Principles of interactive design—Chapter 3 Outline
· Navigation- the process by which a user explores all the levels of interactivity, moving forward, backward, and through the content and interface screens.

-use navigation through the project bye clicking on interactive controls like buttons hypertext.

-a good navigation scheme is important because it will leave the uses with little to question about where they are in the document and where they can go.
-a critical part in navigation is developing a good flow chart.
· Screen real estate- the available space onscreen.

Good Navigation Design: --- clarifies the content and interactive structure by:

1. orienting the user quickly to the product in the first screens

2. establishing which pieces of content are more important

3. letting the user know where they are in the document

4. letting the user know where they can go

Orienting the user to the interface

· splash screen-the initial screen that a user sees and serves much the same function 

· main menu- the screen that introduces the user to a summary of the contents of the document

-Items on a main menu screen- the title, topic category titles and interactive controls, a help control, and exit button.

· Home page- (online documents) combines the functions of both the splash screen and the main menu.

Metaphors

· metaphor- an experience, location, object, or tool using the more familiar terms of another experience, location, object, or tool.

-they help in the interactive design bye orienting the user to the computer environment.
-they work best if they are easily understood by the audience, relate to your topic, and are not taken too far.

Three click rule- never bury information or desired functions more than three click away from the first click.

· Interactive controls- such a hyperlinks, hypertext, buttons, imagemaps and hot spots ass functionality to the interface and are a prominent feature of your navigation scheme.

· Hypertext- a word, phrase, or paragraph that, when clicked, links to another piece of content in the document.

· Buttons- widely used interactive controls.

· Multi-state buttons- when clicked they display a second visual image or enve a short animated sequence

· Highlight button – “highlights” when the user clicks on it,

· Rollover buttons- used to identify interactive controls and to deliberately attract the user’s attention and provides needed feed back to the user.
· Animated button- displays a short animated sequence after a period of interactivity.

· Imagemap- a clickable graphic that links to other information in the document.
Usability and Functionality

-usability refers to how easy an interface design is to understand and use.

-functionality is how well the interactive controls and media perform on the target platform.

· Global interactive control- a control that is accessible over and over again within the majority of the interface. (forward, backward, main menu)

· Local interactive control- occurs infrequently or only in association with certain topics or media.

Grouping navigation controls

· Navigation bar, used to group together frequently used global interactive controls.

· Pulldown menu, a good option for longer lists of controls.  A disadvantage is that they take up a lot of the screen.

· Control panels, similar to navigation bars in that they can hold global interactive controls or local interactive controls in a condensed strip of icons

Transparency

-A good way to gauge interface and navigational design is the degree to which it goes unnoticed.

-the better the interface design, the more intuitive (more transparent) the design appears.

Provide clues

-to inform the user about what is clickable as well as to provide feedback to the user.

Give the User Control

-users anticipate that they will be able to do whatever they want to do in an interface.
-such as skipping over sections, revisiting sections,

-you need to create user and ergonomic interactive controls to give the user as much control as possible

-they expect to be able to quit interface at any time

Less is more

-the more options onscreen at one time, the more cluttered and confusing the interface becomes.

-a primary goal is to build the simplest and more direct path between any two points in the document.

