Inmates are running the asylum
 Alan Cooper

PART 1 : 

Chapter 1 : Computer Obliteracy  ( Please Refer to  page : 3 )
In Modern World every peripherals we use in our day-to-day  life involves  crossing with a computer. Lack of proper design (or say a simple design error)  leads to a fatal error.
Hard to use computers affect us all. Sometimes fatally. Software based products are not inherently hard to use. Because we use the wrong process for creating them. They are hard to use. Whether you cross a computer with a camera , Alarm Clock, Car or a Bank  …, You always get a computer.!!!  But the acceptable level quality of software is lower always.
Programmers need to be described to write a respectful and courteous program which can do what a human expects(artificial intelligence) rather than behaving a difficult behavior.

Highlights :
· Software based products needs to be designed to be more human & forgiving ( to break down the barriers)
· The frustration that difficult & unpleasant software based products are bringing to our lives is rising rapidly.
· All of these computerized devices are wildly sophisticated & powerful. but everyone of them is dauntingly difficult & confusing to use.

· The programmers wants the construction process to be smooth and easy. Whereas the user wants the interaction with the program to be smooth and easy. These two objectives almost never result together.
· The key to solving all the problem is interaction design.
· Programmers designs what the program does but not how it behaves, communicates or informs. Conversely interaction designers focus directly on the way users see & interact with software based products.

· Programmers make the software easy for use by other software engineers & not  for normal human beings. !

· The Author emphasizes the judicious partnering of interaction design with programming.

· The Theme of this book is that interactive products need to be designed by interaction designers instead of software engineers.

(Please note : With this …, you have read upto page 18 )

Part 1 , Chapter  2 :  Cognitive Friction  (Please Refer to  page : 19)


-   Process of acquiring knowledge by perception ,practice ,reasoning.

The negative effect of cognitive friction grows exponentially. Programmers fear that if interactive design is taken away from them, they are unleavened with fun.

Definition of Interaction Design : -


                             -  design that will affect directly, the ultimate end user of the product.

· End product interactive design is the only part of the design that I want to take away from programmers and put into the hands of dedicated interaction designers.
· The Goal of this book is… to give interaction design, the first consideration in the creation of software based products.
· What is actually happening in programming shops … is that….”Programmers design the interaction for themselves ignoring the end users.

· The real interaction designer makes her/his decision based on what the end user is trying to achieve. 
· Because of the poor interaction design Microsoft products  are unloved.

Dancing Bear :

· The technology mixed devices is still a wonderful thing,  in spite of weak & clumsy design 

· Software experts are of necessity .., comfortable with high cognitive friction interaction.

· Difficult interaction is very avoidable.

· Cognitive friction doesn’t come from technology but from the people who control technology.

· As engineers they think more about gears. In effect ., they think of automobile as a set of gears instead of leather seat and burl wood. 

· To a traditional manufacturing executive ,a  software is easy to add change and improve. 

· Without a interaction , a software rapidly fills with unwanted features. The main functionality that really needed still remains unfilled / unprovided. 
Each new feature adds many many new features but fails to make the existing features understandable. 

High cognitive friction polarizes people into two groups. 

1. makes them feel frustrated, stupid. 

2. dizziness with power to overcome the difficulty.

They have to either adopt cognitive friction as a lifestyle or they have to hide themselves.
Apologists & Survivors. 

Apologists:  (Keypoints )
·   who favor the technology despite high cognitive friction. 

·  Power user( A synonym for Stupid or say novice)

·  Regardless of how hard on interaction is…, point to the power and functionality of gadget.

·  Defend the system, because it can accomplish a task. 

·   Point to the Bear , “Look its Dancing” 

·  Ignore the poor quality of dancing.
Survivors : 

· Don’t know much about computers

· They are certain that they are oppressed

· Sit staring at their computer screens.

How we react to cognitive friction  ?

· Most of us (apologists) take the minimum they need and ignore the rest.

· The problem is that it is just too difficult to learn.

· Due to high cognitive friction, they abandon the technology.

