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1 
INTRODUCTION TO UI 

Unit Structure : 

1.0 Objectives 

1.1  Introduction To UI 

1.2   What is User Interface Design(UI)? 

1.3   Key Principles of User Interface Design 

1.4  The Relationship Between UI And UX 

1.5 Roles in UI/UX 

1.6  Interface Conventions  

1.7  Approaches to Screen Based UI 

1.8  Template Vs Content 

1.9  Summary 

1.10 Questions 

1.11  Reference 

 

1.0 Objectives 

 Distinguish between User Interface and User Experience design 

principles. 

 Recognize and apply key principles of effective UI design. 

 Outline the responsibilities of various roles in the UI/UX field. 

 Analyze established interface conventions and design approaches for 

screen-based UIs. 

1.1 INTRODUCTION TO UI 

User Interface (UI) design is a critical aspect of creating digital products 
andexperiences.  

It focuses on the look and feel, thepresentation, and the interactivity ofa 
product. 
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1.2  WHAT IS USER INTERFACE DESIGN(UI)? 
 
User interface (UI) design is the process of creating interfaces in software 
or computerized devices with a focus on looks or style. Designers aim to 
create interfaces that users find easy to use and pleasurable. UI design 
typically refers to graphical user interfaces but also includes others, such 
as voice-controlled ones. 

 

1.3  KEY PRINCIPLES OF USER INTERFACE DESIGN 
 

Clarity: The interface should clearly communicate information and 
actions to the user. This includes using legible text, intuitive icons, and 
straightforward language. 

 
Consistency: Elements should be consistent throughout the interface. This 
means using the same colors, fonts, and icons for similar elements and 
ensuring that navigation methods remain the same across the application. 
Feedback: The system should provide feedback to the user about what 
action has been taken and what the result is. This can be achieved through 
visual cues, such as button changes, notifications, or progress indicators. 

 
Efficiency: The design should help users complete their tasks with the 
least amount of effort. This includes minimizing the number of steps 
required to perform an action and optimizing the layout for quick access to 
commonly used features. 

 
Aesthetic: While functionality is key, an attractive design can enhance 
user satisfaction and make the interface more enjoyable to use. This 
involves the use of color schemes, typography, and layout that are visually 
pleasing. 

 
Error Prevention and Recovery: Good UI design anticipates potential 
errors and helps prevent them. When errors do occur, it provides clear 
instructions on how to resolve them. 

Elements of User Interface Design 

1. Visual Design: This includes the overall look of the interface, such as 
color schemes, typography, and layout. It focuses on creating a 
visually appealing and consistent look and feel. 
 

2. Interaction Design: This aspect deals with how users interact with the 
system. It involves designing intuitive navigation and ensuring that 
interactive elements like buttons and forms are easy to use. 
 

3. Information Architecture: This involves organizing and structuring 
information so that users can easily find what they need. It includes 
designing menus, navigation systems, and content categorization. 
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4. Wireframes and Prototypes: Wireframes are low-fidelity sketches of 
the interface that outline the basic structure and elements. Prototypes 
are more refined versions that simulate how the final product will 
work, allowing for user testing and feedback. 
 

5. Responsive Design: With the variety of devices and screen sizes, 
responsive design ensures that the interface adapts well to different 
screen sizes and orientations, providing a good user experience on 
both mobile devices and desktops. 
 

1.4 THE RELATIONSHIP BETWEEN UI AND UX 

The terms Interaction Design (IxD) and User Experience Design (UX 
Design) are frequently mentioned hand-in-hand, creating a dilemma as 
people go for one instead of the other and fail to see the difference 
between the two. They are similar but still work separately in to cover 
both the process and function sides of the design work. Interactive 
Design (IxD) together with user experience Design (UX Design) are two 
inseparable components in the vast field of digital design. The main 
purpose of consumer behavior and user interaction is to upgrade the 
user’s pleasure in using tech products and simultaneously they address 
different parts of user-product interaction. The description of their 
differences is a cornerstone for the professionals working in the 
discipline to not only acknowledge but also organize the travel routes 
that are smooth and apparent. 

 

 
 
Infographic by Dan Saffer 
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Difference Between Interaction Design and UX Design 

Interaction Design User Experience Design 

Focuses on crafting interface 
elements and micro-interactions 
within digital products. 

Encompasses a broader scope, 
including user research, 
information architecture, usability 
testing, and overall product 
strategy. 

Primary Focus – Interface 
elements, micro-interactions, and 
visual design. 

Primary Focus – Entire user 
journey, from initial engagement 
to task completion. 

Types – Interface elements 
design, micro-interactions, visual 
design. 

Types – User research, information 
architecture, usability testing, 
product strategy. 

Enhancing usability and guiding 
user actions within digital 
interfaces. 

Creating seamless and delightful 
experiences across all touchpoints 
of the user journey. 

Detail-oriented, focusing on the 
design of individual interface 
elements and interactions. 

Holistic, considering the broader 
context of user needs, behaviors, 
and motivations. 

Methods – Wireframing, 
prototyping, visual design, 
animation design. 

Methods – User interviews, 
surveys, usability testing, A/B 
testing, persona development. 

Narrower, focusing on specific 
aspects of the user interface and 
interaction design. 

Broader, addressing all aspects of 
the user experience, including 
interface design. 

Intuitive and visually appealing 
interface designs that facilitate 
smooth user interactions. 

Cohesive and meaningful user 
experiences that resonate with 
users and meet their needs. 

May overlook broader user 
experience issues beyond 
interface design. 

Requires a balance between depth 
of research and breadth of 
addressing all aspects of user 
experience. 
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Interaction Design User Experience Design 

Improved usability, enhanced 
brand representation through 
consistent visual design. 

Increased user satisfaction, 
improved retention and loyalty 
through seamless and delightful 
experiences. 

Examples – Mobile app interface 
design, website navigation 
menus, button design. 

Examples – E-commerce website 
user journey optimization, travel 
booking platform user experience 
enhancement. 

 

1.5 ROLES IN UI/UX 
 
1. UX Designer 
 

Responsibilities: Focuses on the overall feel of the product. Ensures the 
product logically flows from one step to the next. Conducts user research 
to understand the users' needs and pain points. 
Skills: User research, wireframing, prototyping, user testing, usability 
analysis, information architecture. 
 
2. UI Designer 
 

Responsibilities: Concerned with the look and feel of the product. 
Ensures that the interface is visually appealing and consistent with the 
brand. Creates the graphical elements of the interface. 
 

Skills: Graphic design, typography, color theory, visual design, interaction 
design, prototyping. 
 
3. Interaction Designer 
 

Responsibilities: Focuses on how the user interacts with the product. 
Designs the interaction logic and behavior of the interface elements. 
Ensures interactions are intuitive and efficient. 
 

Skills: Interaction design, animation, prototyping, usability testing, user 
flows, scenario development. 
 
4. UX Researcher 
 

Responsibilities: Conducts research to gather insights about the users' 
behaviors, needs, and motivations. Utilizes various methodologies like 
interviews, surveys, usability testing, and observation. 
 

Skills: User research, data analysis, qualitative and quantitative research 
methods, user personas, contextual inquiry. 
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5. Information Architect 
 

Responsibilities: Organizes and structures content in a way that is easy to 
understand and navigate. Develops site maps, wireframes, and information 
hierarchies. 
 

Skills: Information architecture, wireframing, content strategy, user flows, 
taxonomy development. 
 
6. UX Writer 
 

Responsibilities: Crafts the microcopy in the product, including button 
text, error messages, and onboarding instructions. Ensures that the text is 
clear, concise, and aligned with the brand voice. 
 

Skills: Copywriting, content strategy, user research, communication, 
brand voice development. 
 
7. Visual Designer 
 

Responsibilities: Focuses on the visual aspects of the user interface. 
Works on elements like icons, images, and fonts. Ensures a cohesive 
visual identity across the product. 
 

Skills: Visual design, graphic design, branding, typography, color theory, 
iconography. 
8. Front-End Developer 
 

Responsibilities: Implements the UI/UX designs into functional code. 
Ensures that the product is responsive and performs well across different 
devices and browsers. 
 

Skills: HTML, CSS, JavaScript, responsive design, web performance 
optimization, frameworks like React or Angular. 
 
9. Product Designer 
 

Responsibilities: Overlaps between UX and UI design. Takes ownership 
of the entire design process from conception to final product. Works 
closely with product managers and developers. 
 

Skills: Product design, user research, prototyping, visual design, 
interaction design, cross-functional collaboration. 

 

1.6        A BRIEF HISTORICAL OVERVIEW OF 
INTERFACE DESIGN 

 
Interface design has a rich history that has evolved significantly over time. 
Here’s a brief overview of its development: 
 
Early Computing (1940s-1960s) 
 

1. Batch Processing: Early computers, such as ENIAC and UNIVAC, 
used batch processing where instructions were fed into the computer 
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using punch cards or paper tape. There was no direct interaction 
between the user and the machine. 
 

2. Command Line Interfaces (CLIs): In the 1960s, interfaces like the 
IBM 3270 allowed users to interact with computers using text-based 
commands. Users needed to know specific commands to perform 
tasks. 

 
Rise of Personal Computing (1970s-1980s) 
 

1. Graphical User Interfaces (GUIs): The Xerox Alto (1973) and later 
the Xerox Star (1981) pioneered the use of GUIs, featuring windows, 
icons, and a pointing device (mouse).  
 

2. Apple Macintosh: In 1984, Apple introduced the Macintosh, which 
popularized the GUI. It brought a user-friendly interface to the masses 
with elements like windows, icons, menus, and a pointer (WIMP). 

 
Expansion and Standardization (1990s) 
 

1. Microsoft Windows: Windows 3.0 (1990) and Windows 95 (1995) 
brought GUIs to a broad audience, establishing many standards still 
used today. 

2. Web Interfaces: The advent of the World Wide Web introduced a 
new type of interface. Early websites were simple, text-based, and 
navigated via hyperlinks. 

 
Modern Era (2000s-Present) : 
 

1. Mobile Interfaces : The introduction of smartphones, especially the 
iPhone in 2007, revolutionized interface design with touchscreens and 
gesture-based interactions. Apps became a primary mode of 
interaction. 
 

2. Natural User Interfaces (NUIs) : Interfaces began incorporating 
voice (e.g., Siri, Alexa), motion (e.g., Kinect), and other natural 
interactions. 
 

