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Abstract 

User experience (UX) design strives to create intuitive, efficient, and satisfying interfaces that 

prioritize user needs. Understanding and applying UX laws is crucial for achieving these goals. 

This article delves into the critical role of UX laws throughout the UX research and UI/UX design 

processes. We explore 24 foundational UX laws, detailing their benefits and practical applications 

in creating market-fit IT product designs. By systematically integrating these principles, designers 

can enhance user engagement, satisfaction, and overall success of digital products. The article 

also examines how considering these principles during research enhances user understanding 

and guides the design of intuitive, efficient, and market-fit products. Finally, the article explores 

the practical implementation of UX laws at each stage of the design process. 

 

Introduction 

In the rapidly evolving digital landscape, the user experience (UX) has become a pivotal 
factor in determining the success of software products. The success of any digital product 
hinges on its user experience. UX design is a user-centered approach that focuses on 
creating interfaces that are not only aesthetically pleasing but also intuitive, efficient, and 
cater to user needs. UX laws, derived from cognitive psychology and human-computer 
interaction research, provide a set of guidelines that inform design decisions. These laws 
help designers create interfaces that align with user expectations, reduce cognitive load, 
and enhance usability. UX Laws offer a valuable toolkit for UX researchers and designers 
by providing a foundation of established principles that have been proven to enhance 
user experience. This article aims to provide a comprehensive understanding of the 
importance of UX laws and their application throughout the UX research and design 
processes. 
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Methods 

This study employs a qualitative approach, adopting a comprehensive literature review to 
analyze existing research and publications on UX Laws and their applications in UX 
research and design. We examine case studies, expert opinions, and empirical research 
to elucidate the benefits and practical implications of these laws. The analysis is 
structured to provide a detailed explanation of each UX law, followed by discussions on 
their integration in UX research and UI/UX design practices. 

 

Detailed Explanation of the 24 UX Laws 

1. Aesthetic-Usability Effect 

Aesthetically pleasing designs are perceived as more usable. Users are more tolerant of 
minor usability issues when the design is visually appealing. 

 

2. Doherty Threshold 

Productivity soars when a computer and its users interact at a pace (< 400 ms) that 
ensures that neither has to wait on the other. 

 

3. Fitts’s Law 

The time to acquire a target is a function of the distance to and size of the target. Larger 
and closer targets are faster to click. 

 

4. Hick’s Law 

The time it takes to make a decision increases with the number and complexity of choices. 
Simplifying options speeds up decision-making. 

 

5. Jakob’s Law 

Users spend most of their time on other sites and prefer your site to work the same way 
as all the other sites they already know. 



6. Law of Common Region 

Elements tend to be perceived into groups if they are sharing an area with a clearly 
defined boundary. 

 

7. Law of Proximity 

Objects that are close to each other are perceived as a group. This principle helps in 
organizing information hierarchically. 

 

8. Law of Prägnanz 

People will perceive and interpret ambiguous or complex images as the simplest form(s) 
possible. 

 

9. Law of Similarity 

Items that are similar are grouped together by users. This similarity can be by shape, 
color, size, or other attributes. 

 

10. Law of Uniform Connectedness 

Elements that are visually connected are perceived as more related than elements with 
no connection. 

 

11. Miller’s Law 

The average person can only keep 7 (plus or minus 2) items in their working memory. 

 

12. Occam’s Razor 

Among competing hypotheses that predict equally well, the one with the fewest 
assumptions should be selected. Simplify designs by eliminating unnecessary elements. 



13. Pareto Principle 

80% of the effects come from 20% of the causes. Focus on the features that will deliver 
the most significant benefits. 

 

14. Parkinson’s Law 

Any task will inflate until all of the available time is spent. Setting shorter deadlines can 
boost productivity. 

 

15. Peak-End Rule 

People judge an experience based mainly on how they felt at its peak and at its end, 
rather than the total sum or average of every moment. 

 

16. Postel’s Law 

Be liberal in what you accept and conservative in what you send. Ensure that your design 
works even with unexpected inputs. 

 

17. Serial Position Effect 

Users have a propensity to best remember the first and last items in a series. Place 
important information accordingly. 

 

18. Tesler’s Law 

Every application has an inherent amount of irreducible complexity. The only question is 
who will have to deal with it—the user or the designer. 

 

19. Von Restorff Effect 

When multiple similar objects are present, the one that differs from the rest is most likely 
to be remembered. 



20. Zeigarnik Effect 

People remember uncompleted or interrupted tasks better than completed tasks. 

 

21. Golden Ratio 

The Golden Ratio (approximately 1.618) is often used to create visually pleasing, natural-
looking compositions in design. 

 

22. Rule of Thirds 

Dividing a composition into thirds horizontally and vertically to position elements along 
these lines or at their intersections for a more balanced design. 

 

23. Principle of Least Effort 

People will choose the path of least resistance or effort. Simplify processes to align with 
this tendency. 

 

24. Fogg Behavior Model 

Behavior is a product of motivation, ability, and triggers. Ensure your design facilitates 
these aspects to drive user actions. 

  



1. Law Description 

2. Fitt's Law 
The time required to rapidly move to a target area is a function of the 
ratio between the distance to the target and the width of the target. 

3. Hick's Law 
The time taken to complete a certain task depends on the number and 
complexity of choices. 

4. Jakob's Law 

Users spend most of their time on other sites. This means that users 
prefer your site to work the same way as all the other sites they already 
know. 