(Please note : With this …, you have read upto page 40 )


PART 2 : 

Chapter 3 : Wasting Money  (Please Refer to Page 41 )
 (Please watch : How money is spent lavishly  without being  useful to the product / end user )

Deadline management  :
· Alan says & argues  that Shipping a product that angers and frustrates users in three months is not better than shipping a product that pleases the users in six months.
· After the programmers have begun work , money drains swiftly. Therefore the logic tells the development manager to get the coding started as soon as possible and end it as soon as possible. In this scenario , the deadline becomes the sole definition of project completion.

· The whole chaos is based on Assertion …, that shipping a product right now is far better than shipping a product later.

· Conclusion : Most product managers that Alan cooper have worked with would rather ship a failure product on time than risk going late 

Product that never ships : 

· When the product was never fully defined /described , like mad sculptor chipping away huge block of marble hoping to discover a statue inside , the directors have mercifully pulled the plug. 

· Another reason is .., After becoming too late.., the Software development manager fears and never ships the product at all !! .

Shipping Late doesn’t Hurt

· If the product delivers value to the users, arriving behind the schedule wont necessarily have lasting bad effects. 
· For example , Palm Pilot arrived Six years late than the scheduled delivery time,  and seized the no-man’s land. The markets are ready for good products that deliver value and satisfy users
Programmers are in Control : 

· Programmers will bubble easy to code items to the top of the list.  And in self defense , assign longer duration for more nebulously(tough or unclearly) defined items typically those concerned with user interface issues. 

Features are not necessarily Good : 

· Users care about achieving their goals. For example Palm Pilot owes its success to the designer’s single minded focus on the target users and  what end users expects to achieve.

Cost of Iteration : 

· Write any old junk program that can be built in the least time and put it before users then listen to the complaints and feedback. The drawback is .., you scare away survivors. And that’s why …, only few software product makers have successfully  crossed in to mass markets.

Hidden Costs of Bad Software : 

· Badly designed business software means people dislike their jobs  & they quit. Losing employees is quite expensive.

· Tech support costs you lot of money !. You can blame the users as “stupid”  but you still have to staff those phones with extensive tech support.
The Only thing more expensive than writing software is writing bad software : 

· When you lack a solid design , the programmers continually experiment with their programs to achieve a better solution.

· When the coding process starts before design, the momentum of programming becomes unstoppable and design must respond rigorously,   
Cost of Prototyping : 

· Prototypes are experiments made to be thrown out. But only a few of them are thrown out actually. (there are some case history here using Microsoft !!!) 

· Recommendation from Alan Cooper :  Each time a program is modified for a new revision or say code bugs a scar tissue is added and in the long run makes a program ugly. So the program needs to be written from the scratch for every decade or less.  

(Please note : With this …, you have read upto page 58 )

Chapter 4 :  The Dancing Bear :

Myths : poor interaction causes the software to make users stupid  resulting in  infinity of information handling jobs remain unsolved in the real world.
· Bill Gates once observed that the way you make the software user friendly is to stamp on each box “User Friendly” ( that means ..,there is no way !)   
How Email Programs fail ?


Email vendors add lots of features on every release. But they fail to address the fundamental need. 
· Most communications are sent either in response to some message or in expectation of a reply. these are termed as threads in communication. Yet None of the email programs  treat email messages as part of a sequence.
How Scheduling Programs fail ?
· Start of one task is dependent on the completion of preceding task.

· Resource management must integrate three dimensions of the problem. Time resources and project. Instead we get programs that address two dimensions of the problem time and resources.

How Calendar Software fails ?
· End time is used in precise calculation of availability that cannot be possibly be accurate and are in significant distortion of reality.

· Alan cooper  says that if there are two meetings scheduled one after another, he can easily duck out of one meeting five minutes early for a smoke. & time overlapping of meetings is not allowed.  
What’s wrong with the software ? (at last )

 Software forgets   :
· When a software is closed and reopened , it forgets the current state. It has forgotten everything. (adobe photoshop : for example)

Software is lazy.