3. Responsive and Adaptive Design : With the proliferation of devices, 
interfaces became more flexible to adapt to different screen sizes and 
orientations. 
 

4. Augmented and Virtual Reality (AR/VR) : AR and VR introduced 
immersive interfaces, changing how users interact with digital content 
in a 3D space. 
 

5. Voice and Conversational Interfaces : Voice assistants and chatbots 
have grown, enabling more natural language interactions. 
 

6. AI and Machine Learning Integration : Modern interfaces often 
incorporate AI to provide personalized experiences and predictive 
interfaces, adapting to user behavior and preferences. 
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1.6 INTERFACE CONVENTIONS  
Interface conventions are established practices and guidelines that help 
ensure consistency, usability, and efficiency in design. These conventions 
have evolved over time and are widely adopted to create familiar and 
intuitive user experiences. Here are some key interface conventions: 

Graphical User Interface (GUI) Conventions 

1. Windows, Icons, Menus, and Pointers (WIMP): 
Windows: Use windows to separate different tasks or applications. 
Windows can be moved, resized, minimized, and maximized. 
 

Icons: Represent files, applications, and actions with graphical icons. 
 

Menus: Provide dropdown or pop-up menus to list available commands 
and options. 
 

Pointers: Use a mouse or touchpad pointer for navigation and interaction. 
 
2. Buttons and Controls: 
Buttons: Clearly marked buttons for actions like "Submit," "Cancel," 
"OK," and "Close." 
 
 

Checkboxes and Radio Buttons: For selecting single or multiple options. 
 

Sliders and Spinners: For adjusting values within a range. 
 
3. Navigation: 
Toolbars and Ribbons: Group common tools and commands for quick 
access. 
 

Sidebars and Panels: Offer additional information or options related to 
the main content. 
 

Breadcrumbs: Show the user’s location within the app or website 
hierarchy. 
 
4. Feedback and Affordances: 
Hover Effects: Visual changes when hovering over interactive elements 
to indicate they are clickable 
 

Loading Indicators: Spinners or progress bars to show the system is 
processing. 
 

Tooltips: Provide additional information when hovering over an element. 
 
Web Interface Conventions 
1. Navigation: 
Navigation Bars: Typically found at the top or side of a webpage, 
providing links to key sections 
 

Breadcrumbs: Help users understand their location within the site 
structure. 
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Pagination: For navigating through multi-page content, like search 
results. 
 
2. Responsive Design: 
Fluid Grids: Use flexible grid layouts that adapt to different screen sizes. 
 

Media Queries: Adjust styles based on device characteristics (e.g., screen 
width). 
 

Mobile-Friendly Menus: Use collapsible menus (hamburger menus) for 
small screens. 
 
3. Forms and Inputs: 
Label Placement: Place labels close to their corresponding inputs for 
clarity. 
 

Validation: Provide real-time validation and clear error messages. 
 

Accessible Controls: Ensure form controls are accessible via keyboard 
and screen  
readers. 
 
Mobile Interface Conventions 
1. Touch Interactions: 
Tap and Swipe: Primary gestures for navigation and interaction. 
Pinch and Zoom: For adjusting the view of content. 
Long Press: For additional options or actions. 
 
2.Navigation: 
Navigation Bars: Usually located at the bottom or top of the screen. 
Back Button: Consistent placement, often in the top left or as part of the 
device’s hardware. 
Tabs: For switching between different views or sections within an app. 
 
3. User Feedback: 
Tactile Feedback: Use haptic feedback to confirm actions. 
Visual Cues: Highlight active elements and provide clear visual states for 
interactions. 
 
General Design Conventions 
1. Consistency: 
Visual Consistency: Use consistent colors, fonts, and styles across the 
interface. 
Functional Consistency: Ensure similar actions produce similar results. 
 
2. Accessibility: 
Keyboard Navigation: Support for navigating via keyboard shortcuts. 
Screen Reader Compatibility: Provide appropriate labels and 
descriptions for screen readers. 
Color Contrast: Ensure text and important elements have sufficient 
contrast for readability. 
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3. Usability: 
Clarity: Avoid clutter and keep interfaces simple and straightforward. 
Affordances: Design elements should suggest their functionality (e.g., 
buttons look clickable). 
User Control: Allow users to easily undo actions and provide clear paths 
for navigation. 
 
Emerging Conventions 
1. Voice Interfaces: 
Natural Language Processing: Enable users to interact using natural 
language. 
Voice Feedback: Provide auditory confirmation and guidance. 
 
2.AR/VR Interfaces: 
Spatial Navigation: Use intuitive gestures and movements for navigation. 
3D Interaction: Design interfaces that take advantage of three-
dimensional space. 
 

1.7 APPROACHES TO SCREEN BASED UI 
 
Designing screen-based user interfaces (UI) involves several approaches 
that ensure the interface is intuitive, efficient, and user-friendly. Here are 
some key approaches to screen-based UI design: 
 
1. User-Centered Design (UCD) 
2. Responsive Design 
3. Adaptive Design 
4. Flat Design 
5. Material Design 
6. Skeuomorphic Design 
7. Minimalist Design 
8. Information Architecture (IA) 
9. Interaction Design (IxD) 
 
Each of these approaches offers specific strategies and principles that can 
be combined and tailored to create effective, user-friendly screen-based 
interfaces. By understanding and applying these approaches, designers can 
craft interfaces that meet the needs of users while providing an intuitive 
and engaging experience. 

 

1.8 TEMPLATE VS CONTENT 
 
In the context of web and interface design, "template" and "content" are 
two distinct but interrelated concepts. Understanding their differences and 
how they interact is crucial for creating effective and maintainable user 
interfaces. 
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Template 
A template is a pre-designed layout that provides the structure and style 
for a webpage or application screen. It acts as a blueprint that defines the 
placement of various elements, the overall design aesthetic, and the 
functional components. 
 
Examples: 
 A website template for an online store with sections for product 

listings, a shopping cart, and a checkout process. 
 A blog post template with a title, author information, date, and body 

text area. 
 An application dashboard template with widgets for metrics, graphs, 

and recent activity. 
 
Content 
Content refers to the actual information or data that is displayed within the 
template. This includes text, images, videos, and other multimedia 
elements that convey the message or information to the user. 
 
 
Examples: 
 The text of a blog post, including the article's title, body, and author 

details. 
 Product descriptions, prices, and images in an online store. 

 
 

1.9 SUMMARY 
 

UX refers to the overall experience a user has when interacting with a 
product or service. It encompasses all aspects of the end-user's interaction, 
including ease of use, accessibility, and the overall satisfaction derived 
from the interaction. 

 
UI refers to the visual elements and design of a product's interface. It 
involves the creation and refinement of the elements that users interact 
with directly, such as buttons, icons, typography, and color schemes. 
 

Both UX and UI are essential for creating successful products. While UX 
focuses on the overall experience and usability, UI ensures that the 
interface is visually appealing and easy to use. Effective collaboration 
between UX and UI designers leads to products that are not only 
functional and user-friendly but also visually engaging and delightful to 
use. Together, they contribute to the creation of products that meet users' 
needs and provide a positive and memorable experience. 
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1.10 QUESTIONS 

Q1.  Explain UI & UX 

Q2.  List down Key Principles of User Interface Design 

Q3. Explain the  Relationship Between UI and UX 

Q4. Explain roles in UI/UX 

Q5. Explain various Interface Conventions  

Q6. Explain various approaches to Screen Based UI 
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2 
FOUNDATIONS OF USER INTERFACE 

DESIGN 
 

Unit Structure : 

2.0 Objectives 

2.1 Introduction 

2.2  Formal elements of Interface Desgin 

2.3  Active elements of interface Design 

2.4  Composing the elements of Interface Design 

2.5  UI Design Process 

2.6  Visual communication design component in interface design 

2.7  Summary 

2.8  Questions  

2.9  Reference 

2.0 Objectives 

 Identify and categorize the key active elements in interface design, 

such as buttons, links, and forms. 

 Analyze how to effectively compose various UI elements to create 

intuitive and visually appealing layouts. 

 Outline the steps involved in the UI design process, from concept 

sketching to prototyping. 

2.1 Introduction 

One of the most essential components that make digital products not only 
beautiful but useful and user-friendly is their User Interface design. Not to 
be exaggerated, importance of UI design in a technology-driven world 
cannot go unnoticed because people use quite a few applications on a daily 
basis. 

This unit will ensure a minimum understanding level in UI design for the 
user with regards to the essence that forms the foundation for any 
successful user experience. 
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Understanding the active elements of interface design and the processes in 
making them will help designers come up with interfaces that make user 
interaction smooth and gratifying. 

The general aim of the paper is to endow the learner with knowledge they 
would need to go in depth in UI design issues to develop meaningful 
digital experiences. 

2.2 Formal elements of Interface Desgin 

In UI design, formal elements are the building blocks that will make up 

the experience of the user. Knowing these will help in creating interfaces 

that are aesthetically pleasing but also functional and intuitive. Here's a 

closer look at the key formal elements of interface design: 

1. Layout and Structure 

Grid System: A grid system presents the structure in terms of aligning all 

contents on a screen and aligning things uniformly. It brings a kind of 

balance into a piece of work by helping understand the presentation before 

users have to view it. 

Visual Hierarchy: A clear visual hierarchy requires arranging elements in 

such a way that the user's attention is drawn to certain areas. The 

information, therefore, needs to be highlighted through size, color, and 

placement, helping users intuitively understand what to do or what 

information to focus on. 

White space: Commonly referred to as the negative space of any given 

design, the whitespacing between elements holds more meaning. 

Whitespace used properly allows readability improvement, balancing 

visual elements as well as not crowding up, making sure one looks at the 

essential items. 

2. Typography 

Selecting Fonts: A particular selection of font says much concerning the 

personality of a brand. More or less digital interfaces benefit greatly with 

using sans-serif fonts for viewing clarity. 

Hierarchy and Styles: The use of multiple sizes, weights, and styles of 

fonts can be used to define a visual hierarchy for user differentiation 

between headings, subheadings, and body content. This hierarchy is to 

guide the user through content. 
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Legibility and Spacing: Line, letter, and paragraph spacing have a direct 

impact on text legibility. In relation to a good user experience, it is critical 

to ensure that text is legible on any device. 

