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The (New)Golden Rules of Web Design

Or, why we should still follow the (Old) 
Golden Rules of Interface Design
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Theo Mandel, Ph.D.

ÁEducation:  M.A. & Ph.D. in Cognitive Psychology

ÁEmployment:
ï11 years at IBM in user interface architecture, 

SW OS/application design guidelines and usability

ïIndependent UI & usability consultant (17 years) 

ïCo-founder of software & Web startup companies

ÁHealthcare Chairman, World Usability Day 2007

ÁAuthor of two industry books, numerous articles 
and other publications and case studies

ÁWebsite: www.theomandel.com

ÁE-mail: theo@theomandel.com
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Golden Rules ςWhy Today? Why Here?

Áά²Ƙƻ ƪƴƻǿǎ ƻƴƭȅ Ƙƛǎ ƻǿƴ 
generation remains always a 
ŎƘƛƭŘΦέ  ςCicero, 50 BC

Á"Those who cannot remember the 
past are condemned to repeat it."  
ςSantayana, 1905

ÁϦ¦ƴƛǾŜǊǎŀƭά ŘŜǎƛƎƴ ǇǊƛƴŎƛǇƭŜǎ ǘƘŀǘ 
apply to all software/web design, 
regardless of operating system, 
browser, device, media, industry, 
users, tasks, etc.

User Experience Design: The Journey from Discovery to Advocacy
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Golden Rules ςWhy Today? Why Here?

Who is this man?
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Golden Rules ςWhy Today? Why Here?

Jakob Nielsen (1990)

ά¢ƘŜ ǇǊƛƴŎƛǇƭŜǎ ŀǊŜ ǎƻ ōŀǎƛŎ ǘƘŀǘ 
even futuristic dialogue designs 
such as three-dimensional 
interfaces with DataGloveinput 
devices, gesture recognition, 
and live video images will 
always have to take them into 
account as long as they are 
based on the basic paradigm of 
ŘƛŀƭƻƎǳŜǎ ŀƴŘ ǳǎŜǊ ŎƻƳƳŀƴŘǎΦέ



¢ƘŜƻ aŀƴŘŜƭΣ tƘΦ5Φ  ϭнллф¢ƘŜƻ aŀƴŘŜƭΣ tƘΦ5Φ  ϭнллф

History of Interface Golden Rules
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History of Interface Golden Rules ςмфтлΩǎ

ÁW. J. Hansen (1971) proposed the first (and 
perhaps the shortest) list of design principles

Áά¦ǎŜǊ 9ƴƎƛƴŜŜǊƛƴƎ tǊƛƴŎƛǇƭŜǎ ŦƻǊ LƴǘŜǊŀŎǘƛǾŜ 
{ȅǎǘŜƳǎέAFIPS FJCC, Vol. 39, 1971

ÁIŀƴǎŜƴΩǎ ǇǊƛƴŎƛǇƭŜǎΥ

1. Know the user

2. Minimize memorization

3. Optimize operations

4. Engineer for errors
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History of Interface Golden Rules ςмфтлΩǎ

ÁW. J. Hansen (1971) proposed the first (and 
perhaps the shortest) list of design principles

Áά¦ǎŜǊ 9ƴƎƛƴŜŜǊƛƴƎ tǊƛƴŎƛǇƭŜǎ ŦƻǊ LƴǘŜǊŀŎǘƛǾŜ 
{ȅǎǘŜƳǎέAFIPS FJCC, Vol. 39, 1971

ÁIŀƴǎŜƴΩǎ ǇǊƛƴŎƛǇƭŜǎΥ

1. Know the user

2. Minimize memorization

3. Optimize operations

4. Engineer for errors

AFIPS =   American Federation of 
Information Processing Societies

FJCC   =   Fall Joint Computer Conferences
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History of Interface Golden Rules ςмфулΩǎ

ÁRichard Rubinstein & Harry Hersh
The Human Factor(1984)

ÁClassic book on Human-
Computer Interaction (HCI)

ÁThe longest list, with 93 design 
principles, ranging from:
1.  Designers make myths ς

users make conceptual models

to 
93. Videotape real users
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History of Interface Golden Rules ςмффлΩǎ

Golden Era of PC and Mac Software Design

ÁDesigning the User Interface: Strategies for 
Effective Human-Computer Interaction
Ben Shneiderman (1992)

ÁApple Human Interface Guidelines(Apple, 1992)

ÁObject-Oriented Interface Design:  IBM Common 
User Access Guidelines (IBM, 1992)

ÁOSF/Motif Style Guide
(Open Software Foundation, 1992)

ÁWindows Interface Guidelines for Software 
Design(Microsoft, 1995)
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History of Interface Golden Rules ςмффлΩǎ
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History of Interface Golden Rules ςмффлΩǎ

ÁThe Elements of User Interface Design
Mandel (John Wiley & Sons, 1997)

ÁChapter on Golden Rules, which is 
the basis for this presentation

ÁView/download the Golden Ruleschapter
(English and Russian version)

www.theomandel.com/ux-russia-2009

ÁWindows Vs. OS 2: The GUI-OOUI War
Mandel (Van Nostrand Reinhold, 1994)

http://www.theomandel.com/ux-russia-2009
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Software/Web Usability ςTen Years Ago

User and Computer

ÁWord processing

ÁSpreadsheets

ÁFocus on programs

Websites

ÁeCommerce

ÁCorporate sites:
ïAmazon.com (1994)

ïeBay (1995)

ÁAbandoned 
Shopping Carts


