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Why Is Usability a Consideration When Designing Prototypes?

Anthropometrics
The use of human-size measurement in relation to our environment. For example, a cafe chair must be able to allow a range of people, short and tall, to sit down.

Ergonomics
How a product fits with its user – for example how comfortable a handle on a hairdryer is - depends on its ergonomics. Correct ergonomics not only make a product more 
comfortable to control or handle, but also allows the user to exert the correct force required to operate the device properly.  

Hand-Held Devices
Hand comfort is perhaps the most crucial of all 
ergonomic considerations that affect usability.  Some 
design is specific to particular anthropometrics:
• baby toys are specifically designed to be handled by 

tiny hands; 
• most gym equipment is designed to fit a range of adult 

hands. 
Video game controllers, however, must be useable for a 
much wider range of hand sizes.

Seating
Seating comes in many forms and designers must take 
into account the range of anthropometric data that 
applies to the situation. They also need to consider the 
location of the seating and how long a user may use the 
seat for. Locations might include schools, cars, fast food 
restaurants, parks and playgrounds.

Packaging
Often overlooked, everything from fast food cartons to pet 
food tins require careful anthropometric consideration to 
get the ergonomics right. Have you ever wondered why 
drinks cartons from fast food restaurants are tapered? It 
helps them stack, but also it stops the ice-cold container 
slipping through your hands as the diameter increases 
as it drops.

The human body has a basic set of measurements; there is a huge amount of variation of each of 

these based on the sizes of different people. Another factor is how these measurements change as the 

human body changes position – reaching up, sitting down, bending over. A designer must make use of 

this data in the iterations of design to ensure all potential users have access to good ergonomic design.

Clothing designers must consider 

the size variations that are needed 

for their products. This can vary 

due to age, lifestyle and culture.
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A designer has to consider a number of factors relating to user interaction with possible design solutions if their designs are to be effective.

The Impact on a User’s Lifestyle
A designer has to be clear about what a product needs to be or do to successfully 
resolve the problem identified at the start of the project (often referred to as the 
Situation):
• good design should enrich the user’s life and the experience of using the product 

should be positive;
• the product should look as good being used, as not;
• the product should offer more to the user than other products which may do the 

same thing;
• the product should appeal to the user on a moral level

Aesthetic Considerations
Good design of consumer products such as clothing and textiles, furniture and electronic 
products are composed of two things: effective functionality and pleasing aesthetics. 
A designer needs to investigate the intended user’s preferences to fully understand the 
aesthetic style that will work best for a product. Aesthetics are basically made up of:
• shape;
• form;
• colour;
• texture;
• decoration/adornment.

• Trends in product aesthetics are driven by a range of factors, including:
• automotive design;
• cultural preferences;
• national events;
• new and emerging technology.

By creating a mood board that includes images of the intended user’s world, a designer 
can begin to see a pattern in the aesthetic that the user prefers. Images should include 
everything that the user has, likes or wishes they had, as well as images of pop culture 
that may influence the user’s decision to buy a product.

Aesthetics are nearly always the first thing that a user notices about the product, and 
could lead them to buy it. Never underestimate the importance of producing products 
that are attractive to the potential

The Ease of Use and Inclusivity of Design Solutions
Good design takes into account the full range of users who will benefit from a product. 
Designers understand the principles of aesthetics, ergonomics and anthropometrics 
and can take these factors into account when considering all potential users, including:
• the young;
• the elderly;
• users with disability;
• users of different cultures.

Factors which may inhibit ease of use include:
• complex instructions;
• controls designed for one hand size only;
• non-intuitive controls or hard to access fasteners.
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