
CS 315 – Intro to Human Computer 
Interaction (HCI) 
Guidelines 

1 



…. though reality doesn’t quite reflect that yet 
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Three levels for better design: 

• Guidelines 
▫ Very specific rule sets usually centered on 

organizations or commercial entities 

• Principles 
▫ Mid level of abstractions 

• Theories and Models 
▫ Universal notions, capable of being predictive 
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Guidelines 

• Shared language 

• Best practices 

• Critics 
▫ Too specific, incomplete, hard to apply, and sometimes 

wrong 

• Proponents 
▫ Encapsulate experience 
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Guidelines 

• By far the most heavily documented 
▫ Each set of guidelines is an HCI universe unto itself 

• Well known guidelines include: 
▫ Apple Human Interface Guidelines 

▫ Windows User Experience Interaction Guidelines 

▫ Android User Interface Guidelines 

• We will focus on specific tidbits of interest from 
assorted guidelines documents 

6 



National Cancer Institute 

• 388-guideline set for web pages 
▫ Standardize task sequences 
▫ Ensure that embedded links are descriptive 
▫ Use unique and descriptive headings 
▫ Use radio buttons for mutually exclusive options 
▫ Develop pages that will print properly 
▫ Use thumbnail images to preview larger images 
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W3C guidelines for accessibility 

• Provide a text equivalent for every non-text element 
• For any time-based multimedia presentation 

synchronize equivalent alternatives 
• Information conveyed with color should also be 

conveyed without it 
• Title each frame to facilitate form identification and 

navigation 
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Organizing the display 

• Smith and Mosier (1986) offer five high-level goals 
▫ Consistency of data display 

▫ Efficient information assimilation by the user 

▫ Minimal memory load on the user 

▫ Compatibility of data display with data entry 

▫ Flexibility for user control of data display 

9 



IE9 
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IE9 
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Entering phone numbers 
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Getting the user’s attention 

• Wickens and Hollands (2000) offer these techniques 
for getting the user’s attention: 
▫ Intensity 
▫ Marking 
▫ Size 
▫ Choice of fonts 
▫ Inverse video 
▫ Blinking 
▫ Color 
▫ Audio 
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Use of color 

14 



Use of colors and symmetry 
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Bad UI makes children cry 
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Caveat on notification 

• Notification is an area where trade-offs may occur: 
▫ Boy-who-cried-wolf syndrome 

▫ Sound saves display real estate, but like visual 
attention grabbers, must not be overdone 
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Facilitating data entry 

• Smith and Mosier (1986) offer five high-level 
objectives as part of their guidelines for data entry 
▫ Consistency of data-entry transactions 

▫ Minimal input actions by user 

▫ Minimal memory load on users 

▫ Compatibility of data entry with data display 

▫ Flexibility for user control of data entry 
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Principles 

• More fundamental, widely applicable, and enduring 
than guidelines 

• Need more clarification 
• Fundamental principles 
▫ Determine user’s skill levels 
▫ Identify the tasks 

• Five primary interaction styles 
• Eight golden rules of interface design 
• Prevent errors 
• Automation and human control 
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“Know thy user” Hansen (1971) 

• Corollary: If you think you know thy user, think 
again 

• Age, gender, physical and cognitive abilities, 
education, cultural or ethnic background, training, 
motivation, goals and personality 

• Design goals based on skill level 
▫ Novice or first-time users 
▫ Knowledgeable intermittent users 
▫ Expert frequent users 

• Multi-layer designs 
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Wizards 
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Novice Users 
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Microsoft word 
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Accommodating multiple user profiles 

• Are we designing for all profiles? Or just a subset? 

• Multi-layer, level-structured, or spiral interfaces 
▫ Novices get training wheels 

▫ Increased proficiency enables increased functionality 

▫ Multiple layers include both software and 
documentation 

• Not unlike progressing through a modern video 
game 
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Examples 
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Know thy domain 

• Identify the tasks 
• Task Analysis usually involve long hours observing and 

interviewing users 
• Decomposition of high level tasks 
• Relative task frequencies  
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Choose an interaction style 

• Direct Manipulation 

• Menu selection 

• Form fillin 

• Command language 

• Natural language 
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Command Language 
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Form Fillin 
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Menu Selection 

31 



Direct Manipulation 
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Natural Language 
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