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The user interface, in the industrial design field of human–machine 
interaction, is the space where interactions between humans and 
machines occur. The goal of this interaction is to allow effective 
operation and control of the machine from the human end, whilst the 
machine simultaneously feeds back information that aids the operators' 
decision making process.

A user interface provides means of:

• Input, allowing the users to manipulate a system

• Output, allowing the system to produce the effects of the users' 
manipulation. 

 Wikipedia.org



Human-computer interaction (HCI) is a discipline concerned with the 
design, evaluation and implementation of interactive computing 
systems for human use and with the study of major phenomena 
surrounding them

ACM SIGCHI (Association of Computing Machinery, Special Interest Group for Human-Computer Interaction)
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http://toastytech.com/guis/lisaos1LisaTour.html
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Grafische Benutzeroberfläche oder auch grafische 
Benutzerschnittstelle (GUI von englisch graphical user interface) 
bezeichnet eine Form von Benutzerschnittstelle eines Computers. Sie 
hat die Aufgabe, Anwendungssoftware auf einem Rechner mittels 
grafischer Symbole, Steuerelemente oder auch Widgets genannt, 
bedienbar zu machen.

 Wikipedia.org
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Phasen:   Früh

Non-Computer Computer-basiert

Sketches, mock-ups Slide shows

Simulations

System prototypes

Scenarios

Storyboards
Wizard of Oz

Low-fidelity Medium-fidelity High-fidelity
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= 50 + 150 ∗ 𝑙𝑜𝑔2 9 = 525 𝑚𝑠𝑒𝑐

= 50 + 150 ∗ 𝑙𝑜𝑔2 5 = 398 𝑚𝑠𝑒𝑐

a + 𝑏 ∗ 𝑙𝑜𝑔2 9 < 2(a + 𝑏 ∗ 𝑙𝑜𝑔2 5
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These colors vibrate: they will
give you a headache

Variations of 2 colors

Monochromatic (variations of 1 color)

Southwestern (culturally evocative)
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