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User

What they want

Your Software



Four Rules: 

• don’t make me think 
• don't make me wait 
• don't make me work 
• don’t make me cry



Don’t Make Me Think

• How to do X? 

• What does this button do? 

• etc.



Don’t make me think
• Give clear, simple, useful, readable message/info/update/

feedback to users 

• Guide users on what to do 

• Be consistent with what users expect 

• Don’t hide things that user may need 

• Provide help, inline 

• Place items logically (grouped, hierarchical, etc) 

• Primary purpose of each view/page should be clear



https://support.microsoft.com/en-us/help/13770/windows-shut-down-sleep-hibernate-your-pc










Four Rules: 

• don’t make me think 
• don't make me wait 
• don't make me work 
• don’t make me cry



Don’t make me wait

• Provide visual feedback ASAP 

• If not possible, tell users to wait 

• Let user enjoy waiting



http://asktog.com/atc/principles-of-interaction-design/


Don’t make me work

• Provide shortcut for experts 

• Set reasonable defaults 

• Make expected actions easy to reach 

• Allow direct manipulation













Fitts’ Law
T = a + b log2(D/W)

Distance SizeTime



Don’t make me cry
• Keep dangerous actions away 

• Protect users work, always 

• Always provide a way out









Usability Evaluation



1. Heuristic Evaluation 
2. System Usability Scale 
3. Think Aloud Protocol 
4. Quantitative Analysis



Heuristic Evaluation

• Heuristics: rule of thumb for UI design 

• 3-5 evaluators go through a UI 
thoroughly and independently, cross 
checked with the heuristics 

• Combine results



Neilsen’s Heuristics



Visibility of System Status
The system should always keep users 
informed about what is going on, 
through appropriate feedback within 
reasonable time.



Match between systems 
and the real world
The system should speak the users' language, 
with words, phrases and concepts familiar to the 
user, rather than system-oriented terms. Follow 
real-world conventions, making information 
appear in a natural and logical order.



User Control and Freedom
Users often choose system functions by 
mistake and will need a clearly marked 
"emergency exit" to leave the unwanted state 
without having to go through an extended 
dialogue. Support undo and redo.



Consistency and standards
Users should not have to wonder 
whether different words, situations, or 
actions mean the same thing. Follow 
platform conventions.

https://www.nngroup.com/articles/do-interface-standards-stifle-design-creativity/


Error prevention
Even better than good error messages is a careful 
design which prevents a problem from occurring in 
the first place. Either eliminate error-prone conditions 
or check for them and present users with a 
confirmation option before they commit to the action.



Recognition rather than 
recall
Minimize the user's memory load by making objects, 
actions, and options visible. The user should not have to 
remember information from one part of the dialogue to 
another. Instructions for use of the system should be 
visible or easily retrievable whenever appropriate. 



Flexibility and efficiency 
of use
Accelerators -- unseen by the novice user -- may often 
speed up the interaction for the expert user such that the 
system can cater to both inexperienced and 
experienced users. Allow users to tailor frequent actions. 



Aesthetic and minimalist 
design
Dialogues should not contain information which 
is irrelevant or rarely needed. Every extra unit of 
information in a dialogue competes with the 
relevant units of information and diminishes 
their relative visibility.



Help users recognize, diagnose, 
and recover from errors
Error messages should be expressed 
in plain language (no codes), 
precisely indicate the problem, and 
constructively suggest a solution.

https://www.nngroup.com/articles/error-message-guidelines/


Help and documentation
Even though it is better if the system can be used 
without documentation, it may be necessary to provide 
help and documentation. Any such information should 
be easy to search, focused on the user's task, list 
concrete steps to be carried out, and not be too large.



Your Tasks
• Before end of semester, produce a 

heuristic evaluation report (see 
sample) with individual contributions 
tagged. 

• Present how you improve your UI 
based on the evaluation

http://hcibib.org/tcuid/chap-4.html#e6


System Usability 
Score (SUS)



SUS

• Get at least 10 users to use your 
software 

• Give them specific tasks 

• After completion, fill in a survey with 
10 questions



1. I think that I would like to use this system frequently. 

2. I found the system unnecessarily complex. 

3. I thought the system was easy to use. 

4. I think that I would need the support of a technical person to be able to  
use this system. 

5. I found the various functions in this system were well integrated. 

6. I thought there was too much inconsistency in this system. 

7. I would imagine that most people would learn to use this system very 
quickly. 

8. I found the system very cumbersome to use. 

9. I felt very confident using the system. 

10. I needed to learn a lot of things before I could get going with this system.



Calculating the Score

• Each question is scored 1 to 5 (1 - 
strongly disagree; 5 - strongly agree) 

• Map the score for a user to 0 (worst) 
to 100 (best) 

• Average is 68; Aim for 80 or above



Your Tasks
• Before end of semester, run SUS 

evaluation and submit your report and 
score.



Think Aloud Protocol



Think Aloud Protocol
• Give a user a specific task 

• Ask the user to speak whatever is in 
his/her mind while completing the task 

• What the user see, think, feel, etc. 

• Observe and analyze



Sample Video

https://vimeo.com/1463808


Your Task
• Try with 1-2 users 

• Report on what you find and how you 
improve the UI based on your findings



Quantitative Analysis



Quantitative Analysis
• Insert measurement code 

• Analyze logs 

• Measure the number of clicks, time 
taken in each step, etc. 

• Needs a lot more users for the results 
to be statistically meaningful



Pros and Cons
• SUS: simple and robust, but is not 

diagnostic in nature (so, do it last) 

• Think Aloud Protocol: gets into users 
head, identify issues from users’ 
perspective 

• Heuristics Evaluation: do it internally 
within your team without real users


