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CHAPTER 3

Human Interface Design and the Development Process

This chapter discusses aspects of the product dewelopment process, including
ways you can incorporate human interface design into that process. First, this
chapter presents several issues to consider when deciding on the features you
want to include in your product. Second, this chapter provides suggestions
for how to make your product simple and easy to use; too often, users are
confused by unnecessary complexity in an application. Next, this chapter
describes how to extend the interface when your application requires
functionality that isn’t covered by existing user interface elements. Finally,
this chapter discusses the benefits of involving users throughout the entire
phase of your product development process.

Design Decisions

For design decisions regarding features in your application, you need to
weigh the costs, which are not all financial, against the potential benefits.
Every time you add a feature to your application, think about the
following factors:

m Your application gets larger.

m Your application gets slower.

® Your application’s human interface gets more complex.

® You spend time in development rather than refinement of existing features.
m Your application becomes more difficult to document.

®m You increase the number of possible user errors.

m Every new feature can have an impact on an existing feature.

This section presents several additional factors you’ll want to take into
consideration when adding features to your product.

Features Inspired by Market Pressures

Remember to think about your users and keep their interests foremost when
making your design decisions. Market pressures can sometimes cause
developers to try to implement features that they feel are necessary, even
when they don’t have the resources to develop those features fully. Because a
good review in the press can make an application successful, developers are
sensitive to meeting the expectations of reviewers as well as their target
audiences. Many times reviews include information on whether or not
applications have certain features and the right number of new features. The
pressure of competition is intense, and developers may often feel that they
must make decisions based on market pressures.

34 Design Decisions
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CHAPTER 3

Human Interface Design and the Development Process

Feature Cascade

When deciding whether or not to add features to your product, think about
whether the benefits to users of additional capabilities outweigh the
additional development efforts, growth in size, and reduction in running
speed that the features would cost. If you are developing a simple application,
it's very tempting to include additional features that users claim they want. It
takes a lot of restraint to stick to the original intent of the application. Watch
out for feature cascade, because it can often reduce the overall effectiveness of
and add unwanted complexity to your application.

The 80 Percent Solution

During the design process, you may discover problems with your-product
design. You can use the 80 percent solution to help determine how to solve
those problems. The 80 percent solution means that your design meets

the needs of at least 80 percent of your users. If you try to design for the

20 percent of your target audience who are power users, your design will not
be usable by the majority of your users. Even though those 20 percent are
likely to have good ideas and probably think a lot like you, the majority of
people may not be like the 20 percent who are elite users of your product.
Involving a broad range of users in your design process will help you find the
80 percent solution.

Managing Complexity

The best approach to developing software that is easy to use is to keep the
design as simple as possible. (The general design guideline that simple design
is good design applies directly to the discipline of human-computer
interactions.) The challenge that users desire is to solve their problems using
the tools that you design to facilitate their work. The more you can do to
simplify the interface and your product for your users, the more likely it is
that you will build a product that meets their needs and expectations.

Using Progressive Disclosure

Progressive disclosure is one way to reduce the complexity of your designs. It
allows you to present the most common choices to users while initially hiding
more complex choices or additional information. Progressive disclosure helps
you develop your interface so that it is easy for novice users to learn and
includes the features and power that advanced users desire.

Managing Complexity 35
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CHAPTER 3

Human Interface Design and the Development Process

For dialog boxes, you can implement progressive disclosure and thus reduce
the complexity of your design by presenting only the most common options
in the dialog box that appears initially on the screen. There are a couple of
techniques you can implement to allow users to see more options. The most
standard method of letting users see more choices is including a button
named More Choices in the lower-left corner of the dialog box. When the
user clicks the button, the dialog box expands to display more information
and the button name changes to Fewer Choices. This method is very clear and
predictable. People know how to use buttons, and the labels let people know
right away that they have access to more information if they don’t see

what they’re looking for. Figure 3-1 shows an example of a dialog box that
implements this method of progressive disclosure.