Most application program just don’t work very hard for end users.  Its not delivering what the end user really desires.
Software is parsimonious with information. 

· Most programs are stingy with information 
Software is inflexible.

· During the process of automation from manual task handling to a Software,  All the non-task aspect of the software is lost & actually discarded.  This  process is taught from the school itself. ( Reference : System Analysis & design  book.)
Software blames users :
· When a interactive product has a problem if often collapses and closes into a inert heap. All it asks you to do is run the install again and ask you bunch of questions & forgets what ever you have keyed in before.
Software wont take responsibility. 
· Interaction has been modeled so far that it takes a only a small bit of information to process the next step.
Conclusion : By bringing the timely interaction design to the creation of software based products we can gain significant advantages.

(Please note : With this …, you have read upto page 69 )

Chapter 4 :  Customer Disloyalty 

Three primary qualities of high technology business. 
Capability :   What we are capable of ? what is possible . ? 

Desirability 
A Product cant be a long term success unless it delivers power and pleasure to the people 

Who must actually use it.

Viability

A product can’t be a success unless it can support a growing company.
Keeley says that a company cant be a success unless it undergoes a tripod model success. (3 qualities described above)

Case Study :  Borland –Year 1990
The Company had a remarkable marriage between razor sharp engineers and highly skilled business people. Each project had similar qualities. Cool technology. Clearly demonstrated market need.

Five years later after a tug of war between capability and viability, Borland was forced to lay off majority of people. It was very difficult for Borland to convert any of its capable , viable project into market needs.

Case Study :  Novell – LAN  
In the early 90’s  the only practical way to network your office desktop computers together was with Novell Netware.

Despite passing the capability test and viability test Novell was poorly designed. So its customer base was  motivated by need and not by desire 

Microsoft,3Com,and even Apple begin to ship LAN Products that were capable as Novell 

And powerful with little administrative maintenance.  Novell market share started to decline.

The company  that was Viable, capable failed due to lack of design. 

Conclusion : 

If a vendor has claimed being the first to introduce a functionality, there is little advantage to hurrying with the quite similar functionality. However It is quite possible to take leadership from the market pioneer with better design. Design makes your product Desirable.
(Please note : With this …, you have read upto page 78 )

Chapter 6 : Inmates are running the Asylum 
Case Study : General Magic 

· General Magic,  a high tech company quotes its lack of success as the following :

  one of our engineers say that we never knew what we are building until 8 to 12 weeks before we finished our product to a completion.

· Our design team and I instantly recognized that programmers had designed the product while they constructed it like the beaver designs his dam while he builds it.

· When Alan cooper & his design team was called , the senior programmer astonished   the team by asking not to make any changes to the product interaction. High  handedness of the engineer was breath taking – to his obvious inability to design it in such a way as to make their users happy.

·  The Company’s Competitors saw clearly that its dancing bear. they copied many of its features and made it easier to use and took away 60 % of market share.

Inference : No matter how hard they try , programmers can not arrive at a successful design

Hatching a catastrophe :

Myths :
Development projects got out of control due to lack of design.

If you ignore users satisfaction, your users will be tread upon.

Case study :  (a small startup company in silicon valley )

· Managers have asked programmers to design interaction and the results have been painfully unproductive.

· (After Alan & his team  was brought to the scene …….. ) When Alan cooper and his team submitted the specification to the Development manager.He was told : “Why have you spent so much time writing a spec ? You have used up a major piece of the budget. Upon further examination, (Alan’s)his assumptions about functionality were significantly different than those of his development manager. This discrepancy was actually made visible by the “wasted”  specification.

· Inference #1: Investors (venture capitalists) pulled back .., we don’t have enough money to spend on building a product we cant sell .., so we have to know our customers before we start.

· Inference # 2 : When the resulting product was cancelled or failed due to lack of design it meant that their effort was wasted.

General myths : 
· Computer costs (hardware) was plummeting …, obliterating the old way of design which is centered on the slow running machine.

