


- Designed the Underground map in 1933
- The map is famous for not including landmarks or streets
- It is one of the most successful, recognisable maps ever 
- The map uses simple shapes to show stations and other key areas
- Harry initially worked as a freelance and wasn’t paid when he was designing the 
map
- The map also had no geographically accurate measurements and is based on wire 
diagrams
- The map was at first rejected but eventually got picked up later on
- As the tubes change the map is constantly changed by a dedicated team of people to 
this day
- The map was hand drawn however, it is now managed in computer software
- Each line has its own unique colour which stands out and shows clearly to the user 
where each line goes, as a colour is a very efficient form of communication. And each 
colour had a reason for being picked, for example, the most important lines were giv-
en the colour that stood out the most, such as red.
- Beck as an extreme perfectionist and it took him years of planning and develop-
ment to finalise his design
- He was also only paid 5 guineas for the design (which is around £5, which is around 
£340 in today’s money)
- The map has lasted for over 80 years, and no replacement is in sight, as the design 
still works perfectly to this day



Phone/App Interfaces - These are all Presented to the user within their mobile 
devices, such as a phone or a tablet and these devices make use of a touchscreen 
so the user can interact, they also might take advantage of the speakers, sensors, 
cameras and microphones to take inputs from the user and create outputs.

Interactive Maps (Thorpe Park App) - This App allows for the User to gain insight 
into what to expect at Thorpe Park, it displays a map with click-able landmarks 
that allow the user to find specific rides and food places, these can be categorised 
and also navigated through a separate menu, the user can also view individual 
info about the locations, such as queue times and opening times. The App takes 
advantage of the touch screen and speakers for user input and output.

Social Apps (Reddit) - Reddit is an online forum where users can form commu-
nities that can collectively decide on the quality of content that is posted by users, 
the app then presents the most popular stuff onto the front page. The app does al-
low direct messaging between users and access to individual communities called 
subreddits where users can discuss their interests. The app also takes advantage of 
the screen and speakers but the camera and mic can also be used to capture video, 
photos and audio.

I think these apps all do a good job of not only providing a user friendly experi-
ence but also looking good at the same time, they combine UI and GUI elements 
well and it makes them interesting and fun to use. Apps like reddit, I use on a 
daily basis and although it can have to occasional issue like all software, it has 
been easy to use and get around since day one, it also been updated as time goes 
on and features have improved, such as the comment management, hiding com-
ments is much easier and you are given multiple option of how you want to re-
spond to post and comment, you can save them, hide them, download them and 
more and it helps to create the user friendly environment. 



Phone OS (Android) - Android is a popular operating system that allows the 
user to navigate between files and apps, and forms the backbone of the user 
experience on the phone. It makes use of pretty much everything on the phone, 
screen, camera, speaker, microphone and other things.

Movie Player/Streamer (Netflix) - Netflix is a movie streaming service where 
users can interact with a basic GUI to find and play the movies that they might 
like (that are available on the app). The user can search individual categories 
and leave reviews. The app uses the screen and the speakers as it only has to dis-
play films and react to touch inputs.

An application such as android needs to be easy to use and flexible to the user 
as it will be operated on a daily basis and the user will need to enjoy their expe-
rience. I think the GUI is very well though out as its easy to navigate and aes-
thetically pleasing, but most importantly, it’s extremely customizable so anyone 
can create the user experience they want.



Professional software - This form of interactive media is designed to serve the needs of a 
professional user who would use the software as a way to earn money, most of these pro-
grams are used for creative purposes and provide a range of very specific tools so they can 
allow the user to do their job as well as possible, Users of these programs can be an inde-
pendent artist to the worlds largest companies such as Disney, Marvel, Car companies such 
as Volkswagen along with smaller studios like Double Negative and Rebellion Games. 
 
