
User Experience Design I 
(Interaction Design)

Simplicity and  

(Good) UX/UI Design Practice 
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 "Great design is as much 
about prospecting in the past 

as it is about inventing the 
future.”  

Bill Buxton

source: [6]
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http://www.portal-dessau.de/uploads/pics/Bauhaus_TM_2010__2_.JPG

Bauhaus

http://www.portal-dessau.de/uploads/pics/Bauhaus_TM_2010__2_.JPG
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http://www.flickr.com/photos/scoobyfoo/268308263/sizes/l/in/photostream/

http://www.flickr.com/photos/scoobyfoo/268308263/sizes/l/in/photostream/
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Requirements: 

• Type(s) (variations of the original design) 
• Basic shape(s) - few simple parts (industrial 
manufacturing) 

• Functionality  (design for human needs) 

source: [7]
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Charles and Ray Eames
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Ray & Charles Eames
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https://d2lsod3xpjaepj.cloudfront.net/files/assets/2000/1328/crop169/650_2x.jpg

Dieter Rahms
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Lovell, S. (2011). As little design as possible: the work of Dieter Rams. Phaidon.

Ten Principles: Good design…
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1. is innovative – The possibilities for progression are not, by any means, exhausted. Technological 
development is always offering new opportunities for original designs. But imaginative design always 
develops in tandem with improving technology, and can never be an end in itself. 

2. makes a product useful – A product is bought to be used. It has to satisfy not only functional, but 
also psychological and aesthetic criteria. Good design emphasizes the usefulness of a product whilst 
disregarding anything that could detract from it. 

3. is aesthetic – The aesthetic quality of a product is integral to its usefulness because products are 
used every day and have an effect on people and their well-being. Only well-executed objects can be 
beautiful. 

4. makes a product understandable – It clarifies the product’s structure. Better still, it can make the 
product clearly express its function by making use of the user's intuition. At best, it is self-
explanatory. 

5. is unobtrusive – Products fulfilling a purpose are like tools. They are neither decorative objects nor 
works of art. Their design should therefore be both neutral and restrained, to leave room for the 
user's self-expression. 

6. is honest – It does not make a product appear more innovative, powerful or valuable than it really is. 
It does not attempt to manipulate the consumer with promises that cannot be kept. 

7. is long-lasting – It avoids being fashionable and therefore never appears antiquated. Unlike 
fashionable design, it lasts many years – even in today's throwaway society. 

8. is thorough down to the last detail – Nothing must be arbitrary or left to chance. Care and accuracy 
in the design process show respect towards the consumer. 

9. is environmentally friendly – Design makes an important contribution to the preservation of the 
environment. It conserves resources and minimizes physical and visual pollution throughout the 
lifecycle of the product. 

10. is as little design as possible – Less, but better – because it concentrates on the essential aspects, 
and the products are not burdened with non-essentials. Back to purity, back to simplicity.

Lovell, S. (2011). As little design as possible: the work of Dieter Rams. Phaidon.
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Braun SK6

http://blog.smow.com/wp-content/uploads/2010/05/dieter-rams-braun-sixtant-sm2.jpg
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iPod (1st gen)

Braun Calculator

Braun Radio

iPhone Calculator

http://blogs.telegraph.co.uk/technology/files/2011/04/iphone-braun2.jpg

http://blogs.telegraph.co.uk/technology/files/2011/04/iphone-braun2.jpg
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iMac

Powermac G5

Braun Speaker

Braun Radio

http://blogs.telegraph.co.uk/technology/files/2011/04/iphone-braun2.jpg

http://blogs.telegraph.co.uk/technology/files/2011/04/iphone-braun2.jpg


Like all forms of design, visual  
design is about problem solving,  
not about personal preference or  

unsupported opinion.  

Bob Baxley
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Interface design is only the 
experienced representation of 
the interaction, not the UX/
interaction design itself.

17LMU München – Medieninformatik – Alexander Wiethoff – UX1 – 2021/22 

source : [4]
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source : [13,14]

User Interface (UI) Design 
focuses on anticipating what 
users might need to do and 
ensuring that the interface 
has elements that are easy to 
access, understand, and use 
to facilitate those actions. UI 
brings together concepts 
from interaction design, visual 
design, and information 
architecture.
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source : [13,14]

Users have become familiar 
with interface elements acting 
in a certain way, so try to be 
consistent and predictable in 
your choices and their layout. 
Doing so will help with task 
completion, efficiency, and 
satisfaction.
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http://orbitalrpm.com/wp-content/uploads/2008/12/cop-iceberg.png

User Interface

Transferring

Coordinating

Storing

source : [4]

http://orbitalrpm.com/wp-content/uploads/2008/12/cop-iceberg.png
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UX design communicates attributes such as reliability, 
excitement, playfulness, energy, calmness, strength,  

tension, and joy.

source : [9]
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http://www.waynetaylordesign.com/storage/all%20tools%20large.jpg?__SQUARESPACE_CACHEVERSION=1273952138121

Tools

source : [4]

http://www.waynetaylordesign.com/storage/all%20tools%20large.jpg?__SQUARESPACE_CACHEVERSION=1273952138121
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Layout
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source : [4]
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http://howto.wired.com/mediawiki/images/Sprint-dashboard600.jpg

