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Information Design

Lecture 5
Chapter 4 Rosson & Carroll

Information Design
• Transforms activities (functions) into information

design
• Second stage in Design
• Representation of information

– Mode can be visual, auditory, touch
– User Interface

• Controls as well as output

• Design process
– Exploration, elaboration, rationale

Who earns > $50,000?
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Stages of Action in Human-
Computer Interaction

Perceiving Information

• Perception
– Where are the objects?

• Color & Shading
• Line and contour
• Size

• Gestalt principles
• Organization: Using grid layout

Gestalt Principles

• Proximity
• Similarity
• Closure
• Area
• Symmetry
• Continuity
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Organization: Using Grids

More on Grids
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Interpreting Information
• Interpretation

– What do the objects mean?
• Familiarity

– Use the user’s language!
• Realism vs. Refinement

– Icons
• Affordances

– Form follows function!

What does this mean?

Icons
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Making Sense of Information
• Making sense

– Is this what I want to use to achieve my goals?
• Information integration

– Consistency creates expectations
– Metaphors

• Reasoning with information
– Information models

• Interaction
– Dynamic displays

Metaphor

Who earns > $50,000?
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Interactive Graphics

Good Visual Design
• Legibility and Readability
• Visual Consistency

– Repetition
• Alignment

– Grids and Layout
• Economy of Visual Elements
• Visual relationships

– Proximity and white space
• Navigational Cues



7

Useful Resources!

Designing Visual Interfaces  by Mullet &
Sano, 1995, Prentice Hall

The Display of Visual Information by Edward
Tufte, 2nd edition, 2001, Graphics Press

Process of Information Design
• Explore

• Elaborate

• Rationale

Explore

• For core activity scenarios
• Brainstorm about possible overall information

design
• Many alternative approaches: Choose best
• Prior user knowledge (metaphors) & technology

options
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Use of Information Metaphors

Sketches of Overall Metaphors

Information Technology Options
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Elaborate
• Sketch screens for activities

– Use grid layouts and Gestalt principles
• Write information scenarios

– Check coherence
• Do the designs integrate with each other?

– Check completeness
• Do the designs cover the major functions and possible

difficulties?

• Participatory design

Sketch: Welcome Window

Sketch: Exhibit Window
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Writing Information Scenarios

• Start with the activity scenario
• Add in the descriptions of the information

design

Sketch: Email

Dear Delia,
Are you interested in seeing my science fair project?
It’s now on a website called MOOsburg. (Don’t ask
me why it has that name. It’s weird.)

Here’s the address:
www.MOOsburg.org

Hope to see you there.
Best, Sally Harris

Sketch: Welcome Window
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Sketch: Welcome Window

Sketch: Welcome Window

Sketch: Exhibit Window
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Information Scenario Summary

Rationale

• Write information design claims analysis
– How does the design work?
– How does the design not work?
– Note tradeoffs
– Sometimes need evaluation with real users

Claim: Welcome Window
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Claim: Under construction

Claim: Exhibit Window

Review of Information Design
• Information design  = Specification of what the

user sees, hears or feels
• Process:  Explore, elaborate, rationalize
• Elements

– Check for coherence, consistency, Gestalt principles
– Tools:  Grid layout, sketches, participatory design

• Products
– Sketches of screens, widgets
– Information scenarios
– Information claims analysis