Maya 2018 - This is a 3D design software that is designed specifically to execute 3D tasks, 
it allows a professional to create custom 3D models and Animations. It gives the user many 
ways to create characters, it has a basic set of modelling tools, rigging tools and animation 
tools, but the program does so much more than just that as it has a very broad usage case, 
anyone from an engineer to a creature designer may use it. It only takes advantage of the ba-
sic PC tools such as mouse and keyboard, along with a display but this means the program 
is rather accessible as anyone with a decent PC can run it. 
 
Zbrush - This is another 3D design software however it has a more dedicated use, Sculpt-
ing. It is without a doubt the best sculpting software out there and any studio or user who 
requires a good set of digital sculpting tools will use this program to create. It also uses the 
basic PC tools to take in inputs and provide outputs, however, many professionals like to 
use digital drawing tablets with the program as it means they can sculpt to a much higher 
degree of accuracy. 
 
Adobe Creative Cloud - The Adobe Creative Cloud is a wide range of software that can al-
low professionals to do just about anything. Photo editing, video editing, animation, web 
design etc, and it provides many different programs to do this, but nice thing that many 
people enjoy about the adobe creative cloud is that they all share very similar UI elements 
making it easy for users to switch between programs and get to grips with a tool. Like 
Zbrush, it uses the basic PC tools but it can take in other inputs such as drawing tablets.



Gaming and other Media interactive software - This Type of software can be found on 
almost any device and as a result, almost any input and output and be used, even VR 
and AR are starting to be used as a way of consuming content.

Game Storage (Steam) - This is a popular storage solution for PC games where a user 
can download any number of available games form the store and access them all from a 
library. The program uses a simple UI to allow the user to navigate and provides many 
options to the user. The store has thousands of games for the user to buy and download 
and brings the whole buying experience all into one place. It uses typical PC inputs and 
Outputs, such as a monitor, mouse and keyboard.

Console OS (Xbox One) - Similar to Steam, this follows the same principle by provid-
ing a place for the user to find and buy games, as well as to navigate their own personal 
library and play them, unlike steam, this is limited to the Xbox line of consoles and uses 
a dedicated controller as the main user input.

TV Guide (Sky) - This app allows for a user to navigate a wide range of TV channels as 
well as exclusive content that only Sky users can view. It as a wide range of functions as 
you can buy, download and rent movies and record any TV show at any quantity. As it 
is a TV app, it uses a dedicated Sky controller as a primary input and outputs through a 
screen and speakers.

Using these device is an easy experience for me as I come across them daily, they all 
have a good menu hierarchy that mean things can be found quickly and they all have a 
good range of options and ways of categorising your media. They all provide god GUI 
which is easy to use and can be navigated well via the provided input devices. As a re-
sult they are very good at the specialised task they are designed to perform and the pro-
vide for their popular user base very successfully.



Video Game (Fortnite) - This is an example of a video game, every game has their own objectives 
and controls, and Fortnite focuses on a multiplayer experience where the user has to come out on 
top of 99 other players in a match. The game features several core mechanics, Gunplay, Building, 
Editing and Mining. Each of which is design to be easy and accessible, but also offer a level of com-
plexity for more skilled players. The Gunplay allows the user to pick up weapons located around 
the game and switch between them in combat, The Building allows the user to place a building type 
into the game world to form a structure of their choice, they can put down a floor, a wall, a ramp, or 
a roof. These buildings can also be edited, the game has a very easy editing system which allows the 
user to modify the attributes of something they place so that they can make a hole in the floor, or 
create a door in a wall. Finally, the game gives the user the ability to mine materials which you use 
to build, this is very simple, any structure can be mined for wood, brick, or metal which have differ-
ent attributes and can be used for the building. The game also has a menu system allowing the user 
to pick game modes, and change specific settings about the gaming experience. The game is availa-
ble on many devices, so it the inputs and outputs can range, from touch screens to controllers, and 
screens to speakers. During the game, the user also has access to a map where location names are 
pointed out as well as an image of the world, here the user can place waypoints, see team mates and 
see where the objectives are, the game also has a smaller version of the map that’s always on screen 
with the other GUI elements which shows the user similar things but on a smaller scale.