Visual Clutter

http://www.nampheung.com/wp-content/uploads/2011/10/iphone-4-8gb.jpg


Clutter creates visual noise and 
makes an application hard to use
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source : [4]
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Gestalt Psychology 

• The Gestalt laws prescribe for us what we are 
to recognise as one thing’ (Köhler,1920) 

• How smaller objects are grouped to form 
larger ones  

• Rules of the organisation of perceptual scenes 
(Heuristics)

source : [12]
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Gestalt Laws 

• Proximity 
• Collinearity 
• Co-circularity 
• Continuity 
• Parallelism 
• Symmetry 
• Closure 
• Convexity 
…

source : [12]
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In summary the Gestalt Theory believes individuals 
use insight and their prior experiences to 
determine the response to stimuli…  

….(uses) Gestalt Theory to try to make sense of, 
and provide order to, information in their 
perception.

source : [12]
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Proximity & Grouping 

source : [12]
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source : [4]

Alignment 



By grouping similar elements together, the 
designer helps the user deal with a complex 

information display by reducing it to a 
manageable number of units.
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source : [2]



All form actions are not equal, and therefore the 
visual presentation of actions should match their 
importance to make it easier to complete a form. 

Visual distinction helps users make “good” choices.
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source : [2]



34LMU München – Medieninformatik – Alexander Wiethoff – UX1 – 2021/22 

Constraint

source : [2]



Constraints are closely related to real affordances: 
For example, it is not possible to move the cursor 
outside the screen: this is a physical constraint.  

Locking the mouse button when clicking is not 
desired would be a physical constraint. Restricting the 
cursor to exist only in screen locations where its 
position is meaningful is a physical constraint.
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source : [2]
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Visual Constraint

source : [2]



Scalability of Interfaces / Flexibility
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http://www.codinghorror.com/blog/2006/11/this-is-what-happens-when-you-let-developers-create-ui.html
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Overcrowded Widget

source : [4]

http://www.treffseiten.de/bmw/info/Pressebilder/2011/02/activee/03.jpg
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source : [4]source : [5]



Effective design crates no more 
contrast than necessary. 

This allows the viewer to easily 
identify the elements in question as a 
strongly defined subset of the 
available information.
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source : [2]



Effective design crates no more contrast 
than necessary.  
This allows the viewer to easily identify the elements 
in question as a strongly defined subset of the available 
information.

Contrast
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source : [2]
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Approachability 
Simple designs can be 
rapidly apprehended and 
understood well enough to 
support immediate use or 
invite further exploration.

http://blog.webexpedition18.netdna-cdn.com/wp-content/uploads/2011/11/braun19.jpg source : [2]

http://blog.webexpedition18.netdna-cdn.com/wp-content/uploads/2011/11/braun19.jpg


Recognisability  
Simple designs can be 
recognised more easily than 
their more elaborate 
counterparts. Because they 
present less visual information 
to the viewer, they are more 
easily assimilated, understood 
and remembered.
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http://blog.webexpedition18.netdna-cdn.com/wp-content/uploads/2011/11/braun31.jpg source : [2]

http://blog.webexpedition18.netdna-cdn.com/wp-content/uploads/2011/11/braun31.jpg
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source : [2]

Reduction means that you eliminate  
whatever isn’t necessary.  

This technique has three steps: (1) decide what 
essentially needs to be conveyed by the design; (2) 
critically examine every element (feature, label, UI 

widget, etc.) to decide whether it serves an 
essential purpose; (3) remove it if it isn’t essential.  



Reduction through successive refinement is the 
only path to simplicity
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source : [2]



46LMU München – Medieninformatik – Alexander Wiethoff – UX1 – 2021/22 

References (Books): 

[1] Lidwell, W., Holden, K. and Butler, J. Universal Principles of Design, Revised      
and Updated: 125 Ways to Enhance Usability, Influence Perception, Increase  
Appeal, Make Better Design Decision, Second ed. Rockport, 2010. 
[2] Mullet K. and D. Sano, Designing Visual Interfaces: Communication 
Oriented  Techniques, 1st ed. Prentice Hall, 1994. 
[3] Moggridge, B. Designing Interactions, MIT Press, 2006. 
[4] Saffer, D. Designing for Interaction, New Riders 2009. 
[5] Ouilhet, H. The soul of the new machine: A story about Android design, UX 
LMU Talks 2011-12. 
[6] Buxton, W. Sketching the User Experience, Elsevier 2007 
[7] Droste, M. Bauhaus, Taschen 2010. 
[8] Fiedler, J. & Feierabend, P. Bauhaus, Könemann in der Tandem Verlags-
Gmbh 2005. 
[9] Tidwell, J. Designing Interfaces, Wiley and Sons Publishers 2010. 
[10] Kapr, A. (1971). Schriftkunst: geschichte, anatomie und schönheit der 
lateinischen buchstaben. Verlag der Kunst. 
[11] Forssman, F., & De Jong, R. (2008). Detailtypografie:[Nachschlagewerk für 
alle Fragen zu Schrift und Satz]. Schmidt. 
[12] Clark, D. (1999). Gestalt Theory.  
[13] Jesse James Garrett’s The Elements of User Experience: User-Centered 
Design for the Web and Beyond (2nd Edition). 
[14] Peter Morville and Louis Rosenfeld’s Information Architecture for the World 
Wide Web: Designing Large-Scale Web Sites. 