3. Color 

Color Schemes: The selection of a good color palette may influence user 

emotion and perception highly. A color scheme should appeal to brand 

identity, be accessible, and be usable. 

Visual Feedback: The use of color can help demonstrate the feedback 

from actions carried out by users. An example could be when you move 

over a button and the button changes color; another might be using red 

color on an error message. 

Consistency: The consistency of color in any element of the interface 

goes on to develop brand identity and creates a feel as well as look, hence 

there is a more intuitive interface. 

4. Imagery and Iconography 

Visual Assets: Relevant images and illustrations do give an enhanced look 

to the interface while supporting the content with its context or improved 

understanding. 

Icon Design: Icons are direct visual communications that can express 

activities or categories. Good and clear icon designs enhance usability so 

people can move about more conveniently. 

Consistency of style: Images and icons appearing in the interface in 

uniform style, size, alignment, etc., enhance user familiarity and helps 

navigation around the interface. 

5. Interactivity Elements 

Buttons and Controls: Make sure that buttons are highly recognizable 

and clear in their intent. Scale appropriately for touch targets, taking 

mobile devices into account. 

Forms: Form fields and form layout should be intuitive, contain good 

labels, and have clear descriptive error messages. Form design is critical 

because it needs to be accessible to all users. 



  

 

UI/UX Design 

16 

Navigation: It has good navigation elements that are menus and 

breadcrumbs that make it easy to navigate through the interface for users. 

Such elements should be structured and easily accessible. 

6. Motion and Animation 

Transitions: Subtle animations give a visual continuity to different states 

or screens. They guide a user's attention to what change is happening in 

the interface. 

Microinteractions: Small animations tied to specific user actions, like a 

button click, are good at providing immediate feedback and making the 

interface look more dynamic and responsive. 

2.3 ACTIVE ELEMENTS OF INTERFACE DESIGN 

Active elements in interface design refer to interactive components that 
users engage with to perform actions or navigate through the application. 
These elements are crucial for creating a functional and intuitive user 
experience. Here are some of the key active elements of interface design: 

1. Buttons 

Buttons are clickable elements that trigger actions when pressed. 

 Primary Buttons: Highlight the main action on a screen. 

 Secondary Buttons: Offer additional, less prominent actions. 

 Icon Buttons: Use icons instead of text to indicate actions. 

 

2. Links 

Links navigate users to different pages or sections within a page. 

 Text Links: Hyperlinked text usually underlined or colored 
differently. 

 Button Links: Buttons that function as links. 

 

3. Forms and Inputs 

Forms collect user input through various types of fields. 

 Text Fields: For entering text, such as names or addresses. 

 Checkboxes: For selecting one or more options. 

 Radio Buttons: For selecting a single option from a set. 

 Dropdown Menus: For selecting from a list of options. 

 Sliders: For adjusting a value within a range. 
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 4. Menus and Navigation Bars 

Menus and navigation bars allow users to move through different sections 
of the application. 

 Horizontal Navigation: Typically placed at the top of the screen. 

 Vertical Navigation: Typically placed on the side of the screen. 

 Dropdown Menus: Expandable menus that reveal sub-options. 

 

5. Modals and Dialogs 

Modals and dialogs are pop-up elements that require user interaction 
before returning to the main interface. 

 Confirmation Dialogs: Ask for user confirmation before 
proceeding with an action. 

 Form Modals: Contain forms or other input elements. 

 Informational Modals: Provide important information or alerts. 

 

6. Tabs 

Tabs organize content into different sections that users can switch between 
without leaving the current page. 

 Horizontal Tabs: Positioned horizontally, usually at the top. 

 Vertical tabs: Positioned vertically, usually on the side. 

 

7. Tooltips 

Tooltips provide additional information when users hover over an element. 

 

8. Dropdowns and Select Menus 

Dropdowns and select menus allow users to choose one option from a list. 

 Single Select: Choose one option from a list. 

 Multi Select: Choose multiple options from a list. 

 

9. Carousels and Sliders 

Carousels and sliders display multiple pieces of content within the same 
space, often used for images or featured content. 

 

10. Interactive Graphics and Charts 

Interactive graphics and charts allow users to explore data visually. 
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 Clickable Charts: Allow users to click on data points for more 
details. 

 Hover Information: Display additional information when hovering 
over elements. 

 

2.4 COMPOSING THE ELEMENTS OF INTERFACE 
DESIGN 

Composing the elements of interface design involves arranging various 
visual and interactive components in a cohesive and intuitive manner to 
create a functional and aesthetically pleasing user interface. Here's a 
breakdown of the key elements and principles involved in composing an 
interface design: 

1. Layout and Structure 

Grid Systems: Establish a grid layout to organize content and maintain 
visual consistency. 

Visual Hierarchy: Arrange elements to guide users' attention and 
emphasize important information. 

Whitespace: Use whitespace strategically to create balance and improve 
readability. 

 

2. Typography 

Font Selection: Choose fonts that reflect the brand personality and 
enhance readability. 

Hierarchy: Use different font sizes, weights, and styles to distinguish 
between headings, subheadings, and body text. 

Spacing: Adjust letter spacing, line spacing, and paragraph spacing for 
optimal legibility. 

 

3. Color 

Color Scheme: Select a cohesive color palette that aligns with the brand 
identity and conveys the desired mood or tone. 

Contrast: Ensure sufficient contrast between text and background colors 
for readability, and between interactive elements to indicate affordance. 

Consistency: Maintain consistency in color usage across the interface to 
reinforce visual hierarchy and brand identity. 

 

4. Imagery and Icons 

Visual Assets: Incorporate images, illustrations, or icons that complement 
the content and enhance the user experience. 
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Iconography: Use clear and recognizable icons to represent actions, 
categories, or concepts, enhancing usability and navigation. 

Consistency: Ensure visual consistency in style, size, and alignment of 
images and icons throughout the interface. 
 

5. Interactive Elements 

Buttons: Design buttons that are visually distinct and clearly indicate their 
purpose, using color, shape, and text. 

Forms: Create intuitive and accessible forms with clear labels, input 
fields, and error messages. 

Navigation: Design navigation elements, such as menus, breadcrumbs, 
and links, that facilitate easy exploration and interaction. 
 

6. Motion and Animation 

Transitions: Use smooth transitions and animations to provide visual 
feedback and guide users through changes in the interface. 

Microinteractions: Incorporate subtle animations for interactive elements 
like buttons and checkboxes to enhance user engagement. 

Purposeful Motion: Ensure that motion and animation serve a functional 
purpose and do not distract or overwhelm users. 
 

7. Consistency and Branding 

Style Guide: Establish a comprehensive style guide that defines visual 
elements, including typography, color, and iconography, to ensure 
consistency across the interface. 

Brand Integration: Incorporate brand elements, such as logos, colors, 
and typography, to reinforce brand identity and create a cohesive user 
experience. 

User Experience (UX) Considerations: Prioritize usability and 
accessibility in interface design, ensuring that elements are intuitive and 
accessible to all users. 
 

By carefully composing these elements and adhering to principles of 
design consistency, hierarchy, and usability, designers can create 
interfaces that are visually appealing, user-friendly, and aligned with 
brand identity and objectives. 

2.5 UI DESIGN PROCESS 

The process of creating amazing and aesthetic UI design is called the UI 
design process. The UI design process generally includes a few steps 
that make designing enjoyable. Having a perfect blend of great user 
experience and aesthetic user interfaces makes the product distinct and 
stand out. 
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6 Easy Steps of the UI Design Process : 

To make the interface more engaging to the user, a UI is much needed 
for a product and for that UI Design is important. UI Design is part of a 
Software Development Process that is created after deep research on 
Users by various teams of Designers and developers. Every designer has 
their own process of creating a UI Design but below we have discussed 
the blueprint of all the process that is considered by every designer. 

Step 1: Concept Sketching  

As the name suggests, it is purely focused to get started with the idea. 
Concept sketching includes rough sketches, rough screen flows, and 
drawings that really help to set up the design concept and foundation for 
an achievable solution. As humans we started with dotted alphabets to 
start writing, so we are quick in drawing out ideas on paper using 
pen/pencil. This way concept sketching helps to get high-level ideas 
from the top of your mind. Concept drawings in the UI design process 
are acceptable to be in the roughest form and don’t need to be pixel-
perfect.  
Drawing rough sketches and putting out ideas on paper has the highest 
flexibility to incorporate changes without hampering time and cost. 

Benefits of Concept Sketching: 

 Helps start off with the design, and get the ideas on the table. 

 Helps to visualize screens  

 Encourage team collaboration, as everyone comes together to give out 
ideas. 

 Clarify important features and requirements 

 Understand most baseline tasks, and user needs 

 Allows quick changes and iteration over design 

 Very cost and time efficient  

 

Step 2: Wireframing 

After the concept sketching is done, the designer got some ideas around 
the solution. Now it’s time to start with wireframing. Wireframes are 
created before actually jumping on the final UI design. This step of the 
process focuses on giving shapes to the rough ideas we collected from 
concept sketching. While wireframing we add text, sample relatable 
images, and dummy content such as lorem ipsum. Can we effectively do 
it using the help of your design system wireframing kit, or any other kits 
to avoid doing everything from scratch? There are plenty of freely 
available UI kits in Figma that one could use.  
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Benefits of Wireframing: 

 Helps refine ideas. 

 Helps to visualize the layout and elements of the screen 

 A fast and cost-efficient way of designing and getting feedback 

 Helps in presenting ideas among stakeholders 

 Encourages elimination of irrelevant components and ideas in design 

Tools that can be used: 

 Figma 

 Existing UI kits 

 Balsamiq tool 

 

Step 3: Templatization 

It includes creating components for multiple atomic elements like 
buttons etc. Templatization and component creation can be done on 
design tools for better sharing and collaboration within different cross-
functional teams. It creates consistency among elements.  

Component creation majorly deals with following thing: 

 Designing CTAs, and their states such as hover, pressed, disabled, and 
normal state.  

 Introduction complex elements like tables and lists that includes 
numbered list, bulleted list. 

 Card, Menus, Forms and navigation drawers 

All these components are created by adding images, graphics text, and 
other placeholders. Components have different variants as well, such as 
for a CTA button there can be variants like outlines CTA, ghosted CTA, 
and filled CTA.  

