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AESTHETIC-USABILITY EF
FE

CT

“Aesthetic designs are perceived as easier to use than less-aesthetic designs.”

Aesthetic designs a.k.a.: pretty 
designs, creates a positive attitude 
towards the design itself making the 
user more tolerant to possible errors or 
mistakes in the design process. 

Less-aesthetic designs in the other 
hand create a bad feeling about it and 
it makes the user less tolerant about 
the design, and stops using it, because 
of the designs problems it might have.

Aesthetic designs are generally better 
accepted and are used more, over 
time.

Apple is great on creating aesthetic designs on their website, while no website is perfect, 
apple creates beautiful, appealing designs, that makes the website appear more friendly 

and easier to use.

Martin Rigby
Specific Examples?
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CONSISTENCY
“The usability of a system is improved when similar 
parts are expressed in similar ways.”

Consistency makes it easier for the system 
to be easily learnable and useful. When you 
use similar icons, similar design (aestethic 
consistency), similar functions (functional 
consistency), similar elements within the 
system (internal consistency) as well as 
external ones (external consistency), the 
system becomes much more appealing.    

When using aestethic consistency, you help 
developed an indentity or a brand across your 
system, that helps the user identify your work.

When you use functional consistency you help the 
user to use better your system and learn it faster and 
in an easier way.

In the example above, you can see how Netflix has great consistency around its UI, it uses the same colors, and it displays the movies in a tile type of way, wherever you are in the web-
site, all the elements are consistent, making it easier to use and at the same time reflecting a solid identity. 

Martin Rigby
Excellent work. but USE SPELL CHECK!



DGM-2250
DESIGN PRINCIPLES SET 1

FLEXIBILITY-USABILITY TR
AD

EO
FF

“As the flexibility of a system increases, the usability of the system decreases.”

When the system is more flexible, it 
can be used in more ways, and can 
perform several functions, but when 
they perform the functions, it would 
be less efficient than an specialized 
designs.

Based on the audience, the designer 
can decide to favor specialized 
designs or flexible designs. When 
the audience knows its needs a 
specialized design is encouraged, but 
when the audience doesn’t have a clue 
of its needs, a flexible design can help 
them better understand its needs. 

 wiss rmy knife is an excellent example of flexibility usability tradeoff, while it 
can perform many functions, it would never perform better than a screwdriver for an 

speciali ed task.
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HICK’S LAW
“The time it takes to make a decision increases as the number of 
alternatives increases.”

Hicks law applies for simple deci-
sion-making tasks, in which they 
will be a response to the decision 
that you took. When you have 
more options in that kind of situa-
tion, your time for deciding an op-
tion will be greater if you had less 
options.

Hicks law does not apply for 
complex interactions and/or 
decisions. Apple products decided to go for a single option button, applying Hick’s 

law, so users could use faster and more effectively their products.

Martin Rigby
Very good work. Nicely done! The body copy is large, but I’m OK with it because these documents we are creating are somewhere between printable and presentations. 

You still have a few areas where things are too close together. 


