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The(New)Golden Rules of Web Desigr

Golden Ryl
Web Design

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

A Education: M.A. & Ph.D. in Cognitive Psychology
A Employment:

11

1 years at IBM In user interface architecture,

SW OS/application design guidelines and usability
I Independent Ul & usability consultant (17 years)
I Cofounder of software & Web startup companies

A Healthcare Chairman, World Usability Day 2007

A Aut
and
A We

nor of two industry books, numerous articles
other publications and case studies

nsite: www.theomandel.com

A Email: theo@theomandel.com
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Golden Ruleg Why Today? Why Here?
User Experience Design: The Journey from Discovery to Advocacy
AG2 K2 1y26a 2yf e
generation remains always a
OK A € Glcdrd, 50 BC

A "Those who cannot remember th
past are condemned to repeat It.'
¢ Santayana, 1905
Ab! YAOBSNBEI f & RSa
apply to all software/web design,
regardless of operating system,
browser, device, media, industry,

users, tasks, etc.
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Golden Ruleg Why Today? Why Here?

Who I1s this man?
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Golden Ruleg Why Today? Why Here?

Jakob Nielsen (1990)

GC¢CKS LINAYOALJ Sa
even futuristic dialogue designs
such as threalimensional
Interfaces withDataGlovanput
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
RAFf23dzSa | yR d

‘/I“'
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History of Interface Golden Rules
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History of Interface Golden Rulesat o1 511
AW. J. Hansen (1971) proposed the first (and
perhaps the shortest) list of design principles
AGd} &SNJ 9YyIAYSSNRAY 3T t NJ
{ e au AMREFICYol. 39, 1971
Al F yasSyQa LINAYOALX Say
1. Know the user
2. Minimize memorization
3. Optimize operations
4. Engineer for errors
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History of Interface Golden Rulesat o1 511
AW. J. Hansen (1971) proposed the first (and
perhaps the shortest) list of design principles
AGd} &SNJ 9y IAYSSNRAY I t NJ
{ e au AMREFICYol. 39, 1971
Al I yaSyQa “.INARYyOALX SaY
1. Know the user
2. Minimize men
3. Optimize opel
4. Engineer for errors
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History of Interface Golden Rulesi oy n !

A Richard Rubinstein & HarHersh
The Human Factof1984)

A Classic book on Human
Computer Interaction (HCI)

A The longest list, with 93 design
principles, ranging from:
1. Designers make mytlas
users make conceptual models
to
93. Videotape real users
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History of Interface Golden Rulesa oo n !

Golden Era of PC and Mac Software Design

A Designing the User Interface: Strategies for
Effective HumarComputer Interaction
Ben Shneiderman (1992)

A Apple Human Interface Guidelind&\pple, 1992)

A ObjectOriented Interface Design: IBM Common
User Access GuidelingdBM, 1992)

A OSF/Motif Style Guide
(Open Software Foundation, 1992)

A Windows Interface Guidelines for Software
Design(Microsoft, 1995)
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Hlstory of Interface Golden Rulesa 0|o qon
- N Paspaborka
NOoNbL30BATCNALCKOTO

of user interface felSy¥4! HHTEepOEenca

Foundations of User Interface Design
Graphical and Object-Oriented User Interfaces
The User Interface Design Process

Internet Interfaces, Agents, and Social Interfaces

||xcu

M-AND E.L
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History of Interface Golden Rulest dp dp 1

A Windows Vs. OS 2: The GODUI War
Mandel (Van Nostrand Reinhold, 1994

AThe Elements of User Interface DesLomejm
Mandel (John Wiley & Sons, 1997)

A Chapter onGolden Rules which is
the basis for this presentation

A View/download theGolden Ruleghapter
(English and Russian version)

. www.theomandel.com/uxussia2009
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http://www.theomandel.com/ux-russia-2009

Software/Web Usabilitg Ten Years Ago
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User and Computer
A Word processing

A Spreadsheets

A Focus on programs
Websites

A eCommerce

A Corporate sites:

I Amazon.com (1994)
I eBay (1995)

A Abandoned
Shopping Carts

GHNNM User eXperience 2009



