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1/BASIC PRINCIPALES

1.1 Relevance of colors

* Use colors to signify something:
 Same type of information ----> same color

* Different types of information ----> contrasting colors
* Similar types of information ----> low-contrast colors

1 Non
- concem

Satisfaction génerale du séjour



1/BASIC PRINCIPALES

* 1.2. Readability of Colors:

Organisation of the retina: Two types of photoreceptor cells
* Rods in the periphery: shape perception and night vision
* Cones (6 million) at the centre (fovea): primary colors (red, green, blue)

* These re_ceﬁtors convert light into nerve impulses and transmit them along the cerebral
cortex via the optic nerve

- Blue: less than 4% of cones: limited acuity, reserved for peripheral vision, This
means we see blue less sharply than red or green,

- High contrast between characters/background -

- Dark characters on a light background

* Limit the number of colors to enhance their discrimination: 4 at most in a display and 7+2
across the entire interface.

- perceptual recommendations



1/BASIC PRINCIPALES

Strategic Uses of Blue in HCI & Design

1. Primary Actions & Navigation

Why it works: Blue is universally associated with links It signifies clickability, trust, and reliability.

Best Practice: Use a bold, saturated blue for primary buttons and hyperlinks.

2 Backgrounds & Large Areas

Why it works: Blue is perceived as calm, stable, and non-intrusive. Dark blues are excellent for reducing eye strain
in low-light environments.

Best Practice: Use dark blue (e.g., #0A2540) for dashboard backgrounds or admin panels. Use light, desaturated
blues for large background areas to create a sense of space and calm.



1/BASIC PRINCIPALES

Strategic Uses of Blue in HCI & Design

3. Status & Information

Why it works: Blue is neutral and informative, not alarming. It's the opposite of "red" for danger.
Best Practice: Use blue to indicate:

Informational states (e.g., i Info)

Active/Selected state (e.g., a selected tab or filter)



1/BASIC PRINCIPALES

Best Practices

Do ~

Use for large buttons, links, and headers. Blue has lower visual acuity and appears blurry at small scales.
Use dark blue on light grey/white (excellent contrast). Light blue fails contrast ratios for text.
Use saturated, vibrant blues for key interactive elements. Saturation draws attention and improves
visibility.

Pair blue with white, light gray, or (a high-contrast complement). Low contrast or hue confusion

makes interfaces hard to parse.
Add an icon or label to a blue status indicator. Redundancy ensures accessibility for all users.



1/BASIC PRINCIPLES

- 1.3.Text Display A A
* Typography: well-composed font, avoiding:
- sans serif fonts more readable on screen (Arial, Calibri, Helvetica, ..)
- ans serif fonts more readable on screen (Arial, Calibri, Helvetica, ..)
* Bold, italic, underlined slow down reading,
- UPPER CASE less readable than lowercase.
- Lowercase letters are more distinct from one another than uppercase letters.
- Hello this is a reading test to assess the readability of the text in lowercase

- HELLO THIS IS A READING TEST TO ASSESS THE READABILITY OF THE TEXT IN
UPPERCASE

- ans serif fonts more readable on screen (Arial, Calibri,
Helvetica, ..)



1/BASIC PRINCIPLES

1.4. Two Second Principle:

* the system response must not take more than 2 seconds to arrive

* Risks
* the user may restart the action
* bugs or error messages

* Solutions
* quick actions: indicator of action completed
* long actions: dynamic indicator of action in progress



1/BASIC PRINCIPLES

* 1.5 Principle of 3 Clicks

* Principle
- the desired information must be accessible in 3 clicks (web)
* Quickly

* Risks
* the user may abandon the task/application

» Solutions
* make important actions accessible directly or at least quickly
» adapt to the situation



1/BASIC PRINCIPLES

* 1.6 Rearview Mirror Syndrome

* Principle
- users tend to reject unfamiliar items
* “things were better before”

- Risks
* rejection of new applications/versions
- workarounds
- issue for innovations, software evolution

- Solutions
* evolution in consistency
 Accompanying change



1/BASIC PRINCIPLES

* 1.7 Gestalt Theory or Psychology of Form

* the processes of perception and mental representation spontaneously handle
phenomena

- as structured sets (the forms)
» and not as a mere addition or juxtaposition of elements

 completion
 emergence of characteristics absent from individual forms

- laws of Gestalt theory
» studied: proximity, similarity
- others: figure-ground distinction, visual continuity, symmetry, focal point




1/BASIC PRINCIPLES

- Gestalt Theory — Law of Proximity

* Law of Proximity
- the brain tends to associate things that are physically close

- Solutions
* bring similar elements together / separate different elements



1/BASIC PRINCIPLES

* Law of Similarity

* the brain tends to associate things that are alike (according to shape, colour, size,
behaviour...)



