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Part 1: Foundations of User Interface Design

Chapter 1: Designing Quality Software
User Interfaces

What is Quality Design?

-- Quality of Software Products

-- Criteria for Effective Interface Design
What Defines World-Class?
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Chapter 2: What Is a User Interface?

User Experiences and Expectations
What Is a Software User Interface?
References

Chapter 3: User Interface Models

Users as an Integral Part of the Computer
System

-- User Goals

-- People and the Obstacles that Are Put in
Their Way

Users Need Multiple User Interface Styles
Models and Metaphors: Transferring World
Knowledge

-- The Home Building Analogy

-- Models and Metaphors

The User’s Mental Model

-- Superstitious User Behaviors

The Programmer’s Model

The Designer’s Model

Why Should you be Concerned with Interface
Models?
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Chapter 4: The Psychology of Humans and
Computers

The Psychology of Users

Human Perception and Attention

Human Information Processing: Memory and
Cognition

-- Sensory Storage

-- Short-Term Memory

-- Long-Term Memory

Humans and Computers Working Together
References

Chapter 5: The Golden Rules of User
Interface Design

User Interface Design Principles

-- Where to Find Interface Design Principles

-- Why Should You Care about Interface Design
Principles?

Golden Rule #1: Place Users In Control

Golden Rule #2: Reduce Users’ Memory Load
Golden Rule #3: Make the Interface Consistent
References

Chapter 6: Computer Standards and User
Interface Guidelines

Computer Standards

User Interface Guidelines

-- What Do Guidelines Look Like?

-- The Evolution of Current Interface Guidelines
How to Benefit from Guidelines: Corporate
Style Guides

-- The Problem with Guidelines: Do They Work?
-- "Macro" versus "Micro" Interface Guidelines
Designing Interfaces for World-Wide Use
Guidelines and Software Development Tools
Usability Is More Than Standards and
Guidelines
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Chapter 7: Software Usability Testing

Defining Product Usability

Defining Software Usability Testing
Product Usability Goals and Objectives
Cost Benefits of Usability Testing

Using Cognitive Psychologists and Usability
Professionals

Are Usability Professionals Worth the Cost?
Usability: Success or Failure for Today’s
Products

Marketing Usability and User Interfaces
The Art of Data Massage: Reliability and
Validity

Usability Testing Interface Styles: CUIs and
GUIs

Usability Testing New Product Versions:
Windows 3.1 and Windows 95

Usability Testing Operating Systems: Windows
95, Macintosh, and OS/2 Warp

A Usability Challenge: Windows Versus
Macintosh

The Usability Test Report Card

Software Usability Testing—Just Do It!
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Chapter 8: User Interface Evolution:
Command-Lines & Menus

User Interfaces and Operating Systems

The Command-Line User Interface (CUI)

-- In the Beginning, There Was DOS

-- Command-Line Interfaces

-- Command-Line Interfaces and the User’s
Model

-- Command-Line Interfaces and Users’
Memory Load

-- The Semantics of Command-Line Interfaces
-- How Do Users Interact with Command-Line
Interfaces?

-- Command-Line Interface Summary

Menu Interfaces: Are You Being Served?

-- Full-Screen Menus

-- Menu Bars and Palettes

-- Pop-Up Menus

-- Menu Interfaces and the User’'s Model

-- Menu Interfaces and Users’ Memory Load
-- The Semantics of Menu Interfaces

-- Summary of Menu Interfaces
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On the Road to GUIs: Picking Apples in the PARC
Basics of Graphical User Interfaces

Core User Skills Needed for GUIs

The User Interface Architecture Behind GUIs
GUIs and the User’s Model

GUIs and Users’ Memory Load

The Semantics of GUIs

How Users Interact with GUIs

Composite Documents in GUIs: OLE

What’s Next for GUIs?

References

Chapter 9: User Interface Evolution: Graphical User Interfaces
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Part 2: Object-Oriented User Interfaces

Chapter 10: Object-Oriented User
Interfaces: The New World

In the Beginning...

Changing Gears: More Power for the User
Interface

Basics of OOUIs: Beyond GUIs to Objects

-- An OOUI Example

Core Skills Needed for OOUIs

-- How OOUls Hide the Underlying System
From Users

-- Users Must Understand Objects and
Applications

-- Users Must Understand Windows and Object
Views

-- Users Must Understand Graphical Controls
-- Users Must Understand Direct Manipulation
(Drag and Drop)

The User Interface Architecture Behind OOUls
-- The Object-Action Sequence

-- Object Menu Bars and Pop-up Menus

-- Users See Objects Rather than Applications
-- Data Objects

-- Container Objects

-- Device Objects

-- Views of Objects

-- Examples of Objects and Views
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Chapter 11: Object-Oriented Interfaces:
Meeting User Needs

OOUls and the User’s Model

-- OOUls and Real-World Metaphors

-- Real World Containers

-- Real World Access To Objects

-- Real World "Sticky Pads"

-- Customizing OOUls

-- OOUls and the Iceberg Chart

OOUls and User’s Memory

-- Menus as OOUI Memory Aids

-- Visual Feedback as OOUI Memory Aids
The Semantics of OOUls

-- The OOUI Way: Drag and Drop

How Users Interact with OOUIs

-- To Keyboard or To Mouse, That Is the OOUI
Question

-- The OOUI Mouse: A Powerful Weapon
-- OOUI Drag and Drop Techniques

-- Interacting with Objects and Views

-- The OOUI Editing Model

Migrating from GUIs to OOUls

-- Unbundling Applications into Components
with OLE and OpenDoc

OOUIs and OO Programming: Similar, Yet
Different

Are OOUls Ahead of Their Time?

