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DEFINITION 
OF 
PSYCHOLOGY

W
hat do psychologists study?

�
P

sychology 
�

the system
atic, scientific study of 

behaviors and m
ental processes

�
B

ehaviors 
�

refers to observable actions or 
responses in both hum

ans and anim
als

�
M

ental processes
�

not directly observable, refer to a w
ide 

range of com
plex m

ental processes, 
such as thinking, im

agining, studying, 
and dream

ing



GOALS OF 
PSYCHOLOGY

�
D

escribe
�

E
xplain

�
P

redict
�

C
ontrol



GOALS OF 
PSYCHOLOGY

D
escribe

�
first goal of psychology is to describe 
the different w

ays that organism
s 

behave

E
xplain

�
second goal of psychology is to explain 
the cause of behavior



GOALS OF 
PSYCHOLOGY 
(CONT.)

P
redict

�
third goal of psychology is to predict 
how

 organism
s w

ill behave in certain 
situations

C
ontrol

�
the fourth goal of psychology is to 
control an organism

¶s behaYior





USING THE 
HEADINGS, 
DISCUSS THE 
M

USIC VIDEO

�
D

escribe
�

E
xplain

�
P

redict
�

C
ontrol

�
Tim

e for task: 15 m
ins



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS

H
ow

 do psychologists answ
er 

questions?
�

A
pproaches to understanding behavior 

include:
B

iological
C

ognitive
B

ehavioral
P

sychoanalytic
H

um
anistic

C
ross cultural



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS 
(CONT.)

B
iological approach

�
focuses on how

 our genes, horm
ones, 

and nervous system
 interact w

ith our 
environm

ents to influence learning, 
personality, m

em
ory, m

otivation, 
em

otions, and coping techniques



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS 
(CONT.)

C
ognitive approach

�
exam

ines how
 w

e process, store, and 
use inform

ation and how
 this 

inform
ation influences, w

hat w
e attend 

to, perceive, learn, rem
em

ber, believe, 
and feel



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS 
(CONT.)

B
ehavioral approach

�
studies how

 organism
s learn new

 
behaviors or m

odify existing ones, 
depending on w

hether events in their 
environm

ents rew
ard or punish these 

behaviors



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS 
(CONT.)

P
sychoanalytic approach

�
stresses the influence of unconscious 
fears, desires, and m

otivations on 
thoughts, behaviors, and the 
developm

ent of personality traits and 
psychological problem

s later in life



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS 
(CONT.)

H
um

anistic approach
�

em
phasizes that each individual has 

great freedom
 in directing his or her 

future, a large capacity for personal 
grow

th, a considerable am
ount of 

intrinsic w
orth, and enorm

ous potential 
for self-fulfillm

ent



M
ORE 

APPROACHES, 
M

ORE 
ANSW

ERS 
(CONT.)

C
ross-cultural approach
�

exam
ines the influence of cultural 

and ethnic sim
ilarities and 

differences on psychological and 
social fXnctioning of a cXltXre¶s 
m

em
bers



HISTORICAL 
APPROACHES

H
ow

 did psychology begin?
�

S
tructuralism

: E
lem

ents of the M
ind

�
Functionalism

: Functions of the M
ind

�
G

estalt A
pproach: S

ensations versus 
P

erceptions
�

B
ehaviorism

: O
bservable B

ehaviors



HISTORICAL 
APPROACHES

S
tructuralism

�
w

as the study of the m
ost basic 

elem
ents, prim

arily sensations and 
perceptions, that m

ake up our 
conscious m

ental experiences



HISTORICAL 
APPROACHES

Functionalism
�

w
hich w

as the study of the function 
rather than the structure of 
consciousness, w

as interested in how
 

our m
inds adapt to our changing 

environm
ent 



HISTORICAL 
APPROACHES

G
estalt A

pproach
�

em
phasized that perception is m

ore 
than the sum

 of its parts and studied 
how

 sensations are assem
bled into 

m
eaningful perceptual experiences



HISTORICAL 
APPROACHES

B
ehaviorism

�
em

phasized the objective, scientific 
analysis of observable behaviors



�
W

hat do \ou ·feel· Z
hen \ou see these chairs?

�
W

hich theory best explains your answ
er?

�
Tim

e for answ
er: 20 m

inutes



THE ROLE OF 
PSYCHOLOGY 
IN DESIGN

Today the tendency of user-centered
design m

akes designers reconsider 
approach to their w

ork and go deeper 
into the understanding of the target 
audience. D

onald A
. N

orm
an in his 

book ́The D
esign of EYer\da\ Thingsµ 

defines design as an act of 
com

m
unication, w

hich m
eans having 

the deep understanding of the person 
w

ith w
hom

 the designer is 
com

m
unicating. In order to get better 

insight into people·s needs, designers 
are recom

m
ended to bear in m

ind the 
psychological principles of hum

an 
behavior, aspirations and m

otivations.



The outcom
e of the w

ork can 
be even m

ore positive if a 
designer applies psychology in 
the creative process since the 
science gives the close 
understanding of the target 
audience. Psychology 
know

ledge helps to create the 
design w

hich w
ill m

ake users 
perform

 the actions they are 
expected to such as m

aking a 
purchase or contacting the tea



D
esigners m

ay see psychology 
as a com

plicated approach to 
im

proving the design and for 
that reason neglect this part of 
research and analysis. H

ow
ever, 

\ou don·t need to be a Ph.D
. in 

psychology to use it at your 
w

ork effectively. All you need to 
consider are the basic 
principles constantly presented 
in design. Based on our 
experience and the conducted 
research, Z

e·Ye defined si[ 
effective psychological 
principles often applied in the 
design process.



