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Over the years, I have been responsible for creating the html and css for projects as well as provide User Experience Design.  This puts me in an awkward position.  On the one hand, I associate myself with the visual designers and want the page to look and work well in a beautiful and rich way.  On the other hand, I am the HTML/CSS guy and know first-hand how browser incompatibilities and technical difficulties can stall a project. 
This presentation is about this situation and how jQuery fixes a lot of it.  First, some common vocabulary is useful. 
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One of my favorite books is The Design of Everyday Things by Don Norman.  He talks about all of the people who use products incorrectly.  His most famous example is a door.  We have all done it.  Push when it’s supposed to be pulled or vice versa.  When you bump into a door the next time, stop and think about it for a sec.  Why did you mess it up?  It’s just a door, what was it that threw you?
Norman explains that when people do not use things properly it is the Designer’s fault.  Do not blame the engineer.  Do not blame the user.  Do not blame the marketing department.  He gives Designers responsibility and they should take it seriously.  That door probably broke a design idiom that people were used to.  Norman claims that while it may be aesthetically pleasing, the door must all work as expected.
What is UX design?  Read slide.
Before we jump into jQuery, let’s look at the design process.  This is the key to using jQuery.  If your process doesn’t have a way of working with higher levels of interactivity, it’s not going to happen.
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Read slide.
In any organization, whether it’s 5 people in a garage or 500 people in a large scale project, there is a legitimate need to develop decision making processes.  Although there are many established and ad hoc patterns for decision making they usually have a critical flaw.  Compromise.
Compromise is the friend of negotiations.  If you have multiple points of view who want separate things, then compromise is a perfect way to find common ground and get buy in.  Let’s say you are buying a piece of art.  You offer $500.  They counter offer $1000.  You settle in the middle at $750.  Done deal and both sides are equally happy (or unhappy).  That is a good “deal”.
Compromise is the enemy of good design.  If a designer wants blue and the marketing manager was yellow, settling on green may be a disaster for everyone involved.  In most organizations, this fact is not acknowledged.  It is the lack of understanding, of the science of design, that leads people to think that all design is opinion and that no one really knows what the user will like.  This illustration is funny, but it’s also tragic.  Any group must compromise to get along.  Any design will suffer with compromise.
This is not to say that collaboration isn’t important.  Don’t confuse collaboration with compromise.  Think of a movie.  There are many people on the set.  Camera crew, sound crew, lighting, key grip, best boy, etc.  But the director makes the final decision.  It is his/her vision that is the design.  As web applications and web sites become more interactive, this movie-making model may prove to be more effective.
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Read Slide.  Think about risk.  Fear of Risk is the enemy of design.  There are so many ways that risk kills good design.  Some examples of how risk is displayed:
· “That looks nice, but it will require a lot more testing.”
· “The user didn’t ask specifically for that.”
· “What if they don’t like it?”
· “It will take too long.  Blow the project schedule.”
· “It’s too complicated and will make maintenance harder.”
Fear is the real culprit here.  Fear, Uncertainty and Doubt.  These feelings stifle design and kill creativity.  To achieve something fantastic, you have to take some risks.  We will see later in the presentations how jQuery helps mitigate these risks.
Slide 7
In general, the design process has been designed by Project Managers.  It is called the Waterfall approach.  As web applications and websites become more interactive, you will see the decline and fall of waterfall design.  It’s just not effective.  
Great Design happens with iterations.  Designers cannot be perfect on the first try.  If you watch a designer work in Photoshop or illustrator, they will try things and throw them away countless times.  
Interaction design, however, gets no attention by the designer because it happens in the prototype phase, not the visual phase.  Therefore the design process omits one of the most important aspects of interactive web design.
This process doesn’t include iterating on interactive prototypes using jQuery.  But it should.
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HTML changed my life.  It was easy.  I could publish a zine or a website or whatever.  It required minimal technical knowledge.  Previous to the web, if you wanted to publish something you had to have a lot of money for distribution. 
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This may come as a shock to some in the audience.  I know it came as a shock to some executives I have worked with.  Designers actually go to school, and earn advanced degrees to learn how to design.  Some believe that it’s all subjective.  They believe there is only opinion.  And the chance of one idea or another succeeding in the global marketplace is an issue of luck.  No one can predict how people will react.  No one will know if a product will be well received.
Well, as Prince said, “I am here to tell you.  There is something else!”  The Designers.