Benefits of Templatization: 

 Spread consistency across designs 

 Helps to test the layout 

 Encourages testing of product’s usability 

 Helps discover usability and accessibility issues 

 Helps in cross-functional team collaboration by taking engineering 
inputs on design 

 Responsive problems can also be determined 

 Allows sharing design 
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Tools that can be used: 

 Figma 

 Sketch 

 Adobe XD etc 

Step 4: Creating Flows  

This step includes creating user flows and task flows. With this step, we 
decide on different tasks a user would do and how they would do them. 
Flow creation is all about matching the user’s mental model with the 
conceptual model of the product being created. We create conceptual 
models to ease users in performing a specific task. To perform that task, 
there are certain paths, containing touchpoints and sub-tasks through 
which the user crosses to accomplish the goal. At various 
touchpoints(screens) a user would interact and get some response on 
making some action. To verify whether the whole funnel makes sense to 
a user and whether the product is working as expected we create flows. 

Things that designers should question themselves while laying out 
tasks and path to complete a task: 

 What screens would the user be interacting with? 

 What would happen if a user clicked? 

 Where would they land after clicking? 

This step is all about understanding users’ needs and their mental 
models. So basically taking wireframes and connecting them as a flow, 
would help complete a specific task. A designer would create task flow 
diagrams, and flow charts. To lay out different steps needed to complete 
a task in the most efficient manner without getting lost. 

For example: To complete the purchase of shoes, screens that a user 
would probably interact with can be: 

 Product page or Wishlist page 

 Checkout Page 

 Payment page 

 Confirmation 

Here all these screens are the interactions a user would interact with 
called the task flow, in order to complete a purchase that is a task. 

Benefits of Creating Tasks: 

 Helps visually complete user journey 

 Helps test flow and screens that user would interact with 
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 Check click counts for reaching the end state 

 Shows missing states and steps 

 Shows a complete navigation scheme. 

 The diagram helps map entry, exit, and decision-making points. 

Step 5: Designing High-Fidelity Mockup 

This step is to exactly design the screens as they would appear in the 
final product. Close to the pixel-perfect design, using all the work and 
data collected from previous steps. Here in this step, we add all the final 
text copies, graphics, icons, and images to the design. It is the step where 
all the colors, fonts, and aesthetics are added to the screens. Once 
designing is finished, screens are shown to the stakeholder to get their 
feedback. Any changes or a/b testing variants are decided based on the 
review. Final mockups are also used in usability testing. Another 
important thing in this step is that, as designs are finalized, assets like 
images, text or translations, icons, and illustrations, etc are shared with 
developers.  

Benefits of High-fidelity Mockups: 

 Creates design consistency  

 Represents a brand  

 Showcase the pixel-perfect aesthetics of interfaces 

 Green signal to present your work in front of stakeholders 

 Encourages feedback on the final product 

Tools that can be used: 

 Figma or Adobe XD for designing 

 Slack or google meet for communication 

 Google Drive or Dropbox for file sharing 

Step 6: Prototyping 

Called the No-code final version of the product. This step connects 
everything together, to mimic the final developed product. Adding 
interactions, transitions, and animations to the final static screens. 
Prototyping helps to check products’ overall look, feel, and behavior. 
This helps in testing the final product from both designer’s and 
developer’s perspectives. Prototyping includes adding action states, 
target points, and all important interactions needed in the product. 
For example, Show buttons(target points), when clicked take the 
user to some screen. 
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It gives a semi-real simulated environment as all the flows and screens 
are linked together. Once a prototype is tested and has a green flag to go 
ahead, designs are handed over to the developers. Development work 
fires up to make the product live soon. 

Benefits of Prototyping: 

 Ensures everything works before starting with dev work 

 Encourages cross-functional teams to sign off on the design 

 Let the teams check the final behavior of the product 

Tools that can be used: 

 Figma or Adobe XD for prototyping 

 Slack or google meet for communication 

 Google Drive or Dropbox for file sharing 

2.6 VISUAL COMMUNICATION DESIGN COMPONENT 
IN INTERFACE DESIGN 

Visual communication design plays a crucial role in interface design by 
effectively conveying information, guiding user interactions, and creating 
engaging user experiences. Here are some key components of visual 
communication design in interface design: 

1. Visual Elements 

1.1 Typography: 

 Font Selection: Choose fonts that align with the brand and enhance 
readability. 

 Hierarchy: Use variations in font size, weight, and style to establish a 
clear hierarchy of information. 

 Whitespace: Utilize space around text elements to improve legibility 
and create visual balance. 

1.2 Color: 

 Color Scheme: Select a cohesive color palette that reflects the brand 
identity and sets the mood of the interface. 

 Contrast: Ensure sufficient contrast between text and background 
colors for readability and between interactive elements to indicate 
affordance. 

 Visual Feedback: Use color changes to provide feedback on user 
actions, such as highlighting selected items or indicating errors. 
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1.3 Imagery and Icons: 

 Images: Incorporate relevant images or illustrations to support content 
and enhance visual appeal. 

 Icons: Use icons to represent actions, categories, or concepts in a 
visually concise manner, improving navigation and usability. 

 Consistency: Maintain consistency in style, size, and alignment of 
images and icons throughout the interface. 

2. Layout and Composition 

2.1. Grid Systems: 

 Organizational Framework: Establish a grid layout to organize 
content and maintain visual consistency. 

 Alignment: Ensure alignment of visual elements to create a cohesive 
and harmonious layout. 

 Visual Hierarchy: Arrange elements to guide users' attention and 
emphasize important information. 

2.2. White Space: 

 Breathing Room: Utilize white space strategically to create balance, 
improve readability, and focus user attention on key elements. 

 Content Separation: Use white space to visually separate different 
sections of the interface and reduce cognitive overload. 

3. Motion and Interaction 

3.1. Transitions and Animations: 

 Smooth Transitions: Use subtle animations to provide visual 
continuity between different states or screens, enhancing user 
experience. 

 Microinteractions: Incorporate small, purposeful animations for 
interactive elements like buttons and menus to provide feedback and 
improve user engagement. 

3.2. User Feedback: 

 Visual Feedback: Employ visual cues such as color changes, hover 
effects, and animation to provide immediate feedback on user 
interactions, reinforcing user actions and reducing uncertainty. 

 Error States: Clearly communicate error states through visual cues 
and messages to guide users in resolving issues effectively. 
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4. Branding and Consistency 

4.1. Brand Integration: 

 Brand Elements: Incorporate brand elements such as logos, colors, 
and typography to reinforce brand identity and create a cohesive user 
experience. 

 Consistency: Maintain consistency in visual design elements across the 
interface, ensuring a unified and recognizable brand presence. 

4.2. Style Guides: 

Design Guidelines: Establish comprehensive style guidelines that define 
visual elements, including typography, color, spacing, and interaction 
patterns, to ensure consistency and coherence throughout the interface. 

2.7 SUMMARY 

Visual communication design in interface design goes beyond aesthetic 
considerations; it plays a fundamental role in shaping user perceptions, 
facilitating interactions, and ultimately contributing to the success of the 
user experience. By leveraging visual elements effectively and aligning 
them with user needs and brand objectives, designers can create interfaces 
that are not only visually appealing but also intuitive, engaging, and 
impactful. 

2.8 QUESTIONS  

1. Explain active elements of Interface Design 

2. Explain UI design Process 

3. List out various visual communication design component in interface 
design. 

2.9 REFERENCE 

1. https://www.oreilly.com/library/view/designing-interfaces-
3rd/9781492051954/ch04.html 

 

2. https://www.cs.umd.edu/~atif/Teaching/Spring2011/Slides/8.pdf 
 

3. https://supercharge.design/blog/visual-communication-for-ui-
designers 

 

4. https://www.geeksforgeeks.org/software-engineering-user-interface-
design/ 
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3 
UI/UX DESIGN 

Unit Structure : 

3.0  Objective 

3.1  Introduction 

3.2  Introduction to UX 

3.3  UX Basics: Foundation of UX design,  

3.4  Good and poor design,  

3.5  Understanding Your Users,  

3.6  Designing the ExperienceElements of user Experience, 

3.7  Visual Design Principles,  

3.8  Functional Layout,  

3.9  Interaction design,  

3.10  Introduction to the  Interface 

3.11  Navigation Design,  

3.12  User Testing,  

3.13  Developing and Releasing Your Design 

3.14  Summary 

3.15  Reference for further reading 

3.16  Unit End Exercises 

3.0 OBJECTIVE 

● To understand user work that the design is to support contextual 
analysis to make sense of the raw contextual inquiry data 

○ requirements extraction 

○ design-informing modeling 

○ conceptual and detailed design 

○ establishing user experience goals, metrics, and targets 

○ building rapid prototypes 

○ performing formative user experience evaluation 

○ Iterative interaction design refinement. 

● To Understand the good and poor design 

● To learn the navigation design 

● To understand interaction design and functional layout. 



  

 

UI/UX Design 

28 

3.1 INTRODUCTION 

● User experience (UX) design is the method of designing productive, 
efficient, highly usable, inclusive, and even delightful experiences for 
human beings.  

● In the circumstance of the field of UX design, this typically relates to 
digital product experiences meaning mobile apps and websites. 

● In a simple way, UX design is the process of designing great digital 
product experiences that work properly for the people who use those 
products. 

● UX designers are understanding critical thinkers and creative problem 
solvers who: 

● Take some time to understand what people actually need in a 
digital product experience 

● finding problems and pain points in the user experience 

● Design to meet users’ requirement and solve problems and pain 
points 

● Design in ways that also meet business requirement and constraints 

● Test and iterate on their designs to make sure that the experience 
continuously evolves to meet users’ needs.  

● In short, this means that UX designers spend their time: 

● Managing user research 

● Synthesizing their research and extracting or searching 
actionable insights 

● Meeting with stakeholders to know their priorities and any 
constraints that affect the project (budget, deadlines, etc.) 

● Leading workshops and creating key system that help 
communicate insights and cultivate empathy across their team 
and the company as a whole 

● Processing user research and business needs into their work as 
they use any variety of design tools to build wireframes and 
prototypes 

● Test their prototypes to make sure that their design solutions 
actually work well 

3.2 INTRODUCTION TO UX 

● UX design believes the elements that give shape a user’s experience 
with a product or service, how these elements make the user look and 
feel, and how easy it is to fullfill their desired tasks. 