· Design has to come before construction. 

· Programmer can not become a designer.., it is nearly impossible. 
· Many programmers believe themselves to be talented designers. But there is a tremendous difference between designing for function and designing for humans.

· When marketers or managers demand changes, each change also degrades the quality of the code.

· Software engineers often draw diagrams on the  white board showing the backend data handling code and front end user interface. The same programmer often writes the system internals and the user interaction code. Alan  asks : Where is the dividing line between software for computer and software for users ?

· In one of the company(Trans phone)  Alan observes that when designers were called to rescue, They claimed that they had no idea  of what it was that we(programmers) were trying to do. (Trying to land in no man’s land)  that company(Trans Phone) ceased operations after the second proto type was completed.

Conclusion : 

· Computers invade our lives. What lies between us (humans) and our devices is cognitive friction. Engineering methods can not solve the problem.

(Please note : With this …, you have read upto page 93 )

Chapter 7 : Homo Logicus  

Homo Logicus   ( Characteristics )
· Always want to turn left in a airplane towards cockpit 



…. Whereas Homo Sapiens Want to turn right towards seat in a airplane.

· Characteristics :  social awkwardness, pocket protectors, bookish manner.
· Stinking gods among men.

· More profound effect on the cognitive friction.

· Wants to control accepts complexity as trade off.



   .., Whereas Homo sapiens Wants simplicity accepts less control as trade off.

· Driven by an irresistible desire to understand how things work.


   .., Whereas Homo sapiens have a strong desire to success
· Wants to understand accepts failure as trade off. 



   .., Whereas Homo sapiens wants success  accepts less understanding 



     as trade off.


· Live in a world of possibilities Whereas Homo Sapiens  Live in a world of 



probabilities 

 Behaviors of a programmer :  (The Making of (Gaaaaadddd)  God !!!)
· lack in physical coordination,  gifted with quicker and stronger minds , well coordinated  mental abilities , physically weak boy a nerd .
· ability to mentally dominate others, humiliate users with dauntingly complex products.

 Work habits of a programmer :  

· usually made of isolation, pressure , long odd hours very little civilizing influence.
(Please note : With this …, you have read upto page 104 )
Chapter 8 :  An Obsolete Culture 
The Culture of Programming  : 

· Reusing Code : Engineers value their programming efficiencies more than user needs. To most programmers reusing code is more important than any other consideration.

Myth :  Good Programmers know what to write. Great one know how to reuse.

· All Window based systems (our desktop software) provide so many dialog boxes – all of which are pre written code modules for these functions. The benefit for the end user is overlooked in this micro economy (code reusing)

·   Some inexperienced programmer will hack out the first interaction idea  that pops in his  head, but once it is written it becomes the basis for all subsequent efforts (an adamant idea )
· The Conflicting interests are clearly visible , yet we consistently let programmers make  

  design decisions based on personal implementation.

· The user wants to achieve his goals , whereas programmers wants to achieve hers. The problem comes from subtle differences between those goals.

· Programmers become so familiar with code reuse that they often copy existing methods even when they are not actually  copying code.

· Reuse Case history : (Amazon.ca – founder Jeff Bezos - one click checkout )

Common Culture :
· Development managers ask  why should I pay to interaction designers for what  I get free from programmers. In this case, the interface he gets is one designed to please only the authors.

· If the interaction design came before programming the technology would conform to the user’s goals.

Programming Culture at Microsoft : 

· An Excellent example of Dancing Bear 

· Microsoft reveres programming, but has no idea of interaction design. 

· At Microsoft the most important project was conceived ,managed and coded by programmers.

· Its easy to win a product (Moody’s Exploropedia)  backed by a awesome brand ,vendor leverage, prodigious bank account. 

Cultural Isolation :

· In Most development shops, the most experienced programmers take responsibility of most difficult tasks/most demanding parts of the program.

· The more the senior , the programmer is , the less contact .., he has with users.

