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Abstract: 
Mastery and ease of access to modern knowledge are the goals of communication-based learning, and this is consistent 

with the communicative revolution in the field of mobile learning, which provides access to education anytime and 

anywhere. The user experience UX is one of the most important strategies on which the interactive design of educational 

websites is based now, which increases learnability, develops and directs the visual performance of learners, ease of access 

to information, and use of the site by eliminating redundant elements that affect the visual design of educational interfaces. 

Designing an educational site requires a careful study of the characteristics of these devices, user experience, design 

standards, and visual treatments to determine the expected action possibilities to ensure the best interaction between the 

learner and smart devices, which provides knowledge at any time and place, therefore the main aspect of the research deals 

with the concept, processes, and approach to user experience, levels of user experience design for educational websites, 

theoretical foundations, and principles on which they are based, the relationship between responsive design and user 

experience and usability components and characteristics. 

Visual treatments are among the most important mental treatments, with the visual system being the most effective in the 

brain, also vision processes such as focusing and tracking eye movements are among the basic conditions for the visual 

system to receive information and process it through the brain, this supports the strategy of responsive design based on user 

experience because it focuses primarily on visual treatments that affect cognitive and mental abilities, one of the success 

factors of a responsive educational website is the provision of clear hints that do not require interpretation, illustrations or 

user instructions, based on user experience and needs, and the longer a potential action requires time or user interpretation, 

the more unsuccessful the design will be, and lead to dispersal of the learner and a sense of confusion while navigating the 

site, that is the responsive design of educational web sites and visual treatments that suit the characteristics of mobile 

devices and user characteristics are what determine the possibilities of the action expected to occur from the learner, and 

facilitates its use and navigation on the web site. 

The responsive design strategy for educational websites based on user experience achieves a visual system that adapts to 

different devices and directs the student to information in a flexible way, so that it fits with the learner's eye movement in 

the electronic graphic interfaces, and meets his needs and expectations towards the site, addressing the cognitive load is 

one of the most important modern criteria for ease of use, which is more related to the use of mobile devices, as there are 

many factors that affect the perception of the user such as the size of the devices, the variety of visual elements, the use of 

the site or the application while moving, and other factors that must be taken into account to ensure that the distraction that 

may occur to the user is reduced, we find that the process of understanding is achieved as a result of the organization of the 

elements within a total unit, where the responsive design strategy is built to take into account the unity visual design of 

educational web sites and their response to various devices, in proportion to the experience and characteristics of the 

learner, so that the learner perceives the site as a whole without the distraction caused by unguided navigation operations, 

which in turn leads to confusing and separating the learner from focusing on the scientific content thus causing distraction 

and lack of learning. 

The success or failure of attention depends on the level of perceptual load and cognitive load, which determine the 

efficiency of rejecting or being affected by the distractor, attention depends on available cognitive resources, and attention 

does not occur if the cognitive load is large, therefore, the dispersion that occurs to the individual as a result of the 

multiplicity of stimuli according to the theory of burden depends on two important factors, namely the internal 

characteristics such as the characteristics and previous experiences of the learner and the user experience, which represents 

the cognitive burden, and the extraneous external characteristics of visual elements and responsive design, which 

represents the perceptual burden, the information and elements in the visual fields compete with each other for cognitive 

processing, this means that the systematic study of choosing the visual elements, the appropriate responsive design 

strategy, the information structure and the content organization strategy is one of the most important foundations against 

which the success of the design is measured. 

The research is developmental research based on descriptive-analytical methodology, we find that the research problem lies 

in the lack of theoretical and technical bases on which to base the foundations of modern design and development related to 

the field of user experience design and to achieve ease of use of responsive educational websites, as it is an area that needs 

more research and study to increase and improve the ability of distant learning, also the research aims to contribute to 

improving the usability and visual treatments by designing responsive educational websites to better suit the nature of 

smart devices and achieve ease of use in the educational process to reach the desired educational goals. 