● This means anything from how a physical product feels in our hand to 
how straightforward the checkout process is when purchasing 
something online.  
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● The main idea of UX design is to create easy, efficient, relevant, and 
all-around pleasant experiences for the user. 

● UX designers unite market research, product development, strategy, 
and design to create seamless user experiences for products, services, 
and processes. 

● They formed a bridge to the customer, helping the company to better 
understand and fulfill their requirements and expectations. 

● Difference between UI and UX 

 

Table 1 Difference between UX & UI 

3.3 UX BASICS: FOUNDATION OF UX DESIGN 

● User experience (UX) refers to the user’s expedition when interacting 
with a product or service.  

● UX design is the process of creating products or services that give 
meaningful experiences for users, involving many different areas of 
product development including branding, usability, function, and 
design.  

● UX design is to acknowledge the entire process or journey a user 
experiences when interacting with a product or service.  

● How is the user explained to the service or product through 
advertising, blogs, or something else? What kind of interaction does 
the user have with the brand? How does the user sense after the 
interaction? All of these questions and more are key thoughts within 
UX design.  

● A UX designer’s main goal is for each user to have a pessimistic 
interaction with a product or service. Whether the interaction solves a 
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problem, provides entertainment, or helps the user find wrong 
information, the experience should leave the user feeling fulfilled. 

UX Principles 

1. Focus on the user: There is no UX without users, so it’s important to 
add them at the forefront of the design process. consider a user 
centered design process, where the first step is to research your public 
to find out their needs, requirements, goals, pain points and mental 
models. 

2. Put usability first: Usability is a big part of UX. It calculate the ease 
of which a specific user can carry out a task within your product or 
service. Good usability means that users should be able to accomplish 
their actions accurately and effectively, performing tasks quickly while 
meeting their needs and expectations. 

3. Create consistency: Although it may be appealing to design a product 
that is totally unique and creative, consistency is a key principle of 
good UX design. As Law of Internet UX states: "Users spend most of 
their time on other sites. This means that users like your site to work 
the same way as all the other sites they already know." 

4. Use visual hierarchy: Visual hierarchy is one of the main principles 
of visual design. A clear visual hierarchy directed a user’s eye to the 
most important elements on a page. By using design principles like 
scale, color and contrast, you can guarantee the key elements of the 
page stand out. A good visual hierarchy will enable a user to navigate 
the page, understand its content, lower friction points and improve the 
usability of the product or service. 

5. Give the user control: Great UX design provides users a level of 
freedom when using a product or service. Give users the control to 
correct mistakes or if they change their mind, permit them the option 
to go back, cancel, close or undo any work.   

6. Design for Accessibility: ‘Accessibility’ is the bound to which users 
can understand, navigate and interact with a product regardless of their 
level of vision, hearing, cognition or physical movement. Designing 
for accessibility means designing for those with accessibility needs 
which consist of physical, visual, auditory or learning,cognitive needs. 

3.4 GOOD AND POOR DESIGN 

● Good design is functional, visually best, and effective, while bad 
design can be confusing, misleading, and unattractive. 
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Fig. 1 The Difference Between Good Design and Bad Design 

Functionality GOOD DESIGN serves a 
purpose and effectively 
communicates a message. 
It solves a problem or 
meets a need, whether 
that's to sell a product, 
educate the viewer, or 
entertains. 

BAD DESIGN, on the 
other hand, often lacks 
a clear purpose and can 
be difficult to 
understand. 

Visually 
Pleasing 

GOOD DESIGN is 
visually pleasing and 
creates a sense of 
harmony and balance. It 
uses color, typography, 
and composition 
effectively to create a 
cohesive look. 

BAD DESIGN is often 
visually cluttered and 
unbalanced, making it 
difficult for the viewer 
to focus on the 
important information 

Effective GOOD DESIGN is 
effective in achieving its 
goals. It captures the 
viewer's attention, 
conveys its message, and 
elicits a desired response. 

BAD DESIGN often 
fails to achieve its goals 
and can even be 
misleading or 
unattractive 

Accessibility GOOD DESIGN is 
inclusive and accessible 
to all viewers, regardless 
of their abilities. It uses 
appropriate contrast, font 
sizes, and images to 
ensure that everyone can 
understand the 
information 

BAD DESIGN can be 
exclusionary, making it 
difficult or impossible 
for certain viewers to 
access the information. 
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3.5 UNDERSTANDING YOUR USERS 

● Operative user experience starts with a good understanding of users. 
Not only do you want to know who they are, but you want to plunge 
endlesser into understanding their motivations, intelligence, and 
behavior.  

● This endless insight into your users will help you keep your product 
focused on delivering a great experience. But how do we know what 
the users really need? 

● In today's rapidly growing digital landscape, creating exceptional user 
experiences has become paramount for businesses to succeed.  

● User Experience (UX) design plays an important role in crafting 
interfaces that are intuitive, engaging, and delightful for the users. 
However, before looking into the world of UX design, it is imperative 
to know the user at aendlesser level. By gaining insights into their 
needs, motivations, and behaviors, designers can create valuable 
experiences that really resonate with their target audience. 

Defining User Experience Design 

● User Experience design comprises the process of enhancing user 
satisfaction by improving the usability, accessibility, and overall 
pleasure derived from interacting with a product or service.  

● It contains a multidisciplinary approach that combines elements of 
psychology, design, and technology.  

● At its core, UX design is immersed in understanding users' goals, 
preferences, and pain points to create inherent and engaging interfaces. 

The User-Centered Design Approach 

● User centered design is the building block of effective UX design. It 
places the user at the heart of the design process, underlining the 
importance of empathizing with their experiences, expectations, and 
frustrations.  

● By following this approach, designers can develop products and 
services that align with users' needs, eventually leading to increased 
customer satisfaction and loyalty. 

Gaining User Insights 

● Understanding the user begins with research study. Conducting user 
research study through methods such as surveys, interviews, and 
usability testing enables designers to gain valuable insights into the 
target audience.  
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● This research helps observing user demographics, preferences, 
behaviors, and pain points, forming the basis for informed design 
decisions. 

● Every user has a unique requirement, and catering to these needs is 
crucial for a successful UX design. By knowing their motivations, 
designers can align the product's features, functionality, and aesthetics 
to fulfill user expectations.  

● User image, created based on research findings, aids in visualizing the 
target audience and their characteristics, allowing designers to 
empathize with them effectively. 

Improving Usability and Accessibility 

● Usability and accessibility are main and essential pillars of UX design. 
An endless understanding of the user enables designers to optimize the 
interface's usability, making it intuitive, efficient, and easy to navigate. 

● Additionally, accessibility considerations make sure that individuals 
with disabilities can access and use the product or service, nurturing 
inclusivity and widening the user base. 

Enhancing Emotional Connections 

● Behind the functionality, successful UX design taps into users' 
emotions. By understanding and knowing the user's aspirations, 
frustrations, and desires, designers can create experiences that bring 
positive emotions and form strong emotional connections.  

● These emotional bonds foster loyalty and motivate users to advocate 
for the product or service. 

Iterative Design and Continuous Improvement 

● Understanding the user is an ongoing process throughout the design 
process. Continuous feedback loops, user testing, and data analysis 
provide designers with insights into how users depend on their 
creations.  

● This feedback power iterative design, allowing for continuous 
improvement and optimization based on real-world user experiences. 

● User experience design is not simply about creating visually attractive 
interfaces; it's about creating meaningful and delightful experiences 
that leave a lasting influence on users. To fulfill this, understanding the 
user is paramount.  

● By empathizing with their requirements, motivations, and behaviors, 
designers can pursue experiences that resonate with their target 
audience.  

● Investing time and hardwork in understanding the user upfront sets the 
stage for successful UX design, resulting in products and services that 
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truly enrich users' lives. So, remember, before you enter on your next 
UX design journey; always start by unlocking the power of 
understanding the user as the key to opening exceptional user 
experiences. 

3.6 DESIGNING THE EXPERIENCE ELEMENTS OF 
USER EXPERIENCE 

The five elements of UX 

● The elements of the user experience which are dependent on each 
other, and there are five types of elements.  Each level builds on the 
level before it, and they start with an abstract level toward a concrete 
one (like from bottom to top).  

 

Fig. 2 The five elements of UX 

Strategy 

 

Fig. 3 Strategy 

● The first layer is strategy. Before making any product, it is necessary 
to come up with the idea and the reason why we are doing this. 
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● Think about why you create the product, who you are doing it for, why 
people want to use it, and what issues will it solve.  

● The goal is to define both business objectives and user needs.  

The key questions to answer during this strategy phase: 

1. What should this product accomplish for the business? 

2. How does this product fit with the company’s business strategy? 

3. Why do customers use a product like this one? 

4. What do customers complain about most often? 

● To do this, business owners normally go through the Strategic 
Research Process.  

● It involves interviews with users and stakeholders as well as market 
research to study current competing products and companies.  

Scope 

 

Fig. 4 Scope 

● After strategy, the next step of UX design is defining the functional 
and content requirements.  

● Functional Requirements. There are requirements about the 
functional part of the application or its features. These requirements 
cover how the features work with each other and how they collaborate. 
These features are what users require to reach their goals.  

● Content Requirements.These consist of all the information that we 
need to provide value. This information includes text, images, video, 
audio, etc. it is important to define the content to be able to assess the 
size of the project and how much time it will take to finish it.  
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Structure 

 

Fig. 5 Structure 

● This phase defines how users link with the product, how the system 
handles, and how everything is organized and prioritized.  

● There are two key components that define the structure of the product:  

Interaction Design & Information Architecture. 

● Interaction Design defines how users can interrelate with the product 
and how the system reacts to these actions. It strives to create 
meaningful relationships between people and the products they are 
using it.  

A good Interaction design: 

1. Communicates interactivity and functionality 

2. Reveals simple and complex workflows 

3. Informs users about state changes 

4. Prevents errors 

Interaction design has four main principles:  

1. Consistency helps people use what they know 

2. Visibility of opportunities promotes interaction 

3. Learning becomes easier with accurate predictions 

4. Feedback facilitates learning 

● Information Architecture defines the arrangement of content 
elements and the way they are organized to accelerate human 
understanding.  

● A good Information Architecture organizes, categorizes, and 
prioritizes the information based on people’s requirements and 
business plan. It makes it easier to known how to move through the 
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presented information, it is appropriate for the audience, and it is 
flexible to accommodate growth.  