-- What’s Next for OOUIs?
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Part 3: The User Interface Design Process

Chapter 12: An lterative User Interface Design Process

Follow a Design Team Approach

User-Involved and Learner-Centered Design

A Four-Phase Interface Design Process

The Iterative Nature of Interface Design

The Mandel Manor Hotels: An Interface Design Case Study
Phase 1: Gather and Analyze User Information

-- Step 1: Determine User Profiles

-- Step 2: Perform User Task Analyses

-- Step 3: Gather User Requirements

-- Step 4: Analyze User Environments

-- Step 5: Match Requirements to User Tasks

-- Results of Phase 1

-- Returning to the User Analysis Phase

Phase 2: Design the User Interface

-- Step 1: Define Product Usability Goals and Objectives
-- Step 2: Develop User Scenarios and Tasks

-- Step 3: Define Interface Objects and Actions

-- Step 4: Determine Object Icons, Views, and Visual Representations
-- Step 5: Design Object and Window Menus

-- Step 6: Refine Visual Designs

Phase 3: Construct the Interface

-- Prototyping as Interface Building

Phase 4: Validate the Interface

Who's driving the Design—the System or the Interface?
Epilogue: The Iterative Design Process—It Works!
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Part 4: Advanced User Interface Techniques and Technologies

Chapter 13: The Interface Designer’s
Toolkit

The Designer’s Toolkit

Communicating Information Visually

The Use and Misuse of Color

-- Color: Should It Attract or Soothe Users?
-- Color Guidelines

Using Audio and Animation in the User
Interface

-- Audio in the User Interface

-- Animation in the User Interface
Interface Terminology and International
Design

Key Interface Design Issues

-- Controls, Controls, Which Controls To Use?
-- Menu Bar and/or Toolbar? That is the
Question!

-- To Drag-and-Drop, That is the Question
-- Window Layout and Design

Top Ten Usability Problems with GUIs and
OOUls

More Guidance on User Interface Design
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Chapter 14: Help, Advisors, Wizards, and
Multimedia

Help and Training: Why and When?

-- When To Train: Just In Time Training

The Paradigm Shift—How To Train for It

-- Computer Anxiety

-- Do Users Read Computer Documentation?
Electronic Performance Support: What is It?
The New Breed of Tutorials: Advisors

User in Control or Program Guidance?

The Wacky, Wonderful World of Wizards

-- Wizard Design Guidelines

Using Multimedia in Electronic Performance
Support

-- Multimedia Defined

-- Why Hasn't Multimedia Caught Fire?

Will Multimedia Help Users Work Better?

-- The Key to Success: Choose the Right Media
-- The Costs of Multimedia

Multimedia and GUIs

Multimedia and OOUIls: A Perfect Match

-- Multimedia as Data

-- Multimedia Objects and Views

Multimedia as Part of the User Interface

-- Enhancing Presentation

-- Enhancing User Interaction

-- Will Multimedia Fulfill Its Promise?
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Chapter 15: Social User Interfaces and
Intelligent Agents

Are Computers Intelligent?

Why Do We Need New User Interfaces?
Enabling New Interaction and Interfaces—
Speech Technology

What is a Social User Interface?

-- Implications for Social User Interfaces
Social User Interfaces—The First Wave

-- An Enjoyable Social Interface—Software
Pets!

What is an Agent?

-- What Makes an Agent Intelligent?

-- Categories of Intelligent Software
Agents—The First Wave

-- Agents on the Internet

Social User Interfaces and Agents—The Future
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Chapter 16: The New World of PC-Internet
User Interfaces

The Internet and World Wide Web
Introduction to the Web Interface

New Computer Interface Metaphors
Merging PC and Web Interfaces

Dynamic Data Behind the User Interface

-- The Magic Help Button

Ethics, Morals, and Addiction on the World Wide
Web

Web Interface Design Skills

Key Elements of Web Interface Design

-- Know Thy Medium, For It is the Message
-- Navigating Web Interfaces

-- The Las Vegas Effect, or, Let’'s Use a Really
BIG Box of Crayons!

-- Time and Dynamic Data on the Web

-- The Good, the Bad, and the Ugly

Web Interface Design Guidelines

-- Where to Look for Web Design Guidance
-- Guidelines for Web Interface Design
Usability on the Internet

-- International Web Design and Usability
Where are PC and Web Interfaces Going?
Epilogue
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