AnzanH UI/UX



O kypce
e inzanH UI/UX

> OCHOBbI M 3Tanbl

° MpUHUMNbI M NPUMEHAEMbIE TEXHONOT NN
> Micnonb3yemble MHCTPYMEHTI

> OcHOBHOM pecypc

https://www.uprock.ru




O kypce

e JavaFX

° Ha3sHayeHue 1 BO3MOXHOCTU

° YCTaHOBKA MHCTPYMEHTapus

o ApxutekTypa JavaFX-nHtepdenca
> ba3oBble K/1acchbl

> OCHOBHbIe pecypchl
e https://openijfx.io/

e https://gluonhg.com/products/javafx/

e https://metanit.com/java/javafx/1.1.php



https://gluonhq.com/products/javafx/
https://gluonhq.com/products/javafx/

Ul nUX

o UX (User Experience) —aHanu3 npeano4yTeHni
No/sib30BaTeNen pecypca 1 npespalleHmne ero B NPoayKT

o Ul (User Interface) — opopmneHme sToro NnpoayKTa,
NEeNaeT ero aCTeTUYECKM NPUATHbIM

HenoseuyHocms dusaliHa sbipaicaemcsi 8 mom, Ymobsi nodcmpoums
npedmem du3alHa nod Yenoseka c e2o cnabocmsamu,
a He 3acmasnAme Yyeso08eka nodcmpausamscs nod npedmem.

Vnba bupmaH



UX - anzamnH

» Pa3paboTKa KapKaca pecypca Ha OCHOBE aHa/M3a
npeanoyTeHnm nonb3OBaTeneM
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3aaaum UX-amsamnHa

e Co3gaHume 1 cornacoBaHue naaHa pa3paboTku
e Pa3paboTka MHPOPMALMOHHOM apPXNUTEKTYPbI

* BbiAcHeHMe noTpebHOCTEN LeneBon ayantopmum m
CO3/laHMe MN0J1b30BaTE/IbCKOrO NOTOKA

» Pa3paboTKa KapKaca nHTepdemnca
e TecTnpoBaHue



Ul - an3anH

* /cnonb3oBaHMe 3/1IeMeHTOB BU3Yya/ibHOro AM3alHa A4
yo0OHOro B3aMmoaemncTBmnsa nosib3osaTens ¢
pa3pabaTbiBaeMbIM NPOAYKTOM

e CoenaTb KapKac 3CTETUYECKN MPUBNEKATETbHBIM U
ONTUMU3UPOBAHHbBIM A4 BbINOJAHEHWA HA PA3HbIX
YCTPOWCTBAX




3agaum Ul-gu3anHepa

Pa3paboTka makeTa 1 BCex BMU3yaibHbIX KOMMOHEHTOB
nHTepdpenca (LBeTa, WPUPTbI, 3aHAYKM, KHOMKK M Np.)

CornacoBbiBaTb yA0DCTBO MCNOAb30BAHMA MPOAYKTA C
bpeHaom

AJanTauma MakeTa KO BCEM YCTPOWCTBAM, N1aTGoOpPMam
M Pa3Mepam 3KpaHa no popme 1 No PyHKLUMAM

Pa3paboTka nepexooB, BKAOYEHME aHMMALMUK U
MHTEPAKTUBHbIX 3/IEMEHTOB



[opsaok pa3paboTky MO NPUHLMUMNAM
UI/UX ansamnHa

Cbop MHPopmaLmm (oNnpochbl NN MHTEPBLIO)
AHanUTUKa(M3yd4eHne aHa0ros)

Pa3paboTKa CTPYKTYpbl 1 KapTbl NO/b30BATE/IbCKMX
nyTemn

dopmmnpoBaHmMe NPOToTUNA
PaboTta c KOHTEeHTOM (POTO, BMAEO, MHPOrpaPmKa)
Pa3paboTka BM3yasnbHOM 0bono4vkn (Ul)

TecTnpoBaHue
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5 cnoeB aAn3anHa
(Axecc [appeTT 2001)

e [loBepxHOCTb

UX Ul 5 Planes Overview -...

e KomnoHoOBKa ﬂmg:?
o CTpykTypa (MHPOPMALMOHHANA APXUTEKTY| ; 77
o Ckoyn (byHKUMN) =t

e (CrpaTterus

YepabiHuesa M.U., UMMuKH HOQY, 2026




Strategy Plane

3ayem co3paeTca?

Kto byaeT ero
MCMNOJIb30BaTb?

YemM oT/iMyaeTca oT
aHa/IOrMYHbIX ?

