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Disclaimer
● I use examples from our own product of what 

not to do
● But I am as guilty as any one else
● So don't feel picked on :o



  

Locations cited in presentation
● The locations cited in this presentation 

correspond to the Kindle edition of “About Face 
3rd Edition”



  

Recognizing User Goals
● We often think of our stories as tasks/activities.  

We can lose sight of the overall goal when we 
do this.

● Goals change very slowly over time. 
Tasks/activities may change rapidly.

● Goal: travel to destination, Task: get on 
airplane, drive car, walk (task depends on 
available technology)

● See location 521 for another example of goal vs 
task.

● Goals, not features, are the key to a product 
success (location 630)



  

Implementation Model vs Mental 
Model

● Implementation model means designing the 
user interface to conform to the way the 
software is implemented “under the hood”

● Mental model is how a user imagines or 
visualizes how a product works

● See location 655 first paragraph for description
● Implementation model is very common in 

software development
● Implementation model wastes user's time!



  

Implementation Model
● Implementation model places undue burden on 

user by forcing them to understand how a 
product works under the hood.

● Next slide shows some examples from our own 
stuff (not to pick on anyone  hehehe)



  

Implementation Model

● User must understand the difference between 
risky software and viruses in order to make a 
decision here.

● User must understand how the CPU utilization 
setting works in order to make a decision.

● Neither are user goals.
● What is the user's goal?



  

Implementation Model

● In order to understand whether they want this 
option, the user must first understand what it 
means and how it works.

● This is not a user goal.
● What is the user's goal?



  

Implementation model continued
● Delivery methods is an example of the 

implementation model.  Not a user goal to 
understand this stuff.  What is the user's goal?



  

Mental Model
● Mental model is how the user imagines that 

something works.
● Example: electronic device uses Alternating 

Current but we imagine that power just flows 
like water through the cord.

● Example: when we go to a movie, we don't 
understand how the projector works.  We just 
imagine that it throws the picture on the screen. 
 Same with when we watch TV.



  

Follow the mental model
● Most software follows the implementation model
● Our interfaces should follow the user's 

mental model, not our implementation model.
● See location 696 in book



  

Beginners, Experts, and 
Intermediates

● Most users are intermediates
● Beginners quickly become intermediates
● Software should be optimized for the 

“perpetual” intermediate user
● Experts include users who want shortcut keys 

and enjoy knowing how things work “under the 
hood”.  Unless people use the software very 
often, they will not be experts.

● LDMS tends to be optimized toward experts, 
not intermediates. (see screenshot on next 
slide)



  

Because our software is optimized 
for experts, we bolt on “training 
wheels” to help beginners. The 
intermediate user is forgotten.



  

Reducing excise (waste)
● Navigation is excise (location 3004)
● Reduce the number of places to go (location 

3064)
● See example on next slide



  

A random example of navigational 
excise.  Nested dialogs.



  

Designing Good Behavior
● Imagine that your product is an extremely 

considerate human being
● Design its behavior accordingly
● Anticipate human needs
● Don't ask a lot of questions
● Fail gracefully
● Take responsibility (don't blame the user)
● Know when to bend the rules



  

Designing smart products
● Put idle CPU cycles to work
● Most people pause while typing to think or do 

something else.  These idle cycles can be used 
to make their life easier.  For example, in my 
data protection configuration screen, I use idle 
cycles to test whether the settings the user has 
already typed in are correct.

● Remember settings



  

Metaphors, Idioms
● Avoid designing your product to conform to a 

real-world metaphor.  Example is using a phone 
icon to indicate networking, like Windows 95 
did.  Real-world metaphors often do not 
represent the ideal way to get work done, just 
the current best way.  They become obsolete.

● Idioms don't conform to any real world model 
but are easily learned and incredibly effective.  
Example is using a mouse (clicking, dragging, 
etc).



  

UNDO



  

Files and Save



  

Save everything
● Automatically save everything as versions
● Make it easy to revert to previous versions
● Make it easy to abandon changes
● Make it easy to compare changes between 

versions
● Disk space is cheap



  

Good UI idioms to use
● Toolbars
● Tooltips
● Verbose modeless feedback (text that gives 

hints about what's going on that doesn't 
interfere with the user)

● These are highly recommended by the book as 
effective visual idioms.  User only has to learn 
how to use them once and they instantly 
become useful thereafter.



  

Dialogs
● Dialogs should be thought of as going into 

another room in your house to accomplish a 
task.

● Dialogs are heavily overused in UI today, mainly 
because they are so easy to whip up.

● Imagine yourself doing work at a table at home.  
Ask yourself, “Would I go into another room to 
accomplish this particular task?”  If yes, then 
use a dialog box. If not, don't. :)



  

Errors, alerts, and confirmation
● These three dialog boxes are “the most abused 

components of modern GUI design.” (location 
6502)



  

Error dialogs
● Typically “poorly written, unhelpful, rude, and 

worst of all, never in time to prevent the error in 
the first place.” (location 6505)

● “Users never want error messages, they want to 
avoid the consequences of making errors.”

● “Most error message boxes are informing users 
of the inability of the program to work flexibly 
and are an admission of real stupidity on the 
application's part.” (location 6516)

● People hate error messages.



  

Error messages continued



  

More on error messages



  

Eliminating error messages
● Error messages should be eliminated because 

they don't work (they don't prevent the error)
● Make it impossible for users to make errors.
● Give positive feedback when things go right and 

be silent when things go wrong.
● Users get humiliated when software tells them 

they have failed.



  

Alerts



  

Alerts
● Main problem with alert dialogs is they take a 

user into a “different room”.
● Keeping the user informed is important, but it 

should be done as modeless visual feedback 
that doesn't require the user to press OK to 
keep going.



  

Alerts



  

Confirmation Dialogs
● Also known as “passing the buck” on to the user
● Application doesn't want to be responsible for 

its actions
● May be used to avoid implementing robust undo 

system



  

Confirmation Dialog (location 6658)



  

When to use confirmations



  

Eliminating confirmations
● Do, don't ask.
● Make all actions reversible.
● Provide modeless feedback to help users avoid 

mistakes
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