● Types of Information Architecture: 

1. Hierarchical Tree :- A standard structure with an index page and a 
sequence of sub pages 

2. Nested List :- linear path for a person to traverse to more detailed 
content 

3. Filtered View :- enables people to create an alternative view from a 
specific information set 

4. Hub & Spoke :- users traverse from a Central Index 

5. Bento Box :- displays parts of related content on the main screen 

Skeleton 

 

Fig. 6 Skeleton 

● The succeeding element of user experience is the Skeleton.  

● The Skeleton of a product is what the user sees on the display: the 
presentation of the app or website, the arrangement of all its portions, 
and what makes the user communicate with the functionality of the 
system.  

● This phase usually contains wireframing. It encompasses drawing 
overviews of the products and creating sketches that help understand 
what an app will look like.  

● A wireframe is a very easy sketch that is also called page architecture 
or a page schematic. 

● Skeleton is usually divided into three components: Interface Design, 
Navigation Design, and Information Design.  
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● Interface Design is about presenting and arranging all the elements to 
make the system highly operative and enable users to interact with it.  

● Navigation Design is about the ways to traverse through the data 
using the interface.  

● Information Design defines the presentation of information in a way 
that makes it simple to understand.  

Surface 

 

Fig. 7 Surface 

● The Surface of the product decides how it will look and what 
typography, visual elements, colors, and layout to choose.  

● Everything created in Surface is conveyed to communicate and 
improve understanding of all the elements on the screen. This is 
accomplished by choosing the right fonts, colors, visuals, etc.  

● The Surface is created by a variety of graphical techniques: layout, 
typography, color, imagery, sequencing, and visual identity.  

● This phase has a component called Visual Design. It is occupied with 
the visual appearance of content, and it is supposed to give users clues 
about what they can do and how they can interact with this content.  

3.7 VISUAL DESIGN PRINCIPLES 

● This defines 5 visual design principles that impact UX: 

1. Scale 

2. Visual hierarchy 

3. Balance 

4. Contrast 

5. Gestalt 
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1. Scale 

● This principle is generally used with almost every good visual design 
that takes advantage of it. 

● The principle of scale: Using comparable size to signal importance and 
rank in a composition 

2. Visual Hierarchy 

● A layout with a good visual hierarchy will be easily understood by the 
users. 

● The principle of visual hierarchy: directing the eye on the page so 
that it attends to different design elements in the order of their 
importance. 

3. Balance 

● Balance is like a seesaw so instead of weight, you are balancing design 
elements. 

● The principle of balance: A fulfilling arrangement or proportion of 
design elements. Balance occurs when there is an uniformly 
distributed amount of visual signal on both sides of an imaginary axis 
going through the middle of the screen. This axis is frequently vertical 
but can also be horizontal. 

3. Contrast 

● Contrast is another often used principle that makes certain parts of 
your design stand out to your users. 

● The principle of contrast: The closeness of visually dissimilar 
elements in order to convey the fact that these elements are different. 

5. Gestalt Principles 

● These are a set of principles that were formed in the early twentieth 
century by the Gestalt psychologists. They capture how humans make 
sense of images. 

● Gestalt principles: Principles that show how humans simplify and 
organize complex images that consist of many elements, by inner 
arranging the parts into an organized system that creates a whole, 
alternatively interpreting them as a series of disparate elements.  

3.8 FUNCTIONAL LAYOUT 

● Layout refers to how visual design elements are organized properly on 
a page.  

● To create effective layouts, designers choose hierarchy, balance, and 
other visual design principles. 
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Common Layouts 

Standard patterns and existing products are helpful sources of originality 
for designing layouts. Common layouts use visual design and Gestalt 
principles. 

Common web layouts are: 

1. Grid 

A grid layout works fine for designs that have a lot of the same elements, 
such as the course catalog page. There are many cards, as each describes a 
course. putting the cards on a grid keeps them organized and enables users 
to easily scan them. 

 

Fig. 8 Grid Layout 

2. Split 

A split screen layout is a good choice for dividing a page into two distinct 
sections. This page is divided into information (left side) and action (right 
side). 

 

Fig. 9 Split Layout 
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3. Single Column 

A single-column layout can work fine for text heavy pages. The article 
text is displayed in a broad column that takes up most of the page. 

 

Fig. 10 single-column layout 

3.9 INTERACTION DESIGN 

● Interaction design is a process of producing human to computer 
interfaces (in short HCI) that feel human-like. Interactive digital 
products create this “human” connection by giving feedback to the 
end-users.  

● This feedback can be via a scroll-provoked animation, clicked state of 
a button or transition to another page. 

● A good use of interaction design successfully show to positive user 
experiences, including: 

● Greater product satisfaction 

● Deeper usability comprehension 

● Faster learnability 

● A endlesser personal connection 

● Increased likelihood of repeated use 

3.10 INTRODUCTION TO THE  INTERFACE 

● User interface (UI) design is the process designers use to construct 
interfaces in software or computerized devices, pointing on looks or 
style.  

● Designers objective to develop interfaces which users find easy to use 
and enjoyable.  



  

 

UI/UX Design 

42 

● UI design refers to graphical user interfaces and other forms, for 
example, voice-controlled interfaces. 

● User interfaces are the access points where users link with designs. 
interface come in three formats: 

 

Fig. 11 User Interfaces for Users 

1. Graphical user interfaces (GUIs):  

Users interact with visual representations on the digital control boards. A 
computer's desktop is a GUI. 

2. Voice-controlled interfaces(VUIs):  

Users interact with these through their voices. Most smart assistants, 
Example Siri on iPhone and Alexa on Amazon devices are VUIs. 

3. Gesture-based interfaces: 

Users engage with 3D design spaces through bodily motions—e.g., in 
virtual reality (VR) games. 

3.11 NAVIGATION DESIGN 

● Navigation design is the direction of creating, analyzing and 
implementing ways for users to traverse through a website or app. 

● Navigation plays an essential role in how users interact with and use of 
products.  

● It is how users can get from point A to point B and even point C in the 
minimal frustrating way possible. 

● To make these very best interactions, designers employ a combination 
of UI patterns including links, labels and other UI elements.  

● These patterns provide relevant information and make interacting with 
products easier. 

● Good navigation design can: 

● Enhance a user’s understanding 

● Give them confidence using your product 

● Provide credibility to a product 
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● The kind of navigation design is one which encourages usability. Poor 
navigation will result in lesser no. of  users for your product and this is 
why navigation design is central to user experience design. 

● Navigation design is complicated and there are many design patterns 
to select from when enhancing the user experience. A design pattern is 
a general and reusable concept to a problem. 

● No single pattern is certainly better than the other. Each pattern that 
you use in your product will have to be precisely considered and tested 
before implementation. 

● This guarantees that the navigation pattern chosen is right for the 
product but more importantly that it is right for users. 

3.12 USER TESTING 

● UX testing, also known as usability testing, is the process of testing a 
product on real or representative users. 

● UX stands for user experience and it explains the overall quality of the 
experience a user has with a product, service or brand.  

● A good user experience is intuitive, straightforward and friction-free 
allowing the user to complete their tasks with calmness. 

● UX testing assesses the UX of a product or service. During a 
UX/usability test, the test participants are asked to complete specific 
tasks.  

● This enables the designers and researchers to assess how easy it is for 
the user to complete those tasks without any prior knowledge of the 
product.  

● This gives great insight into how usable and inherent the current 
design is and enables the UX team to quickly find usability issues. 

● The importance of UX testing  

○ Gain aendlesser understanding of your target users, including how 
they behave when interacting with your product or service. 

○ Ensure that your designs function as intended and actually meet 
your customer's requirements. 

○ Spot problems with the user experience and fix them sooner rather 
than later 

○ Identify areas for improvement and opportunities for innovation 
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3.13 DEVELOPING AND RELEASING YOUR DESIGN 

Below steps show the development and releasing of design 

Step 1: Start with User Research 

During user research, base on users, including their needs, wants, goals, 
motivations, and behaviors. 

UX research methods can employ at this stage: 

● Usability testing 

● User interviews and surveys 

● Card sorting 

● Benchmark testing 

Step 2: Analyze the Data 

The information gather during the research stage and filter it into 
important elements that will help you optimize your designs. 

Compile data into two main elements: user personas and user journey 
maps. 

User Personas 

User personas are fictional but pragmatic representations of your typical 
users. 

User Journey Maps 

Journey mapping is the process of creating a step by step visual depiction 
of the way a user interacts with a website as they travel toward their end 
goal. 

Step 3: Design 

In this phase, UX and UI designers work jointly to create the website or 
application. 

● Sketching  

● Wireframing 

● Creating the Prototype 

● Design Specifications 

● Creating the UX Design Systems 
 

Step 4: The Validation Stage (User Testing) 

● During this step, designers find whether or not their website or app 
works for their users. The validation stage will uncover some of the 
most important flaws in the website or app, and the feedback designers 
get during this step helps them continually filter the UX and UI. 
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Step 5: Release and Implementation of the UX Design Process 

After the research, testing, and refinement, it's time for the huge moment: 
Releasing your website, app, or page. 

3.14 SUMMARY 

● User experience (UX) design is the process of designing effective, 
efficient, highly usable, inclusive, and even delightful experiences for 
human beings. 

● User experience (UX) refers to the user’s journey when interacting 
with a product or service. UX design is the process of creating 
products or services that provide meaningful experiences for users, 
involving many different areas of product development including 
branding, usability, function, and design. 

● Interaction Design defines how users can interact with the product and 
how the system responds to these actions. 

● Information Architecture defines the arrangement of content elements 
and the way they are organized to facilitate human understanding. 

● Navigation design is the discipline of creating, analyzing and 
implementing ways for users to navigate through a website or app. 

3.15 REFERENCE FOR FURTHER READING 

1. A Project Guide to UX Design: For user experience designers in the 
field or in the making (2nd. ed.). Russ Unger and Carolyn Chandler. 
New Riders Publishing, USA, 2012 

2. The UX Book Process and Guidelines for Ensuring a Quality User 
Experience, Rex Hartson and Pardha S. Pyla, Elsevier, 2012. 