Skill in the Game(Programming)
· Programming is so complex that it takes single minded focus and lots of uninterrupted time

· Programmers have a strong sense of insularity.

· It can take more time to decipher a programmer’s code  than to write a new code for it.

· The Lonely work of a programmer gives him strong sense of his power.

· When marketers, managers or designers give advise to them they regard it as  a sense of 

Skepticism and discard it.

· Letting programmers do their own design results in bad design.

· When a trained interaction designer is hired, the programmer naturally treats them (their work) dismissively.

· As far the designers are concerned, you must present a rational ,defensible reason for making the change. It must be presented in terms the engineer can understand and it has to be presented by someone with skin in the game.

Scarcity Thinking. :

· Three decades ago, the software written gave priority to performance at te expense of other considerations like ease of use.

· Software construction practice has changed since then ….,

The Process is dehumanizing and not the technology :

· When designed properly, that same technology can be gift to a humanity.

· We have to revamp our technology so that the humans who ultimately use them are the primary focus.

Inference : (upto this page 120)
( the Author .. [Alan Cooper] points out that in olden days(3 decades ago) .., end users are few and are technically trained due to high cost of computer and very low usage rate. Now.., in modern days where the computer cost has plummeted , the end user is expected to know how to use on a day to day life , a significant change in lifestyle of a common man around the world.  Therefore the programmer is incompetent in design , so a new job position is needed so called…, interaction designer) 

(Please note : With this …, you have read upto page 104
Chapter 9 : Designing for Pleasure 
Developing a Goal Directed Design 

Personas : 

· Develop a precise description of our user and what he wishes to accomplish.

· Hypothetical archetypes of actual users.

· Personas are defined by their Goals. And Goals are defined by their personas.

· Design for Just one Person 

· You will have far greater success by designing for one single person.

· When you narrow the design persona to a single persona , nothing stands between that persona and complete happiness.

· Designing for a single person is the most effective way to satisfy a broad population.

· By narrowing your focus , you can generate the customer loyalty in your target market.
· Roll aboard suitcase was originally designed and built for airline flight crews. Later it became the Industry standard for travelers.

Elastic User

· Our goal is to design software that will bend and stretch and adapt to the user’s needs.

· Designers must never be so vague as to say their program is designed for the user.

· In our design process we never refer the term as a “user” instead we refer as “persona”

Be Specific 
· Giving the persona a name is one of the most successful part of defining.

· A persona without a name is simply not useful.

· Whereas a Programmer will always imagine that he is the user.

· Well defined user persona becomes a remarkably effective tool for interaction design.

Precision :

· It is more important that persona be precise than accurate.

· It matters more that the persona is expressed with more precision.

· Programming is defined by cases at the edge of the paradigm(all sorts of possibilities,edge cases ) whereas design is defined at the center.

· The great power of personas is their precision and specificity. 

· The personas we invent are unique for each project.

· Oversimplified models of market don’t help with design problems.

Personas end feature debates

· Programmer’s logic of what might happen is irresistible.

· Programmers are hard to move & logic oriented and don’t think the way designer thinks 
· If the programmers begin to speak of personas by name of their own volition ,it is really a dramatic ,watershed event that changes the nature of the collaboration between designers and developers.

· Some of our client companies have printed tee shirts with a picture of an important persona.

· Marketing personas and design personas are not the same.  Design personas shed light on the development process.

· IT Manager who purchases the product will often not be the one to actually use it.designing for the purchaser is a frequent mistake in the computer business.

· If the end user is happy it is a success for a IT designer.

Case Study : (between  Leos, Alison and Ted , interesting case study) emphasizing personas and

Yield one of the successful product in the IT industry , Remedy-ARS  

Primary Personas :

· is the individual who is the main focus of the design.

· Identifying the primary persona or personas is a vital step in the development of a cast of characters.

· If we find more than three personas , we are trying to accomplish more than one at a time and complicating the problem.

Case Study (Sony –>  In-flight  Entertainment  System) 
           Identifying the primary personas.

