[bookmark: _GoBack]The aim of a good audio slider is to let the user understand the current volume, change it quickly, and predict what will happen before interacting with it. The control should therefore be visible, simple, consistent and provide immediate feedback.
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This design uses a familiar horizontal slider with a speaker icon, a clearly visible handle, a 0–100 scale and a live percentage value. The user drags the handle left to reduce the sound and right to increase it. The displayed percentage changes immediately. A speaker/mute control can also provide a quick way to silence the audio. This is a strong design because the relationship between the control and the result is obvious, the current state is visible, and the interaction requires very little learning.
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A circular dial is a more creative alternative. The user turns the dial clockwise to increase volume and anticlockwise to decrease it, similar to a physical stereo knob. The centre can act as a mute button. Although visually distinctive, it should still show clear minimum, midpoint and maximum values so that creativity does not reduce usability.
Worst Audio design, Confusing volume control:
This design deliberately breaks basic usability principles. It presents many unrelated buttons in no meaningful sequence, mixes numbers with vague words such as “LOUD”, and makes the mute function unclear. The user would need to search for the required value instead of making one simple movement. It increases cognitive load, creates opportunities for mistakes and gives the user little confidence about the result of an action.
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