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Aims During this module, students will be presented with the key aspects of Web animation. 
They will be able to conceive and realize sequences for different internet media (such as 
advertising banners, jingles) and will develop the required skills to operate complex graphic 
manipulation software. 

Students will approach the principles of interactive design, various methodologies and 
applications, and interfaces. At the end of the module, students will be able to analyse and 
create an entire basic interactive media project. 

Learning Outcomes On successful completion of this module students will be able to: 

Knowledge

 K1 Explain the most important theories of the Creative Media and their impact on the 
industry developments; 

 K2 Define the roles and the dynamics of a modern business operating in the web 
development industry; 

 K3 Interpret the principles of animation;
 
Skills 

Develop appropriate design, user interface, and graphics for a variety of web based digital 
platforms;
 
Employ the most effective techniques to develop specific animation products; 

Apply the most appropriate workflow in product animation. 
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 Interaction Design

What is it?

IxD?

UX (User Experience Design)

UI (User Interface)



  

Intro to Interaction Design: Overview

Fundamentals and Consistency



  

Fundamentals / Consistency

Goal Driven Design - Goal-driven design was popularized by Alan 
Cooper, in his book The Inmates Are Running the Asylum: Why High-
Tech Products Drive Us Crazy and How to Restore the Sanity, published 
in 1999.



  

HCI (Human Computer Interface)



  

Introduction to Interaction Design

Professionally, Interaction design can be labelled User 
experience Design.

My attitude towards UX when it comes to web is that SEO 
takes you to a search engine results page or SERP, Click 
Through Rate Optimisation or CTRO takes you to the 
website, UX will create a conversion (or the website doing its 
job) whether that be a sale or lead.

Design principals are used to achieve this. Design Principals are 
methods and techniques of design that are tried and tested 
to accomplish the purposes of an interaction.



  

Introduction to Interaction Design
Examples of Design Principals are;

The Fold

The part of the website below the visible horizon not yet scrolled to.

The Call to Action

Having a large Phone number or Donation Button prominently 
featured.

Navigation

Intuitive and recognisable design, responsive and well understood by 
use of standard terminology.

Stickiness

Keeping the user on the website, with Videos, Social Media, News 
Feeds and Blogs.



  

Below is a website which has won awards for its functionality, it's one I based a charity 
website I built upon.
Note the large CALL TO ACTION, essential for charity websites.
Prominent navigation, search feature required for large scale websites.
Social Icons at readerly hand.
The cut-off content at the fold to trigger scrolling.
All of these principals are important and they are statistically know to increase visitor 
interaction and conversion rate. This is very important in order to convince a client of 
the value of your design.



  

Value of Design Principals

Its important to plan and show the technical benefits 
of your proposed design to a client, which will 
convince this client of the viability of your design in 
terms of visitor numbers and return on investment 
for their payment towards the project.

Should all design principals be followed, research can 
be readily sourced to determine the average visitor 
numbers versus conversion rate for your sort of 
website, its industry and other parameters.

This data can be converted into conversion expectation 
and even a profit forecast. 

 



  

Case Study: Conversion Analysis, Peaceful Planet



  

Case Study: Conversion Analysis, Peaceful Planet II



  

Case Study: Interaction Design, Peaceful Planet

Peaceful Planet made use of an interactive 
donation meter. Once donations where 
made, a dynamic and interactive display 
registered the increase in funds. This really 
helped with user engagement as they can 
see how there funds have contributed to 
the cause. This could be expanded on by 
having videos run afterwards 
corresponding to the size or frequency of 
the donation, indicating the user's 
contribution.

This is an excellent example of the 
possibilities of interaction design.



  

Visibility

One of the ways our brain shapes experiences is that it’s 
constantly noticing and interpreting clues in our 
surrounding environment: what is it, what does it mean, 
what does it do? And while we notice just about 
everything, there’s a balancing act required for 
interaction design that (a) invites action and (b) is 
easily understood. 

When we can’t tell what’s interactive, or when we can’t 
tell the difference between options, we guess. We 
click, tap and swipe at everything in sight, which leads 
to coincidental system actions and results. And if those 
results aren’t what we expected, we get nervous. 



  



  



  

Learnability
When we talk about good interaction design, our ideal hope is that 

the people we’ve designed the app, site or system for will use it 
once, learn it rapidly and remember it forever.

The truth, Hogue says, is a little more practical. What usually 
happens is that they use it a few times, learn it, and hope they 
remember it for next time. Our job, as designers, developers and 
UX professionals of all stripes, is to make that learning and 
remembering possible. How do we do that? By making our 
interfaces intuitive.

What “Intuitive” really means

While there are lots of opinions here, what the term intuitive truly 
means is “single trial learning.” Hogue explains that once we run 
through something, we’ve got enough of a handle on it that we’ll 
be able to do it again. It simply means the interaction design is 
clear, consistent and visible enough that we’ll be able to easily 
infer what to do first second, third, etc.



  



  

Predictability
“If you can accurately predict what’s going to happen in an 

interaction, it’s because the action you’re taking is 
understandable, clear, logical, and makes you feel confident.”

Robert Hoekman, Jr.

Predictability in interaction design can be measured pretty easily, 
and Steve Krug’s excellent book Don’t Make Me Think sums it 
up perfectly. Ask yourself if users will be able to answer these 
questions:

Where am I?

How did I get here?

What can I do here?

Where can I go from here?



  



  

Documentation and Feedback

Documentation doesn’t have to be a dirty word, nor does it have to comprise a 
500-page document. Instead, it helps tell a project’s story.

-uxbooth.com/articles/ux-documentation-why-what-and-how/

What does documentation include?

 Brief

 Identify Users

 Content Requirements

 Approach

 Information Architecture

 Interactions 

 Navigation

 Concept Designs and Prototyping

 Specification

Feedback communicates the results of any interaction, making 
it both visible and understandable. 
Its job is to give the user a signal that they (or the product) 
have 
succeeded or failed at performing a task.

On desktops or laptops, when you hover over navigation 
items, you expect them to change colour or load a submenu. 
That’s feedback, telling you that the item is clickable.
 progress bars and animations are also common feedback 
mechanisms, 
used to inform people that the system is doing something.
 And the simple act of using the correct visual form for controls
(e.g. buttons that look like buttons, underlined text hyperlinks) 
provides immediate visual feedback.



  



  

Summative Assessment

● Logo Animation

● Application/website Evaluation

● Exam

Using Summative Assessment Guide PDF

(You have been provided with this)



  

WORKSHOP

Make a basic UX plan for an imaginary client.

Brain storm the product and take industry 
examples and note what you have learnt this 
lesson and apply it to analysis of the researched 
examples. 

Outline this research and suggest customer 
journey or story board for design and layout.

Pay close attention to Fibonacci Spirals, design 
principals and HCI design principals that you 
have been taught up to know.


	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22
	Slide 23
	Slide 24
	Slide 25
	Slide 26
	Slide 27
	Slide 28
	Slide 29
	Slide 30
	Slide 31
	Slide 32