Conclusion :

· If you want to design the software based products that make people happy, you have to know who those people are with some precision and that is the role that personas play.

(Please note : With this …, you have read upto page 148
Chapter 10 : Designing for Power 
A Persona exists to achieve his goals.  Whereas goals exist to give meaning to persona.

Goals are the reason why we perform Tasks :

· Design was mostly an aesthetical thing

· Good Interaction design has meaning only in the context of a person actually using it for some purpose. Two key elements of our design process are goals and personas; purpose and people.

· The essence of good interaction design is devising interactions that let users achieve their practical goals without violating their personal goals.
Tasks are not Goals :

· A Goal is an end condition. Task is an intermediate process.

· Tasks change as technology changes , but goals have the pleasant property of remaining very stable.

· Goal is a steady thing. the tasks are transient.

Programmers do task oriented design  ( & interaction designers do goal oriented design)  . 

· Designing from tasks instead of goals is one of the main causes of frustrating and ineffective interaction.

(Case study : office running)

· Designing for the user persona’s goals clearly shows us an alternative way to thknk about delivering functionality.

Case study : ( How a TV feel made users stupid )

Inference : The Software engineers see all parameters as equal. So they lump them together.

Actually when we design for the interaction designer, we let the TV do the basic stuff, delaying the

Need for advanced features.

Personal Goals : 

· Not feel stupid

· Not make mistakes

· Get an adequate amount of work done.

· Have fun.

Corporate goals :

· Increase our profit

· Increase our market share

· Defeat our competition

· Hire more people

· Offer more products or services

Practical Goals 

· Avoid meetings 

· Handle the client’s demands

· Create a numerical model of the business.

· Record the client’s order

False Goals
-   Are those which are mans to ends whereas goals are always the ends.

· Save memory
· Save keystrokes

· Run in a browser

· Be easy to learn

· Safeguard data integrity

· Speed up data entry

· Increase program efficiency

· Use cool technology

· Increase graphic beauty

Designing for politeness: 

· We want users to be productive with our software , we should design it to behave like a good human work mate. 

If the interaction is respectful, generous and helpful the user will like the software and will have a pleasant experience.

What is polite ?

    About making software more human, adding humanness means 

    adding imprecision to the interaction (like ordinary people are imprecisioned )
the basic principles that constitute for polite interaction are quality, quantity, relevance, and clarity
· polite software  is interested in me. 

· polite software deferential to me.
· polite software anticipates my needs.
· polite software is well informed
· polite software is perceptive
· polite software is self confident
· polite software is trust worthy

· polite software gives instant gratification

Case study : Elemental Software  (lengthy 15 lines of sentence to explain… )

Inference : 
Looking at things through the lens of the user’s goals can give us a unique and powerful perspective that opens up new opportunities for creative design. This is the core of Goal directed design.

(Please note : With this …, you have read upto page 177)
Chapter 11  : Designing for people.
A scenario is a concise description of a persona using software based products to achieve a goal.

Scenarios : 

As the design work becomes more detailed , the scenario become more and more effective.

Scenarios are very useful. We can easily inhabit the character.

While goals are stable and permanent , tasks are fluid and changeable.

It is more important that the scenario is described from start to finish than that it covers each step in exhaustive detail.

Daily use scenarios :

· are the most useful and important.

· In a bug tracking application ,for example looking up bugs and filling out newly reported bug forms are typical daily use scenarios
· One or two scenarios is very typical in a daily use scenarios.

· Need robust interaction support.

· Rapidly demand  shortcuts

· Instructions for use should be written right on the program.

Necessary use scenarios 

-  Include all actions that must be performed and that are not performed frequently.

-  eg. Purging databases exceptional requests fall into this category.

Edge case scenario :

-   Programmers largely emphasize them . but they can be ignored largely.

Personas , Goals, scenarios are heavy hitters in our design center.

