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Challenge

• Within RNLA not enough uniformity in user interfaces 

(especially instructor-interfaces) 

• Customer goal: increasing efficiency by standardization, 

re-use and uniformity.

• There are several components that can be found in 

multiple simulators or in multiple places within a 

simulator. 
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Project Goal

• To evaluate components of simulators and to specify

them through design patterns. 

• Create a handbook of design patterns that can be

searched

• Both design patterns and suggestions for improvements

for the components are deliverables by TNO.
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What are Design Patterns?

• Term introduced by architects (Alexander, 1979).

• Description of the core of a problem (best practice), so 

that it can be re-used (including context)

• Patterns hierarchical structured in pattern languages
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Project stages: Identify components

• Identify components

• Evaluate components in expert review, formulate

suggestions for improvement

• Describe components as design patterns
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Project stages: Expert review

• Identify components

• Evaluate components in expert review, formulate

suggestions for improvement

• Describe components as design patterns
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Example: Positioning objects

• Objects cannot directly be positioned in the flowchart. An object 

is always added on the right. 

• Solution: Offer the possibility to (re)position objects directly in the 

flowchart. Provide feedback where an object may be placed and 

perhaps create space dynamically for the new object..
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Example: Exit procedure

• The exit-procedure is not compatible with a generally accepted

standard. 

• Solution: To avoid confusion and errors, comply with the standards

with respect to saving and closing applications.
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Project stages: create patterns

• Identify components

• Evaluate components in expert review, formulate

suggestions for improvement

• Describe components as design patterns
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Design Pattern format includes

• Goal: the component is described from the perspective 

of the user

• Context: tasks, users and environment of the pattern

• Description: the nature of the patterns is described, 

including references to other patterns (visible 

behaviour)

• Rationale: how the patterns works, why and why it is a 

good pattern (structure and underlying mechanisms), 

including the effect on usability
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Project-result

• Application with which patterns can be viewed and found

• Standarization when designing new applications

• Possibility to optimize and extend database of patterns
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Thank you for your attention
For more information please contact
Dr. M van Esch-Bussemakers

vanesch@tm.tno.nl