Virtual Reality (HTC Vive + Steam VR) - This a very new form of interactive media which gives the 
user an engaging experience as they interact with a range of applications that can be installed to the 
device, such as game and other interactive experiences. The inputs and outputs are very specific to 
the device, it uses a screen with special lenses, motion detectors, controllers, and has the option for 
headphones, all of these combine to form the immersive experience. It also eliminates the need for 
some GUI design as in order to create the immersive experience, the user needs to be able to inter-
act with the world in other ways such as using the controllers to directly point at a specific action 
instead of using mouse controls.



Susan Kare is a very important graphic designer and artist as she created many of the interface el-
ements and typefaces for the Apple Macintosh in the 1980s which was one of the most influential 
computers of its time. Even after Apple she continued to work with Steve Jobs with his projects and 
was a Creative Director at NeXT, a company that Steve formed after he left Apple in 1985. She was 
born in 1954 and has received a PhD from New York University, she has also worked for Fine Art 
Museums and is now married with three children, working as a design leader for Pinterest. In her 
years she has worked with companies such as Microsoft, IBM and Facebook. She was also an early 
innovator of pixel art in the 80s and created lots of work for the interfaces she designed.

Her work pioneered the way that Icons are designed today, although she was limited by her time to 
low resolution pixel art designs, Icons today are recognisable and simple, and that design language 
came from her work in the early age of computer GUI design.



Public Interactive Media - These Devices Often Use Screens to present the user with Info and some will 
enable touch so the user can interact, some devices will often use mechanical buttons as the primary way of 
interacting, some will use speakers and cameras however it’s less common in public environments.

ATM - These allow users to interact with their money, and extract any amount they please, they use a lot of 
security systems to ensure that the user is happy that their money isn’t stolen, but they also have to be easy 
to use as anyone will find the need to use one, the software has to be easy to use and navigate so an elder 
can use it. The main input is the hardware keypad which allows the user to make their inputs, as well as 
buttons on the side, some have touch screens, but all of them have measures in place to uphold security.

Info Points - These are often found in tourist spots where people may want to know certain things about 
the area, these can often have many built-in functions such as interactive maps and show a lot of detail 
about anything the user may want to know about, most of them will have a huge touchscreen that the user 
can operate without the need for any other inputs and outputs as they need to be simple to use, just like 
ATMs.

Arcade Machines - Most of these are designed to play one specific game and often supply a range of cre-
ative inputs and outputs such as flashing lights, motion detected guns, massive buttons, levers and some-
times vehicle inputs such as motors bikes, or car/plane cockpits, but they still use traditional screens and 
speaks to show information.

Interactive Map Kiosk - These share similar elements with info points, but they are more specifically designed for showing the user where to go, 
they use similar inputs and outputs but are used more specifically for navigation of a certain place, such as a town or one building.

Digital Slot Machines - These are a type of gambling machine that does the same thing as their mechanical counterpart, however, they often al-
low for more options for the user to create a more engaging experience, and of course to make more money. Like the arcade machines, they use a 
wide range of inputs and outputs, but the focus is on allowing the user to spin the wheels and hopefully get lucky.



Website UI - This is the use of interactive media combined with online websites to allow the user to experience 
the interaction from any device in any locations, TVs, PCs, Phones, Consoles, Laptops and many other devices 
can display this media and as a result, there are many different outputs and inputs that can provide the info to the 
user.

Music Player (Spotify) - This app is used by pretty much everyone, and can be used on any device, the web app 
is one of several ways users can interact, it allows them to navigate their songs and create playlists, it also offers 
ways to categorise what they want to hear and find new artist based on recommendations from the app. The UI 
has to be designed with a wide range of user types in mind, so its simple and easy to use. Inputs and outputs on a 
web app can range from anything such as speakers, headphones, monitors, touch screens and mouses.

Web Browser (Google) - A web browser such as Google has only one purpose, allow anyone to browse the web, 
it has to be very easy to use, it needs to allow for customisation options to let the user personalise the experience 
and a wide range of inputs and outputs from a wide range of devices. It can perform many functions, such as 
playing video, viewing images, visiting other pages and reading information.