2. MANIPULATION ZONES
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2. MANIPULATION ZONES

* In the manipulation areas of interfaces, it is advised to arrange, in the reading
direction:

* Important elements first
- Frequently used controls next
 Other elements at the end

Barre de menus :
Commandes Commandes Commandes

importantes fréequemment utilisées annexes

Palette d'outils :

Outils
importants Sens de lecture

Outils
frequemment utilisés

Quitils
annexes




2. VISIBILITY AND ACCESSIBILITY ZONES

S~

zZone assez zone trés visible z@he assez
visible et trés accessible - —= " visible

et tres et trées
accessible ' accessible

- Recommendations (Western culture)
- Titles in the top left
 Working area in the middle of the screen/window



3. POSITIONING AND ALIGNMENT OF
LABELS

Right-Justified Horizontal Labels Vertical Labels

Label
Label | |

Longer Label |Select Value Longer Label
| Select Value =l

One More Label @ value 1 IEven Longer Label

O value 2

Even Longer Label |

One More Label

[ Primary Action @ value 1
(3 value 2

[ Primary Action

Left-Justified Horizontal Labels

Label: |
Longer Label: [ Select value

Even Longer Label: |

One More Label: @ Value 1
(O Value 2

Primary Action




3. POSITIONING AND ALIGNMENT OF

LABELS

- Experimental evaluation on a reading task, with eye tracking
* Recommendation:
~ Labels should be as close as possible to the input fields.
- When the
- labels are of very different sizes they should be right-aligned.

~ Otherwise, if they are of similar size, they may be left-aligned.

~ Prefer vertical labels close to the input if space is available



. INTERACTION STYLES: WIMP INTERFACE WINDOWS, ICONS, MENUS, POINTERS :
OCABULARY

fenétre
% . barre de titre
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Cliquez pour ajouter un titre
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WIMP: OPENING AWINDOW

* Opening a window: depends on:
* Where?
* What size?
* What content to display?

* Type of window (application, contextual, dialog, alert, information)

* New window or reopening



WIMP: OPENING AWINDOW

 Opening: popup window
- Near the focus of attention

. . Af—
* Focus always visible .




WIMP: MULTIPLE WINDOWS

* Interest: multitasking environment

* Main issue: masking information
* Loss of context

- Access time to the hidden window

- Different strategies for managing multiple windows
* Window mosaics (tiling)
* Overlapping windows
 Zoomable windows



IMP: MULTIPLE WINDOWS

* Window mosaic (tiling)

 Advantage: Observability
* No masking of windows

* Disadvantage: Window management
* undesired edge effects

i1 Dictionnaire Hachette Multimédia

ceilleton (botanique)
ceilleton (optique)
cellletonner

el Anat. - U'ceil humain est un organe
Irréguliérement sphérique, de 2 3 3 cm de
diamétre, qui pése de 7 3 8 g, Calé dans lorbite
par un coussinet adipeux, Il est fixé & I'os par
6 muscles moteurs, L'ceil est formé de
3 enveloppes (de I'extérieur vers l'intérieur): la
sciérotique, \a chorotde et |a rétine. La

é "eeil), cartilagineuse,
devient transparente 3 la partie antérieure de
Uezil, formant |a cornde, Derriére, la choroide se
Iprolonge par les procés citiatres et Uivis, qui
limite |a puptile, ouverture i diamétre variable,
derrigre laguelle se trouve une lentille biconvexe,
le cristalitn, La rétine, seule membrane sensible

aux rayons lumineus, contient les cellules

»Sciences

wSciences de la vie
»Blologle
*Corps humain

@Anatomistes et physiologistes
95quelette

OMuscles

90rganes génitaux
oCircutation sanguine
9Digestion et excrétion
@Physiologie

ORespiration

@Systéme endocrinien
9Systéme immunitaire




WIMP: MULTIPLE WINDOWS

* Multitasking with overlapping (stacked) windows

* Advantage: User controlled
* Flexible organisation by the user

Inactive window

* disadvantages
- masked information
- access time to hidden windows
- via the taskbar