3.16 UNIT END EXERCISES 

1. What is UX? Explain the difference between UX and UI? 

2. What are the the five elements of UX? 

3. Defines 5 visual-design principles that impact UX. 

4. Explain the UX functional design and navigation design. 

5. Explain the process of developing and releasing UX design? 
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4  
DESIGN TOOLS 

Unit Structure : 

4.0  Objectives 

4.1  Introduction 

4.2  Interviews 

4.3  Writing Personas: User and Device Personas 

4.4  User Context 

4.5  Building Low Fidelity Wireframe and High-Fidelity Polished 
Wireframe 

4.6  Creating the working Prototype using Prototyping tools 

4.7  Sharing and Exporting Design 

4.8  Summary 

4.9  References 

4.0 OBJECTIVES 

At the end of this unit, the student will be able to  

 Understand the need of user and device personas for creating UI/UX 
design for software’s. 
 

 Illustrate the concept of low fidelity and high fidelity wire frame 

 Demonstrate the tools of personas and wireframe 

 Explain the concept of prototype  

4.1 INTRODUCTION 

1. In today's digital age, where user experience reigns supreme, the role 
of UI/UX design tools is more crucial than ever. These tools serve as 
the backbone of creating intuitive, engaging, and visually appealing 
interfaces that resonate with users. 

2. Imagine navigating a website or mobile app seamlessly, effortlessly 
finding what you need, and enjoying the process. This is the essence of 
effective UI/UX design, and behind every successful design lies a suite 
of powerful tools. 
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4.2 INTERVIEWS 

When conducting interviews specifically for UI/UX design purposes, the 
focus shifts towards gathering insights that directly inform the user 
interface and user experience decisions. Here’s how to approach 
interviews in the context of UI/UX design: 

1. Define Interview Objectives 

 UI/UX Goals: Determine what aspects of the interface or experience 
you need to explore or improve. 

 User Insights: Seek to understand user behaviors, preferences, pain 
points, and expectations related to the interface. 

2. Selecting Participants 

 User Profiles: Choose participants who match your target audience 
demographics and characteristics. 

 Variety: Include users with different levels of experience with similar 
products or interfaces. 

3. Prepare Interview Questions 

 Focused on UI/UX: Ask about interface usability, visual appeal, 
navigation preferences, and overall user experience. 

 Scenario-based: Pose questions that relate to specific tasks or 
scenarios users might encounter. 

 Feedback on Existing Design: If applicable, gather feedback on 
current or prototype designs. 

4. Choosing the Interview Format 

 In-Person or Remote: Depending on feasibility and preference, 
conduct interviews face-to-face or via video calls. 

 Moderated Sessions: Ensure a moderator to guide the conversation 
and probe deeper into responses. 

5. Creating an Interview Guide 

 Introduction: Provide context about the project and interview 
objectives. 

 Core Questions: Focus on usability, aesthetics, functionality, and 
overall user satisfaction. 

 Follow-up Probes: Include prompts to dig deeper into user responses 
and reasoning. 
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6. Conducting the Interview 

 Engage Actively: Listen attentively and observe non-verbal cues (if 
in-person). 

 Demo Prototypes: If available, showcase prototypes or design 
concepts to gather specific feedback. 

 Note-taking: Document key insights, user quotes, and observations 
during or immediately after the interview. 

7. Analyzing and Applying Insights 

 Identify Pain Points: Highlight areas where users struggle or express 
dissatisfaction. 

 Validate Assumptions: Confirm or adjust design decisions based on 
user feedback. 

 Iterative Design: Use insights to iterate on designs, improving UI 
elements and overall user experience. 

Tools for UI/UX Interviews: 

 Screen Sharing: Zoom, Google Meet, Microsoft Teams for remote 
interviews. 

 Prototyping Tools: Figma, Sketch, Adobe XD for demonstrating 
designs. 

 Feedback Capture: Tools integrated with design platforms to gather 
and manage user feedback. 

Tips for Effective UI/UX Interviews: 

 Focus on User Goals: Understand how users interact with the 
interface to achieve their objectives. 

 Contextual Inquiry: If possible, observe users in their natural 
environment to understand real-world usage scenarios. 

 Empathy and Understanding: Put yourself in the user’s shoes to 
grasp their perspective and challenges effectively. 

By conducting thoughtful UI/UX interviews and integrating user feedback 
into the design process, you can create interfaces that are intuitive, user-
friendly, and aligned with user expectations and needs. 

4.3 WRITING PERSONAS: USER AND DEVICE 
PERSONAS 

Writing personas is a critical step in UI/UX design as it helps create a 
user-centered approach by defining representative users and their 
characteristics. Here’s a structured approach to writing personas 
specifically for UI/UX design: 
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1. Gather User Research Data 

 User Interviews: Conduct interviews to gather insights into users’ 
goals, behaviors, needs, and pain points. 

 Surveys and Analytics: Supplement interviews with quantitative data 
to validate findings. 

2. Identify Patterns and Themes 

 Segment Users: Group users based on common characteristics such as 
demographics, behaviors, and goals. 

 Identify Pain Points: Highlight common challenges or frustrations 
users experience. 

3. Create Persona Profiles 

 Name and Title: Give each persona a name and job title that reflects 
their role and responsibilities. 

 Demographics: Include age, gender, location, education, and any 
other relevant demographic information. 

 Background: Describe their professional background, skills, and 
experience related to your product. 

 Goals and Tasks: Outline their primary goals, tasks they need to 
accomplish using your product, and motivations behind these actions. 

 Challenges and Pain Points: Detail their frustrations, barriers, and 
pain points they encounter when interacting with similar products. 

4. Add Personal Details 

 Personal Preferences: Include details like preferred communication 
styles, technology proficiency, and typical usage scenarios. 

 Behavioral Insights: Note specific behaviors or habits that influence 
their interaction with products similar to yours. 

5. Use Visuals and Quotes 

 Visual Representation: Include a photo or illustration to visualize 
each persona, aiding in empathy and understanding. 

 Quotes and Scenarios: Use direct quotes from interviews to illustrate 
their attitudes, needs, or concerns. 

6. Share and Refine 

 Internal Alignment: Share personas with your team to ensure 
everyone understands and empathizes with the target users. 

 Iterative Refinement: Update personas as new insights or changes in 
user behavior emerge throughout the design process. 
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Tools for Creating Personas: 

 Persona Templates: Use templates in tools like Adobe XD, Sketch, or 
Figma to structure persona profiles. 

 Presentation Tools: Google Slides, Microsoft PowerPoint for sharing 
personas with stakeholders. 

 Collaboration Platforms: Google Docs, Confluence, or specialized 
UX software for team collaboration and feedback. 

Tips for Effective Persona Creation: 

 Stay Focused: Ensure personas directly relate to your product’s user 
base and goals. 

 Use Data Wisely: Ground personas in real user data to ensure 
accuracy and relevance. 

 Keep Them Agile: Update personas periodically to reflect evolving 
user needs and market trends. 

By crafting well-defined personas, UI/UX designers can align their design 
decisions with user expectations, resulting in more intuitive and user-
friendly interfaces. 

User and device personas 

When designing products, particularly in the realm of UX/UI design, 
creating both user personas and device personas can significantly enhance 
the understanding of user needs and optimize the design process. Here’s 
how you can approach writing both types of personas: 

1. User Personas: 

Components of User Personas: 

 Name and Role: Give each persona a fictional name and specify their 
role or job title relevant to the product. 

 Demographics: Include age, gender, location, education, income 
level, and any other relevant demographic details. 

 Background: Describe their professional background, skills, and 
experience related to your product or industry. 

 Goals and Tasks: Outline their primary goals and the specific tasks 
they need to accomplish using your product. This helps in 
understanding their motivations and what they aim to achieve. 

 Challenges and Pain Points: Identify their frustrations, barriers, and 
pain points they encounter when using similar products or services. 

 Motivations: Understand what drives them to use your product, such 
as efficiency, cost-effectiveness, ease of use, etc. 

 Behavioral Insights: Note specific behaviors, preferences, and habits 
that influence their interaction with products similar to yours. 
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Example User Persona: 

 Name: Sarah Johnson 

 Role: Marketing Manager 

 Demographics: 34 years old, female, lives in urban area, holds a 
Bachelor’s degree in Marketing. 

 Background: Has 8 years of experience in digital marketing and is 
proficient in using various analytics tools. 

 Goals: Increase website conversion rates by 20% within the next 
quarter, streamline content creation process. 

 Challenges: Limited time for campaign execution, difficulty in 
analyzing campaign performance effectively. 

 Motivations: Wants to adopt tools that simplify data analysis and 
improve campaign ROI. 

 Example of User Persona creating in Figma- 

Figma is a UI/UX design tool which creates persona easily by providing 
templates and toolboxwhich consist of variety of icons for creating user 
profile 

 

Fig 1 Layout of Figma  

 

Fig 2 User Profile- Figma 
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In the above figure user profile is created using figma tool. To access the 
tool, type figma in google. The link will appear in google searching page, 
click on  it and login using gmail account. After login the figma untitled 
template will open where tool box appear. To create above stated user 
profile use rectangle, text box, rounded rectangle directly not appear but 
there  is a corner radius tab is there on right side where by putting the 
radius of any side to make rectangle in rounded shape as shown in 
motivation tab.  

2. Device Personas: 

Device personas focus on understanding the characteristics and 
requirements of the devices your users interact with while using your 
product. This is particularly important in responsive web design and 
mobile app development. 

Components of Device Personas: 

 Device Type: Specify the type of device (e.g., smartphone, tablet, 
laptop, desktop) and the operating system if relevant (iOS, Android, 
Windows, macOS). 

 Usage Context: Describe where and how the device is typically used 
(e.g., on-the-go, at home, at work). 

 Capabilities: Note the technical specifications and capabilities of the 
device, such as screen size, resolution, processing power, and internet 
connectivity. 

 Behavioral Patterns: Understand how users interact differently with 
your product based on the device they are using (e.g., touch 
interactions on mobile vs. keyboard and mouse on desktop). 

Example Device Persona: 

 Device Type: Smartphone (Apple iPhone 12) 

 Usage Context: Used primarily during commute and at home. 

 Capabilities: 6.1-inch OLED display, iOS 15, A14 Bionic chip, 5G 
connectivity. 

 Behavioral Patterns: Prefers quick and easy access to information, 
uses touch gestures frequently, expects fast loading times. 

Benefits of Using Personas: 

 Empathy and Understanding: Personas humanize the design 
process, helping teams empathize with users' needs and goals. 