Online Video Archive (Youtube) - An app such as Youtube has a very simple purpose, which is store and dis-
play video content. They need to take into account a lot of different users so the UI needs to be easy to use and it 
needs to provide a range of personal options. Youtube allows users to subscribe to specific creators so they know 
what form of video to expect, users can then see all of the content in a personal feed laid in chronological order 
such as the subscriptions box. As it is on a wide range of devices, it can take a wide range of inputs and outputs 
like touch screens, or a mouse and keyboard.

Online News (BBC News) - News sites all share a similar purpose, deliver the user with important information, 
BBC news presents a main front page where the user can receive a lot of information, as well as individual cat-
egories where the user can look for what they want to see. They need to be able to display video to the user and 
images in order to show information, they also show info in individual articles where the user can read up on a 
specific story. Like most web application, it allows for many inputs and outputs so the user can view the info on 
several different devices.



Terms and Conditions and Privacy Policy - Terms and conditions are a series of agreements that a user has to make with a certain product in order 
to use it, they are often written in long an complicated formats so the user knows exactly what the product will require from them, however this is 
also an intentional tactic used by brands so that the user won’t be able to pick on terms that they might not agree with, often privacy agreements 
can be abused so its important to make sure the user is aware of them and recent laws have been made to ensure this so that the user’s privacy is in 
their control. These Privacy agreements are often separated into a Privacy Policy to make it clear to the user what they are and also so they are more 
accessible. Some of the Privacy Policies may still allow the products to collect data about you, the most common form of data collection is browsing 
data on the sign so that they can provide more relevant adverts, although this may appear to be a kind effort made by companies to keep you happy, 
its a great way of making more ad revenue from the user.

A Cookie - This is a collection of data that is stored on a user’s personal storage that contains key information about that user which is then provid-
ed to the website that the user needs to access, they can use these to track browsing habits to push targeted ads and also targeted content that they 
think you may like.

Apple iOS Design Guidelines - Apple provides several guidelines about how they will help your designs on their platform, 3 main ones they discuss 
is “Clarity”, “Deference” and “Depth” Clarity is about making sure that text and visual information is clear to the user and suggests different ways to 
achieve this such as implementing negative space and a range of fonts. Deference is discussing how elements are presented on the screen along with 
how they move, stating “Fluid motion and a crisp beautiful interface help people understand and interact with content”. Finally, they discuss Dept 
which is about allowing the users to navigate your content as efficiently as possible and how to implement the design in order to do this. Their pol-
icies are similar to Google, they allow the user to read through how Apple will use their data but also make sure that other apps show this info in a 
clear way as well by making sure that the user as the full choice to let the app track their location, or access their photos.



GUI - GUI stands for Graphical User Interface and it enables users of all kind to interact with a software 
of all kinds in an easy, accessible way, without GUI, many of the products we use daily would look and feel 
very different. GUI conventions are essentially the rules of a GUI that are in place to make sure an app or 
program is easy to navigate, aesthetically appealing and contains relevant information for the user. Some 
conventions might specify a certain hierarchy for an app to use so that the user is presented with constant 
information and knows where to look for specific things they might be interested in.

Material Design - This is a digital form of communication that was created by Google in 2014 to combine 
design with information in order to communicate to the user info about an application, web page or other 
programs. It uses grid-based layouts to lay out elements and also includes animations, transitions and other 
effects to create the unique experience a user will get with material designs. Designs will use bold colours 
and shapes along with lighting and shadows to stand out to create a unique aesthetic for whoever sees them. 
Google provides the tools freely and its fairly open source, anyone can use it in their designs. Google them-
selves, of course, have a privacy policy and Terms of service which is pretty details and overviews several 
topics such as copyright protection, how they use your account, how to use their services, liabilities and 
how businesses should use their service. The Privacy policy shoes the user how Google will use your data 
and allows the user to change some of the options if they wish. They overview the data they will collect, why 
they do it, how they use it and how they keep it safe, as well as other policies.

