
platform

website platform

Website

Website

World Wide Web Website



website Website

Public service 

Organizations

Commercial

Educational

Editorial

Reference

Institutional promotion

Transactional

Search platforms

Maps

Self-promotion

Social media 

Hybrid and experimental

Gaming

Entertainment

Video sharing

Photo sharing

Interest sharing



Search and discovery sites and platforms

Collaborative content sites 

Blogs

Communities

Professional networking

Intranet

Website Development

website

website

prototype website

website

Project plan

Creative brief

S te structure

Content outline

Conceptual design

Visual design development

Technical specs

Prototype

Technology



Implementation

website

 Content 

Content website

Content website

Content

content

. Information architecture 

Information architecture

website user

website

Home page 

Home page website

website Home page

user website 

home page

user user website

UI (User interface)

user interface

user



UI/UX 

UI

layout user interface

“10 Rules of 

Good Design”

Good design is innovative

Good design makes a product useful

Good design is aesthetic

Good design is long-lasting

Good design makes a product understandable

Good design is unobtrusive

Good design is honest



Good design is thorough down to the last detail

Good design is environmentally friendly

Good design is a little design as possible

user interface

user

user

proximity, similarity, closure, 

symmetry, continuity, common fate, Hick’s and Miller’s law, figure and 

background, aesthetic usability effect, serial position,  isolation effect

1. Proximity 

Proximity

Proximity 

UI

layout



user

Proximity 

2. Similarity 

Similarity

Similarity

similarity

layout



Similarity

3. Closure 

Closure

Closure



Closure

4. Symmetry 

Symmetry

Symmetry



5. Continuity 

Continuity

Continuity

Continuity 

Continuity 

6. Common fate 

Common fate

carousel

dropdown



Common fate 

Common Fate 

7. Hick’s and Miller’s Law

Hick

user user

Miller

user



8. Figure dan Background 

Figure dan background

user

user

Figure Dan Background 

9. Aesthetic usability effect 

Aesthetic usability effect 

user

UI



Aesthetic Usability Effect 

10. Serial Position

Serial position 

Serial Position 

11. Isolation Effect 

user

Isolation Effect 



2.3.2.1 Screens

platform

platform

platform

platform 

2.3.2.2 Layout dan grid 

Grid

UI grid

layout

user user



1. F-Pattern 

F-Pattern

F-Pattern 

2. Z-Pattern 

Z-Pattern

User



Z-Pattern 

2.3.2.3 Objects

2.3.2.4 Colors

UI

user



Monochromatic

 Analogous



 Complementary



. Triadic



 Split-Complementary 

. Rectangular 

Rectangular



Rectangular 

. Square 

Square

Square



Square

2.3.2.5 Gradients

. Linear 

Linear

Linear

. Radial 

Radial



Radial

Angular

Angular

user interface 

Angular



2.3.2.6 Typography

user interface

 Sans-Serif Font 

sans serif

Sans Serif

 Serif Font 



 Decorative Fonts 

2.3.2.7 Icons

. Level of Detail 

Level of Detail



 Fill vs Outline 

Fill vs Outline 

. Roundness 

Roundness 

 Weight 



Weight 

2.3.2.8 Buttons

Button

user

Button 

2.3.2.9 Cards

user interface



. Horizontal 

carousel

 Vertical 



 Stack 

stack

Stack

. Grid 

grid

Grid

2.3.2.10 Forms

user

newsletter

user

 field button

button



Forms

2.3.2.11 Modals and Popups 

user

popup

 Popups 

Popup

popup



Popup

 Lightbox 

Lightbox popup

popup

lightbox

lightbox

Lightbox

2.3.2.12 Navigation 

user interface

user



. Visible 

Visible

 Hidden 

hamburger menu

Hidden



. Conteksual 

user

Con ual

user

interface

 Tab Bar 

Tab Bar



.  tab 

 tab user

 tab

 tab

 tab

 Tab

2.3.2.13 Animation

user interface

user

user

interface



1. Progress bar 

Progress bar

Progress bar

user

Progress bar

Progress Bar

2. Microinteractions 

Microinteractions

Microinteractions user

microinteraction

hover

Microinteractions



2.3.2.14 Photos

user interface

2.3.2.15 Illustration

user interface

user

user



UX (User experience)

user experience

user

User experience user

User experience 

User experience

website

User Experience

UX

user experience

user

user experience

 Meeting the User's Needs 

user experience user

user



 Know your Current Stage in the Designing Process 

user experience

user experience

 A well-defined Hierarchy 

user experience

user user

 Consistency 

User

user 

experience user

. Accessibility and Usability 

user experience

 Simple Metaphor 

user experience

user

UX

User experience

user

user

user experience

user experience



 Understanding User Needs 

persona

user user

persona

user

 Carrying out Research 

user

user

user experience

. Sketching 

user user

 Design 

user experience user

experience

 Implementation 

user experience

user



 Evaluation 

user

user

user experience









nature