Active window



WIMP: MULTIPLE WINDOWS

- Modal windows
- the window must be closed to return to the main window

* required when the ongoing command cannot be suspended
* movable to allow the user to see the upstream task

* Non-modal windows
* One can switch from the dialog window to the main window

* The user can temporarily abandon the current task



P- WINDO ICONS, MENUS, POINTERS
ES OF WIN W
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* MDI: Multiple Document Interface

* Per document
* A single instance of the application

- Main window
- Workspace
- Child windows

Pour obktenir de I'aide, presser sur F1 Image: 300x 500x 16 millions - 1AMo 2

- The documents
- Document windows

* One instance of the application per document

* Fenétresd'applications
= MDI : Multiple Document
* pardocument

- fenétre principale
* espace de travail

- fenétres filles = PRINCIPES D,ERGON

* les documents N A R N Nl Tl




WIMP: WINDOWS, ICONS, MENUS, POINTERS
OF WINDOWS

TYPES OF WI

* Dialog/window (linked to a user action)
* For interaction between the system and the user

- Separation (time and place) between specification and execution of the command
* Modal windows

- Buttons
* Nomorethans S
- At least OK, Cancel (+ Help) - :MITI propestés._|
* Cancel: no input made on the dialog should be considered Twe:  Mcuect Pt To POF

Emplacement :  PORTPROMPT-
Commentaire - ™ imprimer dans un fichier

Zone dimpression  Copies
i Tout Nombre de copies - [ =]

=mblee

ok | pender |



WIMP: WINDOWS, ICONS, POINTERS
OF WINDOWS

TYPES OF WI

* Dialog window: button order
* Adherence to style guides

- Windows: OK Cancel
- Linux, MacOS, Android: Cancel OK

Impressicn
~ Imprimarite
Hom :
Stabut : Prit
Type Microsaft Prirt To POF
Emplacement :  PORTPROMPT:




* Organisational strategy:

~ Allow overlapping or switching of windows for users with minimal
experience

~ Use tiling for novice users as well as for information that needs to
always be visible

* Window partitioning strategies

* Organise partitioning based on the task: coherent grouping of
information

- Limiththe amount of information to be remembered from one window to
another

* Adapt the number of windows to the usage



WIMP: WINDOWS, ICONS, MENUS,

POINTERS

* Interest
* Quickly identifiable
 Compact: little space in the interface

* Problem: affordance
* The ability of symbols to represent the functions they denote
* Icons: non-trivial affordance



WIMP: WINDOWS, ICONS, MENUS,

POINTERS

* Icons: interactive graphic symbol
e 2 Ml

- 'lconised' windows:

- Objects, sometimes associated with a state
* Recycle bin, disks ﬂ
- Applications p3

- Documents, folders -

- Actions
* record, launch voice recognition -




WIMP: WINDOWS, ICONS, MENUS,

POINTERS

Graphical representation / meaning association
» Resemblance

PRI = = = =|

» Example S voabe Xy X
» Metaphor

» analogy (cut = scissors)
S ©

» arbitrary




WIMP: WINDOWS, ICONS, MENUS,

POINTERS

* Use oficons
» forfrequent commands
* tofree up space
* associated with a label
* integrated into a button, a menu
* Disadvantages
 difficulty of understanding @
* Longevity
* Solutions
* test representations
* tooltips, icons + text
* evolve representations &



WIMP: WINDOWS, ICONS, MENUS,

POINTERS: CONSTRUCTION

* Methodology

* ldentify all commands to iconify and create them at the same time
* Limit icons to frequent commands

* Always validate the design through experimentation

* Guidance: promote the identification of icons
- Ensure icons are distinctly recognisable from one another

- Group icons by family
- Consistency of representations within a group

* Cognitive load - limited number of icons (degradation from 12)