Figure 3-1 An expanding dialog box

Find: | |

| w ( cancel ] E Find )|

Find and select items whose

 name v | [ contains d |

Search [ on all disks L' [J all at once
(cancel ) [ Fina |

If you include a More Choices button in a dialog box, it’s best to extend the
bottom of the window to accommodate the additional information. You could
move a side of the window without causing too much change in the perceived
stability of the window. However, avoid expanding the window
symmetrically in all directions, because this behavior destroys the user’s
initial sense of the window being one object with some of it not visible. In
general, it’s best to keep all controls visible at all times. Also, if the larger state
of the dialog box won’t fit on the screen when the More Choices button is
selected, move the dialog box the minimal amount necessary to make it fit on
the screen. When the user clicks the Fewer Choices button, keep the dialog
box in its new position; don’t move it back to its original position on the screen.

36 Managing Complexity
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CHAPTER 3

Human Interface Design and the Development Process

In order to reduce the complexity of your application, make decisions about
which features to implement as preferences based on what your users really
need. The key is to implement as preferences only those features that your
users find useful. In other words, avoid creating one large dialog box with all
the preferences you can think of. Instead, eliminate the settings that are
special cases of a behavior or an attribute and build in flexible features as a
part of your application.

A preference should be a setting that the user changes infrequently. If you
provide choices to users that they will change many times in a work session,
you should implement those choices in a menu or other interface element to
which the user has easy, modeless access. By choosing the right way to
implement a feature, you can give users the flexibility to choose, in their own
language, their preferred method of working.

Extending the Interface

This section describes how to extend the Macintosh user interface when your
application needs an element that doesn’t already exist. When a need arises
that can’t be met by the standard elements, you can extend the user interface
by creating combinations of standard elements or new elements. This section
contains information on how to determine when it’s appropriate to go beyond
the guidelines, how to use the existing interface elements to build new
elements, and pitfalls to avoid when you design additional interface elements.

When to Go Beyond the Guidelines

People rely on the standard Macintosh user interface for consistency. Don’t
copy other platforms’ user interface elements or behaviors in the Macintosh
because they may confuse users who aren’t familiar with them.

There are times when the standard user interface doesn’t cover the needs
of your application. This is true in the following situations:

m You are creating a new feature for which no element or behavior
exists. In this case, you can extend the Macintosh user interface in a
prescribed way.

m An existing element does almost everything you need it to, but a
little modification that improves its functien makes the difference to
your application. “

38 Extending the Interface
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CHAPTER 3

Human Interface Design and the Development Process

The sections that follow present the guidelines that describe how to extend
the Macintosh user interface guidelines.

Build on the Existing Interface

When you need to extend the user interface, the best place to begin is with
the already defined visual and behavioral language. Look carefully at the
elements that are defined in this book. Think about what the appearance
means to people (the look) and how they expect the element to behave

(the feel). Visual cues, like the drop shadow and the arrow on a pop-up menu,
are triggers for people. These cues help people recognize elements that they
can use. People also learn to associate certain behaviors with specific
elements. For example, people recognize push buttons by their rounded
rectangle shape. They look for a label that identifies the action the’button
causes. This particular appearance distinguishes a push button from other
types of elements. When people click a button, they expect the button to be
highlighted to indicate that the action takes effect. People may also expect that
clicking a button has additional behaviors related to it, including dismissing a
dialog box or changing the content area of the active document. Mixing visual
cues is confusing to users. For example, adding a drop shadow to a push
button makes the push button look like a pop-up menu.

Don'’t Assign New Behaviors to Existing Objects

The previous section describes how to use elements from the existing user
interface. When you do use existing interface building blocks, use them

in the standard way. Make sure you do not change the behavior for standard
elements. When you need a new behavior, design a new element for it.

If elements behave differently in different situations, the interface becomes
unpredictable and harder to figure out.

Consider an example of a palette that includes a subpalette. You might think
of using the ellipsis character to indicate that the palette will display
additional choices. However, using this symbol to indicate a subpalette gives
it a meaning other than the standard meaning. In menus, the ellipsis character
means that the user must provide more information before a command

will operate. It doesn’t mean that more information appears when the

user chooses the item. This incorrect use of the ellipsis character is shown

in Figure 3-3.

Extending the Interface 39
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