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Proximity

• 3 Regions on the screen
• Separated by 

padding/margins
• Top & Bottom use 

different backgrounds to 
group them



Alignment

• Centered



Repetition

• Colour (Pink/Purple)
• Font
• Style of Image



Contrast

• Background is “fuzzy” so 
that the game stands 
out.

• Purple and green 
backgrounds help the 
settings/score stand out.

• Board position, size and 
borders on it help it to 
stand out



Some Problems
Avoid Pixilation.

Don’t warp the pictures. Keep their dimensions.

Busy backgrounds are awful.

Unity is a very good thing.



Welcome 
to 
Connect 4

ENTER
Click to play.

Instructions

The board is empty at the 
start of the game. The aim 
for both players is to make 
a straight line of four own 
pieces; the line can be 
vertical, horizontal or 
diagonal. Before starting, 
players decide randomly 
which of them will be the 
beginner; moves are made 
alternatively, one by turn.

ENTER

Turn

All from one app.



Welcome 
to the 

Canada 
Trivia 
Game

ENTER

Welcome to 
the Canada 

Trivia Game

ENTER

Pixelated = 
Yuck

Distorted = 
Yuck



Some Good Examples
User Interfaces that Follow the PARC Principle.

The piece most often missing is the Proximity Principle.

The strongest is the Repetition Principle.


