Kakas BO3MOXHa LleHa
n3gepxek?

Opportunity Canvas =
Users & Customers Problems Solution ideas How will users use User Metrics
your solution? -
Solutions Today Adoption Strategy
Business Challenges Budget Business Benefits and Metrics

pe—
[ EERRIRR| Db AL Pl Satona S500E168, 6 ory opprtinity-Canvas/



Scope Plane

Coptupyem ¢pyHKLMM no npuoputetHocTu (L,M,H)

= Ba)XXHOCTb A/19 N0/1b30BATENSA
= BaxHOCTb a5 npoekTa (bnsHeca)
= TpyaoemKkocTb B pa3paboTke

= Pacnpegensem Ha aTanbl peaansaumnm

= Onpegensem PyHKLUUM, BKAtOYaeMble B pean3 (Minimal Viable
Product & Minimal Viable Release)

= [lekoMno3umumnsa Ha OCHOBE NoJIb30BaTeNbCckux nctopun (User
Story Mapping)



Scope Plane

| 3HaKoOMCTBO ¢ YnpaeneHue Mokynka
Mownck ToBapa .
- TOBapom KOp31HOW TOBapoB
Caenatb HaitTi MNocmoTpeTs AoGaBuTh B YkasaTb agpec 1
06a3aTeNbHO TOBap onucaHne KOP3WHY BpeMA A0CTaBKM
MocmotpeTs Yaanute nz BsecTi gaHHbIe
doTo KOP3WHbI KapThl
MNoateepanTs
NOKynKy ver.1 (MVP)
Xopouuo 6bl ®OUNLTP No Buibparts MameHUTL Bulbparts
caenatb LeHe ynakoBky KONWYecTBo BapuaHT
TOBapa onnarsl ver.2
MNocmotpeTe
BUAEO
ver.3
Mo>xHo 6yaeT dunsTp No MoumTaTs
PeiRTUHrY OT3bIBbI

caenaTb

YepabiHuesa M.U., UMMuKH HOQY, 2026 14



Structure Plane

PacctaBasiem ¢pyHKUMAM npuopuTeTbl. MMHMMKW3ALMS WAroB AN
caMbix BOCTpeboBaHHbIX

Pa3paboTka HaBMraymm no aKpaHam
BHYTpeHHSA HaBMrayms

[MocTpoeHWe KapTbl WAroB NpY UCMO/Ib30BAaHUM QYHKLNM

[locTpoeHue NoToKa 3KPaHOB —

—
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Skeleton Plane

* B3anMMmHoOe pacnosioxXeHne 3N1eMEHTOB MHTephENCA
* KOHTPACTHOCTb 3/1eMEHTOB
* YunTbiBaeMble GpaKTOpbI
> Touka cTtapTa (eyecatcher)
° epapxua n KOHTPACTHOCTb (LLBET, pa3mMep, ABuXKeHne, GopMa)
e [1pmBbIYHOCTb (NpeACcKa3yeMoCTb) PACMO0XeHNS
e [laTtTepH cumTbiBaHus (Z/F)

e KorHuTtmBHasa Harpyska (M30bpaxkeHuns, TUKTOrpamMmmbl,
MWUHUMM3ALNA TEKCTA, CTPYKTYPUpPOBaHMe)



Surface Plane

e OnpegeneHne cTUNA
3/1EMEHTOB U
MANOCTPaL UK

e KoMMNMOHOBKA
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HepaeHo aobaeneHHble

® SceneBuilder

7-Zip
A
l' Access
Adobe Acrobat
AMD Radeon Settings
W_l AMD Radeon™ Settings Lite
Apache NetBeans
&
O Cortana
D
DBeaver Community

E Dolby Atmos
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DOLBY . o
Dolby Atmos Realtek Audio...

Bca sawa
nouTa B OAHO
cnyxbe

Mouta :




[lepcoHanm3sauma

» [lepCOHbl — NONYASAPHbBIN MHCTPYMEHT UCCAEA0BAHUSA Le/1eBOM
ayamntopum

» [pepcTaBastoT cobon cobupaTenbHbi 06pa3 NOTeHLMANbHbIX
Nno/sib30BaTesIen NPOAYKTa



[lepcoHaxu

e WNHCTpYMEHT ANA NpeACTaBAEHUA PA3/IMYHbIX TUMOB
noJib30BaTesien

e OnpesenatoT OCHOBY AN NPOEKTUPOBAHMUS

o [lo3BosftoT YUUTbIBATb MCUXOJTOTMNIO PA3HbLIX TUMOB JINYHOCTH



[locTpoeHue nepcoHaXken

e (QopmupoBaHue posien.

