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Chapter 1, First Principles

Main principle: focus on the user and their tasks, not the technology

Who is the user and what do they want to do on the GUI?

First test functionality. Lay-out, implementation code and appearence
comes later. 

Less is more, find power/ complexity balance

Conceptual model helps to debug the GUI

Use user’s vocabulary

Developers can learn surprising things from usability tests



The golden tip: First things first!

1 Users functionality of GUI

No unnecessary complexity
Think outside-in
Deliver information, not just data
• Provide low risk environment

Conceptual model
Task scenario

2 Presentation 

3 Technology

4 Usability testing

5 Correct problems



Provide low risk environment

Presentation first, 
functionality later

Where can I enter this page?



Chapter 2 – GUI Component Bloopers

• Sum-up of main points without examples.

- Don’t make menu’s change, but grey out unavailable options (Apple)

- Think outside in; the user has to handle your software

- Use known keyboard equivalents (Macromedia Flash)

- Make main windows different from dialog boxes

- Mouse down should not be treated as a click

- Apps should always show a busy mouse cursor



“Don’t place all menu bar options on the tool bar.”



“Don’t place all menu bar options on the tool bar.”



“A radio button can not be off when entering, but if so it needs to have the ability to be turned off again once clicked!”



“A radio button can not be off when entering, but if so it needs to have the ability to be turned off again once clicked!”



“Do not use too many tabs (double rows) and do never make them jump or dance.”



“Do not use too many tabs (double rows) and do never make them jump or dance.”



Chapter 3, Layout and appearance bloopers

• Poor layout and arrangement of windows

• Goofs with group boxes and separators

• Shoddy labeling and spacing

• Trouble some typography and graphic 
design



• Use buttons adjacent to the data
• Group boxes should be used sparingly
• Never Assume functions/ purposes are 

self-evident
• Use short and clear labeling
• Use readable fonts sizes

Be Consistent !!!













Any questions?
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