 Decision Making: Guide design decisions based on realistic user 
scenarios rather than assumptions. 
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 Consistency: Ensure a consistent user experience across different 
devices and contexts. 

By creating detailed user personas and device personas, UX/UI designers 
can ensure that their designs are tailored to meet the diverse needs and 
expectations of their target users, leading to more effective and user-
friendly products. 

4.4 USER CONTEXT 

Understanding user context is crucial in designing effective user 
experiences (UX). User context refers to the circumstances, environment, 
and situational factors that influence how users interact with a product or 
service. Here’s how to approach designing with user context in mind: 

1. Types of User Context: 

 Physical Context: Includes the user’s location, environment (such as 
noisy or quiet), lighting conditions, and physical surroundings. 

 Technical Context: Refers to the device being used (e.g., smartphone, 
desktop), its capabilities (e.g., screen size, operating system), and 
network conditions (e.g., Wi-Fi, mobile data). 

 Social Context: Considers the social environment in which the user 
interacts with the product, including cultural norms, social 
expectations, and the presence of others. 

 Temporal Context: Involves the time of day, day of the week, and 
seasonality, which can impact user behavior and needs. 

2. Methods for Understanding User Context: 

 User Research: Conduct interviews, surveys, and observational 
studies to gather insights into how and where users typically interact 
with similar products. 

 Contextual Inquiry: Observe users in their natural environment to 
understand real-world usage scenarios and challenges. 

 Analytics: Use data analytics tools to analyze user behavior patterns, 
device usage trends, and geographic location data. 

3. Incorporating User Context into Design: 

 Responsive Design: Ensure designs are responsive and adaptive to 
different screen sizes, resolutions, and device capabilities to 
accommodate varied technical contexts. 

 Personalization: Tailor user experiences based on contextual data 
such as location, past interactions, and preferences to enhance 
relevance and usability. 

 Contextual Cues: Use contextual cues (e.g., geolocation prompts, 
time-sensitive notifications) to provide relevant information and 
actions based on the user’s current context.    
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4. Design Considerations: 

 Simplicity and Accessibility: Design interfaces that are easy to 
navigate and accessible across different contexts, considering factors 
like screen size and input methods (touch vs. mouse). 

 Performance Optimization: Optimize performance to ensure fast 
loading times and smooth interactions, especially under varying 
network conditions. 

 Privacy and Security: Respect user privacy preferences and ensure 
data security, particularly when collecting and utilizing contextual 
information. 

5. Iterative Design and Testing: 

 Iterate Based on Feedback: Continuously refine designs based on 
user feedback and observations from usability testing sessions 
conducted in varied contexts. 

 Usability Testing: Test prototypes in different user contexts to 
identify usability issues and gather insights for improvement. 

Tools for Designing with User Context: 

 Prototyping Tools: Figma, Sketch, Adobe XD for creating prototypes 
that simulate different device contexts. 

 Analytics Tools: Google Analytics, Mixpanel for analyzing user 
behavior across different contexts. 

 User Testing Platforms: UserTesting.com, UsabilityHub for 
conducting remote usability tests with users in diverse contexts. 

Designing with user context in mind helps create more intuitive and user-
friendly experiences that resonate with users across various situations and 
environments. By understanding and incorporating user context into the 
design process, UX/UI designers can better meet user needs and 
expectations, ultimately enhancing product usability and satisfaction. 

4.5    BUILDING LOW FIDELITY WIREFRAME AND 
HIGH-FIDELITY POLISHED WIREFRAME 

Designing wireframes is a crucial step in the UI/UX design process, 
serving as a blueprint for the layout and structure of a digital product. 
Here’s how you can effectively build both low-fidelity and high-fidelity 
wireframes: 

1. Low-Fidelity Wireframes: 

Purpose: Low-fidelity wireframes focus on quickly sketching out basic 
layouts and functionality without detailed design elements. They help in 
conceptualizing ideas and testing early concepts. 
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Steps to Create Low-Fidelity Wireframes: 

 Start with Sketches: Begin by sketching rough layouts on paper or 
using digital tools like Sketch or Adobe XD. Focus on basic elements 
like boxes for content, buttons, and navigation. 

 Use Wireframing Tools: Transition to digital wireframing tools such 
as Balsamiq, Axure RP, or Figma to create more structured 
wireframes. These tools offer templates and libraries of UI elements. 

 Keep It Simple: Avoid detailed design elements such as colors, 
typography, or images. Use placeholders instead. 

 Focus on Structure and Flow: Ensure clarity in information 
hierarchy, navigation paths, and user interactions. Validate with 
stakeholders and users to gather early feedback. 

2. High-Fidelity Polished Wireframes: 

Purpose: High-fidelity wireframes add more detail and visual fidelity to 
the basic structure defined in low-fidelity wireframes. They provide a 
clearer representation of the final product's look and feel. 

Steps to Create High-Fidelity Polished Wireframes: 

 Refine Layouts: Build upon the low-fidelity wireframes by refining 
the layout, spacing, and alignment of elements. 

 Add Visual Design Elements: Incorporate typography, colors, icons, 
and images to reflect the brand’s visual identity and create a more 
polished appearance. 

 Detail Interactions: Define user interactions and animations, such as 
hover effects, transitions between screens, and clickable elements. 

 Annotate Specifications: Provide detailed annotations or notes to 
communicate functionality, content guidelines, and design 
specifications to developers. 

 Prototype Interactions: Use prototyping features in tools like Adobe 
XD, Figma, or Sketch to create interactive prototypes that simulate 
user flow and functionality. 

Tools for Building Wireframes: 

 Low-Fidelity Tools: Balsamiq, Axure RP, Adobe XD (with wireframe 
kits), Sketch (using basic shapes). 

 High-Fidelity Tools: Figma, Sketch, Adobe XD (with design 
components and libraries), InVision Studio. 

 Example – Creating low fidelity wireframe in balasmiq tool  
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Balsamiq is also open source tool which provides open space for creating 
wireframe to show simple functionality of website to show to the 
customer. 

 

Fig 3 First Page of Website created in balsamiq tool  

 

Fig 4 Second page of website  

Tips for Effective Wireframing: 

 Iterative Process: Refine wireframes based on feedback from 
stakeholders, usability testing, and iterative design. 

 Collaboration: Use tools that support collaboration to gather feedback 
and ensure alignment among team members. 

 Consistency: Maintain consistency in design elements, spacing, and 
interactions throughout the wireframes. 

 Accessibility: Consider accessibility guidelines when designing UI 
elements and interactions. 

By following these steps and utilizing appropriate tools, you can create 
both low-fidelity and high-fidelity wireframes that effectively 
communicate the structure, functionality, and visual design of your digital 
product, setting a solid foundation for further design and development 
stages. 
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4.6 CREATING THE WORKING PROTOTYPE USING 
PROTOTYPING TOOLS 

Creating a working prototype using prototyping tools is essential in UX/UI 
design to simulate interactions and demonstrate the functionality of a 
digital product before development. Here’s a guide on creating prototypes, 
sharing them, and exporting designs: 

Creating the Working Prototype: 

1. Choose a Prototyping Tool: 

o Figma: Ideal for collaborative design and prototyping with real-
time editing and commenting. 

o Adobe XD: Allows for designing, prototyping, and sharing all in 
one platform. 

o InVision: Known for its powerful prototyping and collaboration 
features. 

o Proto.io: Focuses on creating high-fidelity prototypes with 
animation and interaction capabilities. 

2. Design Your Screens: 

o Start by designing individual screens or wireframes using design 
tools like Figma, Sketch, or Adobe XD. 

o Ensure consistency in UI elements, spacing, and typography to 
maintain a cohesive design. 

3. Link Screens for Interaction: 

o Use the prototyping tool to link screens together to simulate user 
flows and interactions. 

o Define transitions between screens, such as slide, fade, or dissolve 
effects, to mimic user navigation. 

4. Add Interactivity: 

o Incorporate interactive elements like buttons, dropdowns, sliders, 
and input fields to demonstrate user actions. 

o Implement hover effects, scrolling behaviors, and gestures (for 
mobile prototypes) to enhance realism. 

5. Animate Transitions (if needed): 

o Depending on the tool, you can add animations to transitions to 
simulate more natural interactions. 

o Use easing functions and timing adjustments to make transitions 
feel responsive and intuitive. 
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6. Test and Iterate: 

o Conduct usability testing with stakeholders or potential users to 
gather feedback on the prototype. 

o Iterate based on feedback to refine the user experience and 
improve usability. 

4.7 SHARING AND EXPORTING DESIGN 

1. Share Prototypes for Feedback: 

o Share Link: Most prototyping tools allow you to generate a 
shareable link that stakeholders can access to view and interact 
with the prototype in their browser. 

o Permissions: Set permissions to control who can view or edit the 
prototype. 

2. Collaborate in Real-Time: 

o Some tools offer real-time collaboration features where multiple 
users can view and comment on the prototype simultaneously. 

o Use comments and annotations to gather feedback and track design 
changes. 

3. Export Designs for Development: 

o Export individual screens or assets as PNG, SVG, or PDF files for 
documentation or handoff to developers. 

o Export specifications or design guidelines that outline UI elements, 
dimensions, and interactions. 

4. Handoff to Developers: 

o Provide developers with access to the prototype link or export 
design specifications to ensure accurate implementation of design 
elements and interactions. 

Best Practices: 

 Version Control: Maintain version control to track changes and 
revert to previous versions if needed. 

 Feedback Integration: Use feedback received from stakeholders 
and users to improve the prototype iteratively. 

 Accessibility: Ensure that the prototype considers accessibility 
guidelines and is usable for all potential users. 

 Security: Protect sensitive data and designs when sharing links or 
exporting files, especially if they contain proprietary information. 
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By following these steps and utilizing prototyping tools effectively, you 
can create compelling prototypes that accurately represent the user 
experience and facilitate seamless collaboration with stakeholders and 
developers throughout the design process. 

4.8 SUMMARY 

In this unit we studied the user persona and device persona, low and high 
fidelity wireframe tools, prototype tools which enhance the usage of 
product upon designing. 
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Miscellaneous Questions 

1. Define UI/UX design 

2. Give the importance design tools 

3. Explain how to create user profile using figma 

4. Explain the concept of prototyping 

5. Demonstrate how to create wireframe using tools. 

 



 

 

 

 


