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Affordance
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James Gibson, 1979

An affordance cuts across the dichotomy of subjective-objective and helps us to under-
stand its inadequacy. It is equally a fact of the environment and a fact of behavior. It is
both physical and psychical, yet neither. An affordance points both ways, to the environ-
ment and to the observer.

“A situation X affords action Y  to an animal Z on 
occasion O if certain relevant compatibilities 
between X and Z obtain”   (Shaw et al. 1982)

I introduced the term affordance to design in my book, "The Psychology of 
Everyday Things" (POET: also published as "The Design of ..."). The concept has 
caught on, but not always with true understanding. Part of the blame lies with me: I 
should have used the term "perceived affordance,” for in design, we care much 
more about what the user perceives than what is actually true. What the designer 
cares about is whether the user perceives that some action is possible (or in the 
case of perceived non-affordances, not possible).	 	 	 	 	 	 	 	 	
	 	 	 	 	 	 	 	 	 	 	 	 	 	 Donald Norman, www.jnd.org

http://www.morimasahiro-ds.org/ 
open-archives/

http://www.jnd.org
http://www.morimasahiro-ds.org/


Finde die Affordance!
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Don Norman: a brief quote on affordances
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Good Design? Rationale?



Was ist verkehrt?
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http://www.teknoblog.com/wp-content/uploads/2013/03/siemens-sx-1-170313.jpg



Affordances in GUIs
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Social Affordances
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http://www.buddhabarhotelprague.com/files/cms/sized/files/hotel/dining/buddha-bar-restaurant-gal-07-lounge-bar-1300x867.jpg
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Physikalische Constraints

11  LMU München · LFE Medieninformatik · Mensch-Maschine Interaktion (Prof. Dr. Florian Alt) · SS2017



Logische Constraints
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Kulturelle Constraints
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http://mietenstopp.blogsport.de/images/stop_zwangsraeumungen_ar_2010px.png

http://3.bp.blogspot.com/--rvZLZDzpik/T2C6VgYVq8I/AAAAAAAAAGA/EeT0FKmTHWk/s1600/recycling.jpg

http://www.nuernberg-hg.de/china/Bilder/shanghai9.jpg



Kulturelle Constraints
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Welches Ventil regelt welche Flamme?
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Ein neueres Beispiel
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https://www.youtube.com/watch?v=6pTZ4dJZnbU



Woher kommt die Tastenanordnung?
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Mappings & Gulf of Execution
• ISO 2575 

–4.21 Nebelscheinwerfer 
–4.22 Nebelschlussleuchte
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Arten von Konsistenz
• Syntaktische Konsistenz 
• Semantische Konsistenz 
• Terminologische Konsistenz 

• Innere Konsistenz 
• Äußere Konsistenz
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https://d13yacurqjgara.cloudfront.net/users/253122/screenshots/1179951/screenshot.jpg



Beispiel: Google Material Design
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https://www.youtube.com/watch?v=Q8TXgCzxEnw



Eine überraschende Inkonsistenz…
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Telefontastaturen (historisch)
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Bell System Technical Journal 1960: 
Human Factor Engineering Studies of 
the Design and Use of Pushbutton 
Telephone Sets

http://www.vcalc.net/Keyboard.htm 

http://www.vcalc.net/Keyboard.htm


Rechnertastaturen (historisch)
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David Sundstrand 1914

IBM Keypunch Machine 
for card-based computer input 
(approx. 1970)

http://www.vcalc.net/Keyboard.htm 

http://www.vcalc.net/Keyboard.htm
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Bitte Warten!
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Sinnvolles Feedback? Fehlervermeidung??
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Vermeidbare Fehler
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Aussagekräftige Fehlermeldungen…
• bezeichnen das Problem möglichst spezifisch 
• bieten einen konstruktiven Lösungsvorschlag 
• sind höflich
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http://www.verwaltung.uni-muenchen.de Stand 2010. Mittlerweile ersetzt durch leere Seite (!!! ;-)

http://www.verwaltung.uni-muenchen.de


(nicht nur) Fehler rückgängig machen: Undo
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http://static3.businessinsider.com/image/529e7e42ecad04c15ddfbba2/heres-how-to-undo-a-sent-email-in-gmail.jpg
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Interface Animationen in OSX

36  LMU München · LFE Medieninformatik · Mensch-Maschine Interaktion (Prof. Dr. Florian Alt) · SS2017

https://www.youtube.com/watch?v=KHYEbcqWtz4



Interface Animationen in einem Spiel
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https://www.youtube.com/watch?v=HTQbbrqNre0



Fehlende Animation…
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Physikanaloge UI-Elemente
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Physikanalogie zu Ende gedacht: Bumptop
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Metapher ???
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http://www.logomarket.de/images/P/17223.jpg

http://politik-digital.de/wp-content/uploads/Flaschenhals.jpg

http://cdn.maedchen.de/bilder/warum-wuerdest-du-ein-perfekt-gutes-herz-brechen-wollen-500x347-1339282.jpg



Der Fernschreiber als Metapher
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http://startup.nmnaturalhistory.org/content/images/artifacts/36_l.jpg

http://s7.computerhistory.org/is/image/CHM/102647895p-03-02?$re-zoomed$



Der Schreibtisch als Metapher
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Spezialisierte Metaphern I
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Spezialisierte Metaphern II
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Microsoft: At home with Bob
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Beispiel: Data Mountain 
(Robertson, UIST‘98, Microsoft)
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Beispiel: „Pile“ Metapher (Mander et al., CHI’92, Apple)
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15 Jahre später: “Flip 3D”, “Cover Flow”, “Stacks”
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OAI und AOI Modelle
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Dateisystem

Ordner O2Ordner O1

Datei XYZ

Verschieben

BewegenO1 öffnen

XYZ selektieren

O2 öffnen

XYZ bewegen XYZ loslassen



OAI: Objekt -> Aktion
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AOI: Aktion -> Objekt
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