
Tip 1

A user interface is well designed when 
the program behaves exactly how the 

user thought it would
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example 1.1
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Press?

Press!
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example 1.2

DA259 group D Laura Duncker Diede Gulpers Chris Rameckers Dirk Dijkgraaf



Tip 2

The user will assume the simplest 
model possible
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example 2.1
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example 2.2
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Tip 3

Every time you provide a option you 
are asking the user to make a decision
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example 3.1
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example 3.2
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