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Na dosiahnutie ¢o najvyssej urovne User Experience, UX, navrhol J. J. Garret v roku 2000 rozclenenie
autorskej prace na desaf ,elementov UX“, postupnost klicovych projektovych rozhodnuti, od stratégie
(napad, ziarovka) po povrch (obrazok, oko). Vynechava loga (ktorymi on sam ologoval 5 rovin) alebo
preskakuje semiotiku (niekde ,,medzi“ grafickym objektom a kompoziciou obrazovky).

Na sémantickej urovni mozno semioticky podla principu podobnosti, napodobenim reality, ziskat
ikonicka reprezentaciu (napr. ikonku presypacich hodin). Podla principu existencidlnej vazby
(kauzalnej, funkénej ¢i zdmenou castiza celok alebo celku za ¢ast) mozno ziskat reprezentaciu, ktora sa
nazyva index (napr. tikanie hodin je znakom plynutia ¢asu). Podla principu dohody mozno zaviest
symbolizaciu, cas reprezentovany ako symbol moze byt hoci ndpis TIME. K trom reprezentaciam
podla Peirsovej trichotomie mozno pridat este signal, ktory ni¢ neikonizuje, neindexuje ani nesymbolizuje,
iba signalizuje nieco, ¢o vyplyva z daného kontextu, napr. hudobny akord, smiech alebo iny konkrétny zvuk
pri Starte opera¢ného systému. Na sémantickej irovni mozno uvedené tri ¢i Styri reprezentécie prekryvat
¢i kombinovat: napr. blikajaci napis TIME, ozvuéeny kvapkanim vody na gong, meniaci farbu pisma a
zvuku kazdt minitu a typ pisma po hodine. Naviac, znakovost mozno hierarchicky stupniovat.

Jazyky dizajnu veci, UX, semiotiky, rétoriky atd’. vyZaduje komunikacia o komunikacii. Napr. virdlne video
Baby Shark mé paradoxny nazov i mnohonésobné opakovanie vtexte ihudbe, ktorého audiovizualne
modality a submodality sa ozvlastniuji zmenami postav, gramatiky, az po vers Let us go hunt, ktory mozno
zaujimavo vztiahnut i na postavy i na publikum.

http://www.jjg.net/elements/pdf/elements.pdf

Otazka na midterme bude skiimat osvojenie si nazerania jazykom J.J.G na opis veci, sluzby alebo komunikatu.
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* Prehlad odporucanej metodiky rozmyslania o Specifikacii
Vasho diela, 5 rovin, 10 casti
* http://www.jjg.net/elements/pdf/elements.pdf

The Elements of User Experience

A basic duality: The Web was ariginally conceived a3 3 hypertextual information space;

but the development of increasingly sophisticated front- and back-end technologies has
fostered its use a5 & remote software interface. This dual nature has ed to much confusion,
a5 user experience practitioners have attempted to adapt their terminology to cases beyond
the scope of its original application, The goal of this document is to define soma of thase
terms within their appeopriate contexts, and to clarify the underlying relationships among
these various elements.

Web as software interface

Visual Design: graphic treatment of interface
elements (the *look* in *look-and-feel”)

Interface Design: &5 in traditional MCI:
design of interface elemants to facilitate
user interaction with functionality
Information Design: in the Tuftean sense-
designing the presentation of information
10 facilitate understanding

Interaction development of

Jesse James Garrett
lig@ijg.net

30 March 2000

See
Get

» Kontextovy diagram

Web as hypertext system

Visual Design: visual treatment of text,
graphic page elements and navigational
components

Navigation Design: design of interface
wlements to facilitate the user's

theough the information architecture
Information Design: in the Tuftean sense-
designing the presentation of information

Caller

10 facilitate understanding

application flows to facilitate user tasks,
defining how the user interacts with

site functionality

Functional Specifications: *feature set”
detaited descriptions of functionality the site
must inclode in order 10 meet user needs

User Needs: externally derived goals

for the site: identified through user ressarch,
ethnaftechnalpsychographics, etc.

Site Objectives: business, creative, or other
Interrially derrved goals for the site
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Conception

s Incomglete: The model outiined here does not acceunt for secendary considerations (such as these arising during technical or conent development)
Aiso, this model does not descrize &
user experience development feam. Rather, it seeks 5o define the key considerations that go into the development of user experience on the Web today.

process, nor does.

structural design
of the information space to facilitate

intuitive access o content

Content Requirements: definition of Rdfﬁlo
content elements required in the site

in order 10 Mmeet user needs Stations

User Needs: externally derived goals

for the site; identified theough user research,
ethooftechaalpsychographics, etc.

Site : business, creative, or other
internally derived goals for the site
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1.10 Konceptudlni modely. Designérsky
model je konceptudlni model designéra.
Uzivatelsky model je mentélni model vy-
tvofeny prostfednictvim interakce s vy-
robkem ¢&i systémem. Systémovy obraz
vyplyva z fyzické struktury vyrobku &
systému (vEetné dokumentace, instrukei
a popiskl). Designér poditd s tim, Ze

uzivatelsky model bude stejny jako ten

designérsky. S uzivatelem v3ak neko-
munikuje pfimo, nybrz prostfednictvim

systémového obrazu. Pokud systémovy
obraz nevyjadfuje jasny a konzistentn{

designérsky model, utvofi si uzivatel

$patny mentalni model.
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