Inflecting the interface :
· Design problem demands ease of use without sacrificing functions and power. Difficult .., but by no means impossible.
· Interface can be simplified dramatically by placing the controls and data needed for the daily use scenarios prominently in the interface. For example In Microsoft word icons such as opening, closing and printing document are daily use scenarios …, can be  placed prominently in the interface and there are other non-sense icons such as inserting spreadsheets, inserting hyperlink which are infrequently used.
( Case study : here  boring to type so skipping ) 
Vocabulary : very important 

· In a typical project where alan cooper was involved ten highly paid professionals wrangled for  two hours over a disagreement that existed only because the various parties knew different definitions for the same words.

· If you don’t have words to express an idea ,it is nearly impossible to communicate it.

· Without a robust and precise set of terms ,new ideas cant be defended well, so they are discarded prematurely.

· During one project , our own design staff was deadlocked on a problem some of us were using terms differently from others. we did not have a common vocabulary

(case study : skipped deliberately) 

· Hardware companies are more experienced at seeking outside help from industrial design firms to help them make their products more desirable and useful to their users.

· As more and more products are hybrids of hardware and software the need for a goal directed design increases.

· When the interaction designers finally accomplished something ,  the users wont even notice it.
The point is that the less the user sees , the better the design the designer has done.

Conclusion :

 In programming , there is infinite ways of solving a problem.  When the programmer can toss out hundreds of lines of code , the program is getting better. less code means less complexity, fewer bugs, fewer opportunities for invalid interactions, and easier maintainability. The designer knows that each element of the user interaction is a burden on the user. Each icon and button is one more thing that the user has to know about and must work around to get to what the user wants. doing more with less is always better. (User is a typical nonsense, stupid  human being. learning is tough for user and usually wanted to make use of technology in the hope that technology will spoon feed.  The author says that be aware of what the actual user is looking from you.)
When author says less interface it doesn’t mean less functionality. Although that can sometimes be the case.  The user does not have to interact with the program than is absolutely necessary to get any particular task accomplished !!!
(Please note : With this …, you have read upto page 201)
PART V : 

Chapter 12 : Desperately Seeking Usability( Please Refer to  page :  )
· Goal directed interaction design. 

· Writing code is to interaction design as pouring is to architecture

· A fundamental premise of bringing design to the software development is that it must occur before the programming. Thoughtful user testing can uncover a designer’s incorrect assumptions.

· The programmers who always have the ultimate control over the software based architect inevitably drive the team usually from the back seat.
· The seat at the table solution still fails to put design at the front of programming.

Programmers Designing
· So the difficult challenge of designing interaction appealed to them and they invested considerable effort.
· Programmer’s efforts were ill fated from the beginning 

· Absence of criticism a compliment
· Interaction designers rely on their experience , training and judgment to make an accurate evaluation. They have principles, idioms and tools for every situation and they triangulate these tools with other sources of information.
Style guide 

· For all Xerox photocopiers ,Designers created a consistent visual vocabulary called a visual design language such as green for originals, blue for supplies, red for service areas 

· Goal directed interaction design problems.

Focus Groups :
· Focus groups can be effective for some product categories. But it is a mistake to trust them for a reliable evaluation of high cognitive friction products.

Industrial designers :

· are trained to create buttons ,knobs and controls that are easy to feel, manipulate and see they are not specifically trained to satisfy the demands of cognitive friction.
· Just because the buttons are easy to find and press doesn’t mean that the user will know which button is the right one to press. That is the problem of cognitive friction and not one of industrial design.
Attrition 

· A Microsoft’s strategy !

· Means shipping a bad product. Perfect example of a  real dancing bear !!.  Listen to the user complaint and tweak what they dislike and ship an updated version.

· Very expensive and time consuming.

· Works only if you have a rock solid brand name, lots of time the nerves of poker player and vast quantities of money.
(Please note : With this …, you have read upto page 217 )
Chapter 13 : A Managed Process ( Please Refer to  page :219  )
· Who has the  most influence ?
· Whether it is Product development manager, marketer, programmer, top management  ?

· However programmer has the disproportionate influence because of the ownership of the code. 