GESTALT 
PRINCIPLES

This psychological theory is alm
ost 

100-year-old but it hasn·t lost its 
actualit\. The Z

ord ́gestaltµ m
eans 

«unified w
hole» so the theory explores 

users· Yisual perception of elem
ents in 

relation to each other. In other w
ords, 

it show
s how

 people tend to unify the 
visual elem

ents into groups. The 
principles, on w

hich users form
 the 

groups w
ill be discussed after the film

.





SIM
ILARITY. 

If a user sees objects that look 
som

ehow
 sim

ilar, they m
ay 

autom
atically perceive them

 as the 
individual elem

ents of one group. The 
sim

ilarity betw
een elem

ents is usually 
defined w

ith shape, color, size, texture 
or value. The sim

ilarity gives users the 
sense of coherence betw

een the 
design elem

ents.



CONTINUATION. 

It is the principle according to w
hich 

the hum
an eye m

oves naturally from
 

one object to the other. This often 
happens through the creation of 
curved lines allow

ing the eye to flow
 

w
ith the lin



CLOSURE. 
It is a technique based on the hum

an 
e\e·s tendenc\ to see closed shapes. 
Closure w

orks w
here an object is 

incom
plete but the user perceives it as 

a full shape by filling in the m
issing 

parts



PROXIM
ITY. 

W
hen objects are placed in close 

proxim
ity, the eye perceives them

 as a 
group rather than seen individually 
eYen if the\ aren·t sim

ilar.



FIGURE/GROUND.

This principle dem
onstrates the e\e·s 

tendency to separate objects from
 

their background. There are lots of 
exam

ples of pictures that show
s tw

o 
faces depending on w

here your eye is 
focused the object or background





EXPLORING 
GESTALT
FR

O
M

 TH
E PR

EVIO
US FILM

;

PICK 3 IM
AG

ES

D
ISCUSS IN

 R
ELATIO

N
 TO

 AT 
LEAST TW

O
 ASPECTS O

F 
G

ESTALT

Tim
e for answ

er: 20 m
inutes



W
HAT IS 

EM
OTIONAL 

DESIGN?

Em
otional design is the concept of 

how
 to create designs that evoke 

em
otions w

hich result in positive user 
experiences. D

esigners aim
 to reach 

users on three cognitive levels³
visceral, behavioraland reflective³

so 
users develop only positive 
associations (som

etim
es including 

negative em
otions) w

ith products, 
brands, etc.



´EYeU\Whing haV a peUVonaliW\: 
everything sends an em

otional 
signal. Even w

here this w
as 

not the intention of the 
designer, the people w

ho view
 

the w
ebsite infer personalities 

and e[peUience em
oWionV.µ

³
D

on N
orm

an, G
rand O

ld M
an 

of User Experience



EM
OTIONAL 

DESIGN IS 
DESIGN THAT 
ANTICIPATES AND 
ACCOM

M
ODATES 

86E56· NEED6 
AND RESPONSES

As a designer, \ou focus on users·needs
in 

their interactions w
ith your products or 

serYices. It·s logical that the functionalit\ \ou 
design should help them

 achieve their goals 
as efficiently and effectively as possible. B

ut 
you also have to focus on

theirresponses, 
w

hich are
naturally em

otional. As rational as 
w

e m
ay like to think w

e are, em
otions are at 

the heart of how
 w

e interpret reality. Positive 
experiences drive curiosity. They help 
m

otivate us to grow
 as individuals. N

egative 
experiences help us prevent repeated 
m

istakes. H
ow

ever, these not-so-positive 
experiences can som

etim
es be fun³

consider 
the chilling thrills of horror m

ovies. Likew
ise, 

users associate feelings w
ith w

hat they 
encounter.



VISCERAL³
86E56· G

8
7 5EAC7ION6 7O O5 7H

EI5 
FIRST IM

PRESSIONS OF YOU
R DESIG

N; E.G
., AN 

U
NCLUTTERED U

SER INTERFACE SU
G

GESTS EASE 
OF U

SE.

B
EH

AVIORAL³
USERS SU

BCONSCIOUSLY EVALUATE 
H

OW
 YOU

R DESIG
N H

ELPS TH
EM

 ACH
IEVE G

OALS, 
AND H

OW
EASILY. TH

EY SH
OU

LD FEEL SATISFIED 
7H

A7 7H
E<·5E IN CON75OL, :

I7H
 M

INIM
8

M
 

EFFOR
T REQUIRED.

R
EFLECTIVE³

AFTER TH
EY ENCOU

NTER YOU
R 

DESIG
N, U

SERS W
ILL CONSCIOUSLY JU

DGE ITS 
PERFORM

ANCE AND BENEFITS, INCLUDING VALU
E 

FO5 M
ONE<. IF 7H

E<·5E H
A33<, 7H

E<·LL KEE3 
U

SING
 IT, FORM

 EM
OTION

AL BONDS W
ITH

 IT AND 
TELL TH

EIR FRIENDS.

They also have tem
pers; som

e 
get frustrated faster than 
others.The fact is that the 
em

otional design of a product or 
service affects its success³

and 
thus the bottom

 line.W
hether or 

not they realize it, users have 
sophisticated thought processes 
going on m

ost of the tim
e. So, 

you m
ust address three levels of 

cognitive responses w
hen you 

design:







FINAL TASK

Just one of your ow
n designs/art w

orks 
and«

Explain how
 you w

ould apply Em
otional 

design and G
estalt to it

Tim
e to answ

er: 25 m
inutes



HOM
EW

ORK

W
rite 300 w

ords on how
 you 

perceive the role psychology 
plays w

ithin your ow
n 

practice


