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Crash Course

Kevin Browne - @hamiltonkb



  

I taught the Human Computer Interface 
course at McMaster University.



  

But I'll try not to sound like Professor Fink.



  

What is a user interface?



  

Space where interaction between humans and 
machines occurs.

The look and feel, user input, machine output, etc.



  

Why does user interface design matter?



  

It can make your product: Wii 



  

The legendary HavenWorks.com



  

It's easy to see really bad design.



  

But what is good user interface design?



  

We can break down “usability”

● Time to learn
● Performance (speed)
● Error rate
● Retention
● Subjective satisfaction
● Subjective trustability



  

How do you design a good interface?



  

Design is a dynamic process, 
not a recipe.



  

Lots of complex ways to look at it.



  

Suggestion...

Build. Measure. Learn. Repeat.

...Eric Ries' lean startup methodology



  

Building.



  

Every system has a guidelines 
document.  Use it.



  

iOS user interface guidelines



  

Guidelines documents...

● Give lists of “best practices”
● e.g. “Focus on the primary task”
● e.g. “De-emphasize the settings”

● Standardize behaviour
● e.g. Define that that the “pinch gesture” should 

mean zoom in, zoom out 
● e.g. Define that the “touch and hold gesture” should 

bring up magnifier during text entry 



  

Design heuristics, principles

● Essentially “best practices” to follow
● The good ones are based on empirical data
● Can be general
● Can be specific to your problem domain...

● eCommerce
● Video games
● Mobile apps
● Mobile games
● Productivity software



  

Make decisions based on data...



  

Good source: Google Scholar



  

(...it's a geeky South Park reference)



  

Apple does it, you should too!



  

Microsoft design slows performance.



  

Ugh, there is so much more to say.

● Know your customer
● Research, interviews, surveys
● Find out what's most important to them
● ..But watch out for requests for a “faster horse”
● Make design trade-offs based on their requirements
● e.g. easy to learn vs. number of features

● Involve your customer
● Show them mockups, prototypes, get feedback
● Take suggestions



  

Use free online prototyping tools.



  



  

MockupBuilder.com



  

I'll post a list of them 
hamilton.startupweekend.org tonight.

If you can't build a website\app this 
weekend, you can still show some 
prototype design shots on Sunday.



  

Use free landing page services and 
content management systems to get up 

and running fast.



  

Landing page...



  

I'll put these in the blog post too...

● Landing page
● Make customers aware, start getting their info
● Unbounce.com

● Content management systems
● Can let you get an e-Commerce website off the 

ground in a day, with little technical knowledge
● Wordpress
● Joomla!
● Drupal



  

Measuring.



  

What to measure?  Lots!

● How many clicks or taps does it take to perform 
the most frequently used action(s)?
● Average for all actions?

● How long does it take to do something?
● Find something
● Buy something
● Load the game

● Average, worst case website load times?
● How many errors?



  

What about more subjective things?

● Learnability, retention, satisfaction, trustability?

● Surveys, questionnaires, interviews
● SurveyMonkey.com

● Use likert scales
● You can turn level of “agreement” with different 

statements into a number that you can improve on!



  



  

Again, lots of free online tools to help.



  



  



  



  



  

Learning.



  

Use measurements to improve.

● Keep track of what you've learned
● Develop your own list of best practices
● Once you've got metrics, improve on them

● Reduce clicks or taps required for common tasks
● Improve load time
● Reduce errors
● Increase trust, subjective satisfaction

● Qualitative observations often provide a “how” 
to improve the more quantitative “what”



  

Repeating.



  

Iterative process

● Developing a minimum viable product...

● Create mockups, talk with customers
● Build prototype, measure, test with 5-6 people 

to find most obvious issues
● Build MVP, measure, test with 20-40 people to 

iron out smaller issues
● A random sample of a few dozen people can often 

provide good, statistically significant data

● Release MVP, get feedback via website survey



  

Your new product's user interface is as important 
as a new restaurant's customer service.

Final thought



  

That's all folks!
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