A range of google owned applications and independent developers use material design to enhance the aes-
thetic of their applications and to make it easier to use for everyone using it. Another advantage to material 
design is that it provides the user with a sense of continuity across apps as they all share similar UI and GUI 
elements. The simplistic style that google provides is not only easy to navigate but very recognisable, and it 
adds to their branding which means more people will go to use their applications. Material Design is also 
very customizable, allowing users and developer to modify their experience, as a result the apps that take 
advantage of this will be more user friendly and aesthetically pleasing to the user.



- A clear, simple and easy to navigate menu hierarchy so users know where to look for a specific function and 
don’t get lost within the program.

- A Bold and recognisable, simple colour scheme in order to add to the aesthetic but also to separate certain 
elements of the UI to show their function (A green “Ok” button and a red “Cancel” button).

- Relevant info displayed to the user in easy to find places to help the user find what they need and also to 
help understand a specific feature as well as possible.

- An aesthetically appealing, minimalistic GUI that is implemented with the UI well without obstructing the 
user experience.

- Making the process of using the product as quick and easy as possible, allowing the user to connect their 
phone to a device so they can operate it using a familiar interface can be helpful.

- Its also good to have unique design features that make the product more interesting for the user. Allowing 
the user to customize the experience to their liking is a great way of creating interest for the user.





Here, the information about the M&S store is presented with a well designed GUI that’s well 
spaced out in an easy to read, simple font and with a simple monochrome colour scheme, it 
shows all the information the user may want to see such as opening times, contact details and 
floor numbers, the arrow also allows the user to go to another page for the store to get even more 
information.

At the top of the webpage, the user is then presented with a good menu system that allows them 
to find out exactly what they need to find out, you want to know the opening and closing times? 
You go into centre info. Want to know what stores are located in the centre? You go to Stores. It’s 
easy and simple with a good design that doesn’t look unnecessary, everything has a purpose.

Here we have the map for Westfield in London, and it is a perfect example of a well-designed piece of interactive media. Almost immediately, the 
user presented with very relevant info as to where everything is, the app does this by showing identifiable icons at the locations they represent so the 
user instantly knows what they are, and where they are. For example, the icon with the man on the escalator, clearly that’s where the user can find an 
escalator, the icons with underground logos on them, that’s clearly where the underground stations are. The floor plan is also clearly laid out, so the 
user can walk around and find the individual shops that are listed without too much effort. The app also provides the user with some useful options 
that are presented with a good layout and icons to show what they are, the “+” and the “-” are obviously the zoom options, the numbers on the right 
are obviously the floor numbers, and the user had the option to search for a specific place and locate it on the map which is another user-friendly 
feature.

The GUI aesthetic is clean and serves its purpose, the colour theme is very basic and the shapes are extremely simple, this makes the program look 
less intimidating to a newer user as the aesthetic is friendly and welcoming.

The user can also click on a location and find out specific, relevant information about that place.





Google Maps is by far, the most popular interactive map out there, it is available on almost every device, all PCs, Phones and tablets are capable of run-
ning it and as a result, the interface needs to be flexible and simple. Google Maps is also a map of the world, not just one specific location, as a result, 
the UI needs to be able to deliver every user with the experience they desire and with the wide range of experiences that it offers, operating the map 
needs to be easy and simple, yet deliver the detail and complexity that some users may require.

The UI consists of key elements, some of which are rather unique to google maps. In the bottom right of the screen, you have the main control panel, 
which is just some zoom controls, a locator and the explore tool which enables you to explore attraction you may be interested in. Alongside that, you 
have the street view browser figure, which you can pick up and pull onto pretty much any road and see a real life photo feed of the location you select-
ed, this is one of the stand out features of google map and it is used by most users as it provides an important use when looking for locations or routes.