(o]

o)

o)

o)

o)

[lapameTpbl NoBegeHUS

Bua aeatenbHOCTH

HaBbikn

MoTmnBauus

ObyyaemocCTb

KoMneTeHTHOCTb B COOTBETCTBYOW,EN 061acTH

ConocTtaBneHne nepcoHaXxKen C NapaMeTpamMu NoBeAEeHMUS
BbisiB/ieHMe BaXKHbIX Wab/0HOB NoBejeHUS
OnpegeneHne XxapakTepPUCTUK U Lenemn

Ha3HauyeHme TUMNOB NepcoHaxemn



CueHapuu

* KOpOTKME NCTOPUM O KOHKPETHbIX MePCOHaXax

* [loka3biBaeT Hanbosee BaxHble MOMEHTbI, HA KOTOpPbIE
HY>XHO 06paTUTb BHMMaHMe B NpoL,ecce NpoOekTUPOBaHUS

e CocTonT N3
o KoHTekcT
° AreHTbl
o Lenn
o [encrus
o CobbITUS
* Busyanmsauyms cueHapus (Ctopmbopa)



[Tpobnembl nepcoHaxeu

HO!!!

e He no3BosstoT n3bexatb oWMOHOK NPOEKTUPOBAHMS
° [1NaCTUANHOBBIN NONb30BATENb
o [1lpoekTupoBaHuMe nog cebs

° ['paHnyYHbIE Chyvaun



MHTepBbIo

e PelwweHune npobaeMbl BbIMbILIAEHHbIX NEPCOHAXeEMN

* [psamoe obweHne paspaboTunkos c byayLmmMy NoAb30BaATENSIMMU
» HabnatogeHue 3a npoueccoM paboTbl KOHKPETHbIX MO/Ib30BATE/IEM
* BHMMaHMe Ha HeETUNNYHbIE CNOCObbI pelleHns 3aaau

e [lony4yeHue BbICTPbIX peakLnK, 3amevaHnii, coobeHnm o
npobaemax

* [lpsiMoe TeCTMpPOBaHWE FPynmnou Nosb30BaTeNeNn B npoLecce
pa3paboTku



[lpeaB3aTOCTL HAbAKOAEHUS

o XOTOpPHCKMN 3P PeKT
° 1920 T. 3aB0Z, Nno npomnssoactey TenedpoHos Western Electric B XoTopHe
° 1950-e roabl leHpu A. JlaHacbeprep BBen TePMUH «XOTOPHCKNIN 3P dekT»
® fll-O,[I,l/I CKJIOHHbIV OTBEYaTb Ha BOMNPOCHI TaK, 4YTOObI Ka3aTbCH
«nyylien Bepcunen» cebs

B UXnpeaB3aTocTb HabAogeHNA MOXET CTaThb eLLe OAHUM LLIArom
K MOHMMaHUIO Moib3oBaTesen



Jobs-To-Be-Done

* ANbTepHATUBHbLIN NOAXOA K pa3paboTke

e OcHoBHaA NAeA -NMNoJIb30BaTE/1Ib HE NMPOCTO NMOKYMaeT, a

«HaAHMMaeT» ToBap, YCAYry UM CEPBUC ANSA TOrO, YTOObI 3aKPbITh
CBOO NOTPebHOCTD

o CornacHo koHuenuun JTBD, npoaykT byaeT ycnewHbim, €cam oH
pewaeT npobaembl N0Nb30BaTeIEN



KnioueBble acnekTbl JTBD

e Cytb: [NpoayKT NnOoKynaeTcs pagn BbINOJIHEHMS 3a4a4N.

» KoHTekcT BaxHee gemorpaduu: JTBD He cermeHTUpyeT ntogeu
Mo BO3PAaCTy UM J0X04Y, @ 0bbeaMHAET nx Mo CUTyaumm

* «Haem» npoaykra: KAMeHT «HaHMMaeT» NPOAYKT, YTOObI
YYYLWNTb CBOKO XU3Hb. ECNM NpoAyKT He cnpaBaiseTcs, ero
«YBOJIbHSIIOT» U ULLYT 3aMeHy

» Job Stories: BmecTto User Stories ncnonb3ytoTcs «mctopmm paboT»



Jobs-To-Be-Done

» User Stories * Job Stories
A Kak < nepcoHax> Korga <cutyauuns=>
Xouy <uenb/pencresme> A xouy <moTumBauma>

YT0obbl <npuuMHa/LeHHOCTL> YT0obbl <OXMAAEMbIV pe3y/ibTaT>
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