.*

*James Jerome Gibsor(1904 1979) was an American psychologist, considered one of the most important 20th
century psychologists in the field of visual perception. In his classic WoekPerception of the Visual Wor(&i950)

he rejected the behaviorism then fashionable for a view based on his own experimental work, which pioneered the
idea that animals 'sampled' information from the '‘ambient’ outside world. Henadswed the word 'affordance’ the
interactive possibilities of a particular object or environment. This concept has been extremely influential in the field
of design and ergonomics: see for example the work of Donald Norman who worked with Gibson, and has adapted
many of his ideas for his own theories.

In his later work (such as, for exampléhe Ecological Approach to Visual Perceptid®79)), Gibson became more
philosophical and criticised cognitivism in the same way he had attacked behaviorism before. Gibson argued strong
in favour of 'direct realism' (as pioneered by the Scottish philosopher Thomas Reid), as opposed to cognitivist 'indire
realism'. He termed his new approa&zinlogical psychology-e also rejected the information processing view of
cognition. Gibson is increasingly influential on many contemporary movements in psychology, particularly those
considered to be paesbgnitivistd Wikipedia
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A property in which the physical characteristics of an object or
environment influence its function

Objects and environments are better suited for the function, i.e.,
round wheels better ‘afford’ rolling, stairs ‘afford’ climbing, etc.

Object and environments need to correspond with the intended
function, i.e., door handles designed for pulling shouldn’t be used for
pushing.

Metaphorical GUI controls such as dimensional buttons ‘afford’ or
mentally map their intended use or interaction, i.e., a cursor has to

engage the button the way a finger would in the physical world to

activate.
Universal Principles of Design - 20
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Here is a summary of the authoroés explanati
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The OXO peeler was an overnight success A
because of the obvious benefit afforded to

users by the design of its comfortable looking
handle

understanding
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Everyone instantly knows how
to build with Legos because the
mating details afford easy

Handlebar orientation and foot
pads afford the rider how to

mount the Segway Human
Transporter

Universal Principles of Design - 21

The textbook had these

three exampl es

of

O
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T i Additional Example

Rubberbands are essential to binding groups of objects. You pick one up and you use it the way
you image it to be used. This is one of those simple things that affords itself to a lot of ideas
beyond the obvious replacement for string binding; lots of play value in them too.
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Underarm Thermometer
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Here is a wonderful example of the principle of affordance; the designer tells the story about how

this product was conceived from the point of view of the child,. The result is when he took the

model home, his child automatically put it under his arm without instruction, which of course is a

working definition of what affordance means.
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Afford ance .

self-evident functionality

|=3=

i meemesess, Addiional Example

And here is another good example of how the form of the connector can afford an understanding
of how they work.
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This anthropomorphic form (fits the human hand) is another nice example of this principle in
design. Donét you just want to reach int

(0]
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e e Additional Example

Door handles are notorious for being poorly designed. We all have broken our fingernails on the

|l atter or worse. |l 6ve known friends who ha
they were going to open!!

This Pontiac door handle is both stylish afidrdsthe user an instant understanding of how to
activate it;there is an obvious recess to receive fingers, which allows the user to easily visualize
how to pull the handle to open the door.
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Google

s Groups MNews Froogle Local [Deskion motes
Advansad Saauch

Pret
| Google Search ||  Fm Feeling Lucky ] Langusge Tools

News hurican 1§51]

Advartising Programs - Business Solutions - About Gaogls
A S Your Ham |

G005 Google - Searching 8,163 654 330 web pages

Additional Example

And finally, the Google searebngine home page is as simple as knowing how to approach a

chair or stairs or a door handle; the cursor is blinking in the box, ready for entering an inquiry.
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Design Principles from the Textbook

Universal Principles
Affordance (p20) - a property in which the physic (e Zv sign
an object or environment influence its function

Entry Point (p64) - a point of physical or attention

Expectation Effect (p68) - perception and behavi
of personal expectation or the expectations of othe

Mapping (p128) - a relationship between control
or effects—good mapping results in greater ease of]

Mental Models (p130) - people understand and intesas
and environments based on mental representation
experience

Mimicry (p132) - the act of copying properties of
organisms, or environments in order to realize spec
by those properties
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The next principle is Entry Point on page 64 of the textbook...(see slide)
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Here is a summary of the authoro6s explanat.
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