In the bottom left corner, is a small box which the user can simply click on and change the way that the map is displayed, by default it is on the “map” 
display which shows to the user clearly where things are, such as roads (and their names), buildings, pathways, as well as transport routes like buses 
and trains and it does this all with a clean colour palette which highlights greenery and urban areas and is extremely user friendly to navigate as it nev-
er feels crowded, or over complicated. The other main view is the “Satellite” view, this is simply a gigantic image of the planet positioned over the map 
to show a photo view of the planet, this feature is a little bit of a gimmick as you won’t be using it much as a map (because the other view is much more 
functional) however it really helpful for identifying landmarks and looking around a place to quickly locate a location.

The last main UI element is the search bar in the top left, it allows the user to search anything, and find it on the map (if google has it in their databas-
es). This feature is also unique to google, although maps do have search features, none of them match the level of detail that google offers when search-
ing for places, if you were to search a place, google would be able to show you information about it, depending on the location which can be anything: 
Train stations, Bus stops, Restaurants and tourist attractions. The info that the user receives can range from reviews and menus, to train times and 
opening/closing times. Google will also show where these locations are on the map and will show multiple searches so if there are multiple locations 
such as a fast food chain, it will show them all and allow you to pick the location you may be interested in.



Here, we have a Physical map for Brunel University. This map shows a much wider scale that Westfield and had to compromise on the limitations 
of having to fit all the information on a piece of paper. However, similar to the Westfield example, it makes use of a simplified version of the struc-
ture, and uses a very basic colour palette, this not only makes it nicer to look at but makes specific info more recognisable to the user. The map uses a 
range of icons to show what and where specific locations are, which are all recognisable and show relevant info, roads are clearly marked and build-
ings are all laid out accurately and other landmarks such as the Sports Park are clearly marked.

At the bottom of the map, lots of relevant info about the locations is listed so the user knows what a certain place might offer, and also so they can 
look for a location they want to visit, the text is also colour-coded so they stand out and show hat they represent different things, on the map a link is 
also provided so the user can find out any extra info they might need.





The Universal Studios Map is immediately separated from the university map as it employs a very different aesthetic with a wider colour 
palette and a 3D map layout with enlarged landmarks and other exaggerated features. The aesthetic is there not only to look appealing 
but also to create the feeling of the park to the user, it also uses size to alert the user of important locations, such as the rollercoaster and 
the World of Harry Potter.

The map is separated into 2 main sections, at the top, we have the physical representation of the park that allows users to locate places to 
go and plan routes, and the Location list at the bottom that identifies everything on the map for the user. The Top section gives a clear 
layout of the paths and the overall whereabouts of rides and other places while maintaining an interesting aesthetic that is not only to 
re-create the feel of the park but also to make it more enjoyable to look at for younger users who they are targeting. On the Location list, 
specific areas of the park are colour coded so all the locations are essentially separated into categories which makes it very easy for the 
user to look for a specific place, the colour coding also carries across to the physical map so you can simply look and find where you are 
very quickly.

On the map itself, is also a box that gives the user info about what symbols on the map mean, allowing them to easily find where toilets 
might be, and other areas of utility. In the Location list, all the places have some of these symbols next to them, to inform the user of 
what can be done there and so they can find a specific toilet or place to eat.

At the very bottom of the page is also some additional info such as phone numbers and web links which can provide extra help for the 
user if it needed.

These map examples should really help out my designs as I develop them because I now have a much better insight into how an interac-
tive map needs to be designed so that is user-friendly and aesthetically pleasing. When it comes to developing my own Ideas, I’ll need to 
use a simple colour scheme that works well with the GUI layout, I will need to ensure that the visual elements of the map are clear and 
recognisable and that the information that the user may need is easy to find and provides a good range of facts that the user will find 
helpful.



For my primary research, I decided to go round Kingston and take photos of location that were relevant to the theme I wanted my interactive map to 
cover; the theme being places to eat. I look for a wide range of places, fast food, restaurants, independent shops and larger company owned places. I 
also decided to draw out some of these places just so I could analyse the aesthetic they used to potentially help the design of my interactive map, to 
make it more relevant to the theme I’ve chosen.