· Customer is the only one holding a check

Customer driven death spiral  :

· The customers become more self interested because they are investing time and energy into the product. Inevitably they have requests for changes and additions.
· Listening is Good, Following is Bad.

· The vendor ceases to be a product company , he moment they let the customers dictate the desirable features. There after it becomes a service company performing jobs  on demand for its customers. They began to add features requested by customers without fitting them into a longer larger term plan.

Why its so ?

· When customers bring requests for features in one hand and a check in the other hand, the technical managers fins the combination irresistible.

Customer driven products lack conceptual integrity. 

· When you are  customer driven , your product mutates from one release to another instead of growing in an orderly manner…,  like dog’s breakfast(John Zicker) 

· The lesson is that if you become customer driven you accept easy money in the short term but you cease to grow.

· Its your responsibility as a product manager to keep yourself on the cutting edge and avoid the customer driven death spiral. 

· You can always delay short term thinking but you can never delay long term thinking.

· When you overlap design and programming what you get is programming.

· In the context of software development careful planning means interaction design.

Benefits of a Good design :
· Designers know where to cut wires . letting them to cut wires is like disabling non-essential portions of the interface but let the main wing keep flying.

· Like in the movies of 3 phases such as pre production, production, post production

· If we spent more time in pre-production – in design – we  can cut our programming time considerably.

· The reason : It is very expensive to make changes during coding  

· Interaction design is architecture not the interior design.

· Commitment that interaction designers is to make is that they must put their design in writing.

· Enough situation must be described in detail to give the developers confidence that the solution is robust enough to survive the implementation.

· If its not on paper then it means it doesn’t exist.

· Sufficiently detailed specification is indistinguishable from the code that implements it.
· In reality , the designers are called after the product is substantially built . therefore no matter Howsoever heroic they are , the impact of the designer is minimal.

· Interaction designer details how things get built , The interaction with the user is specified with great detail and precision.

Design documents benefit programmers:

· Programmer must realize that we are not detracting the job , but we enhance it.
· It acts like the script, the story board of a movie , making it clear for everyone , how it will work

· The programmer will finally grunt that You are providing me with a significant technical challenge
Design documents benefit Marketing :

One of the strong benefits of a design process …, is the power it makes available to  marketers.

Marketers brief to the designer , what unfilled need they need to satisfy or desire for.

A designer is a person who can translate marketer to programmers.

Marketers can clearly express to the buyer how the product will help her users.
Design documents help tech support and documenters 

The better the design is , the fewer calls come from the field.

Instead of discussing where files are stored in an inventory system , the documentation 

Can more profitably discuss inventory leveling processes.

A well written product description turns the company to a product quality generates more of customer loyalty 
The Central recommendation of this book is that the interaction designer should be the ultimate owner of product quality.

Determine the content and behavior of the program.

Designers accept responsibility for the quality of the final product.

Final Question is  where is the designer come from 

You need people with a general understanding of technical constraints and a passion for design

Experience in tech support or documentation provides designers with perspective in thinking about typical users needs.

Build the design team
Keep the teams small
Insulate the team from managers and programmers.
Allow the team time to compose its thoughts.

Companies can know in advance what their users will like and how to provide it to them.

(Please note : With this …, you have read upto page236 )
Chapter 14 : Power and Pleasure  ( Please Refer to  page :237 

· Design needs to be written down before the coding begins.
· Design is a blue print that must be followed and not a suggestion

· Must make plain that the design team is responsible for product quality.

· Cannot  be treated as advice that can be selected or edited like a suggestion.

Case  study : Healthcare Systems Inc
Interaction design is a realm that requires professional skills and that interactive products cannot just be engineered but must also be designed in order to succeed in the open market.

· makes your product desirable

· shorten the amount of time you spend developing your product.

· Programmers often complain that our design involves more complex coding & sometimes its true. in reality the cost of the coding does not increase that much as the difficulty increases.
At last.., Engineering community says merely that users will have to become computer literate 

 (Please note : With this …, you have read upto page : 245 )