The significance of the research stems from its being a study of UX user experience strategies in educational websites, 

which is one of the most important strategies on which interactive design is based now, which is basically concerned with 

designing and developing communication products and services that focus on the real needs of the user, as well as being 
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one of the interdisciplinary researches that links several important fields and theoretical foundations in the educational 

process, as it combines modern web design strategies, and the foundations of user experience, cognitive theories of 

cognitive and perceptual burden, theories of information processing, learning theories, and how to employ them in 

educational web sites, which are among the most important educational resources at present. 

The research has shown the importance of a good organizational framework for the cognitive structure that is stable, clear, 

and easy to process, and it is clear that the instability of information and the inability to recall, process or retain information 

leads to impediment and disruption of learning, the research also emphasized the importance of dividing the information 

provided to the learner into units or parts of content organization within the adaptive learning system via the web, and 

organizing the knowledge structure of the scientific material in a way that enables the student to absorb and learn it, and its 

sequence from the easiest to the most difficult in a manner commensurate with the student's abilities and characteristics. 

The research has shown as well that working memory has limited capabilities in the amount of information and the number 

of items it receives at one time, which is related to the complexity of each element and the burden it represents on the 

mind, so the mind tends to a simple design that allows short-term visual memory to process the displayed information and 

transferring it to long-term memory, thus the cognitive load on working memory should be reduced to facilitate changes in 

the information structure within long-term memory, and then the occurrence of learning. 

The research has confirmed that one of the most important principles of user experience design is learnability, as the 

knowledge background of users varies according to their characteristics, abilities, and needs, therefore taking into account 

these characteristics and needs helps users to interact flexibly and facilitates the use of the digital product and thus helps 

them perceive the content, also the importance of taking into account the cognitive ability of the individual has been 

highlighted so that a task with a high level of processing is only given with the required attributes and resources. 

The research has shown that the lower the perceptual load, the greater the visual system's ability to select important 

elements, and the fewer distractions that impede perception, since there is an inverse relationship between the target and 

the interference of distractions, the more distracting unimportant visual elements are, the more difficult it is to pay attention 

to the target, where it is difficult for the visual system to take notice of all the visual information that is displayed in an 

element-rich environment. 

The research has confirmed that the user initially receives stimuli in a total form, and then pays attention to partial features, 

this depends on the human vision system, and this is consistent with the principle of division and fragmentation in 

responsive design, but this requires studying, analyzing and planning the content of the site so that the parts appear to stand 

alone and at the same time work together as part of the whole. 

The research has confirmed that studying the needs and self-motivations of learners is one of the most important matters 

that help in designing electronic applications, where it represents a great challenge for designers and developers, whereas, 

identifying users and studying their different needs and requirements, defining the tasks required in the context of learning 

and how they are represented in e-learning applications, is one of the most important difficulties that require in-depth and 

careful study because the main goal of these applications is learning. 

The research has also confirmed that the graphic interfaces are a visual space for information on which visual entities are 

displayed with systematic relationships according to the user experience, the more the arrangement and methodology of 

displaying these visual elements are based on scientific and design principles, the less the user feels distracted when using 

it. 

Also, the responsive design of websites is not limited to simply adapting the content of the website to suit all systems and 

devices, but also adapting the site to the needs of users, which helps in planning and arranging the content, information, 

elements, and ease of use in a way that suits the nature of each user and each device in a way that ensures the achievement 

of the desired goal. 

It is clear from what has been presented in the aspect of user experience, ease of use, and their relationship with responsive 

design of educational sites, the importance of the instructional designer to studying the principles of user experience and 

ease of use, to be able to design a responsive learning environment that suits the nature of each user and every individual 

device in a way that ensures the achievement of the required educational goal, and aims to reduce the burden and visual 

distraction in order allow to use and navigation of the website easily and effectively. 
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