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Developing the GUI


Apple and XEROX


GUI intuitive - Accomplishing command line functions without knowing the commands.


Poor UI will alienate users.


Domain is separated from the UI.








Metaphors


Word processor applications


Drawing applications


Calculators


Spreadsheets





Widgets


Menus


Icons


Buttons


Windows


Dialog boxes





GUI


Empowers the user! No command line!


Provides flexible alternative methods 


Direct manipulation 


Visible


Reversible


Small act for Big effect








Usability


How quick to learn the interface?


Easy and quick to achieve goals?


Do the users like the interface?











Characteristics


Cognitive psychology - How we think and act


Sociology - Culture, organisation, icons etc.


Linguistics - Syntax and semantics








Principles


Visibility - Can its effect thru use be seen?


Affordance - Can the action to be taken be determined?


Feedback - Can the effect be seen? Is it consistent?








User needs


User characteristics (child?)


Task analysis (what?)


Situational analysis (where and level of understanding?)








Designing for Users


Socio Technical


Computers easier to understand than the Human Mind








User Centred


User is Important.


Command line unfriendly.


IBMPC - MSDOS


Users became consumers











