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Waves of Change

•Devices are multiplying like rabbits
• Even desktop hardware varies all over the place

•Users expect mobility and connectivity

• Touch is an expected capability

•Users are conditioned to expect modern apps with 
polished, intuitive UX



iOS

Android



The limitations are not in our technology

•HTML5  / JS / ASP.NET / Etc. on the web

•XAML on the Windows desktop

• Even Windows Forms is a powerful native UI 
technology

But too often we use them to produce twenty 
year old user experiences







Designers

Developers





Better UX - Areas to work on

•Design principles

•Design process

• Interaction and navigation patterns

• If you are doing new mobile apps, you’ll also need:
• Specific design guidelines for your platform

• Guidelines for new interaction techniques, such as touch



What is a design principle?

•Because of the way our brains and visual systems 
work, we are pre-disposed to perceive the world in 
certain ways
•Design principles tell us how to use those pre-

dispositions to create effective designs
• They’ve been around for thousands of years
•Many are based in the science of the brain and visual 

system
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Design Principle Families (examples)

Visual System

Inattentional Blindness
Gestalt Principles

(proximity, similarity, etc.)

Cognitive

Hick’s Law
Forgiveness
Gutenberg Diagram

Intuitive

Whitespace
Horror Vacui
Contour Bias
Aesthetics

Psychological

Status Quo Bias
Expectation Effects
Unconscious Influence
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Gestalt Principles
• Human visual system is optimized to see structure and relationships

• This leads to several principles of design that are collectively known as 
gestalt principles

• Proximity

• Similarity

• Common fate

• Continuity and Closure (filling gaps)

• Figure / ground



Stages of human visual 
processing

• Stage One: processing inside the retina
• High resolution and intense color in the fovea

• Lower resolution and less intense color elsewhere

• Tuning to detect edges

• Stage Two: “Preattentive” processing
• Less than ¼ second

• Unconscious

• Information from retina assembled into shapes and groups

• Stage Three: “Attentive” processing
• Stores of experience used to interpret the output of state two

• “That’s a knife”



Gestalt principles come from 
stage two

• The visual system is predisposed to interpret edges, 
shapes, and groups in certain ways

• Again, this is unconscious, and takes place before 
conscious interpretation

• Conscious interpretation can override the 
perceptions from stage two, but it takes cognitive 
work







Let’s look at the proximity 
principle

• I’ll show a slide with four-pointed stars

• You decide if you see rows of stars of columns of stars













Proximity can be overridden by 
similarity

• Similar objects are unconsciously grouped together

• Various attributes can be used to make objects similar
• Color
• Shape
• Size
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Gestalt: Common fate

• Items that move together are assumed 
to be grouped

• The most common use in software is a 
group of outlines representing items to 
be dragged and dropped







Gestalt: continuity and closure

• The pre-processing in the visual system automatically fills in gaps

• This is an evolutionary response to the need to recognize threats 
quickly
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Continuity and Wholeness



Continuity and Wholeness



Application: minimalist icons



Software example - slider







Figure / ground



Assessment of “figure” and 
“ground” can change

• A figure can change into a ground, and vice versa

• To some degree, this is under conscious control

• This can also be used to maintain context in software









The ground can also be used for 
grouping

• Elements with a common ground are considered grouped by the eye



You can observe design principles all around 
you in the real world



Studying gestalt principles: 
remote controls



Applying principles to modern business apps –
better visualization
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White space

• Layouts on a computer screen make a user more comfortable and less 
stressed if they are open and not too crowded







Horror vacui

Fear of empty spaces







Most people intuit that the first shop 
was selling expensive goods and the 
second was selling cheaper goods.























Contour bias

•Curved things are perceived as safe; sharp things are 
perceived as dangerous (i.e. “edgy”)

•Use curves to reduce excitement and stress, sharp 
edges to heighten them





First impressions

• Often formed in less than five seconds

• Based on them, we form expectations
• Attractive people get more chances, and benefit of the doubt more often
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Contacting Billy

billyhollis@live.com

billyhollis.com

•Training in UX design

•Training in XAML (WPF and Windows 10)

•UX consulting and prototyping