-

Y

* Observability — Selected character clearly visible

'_='-.u|:n|:nr'i.rr|Eer' Indesirable Irru:nﬁrner

- Prefer an icon [/ text association



WIMP: WINDOWS, ICONS, MENUS,

POINTERS

* Interest
» Structure system functionalities following a logical organisation
* coherent thus easily memorable: recognition rather than recall
* Importance of task analysis

- Limitation
* Lack of speed: useful mainly to novice and occasional users
* Provide shortcuts for experts

- What is a menu
- General definition — Area where choices are specified to guide interaction
- Different types not limited to traditional application menus



WIMP: WINDOWS, ICONS, MENUS,

POINTERS

M enu: Fichier
® Set Of |te ms Nouvelle capture Ctrl+N
* list of commands triggered by a click i
nvoyer vers »

* highlighting of the chosen option ~ imprimer.. ctlep
* Characteristics Quitter
* hierarchical
* indicated by
* to group sub-items
* only 1sub-level
* Tear-off

 usually containing a palette that transforms into a utility window

Mas:
lja

Diaporamas personnalisés, ..




WIMP: WINDOWS, ICONS, MENUS,

POINTERS

e Rules for menu bars

 between 2 and 7 menus
* otherwise another component or different distribution
* labelinasingle word

* Rules for menu items
* atleast2items per menu
* otherwise another component or different distribution
* label possible in multiple words (max 4)
* grouping: separators: grouped items separated by a horizontal line
* takeinto account thematic, frequency of use, order of use, (alphabetical order)



WIMP: WINDOWS, ICONS, MENUS,

POINTERS

» Pointing devices (mouse, trackball, joysticks...)

» Cursors

» different cursor — different action
> Positioning R
» positioning in text
» waiting X

> hyperlink, cllckable obJect b
» Movement
» Resizing




	Slide 1:   Ergonomic Rules Part 2: Style Guide  
	Slide 2: 1/Basic Principales 
	Slide 3: 1/Basic Principales 
	Slide 4: 1/Basic Principales 
	Slide 5: 1/Basic Principales 
	Slide 6: 1/Basic Principales 
	Slide 7: 1/Basic Principles
	Slide 8: 1/Basic Principles
	Slide 9: 1/Basic Principles
	Slide 10: 1/Basic Principles
	Slide 11: 1/Basic Principles
	Slide 12: 1/Basic Principles
	Slide 13: 1/Basic Principles
	Slide 14: 2. Manipulation Zones
	Slide 15: 2. Manipulation Zones
	Slide 16: 2. Visibility and Accessibility Zones
	Slide 17: 3. Positioning and alignment of labels
	Slide 18: 3. Positioning and alignment of labels
	Slide 19: 4. INTERACTION STYLES: WIMP interface Windows, Icons, Menus, Pointers :  vocabulary 
	Slide 20: WIMP: Opening a window
	Slide 21: WIMP: Opening a window
	Slide 22: WIMP: Multiple windows
	Slide 23: WIMP: Multiple windows
	Slide 24: WIMP: Multiple windows
	Slide 25: WIMP: Multiple windows
	Slide 26: WIMP: Windows, Icons, Menus, Pointers Types of windows 
	Slide 27: WIMP: Windows, Icons, Menus, Pointers Types of windows 
	Slide 28: WIMP: Windows, Icons, Menus, Pointers Types of windows 
	Slide 29: WIMP: Windows, Icons, Menus, Pointers MULTI-WINDOWING: RECOMMENDATIONS 
	Slide 30: WIMP: Windows, Icons, Menus, Pointers
	Slide 31: WIMP: Windows, Icons, Menus, Pointers
	Slide 32: WIMP: Windows, Icons, Menus, Pointers
	Slide 33: WIMP: Windows, Icons, Menus, Pointers
	Slide 34: WIMP: Windows, Icons, Menus, Pointers: CONSTRUCTION
	Slide 35: WIMP: Windows, Icons, Menus, Pointers
	Slide 36: WIMP: Windows, Icons, Menus, Pointers
	Slide 37: WIMP: Windows, Icons, Menus, Pointers
	Slide 38: WIMP: Windows, Icons, Menus, Pointers

