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01 UX LAW

Law of Aesthe�cs
This meant that users perceived a�rac�ve products to be more useful. In other 

words, the more posi�ve the response is to visual design, the more tolerant 
they are with minor usability issues.
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02 UX LAW

Fi�’s Law
Fi�s’ law states that the amount of �me required for a person to move a 

pointer (e.g., mouse cursor) to a target area is a func�on of the distance to the 
target divided by the size of the target.



Swipe@goprotoz

03 UX LAW

Jakob’s Law
Users spend most of their �me on other sites. This means that users prefer 

your site to work the same way as all the other sites they already know.



Swipe@goprotoz

04 UX LAW

Hick’s Law
The �me it takes to make a decision increases with the number and 

complexity of choices.
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05 UX LAW

Common Region Law
Elements tend to be perceived into groups if they are sharing an area 

with a clearly defined boundary.
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06 UX LAW

Proximity Law
Objects that are near, or proximate to each other, 

tend to be grouped together.
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07 UX LAW

Similarity Law
The human eye tends to perceive similar elements in a design as a 

complete picture, shape, or group, even if those elements are separated.
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08 UX LAW

Uniform Connectedness Law
Elements that are visually connected are perceived as more related than 

elements with no connec�on.



Share this post if you find

it valuable.!

Was that helpful let us

know in comment section ?