Designers are trained professionals in human behavior.  Of course, there is a vast spectrum of relative talent.  Not every musician can write pleasant music.  However, a musician is at least able to understand what the notes are and how to play the instrument.
On the web, there are many different kinds of design.  User Experience Design, Graphic Design, Information Architecture, and even Copy Writing, one of the most important design arts on the web.  It astounds me how executives feel they can write better copy than trained copy writers.
If you enable your creative talent, you will reap the rewards.  Their training will be brought to bear on your design challenge, by applying design principles.
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A design principle is a rule, law, bias or predictable behavior that can be applied to many sciences.  An example is screaming.  In almost any culture, if you scream, it will increase the heart rates of those who hear you scream.  If you make the font-size too small, people will be unable or unwilling to read it.
Design principles have been proven over thousands of years. Disregard them at your own peril.
I put this picture of John Resig on this slide because I believe he instinctively understood how to bridge the gap.  Besides, it’s a great picture.  Let’s work on some design principles now.
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What does this mean?  In layman’s terms is means that users have poor fine motor skills.  The further away an option is, the harder it is to acquire, or put your mouse on top of it.  Additionally, the smaller the image, the more difficult it is.  There are special spots, the corners of the screen that are the easiest to get to.  Because we live in a browser world, we usually don’t have access to those corners.  However, Fitts law can be applied in many web application circumstances.
One example is a context menu.  A user can get to a context menu much easier than a drop down box.  The reason is that the context menu is closer to the mouse and therefore requires less time and control to acquire.  Chirs Domigan has created a plugin for jQuery to easily create a context menu.  I have no idea how to do this in any other library or JavaScript.  Yet, I was able to do this in a few minutes with the plugin.
This is key.  What good is my application of Fitts’ law unless I can build it?  Project managers, engineers, marketers, they may all say, “Just use the menu at the top:, but a designer knows that the right clicking is better.  Thank you Chris.
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Chunking is so often forgotten about in web design.  A user is VERY distracted.  They are not paying attention to you.  I often think of my children trying to get my attention while I am working.  They repeat the same words over and over and over.  I am only listening with half an ear.  Users read with half an eye.  You can not depend on users reading anything.  The only hope you have is to keep the font big and put less information per page.  Tabs helps enormously by allowing the user to understand the organization of the information.
The tabs plugin is incredibly useful and I use it on almost every project.
How many tabs is often asked.  I won’t expand too much, but the answer is, 5 is ok, 7 is too much.  There is a lot of debate on this subject.  I am here to tell you, 5 is ok, and 7 is too much.
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Forgiveness is an important concept that falls into the category of empathetic design principles.  You must have feelings for the user.  Do not blame him/her because they forgot a required field.  Do not tell them that they messed up or blame them for the errors.  Use common sense to show the user how to fill out your forms.
Give them hints.  Give them second tries.  Give them information as soon as the system has it.  Work with them, treat them well.  If you do, they will be loyal to you.
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Related to Forgiveness is another principle called Garbage In-Garbage Out.  This relates to gathering information in a form.  If you keep it clean on the front end, the backend will deliver a much better data set.
Many engineers believe that the backend is where you transform input and normalize it.  But, by helping out on the front end, you are lessening the server load and allowing the designer to increase usability on the client-side.
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This might sound simple to an engineer, but all I wanted was to highlight the discovered words in the search on my blog.  I just couldn’t figure out how to do it.  I can’t program and couldn’t find a wordpress plugin.  In jQuery, however, everything is made easy enough for even me to handle.
Highlighting is such a simple thing, but without jQuery, I would have to ask an engineer for help.  And then the engineer would tell me they have no time.  Then I would have to beg.  I want to be able to do it on my own, and now I can.
Highlighting is a perfect example of a scientific design principle.   We did a test once on Intuit.com.  Many users were looking for quicken unlock information, which was on the page.  It was getting a dismal click through rate, and the complaints of “I can’t find it were many”.  So we changed the color of the text to red.  Immediately the click-through rate shot up.  Highlighting is not opinion or subjective.  If you highlight a word, it will get attention.
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To me, Mental models are the hardest and most rewarding part of design.  This is where the designer pulls together their best creativity to create a reality for the user.  Animation, as a technique, has been used in many different JavaScript libraries.  However, the animation is usually very simple and the transitions are flat.  Advanced animation creates a mental model for the user that the application is more 3-D and realistic.
There are many ways to create a solid mental model, and I am picking on animation specifically.  Using easing you can create a much more realistic movement and help the user into a more enriching mental model.

