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Chapter 2 
The UI Five in Detail 

 

 

  

I have not failed. I've just found 10,000 ways that won't work.  

- Thomas Edison 

L ŀƛƴΩǘ ƴƻ ŘƻŎǘƻǊΣ ōǳǘ L ƪƴƻǿǎ ǿƘŜƴ LΩƳ ƭƻǎƛƴƎ ƳŜ ǇŀǘƛŜƴǘǎΦ 

 - Popeye 
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Muddling through Nature  

Thomas Edison was a genius, but more importantly, he had patience.  People in general do not have this 

quality.  Patience allowed 9Řƛǎƻƴ ǘƻ ŦƛƴŘ ǘƘŜ ƳȅǊƛŀŘ ƻŦ ǿŀȅǎ ǘƘŀǘ ŘƛŘƴΩǘ ǿƻǊƪ ƻƴ ŀ ǇŀǊǘƛŎǳƭŀǊ ƛƴǾŜƴǘƛƻƴ 

and yet he kept trying to find that one way that finally succeeded.  In this world, God (a.k.a. Laws of 

Nature) is the ultimate User Experience Designer.  These laws (or designs) force scientists to muddle, to 

experiment and try every possibility, until one works.  Muddling is a natural instinct of human beings 

and has taken us from the cave to the field to the skyscraper.  Muddling is how we progress as a society.  

However, Muddling is also an extremely frustrating experience for most people. 

When you design and build your web application, you are God.  You get to decide how the world works.  

You get to decide laws of action and reaction.  If you decide a button does not do anything, then the 

user must live in that reality.  Each decision you make lays down the laws of nature for your application.  

DǊŀƴǘŜŘΣ ǳǎŜǊǎ ŘƻƴΩǘ ƎŜƴŜǊŀƭƭȅ ƭƛǾŜ ƛƴ ŀ ǎƛƴƎƭŜ ŀǇǇƭƛŎŀǘƛƻƴΣ ōǳǘ ǘƘŜǎŜ ŘŀȅǎΣ ǘƘŜ ƳŀƧƻǊƛǘȅ ƻŦ ǇŜƻǇƭŜΩǎ ƭƛǾŜǎ 

are spent in front of a screen.   

If you want to be an evil, vengeful deity, then you 

should foster superstition*  and reign vengeance down 

on the user for every misstep.  You should make them 

feel guilty for every mistake.  However, if you want to 

be a loved, compassionate supreme being, then you 

should design with the user in mind.  Design so that 

ǘƘŜȅ ŘƻƴΩǘ ƘŀǾŜ ǘƻ ƳǳŘŘƭŜ ŀƭƭ ǘƘŜ ǘƛƳŜΦ  5ŜǎƛƎƴ ǎƻ ǘƘŀǘ 

mistakes are translated into the correct answer as if 

by miracle.  My plea to you is to be a good designer.  

Create a just and pleasant world for the user to live.  

Make the world fun and friendly, with soft surfaces so 

ǘƘŀǘ ǘƘŜȅ ŘƻƴΩǘ ƘǳǊǘ ǘƘŜƳǎŜƭǾŜǎΦ 

This chapter defines the tools to build your new 

utopia.  It describes in details the controls you should 

use to allow a user to figure out the path to success 

on their first try.  It also establishes patterns and best practices for these controls.  The toolkit includes: 

Buttons, Menus, Keyboard Shortcuts, Context Menus, Drag and Drop.  

 

  Superstition in users happens when a user is muddling and does something unrelated (like 

take a drink from a coffee cup) while simultaneously pressing the correct button in your 

application.  The user mistakenly correlates the drinking of the coffee with the success of the 

application.  From that point forward the user will make sure to drink coffee while pressing that 

ōǳǘǘƻƴΦ  5ƻƴΩǘ ƭŀǳƎƘΦ  ¢Ƙƛǎ ƘŀǇǇŜƴǎ ŜǾŜǊȅ ǎƛƴƎƭŜ ŘŀȅΦ 

*  