5. Miller's Law 
The average person can keep only 7+-2 elements in their working 
memory. 

6. Occam's Razor The simplest problem-solving solution is the right one 

7. Parkinson's Law Any task will inflate until all the available time is over 

8. Tesler's Law 
For any system, there is a certain amount of complexity that cannot be 
reduced 

9. Von Restorff Effect 
When multiple similar objects are present, the one that differs the most 
is likely to be remembered 

10. Doherty Threshold 

Productivity soars when the interaction between the computer and the 
user takes paces at the pace of <400ms that ensures that neither has 
to wait on the other. 

11. Zeigarnik Effect 
People remember incomplete or interrupted tasks better than 
completed ones. 

12. Aesthetic Usability 
Effect 

People perceive aesthetically pleasing designs as easier to use than 
less aesthetically pleasing designs, even when they are not actually 
easier to use. 

13. Peak-End Rule 
People judge experiences based on the most intense point (peak) and 
the end of the experience rather than the overall experience. 

14. Serial Position 
Effect 

People tend to remember the first and last items in a list better than 
those in the middle. 

15. Law Of Pragnanz 
People tend to interpret ambiguous or complex information in the 
simplest way possible. 

16. Visuospatial 
Resonance 

People are better at remembering visual information than verbal 
information. 

17. Progressive 
Disclosure 

This law emphasizes the importance of presenting information 
gradually over time, rather than overwhelming users with too much 
information at once. 

18. Information 
Overload 

This law states that too much information can overwhelm users and 
decrease their ability to make decisions. 

19. Gaze Cueing 
This law suggests that people tend to follow the gaze of others, so 
gaze cues can be used to direct attention in interfaces. 



20. Endowed Progress 
Effect 

This law suggests that people are more likely to complete a task if they 
feel like they have already made progress towards it. 

21. Cognitive Load 
Theory 

Cognitive Load Theory is a UX law that states that people have a 
limited capacity for processing information and that the design of user 
interfaces should take this into account. 

22. Feedback Loop 
The Feedback Loop is a UX law that emphasizes the importance of 
providing immediate feedback to users. 

23. Expectation Effect 

The Expectation Effect is a UX law that suggests that users’ 
expectations of an interface can influence their perception of its 
usability and effectiveness. 

24. F-Shaped Pattern 

The F-shaped Pattern is a UX law that describes the way users tend 
to read web pages, with more attention given to the top and left side of 
the page. 

  



The Benefits of Considering UX Laws in UI/UX Design 

1. Improved Usability: Adhering to UX laws ensures that interfaces are intuitive and 
easy to navigate, reducing the learning curve for users. 

2. Enhanced User Satisfaction: Designs that follow UX principles tend to be more 
satisfying and enjoyable, leading to higher user retention rates. 

3. Efficiency: UX laws streamline decision-making processes, helping users 
complete tasks more efficiently. 

4. Consistency: Applying these laws promotes consistency across different parts of 
the application, fostering a seamless user experience. 

5. Error Reduction: By anticipating user behavior and preferences, designers can 
minimize the likelihood of user errors. 

6. Competitive Advantage: Products that offer superior user experiences stand out in 
the market, providing a competitive edge. 

7. Increased Engagement: Engaging and user-friendly designs encourage users to 
interact more with the product. 

 

 

How UX Laws Help in Creating Market-Fit IT Product Designs 

1. Understanding User Behavior: UX laws are grounded in cognitive psychology, 
providing insights into user behavior and preferences. 

2. Data-Driven Design: These laws offer a framework for making informed design 
decisions based on empirical evidence. 

3. Alignment with User Expectations: Designs that adhere to UX laws meet user 
expectations, reducing frustration and enhancing satisfaction. 

4. Efficient Problem Solving: UX laws help identify and address common usability 
issues, ensuring a smoother user experience. 

5. Iterative Improvement: Applying these principles facilitates ongoing testing and 
refinement, leading to continuous product improvement. 

6. Scalability: UX laws provide a scalable approach to design, ensuring consistency 
across various platforms and devices. 

  



Implementation of UX Laws in UX Research and Design 

UX Research 

1. User Interviews: Incorporate UX laws when formulating questions to understand 
user preferences and pain points. 

2. Surveys: Design surveys that consider cognitive load and information processing 
capabilities of users. 

3. Usability Testing: Apply UX principles to create realistic scenarios that evaluate 
how users interact with the product. 

UX Design 

1. Wireframing: Use laws like Hick’s Law and Fitts’s Law to design efficient and user-
friendly wireframes. 

2. Prototyping: Create prototypes that embody UX principles, ensuring they are 
intuitive and align with user expectations. 

3. User Flow: Design user flows that minimize cognitive load and streamline user 
tasks. 

UI Design 

1. Visual Hierarchy: Implement the Law of Proximity and the Law of Similarity to 
create clear and effective visual hierarchies. 

2. Consistency: Ensure visual and functional consistency across the interface by 
adhering to Jakob’s Law. 

3. Feedback Mechanisms: Apply the Peak-End Rule to design feedback mechanisms 
that leave a positive impression on users. 

  



Results and Discussions 

Integrating UX laws into the UX research and UI/UX design processes has demonstrated 
significant improvements in user satisfaction, engagement, and overall usability. Case 
studies reveal that products designed with these principles are more likely to succeed in 
the market, offering a competitive edge. By reducing cognitive load and aligning with user 
expectations, these products facilitate a seamless and enjoyable user experience. 
Furthermore, incorporating UX laws into the design process leads to a more efficient and 
user-centered approach, allowing researchers and designers to create products that 
resonate with users and achieve market fit. Future research should explore the evolving 
nature of UX laws and their application in emerging technologies to ensure continuous 
improvement in design practices. 
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