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Course Progress



Patterns

“… a general repeatable solution to a 
commonly-occurring usability problem in interface 
design…”

https://www.interaction-design.org/literature/book/the-glossary-of-human-computer-interaction/interaction-design-patterns
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Site-branding



Value Proposition



What can I do here?



Information above the fold



Patterns



Consistency to reinforce branding



User location within a site



Convey trust



Personalized recommendations



Secondary information



Do we still know where we are?



Do we still know where we are?
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Avoid surprises!



Provide support



Provide support



Where am I in the process?



Where am I in the process?



Where am I in the process?



Process funnel
Extraneous info and links are removed to focus customers



How much more to do?
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How much more to do?



Make it easy to sign up



Why this completed outdated example?



Why this completed outdated example?

It’s still the same today :)



Activity

5min

Go to your favorite shopping site and find the 
differences!



Design Equals Solutions

Design is about finding solutions



Design Equals Solutions

Design is about finding solutions

Designers often reinvent
Hard to know how things were done before
Why things were done a certain way
How to reuse solutions



Design Patterns

Design patterns communicate common design problems 
and solutions

A tool for knowledge sharing



Design Patterns in Architecture

Design patterns communicate common design problems 
and solutions



Design Patterns in OOP and 
software engineering
Nice patterns for designing window-based user 
interfaces in Smalltalk

The Gang of Four Book!



Using Design Patterns

Not too general and not too specific
use a solution “a million times over, without ever doing it the 

same way twice”



Using Design Patterns

Not too general and not too specific
use a solution “a million times over, without ever doing it the 

same way twice”

Design patterns are a shared language 
for “building and planning towns, neighborhoods, houses, 

gardens, and rooms”
Beer hall is part of a center for public life
Beer hall needs spaces for groups to be alone ALCOVES



Web Design Patterns

Communicate design 
problems & solutions

how to create navigation bars 
for finding relevant content

how to create a shopping cart 
that supports check out

how to make e-commerce sites 
where people return & buy



Navigation Bar (K2) 

Problem: Customers need a structured, organized way of 
finding the most important parts of your Web site



Navigation Bar (K2) 

Solution diagram

Captures essence on how to solve problem

First-level navigation

Second-level navigation

Link to home



Patterns Support Creativity

Patterns come from successful examples
so successful that lots of people are familiar with their paradigms
interaction techniques/metaphors 

that work well across many sites (e.g., shopping carts)

Not too general and not too specific
you need to specialize to your needs

Patterns let you focus on the hard, unique problems of your 
design situation



Principles, Guidelines, Templates

Principles? 
patterns are not that general

Guidelines? 
patterns discuss trade-offs, 
show good examples, and tie to other patterns

Style guides? 
patterns are not too specific, 
can be specialized to a design

Templates? 
patterns illustrate flows and relationships among pages

Patterns help design without over-constraining



UI Pattern Form

• Kruschitz, Christian, and Martin Hitz. "Human-Computer Interaction Design Patterns: Structure, 
Methods, and Tools." International Journal on Advances in Software Volume 3, Number 1 & 2, 2010 
(2010).

• https://www.interaction-design.org/literature/book/the-glossary-of-human-computer-interaction/interactio
n-design-patterns

Problem: Problems are related to the usage of the system and are relevant to the user or any other 
stakeholder that is interested in usability.

Use when: a situation (in terms of the tasks, the users and the context of use) giving rise to a usability 
problem.

Principle: a pattern is usually based on one or more ergonomic principles such as user guidance, or 
consistency, or error management.

Solution: a proven solution to the problem.

Why: How and why the pattern actually works, including an analysis of how it may affect certain 
attributes of usability.

Examples: Each example shows how the pattern has been successfully applied in a real life system. 
This is often accompanied by a screenshot and a short description.

Implementation: Some patterns provide implementation details.

https://www.interaction-design.org/literature/book/the-glossary-of-human-computer-interaction/interaction-design-patterns
https://www.interaction-design.org/literature/book/the-glossary-of-human-computer-interaction/interaction-design-patterns


Example of a UI pattern

https://www.interaction-design.org/literature/book/the-glossary-of-human-computer-interaction/interaction-design-patterns

https://www.interaction-design.org/literature/book/the-glossary-of-human-computer-interaction/interaction-design-patterns


Example of a UI pattern
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Example of a UI pattern



More examples

http://www.welie.com



More examples

http://www.welie.com



Pre-patterns

Patterns require broad adoption and examples
Many version of the same basic idea
Shown successful in many contexts
That is what makes them patterns

This is challenging in novel domains

Pre-patterns are based in weaker evidence
Can help speed diffusion of techniques and results
Can help see relationships among ideas



When you see advice, consider its depth
Result of an individual study
Pre-pattern based on some meta-analysis
Established pattern

Be aware of misapplying patterns
And be aware of anti-patterns

Pre-patterns and Anti-patterns



Dark Patterns

A design that has been carefully crafted to trick people 
into doing things, such as buying insurance with their 
purchase or signing up for recurring bills.

Example: Disguised Ads
Ads that are disguised as other kinds of content or 
navigation, in order to get users to click on them
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Dark Patterns

A design that has been carefully crafted to trick people 
into doing things, such as buying insurance with their 
purchase or signing up for recurring bills.

Example: Disguised Ads
Ads that are disguised as other kinds of content or 
navigation, in order to get users to click on them

Example: Friend Spam
A site or game asks for your credentials, then goes on to publish 
content or send out bulk messages



Dark 
Pattern
s



Pattern exercise

In groups of two, read and answer the handout.

(Submit a PDF with your answers to CANVAS.)

https://drive.google.com/file/d/1o4Yrvr4hR_Ygwy2j3xMi8AymqTxD3w4i/


Ask me something!


