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Chapter 1 
Providing alternate paths to enlightenment ɀ $ÏÎȭÔ ÔÒÙ ÔÏ ÂÅÎÄ Á ÕÓÅÒ 

.  

 

  

Boy: Do not try and bend the spoon. That's impossible. 

 Instead... only try to realize the truth. 

Neo: What truth? 

Boy: There is no spoon. 

Neo: There is no spoon? 

Boy: Then you'll see, that it is not the spoon that bends, 

 it is only yourself. 
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Why Bending Spoons? 

Bending spoons is a metaphor for getting users to click where you want them to click and think the way 

you want them to think.  You have as much chance of forcing a user to do what you want as you have 

bending a metal spoon with your mind.   

Every website and every application has features.  Sometimes these features are simple and obvious.  

Other times the features are complicated and awkward. You, the decision maker on your project, are 

faced with choices about how to present functionality to the user.  Your goal is to have the user 

complete their task quickly and enjoyably with minimal errors.  This is where the spoon bending comes 

in. 

 Most applications force users to accomplish their goals in one specific 

way.  However, users do not always know the way that works best.  

They rely on past experience to make an educated guess.  More often 

than not, they are incorrect and must guess again.  Users will keep 

guessing until one of those guesses is right or give up trying.  When a 

ǳǎŜǊ ŘƻŜǎ ǘƘƛǎΣ ƛǘ ƛǎ ŎŀƭƭŜŘ άƳuddlingέ.   A user will muddle through 

randomly trying every possible way of completing a task until one 

works.  At that point, they will imprint the way that worked in their minds.  In this fashion, users often 

ŦƛƴŘ ǘƘŜ ƘŀǊŘŜǎǘ ǿŀȅ ƻŦ ŘƻƛƴƎ ǎƻƳŜǘƘƛƴƎΣ ōŜŎŀǳǎŜ ǘƘŜȅ ŘƻƴΩǘ ƪƴƻǿ ǿƘŀǘ ŜƭǎŜ ǘƻ ŘƻΦ   

Forcing a user to keep trying until they find the right choice is like bending their natural tendencies 

towards your own.  The better way is to let go of your own preferred task model.  The truth is that there 

is no best way. 

There are specific techniques for helping the user complete their tasks on their first try.  They are 

repetitive navigation, omni-directional task completion and user interface flexibility.  We will cover 

these techniques in detail in this chapter. 

Repetitive navigation is indicating in multiple places where the user is and how they can go somewhere 

else.  Omni-directional task completion breaks the task down into building blocks and lets the user go in 

any order they want.  Finally, a flexible UI has many ways of helping the user get the job done.  A full 

ŎƻƳǇƭŜƳŜƴǘ ƻŦ ǘƘŜǎŜ ǘŜŎƘƴƛǉǳŜǎ ǿƛƭƭ ŎǊŜŀǘŜ ŀƴ ŀǇǇƭƛŎŀǘƛƻƴ ǿƘŜǊŜ ǘƘŜ ǳǎŜǊΩǎ ŦƛǊǎǘ ƛƴǎǘƛƴŎǘǎ όǿƘŀǘŜǾŜǊ 

they may be) are the correct ones. 

Having a bad user experience does not always equal failure.  Sometimes (many times, in fact), a 

ǎǳŎŎŜǎǎŦǳƭ ŀǇǇƭƛŎŀǘƛƻƴ Ƙŀǎ Ƴŀƴȅ ǳǎŜǊ ŜȄǇŜǊƛŜƴŎŜ ŦƭŀǿǎΦ  DƻƻŘ ¦· ŘƻŜǎƴΩǘ ŎǊŜŀǘŜ ōǳǎƛƴŜǎǎ ǎǳŎŎŜǎǎ ōȅ 

itself.  The main goal of UX is to give the application and thŜ ǳǎŜǊǎ ǘƘŜ ōŜǎǘ ŎƘŀƴŎŜ ƻŦ ǎǳŎŎŜǎǎΦ  [ŜǘΩǎ ǘŀƪŜ 

a look at a wildly successful web application that still has significant flaws in the user experience. 
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CASE STUDY:  GMAIL 
An example of how a popular 

program can go wrong by bending 

users is the popular web program 

Gmail.  If they were to un-bend on 

some interface options, then task 

completion for those features would 

rise.    Take a look at how you have 

to ƭŀōŜƭ όŀΦƪΦŀΦ άǘŀƎέύ ŀ ƳŜǎǎŀƎŜ.  

The most obvious way is to drag and 

drop the message into the labŜƭΦ  ¢Ƙŀǘ ŘƻŜǎƴΩǘ ǿƻǊƪΦ  bƻ ƪŜȅōƻŀǊŘ ǎƘƻǊǘŎǳǘǎ ŜƛǘƘŜǊΦ  L ŎŀƴΩǘ ǊƛƎƘǘ ŎƭƛŎƪ ƻƴ 

the message to do it.  No icon available to click 

on.  In fact, there is no indication of how to do 

this very common task.  The answer is hidden in 

ǘƘŜ άƳƻǊŜ ŀŎǘƛƻƴǎέ ǎŜƭŜŎǘ ōƻȄ. 

So, of all the methods they could have chosen, 

Gmail provides exactly one way.  All of my 

guesses failed until I found the right choice.  I 

ƘŀǾŜ ōŜŜƴ ōŜƴǘ ǘƻ ǘƘŜ ǿƛƭƭ ƻŦ ǘƘŜ DƳŀƛƭ ŘŜǎƛƎƴŜǊǎΦ  L ƘŀǾŜ ƭŜŀǊƴŜŘ ǘƘŜƛǊ άōŜǎǘ ŀƴŘ ƻƴƭȅ ǿŀȅέ ōŜŎŀǳǎŜ L 

like the program overall and I am willing to put up with it. 

Providing alternative ways to complete a task  

Task completion is something to constantly test and keep in perspective.  Some believe that a single 

path to task completion makes Q&A and support easier.  Although this is true, it still is desirable to the 

user to have alternate methods to getting the job done.  As the web matures, we will see richer and 

more diverse interfaces.  

The user does not need to know that alternative choices exist.  They are perfectly content with the ways 

they have discovered, even if that they only find one.  Do not feel the need to explain the choices to the 

user.  As long as you create success in every direction, then the user can not go wrong.   

To illustrate, we can imagine presenting a stranger with five boxes sealed with decorative wrapping 

paper, sealed with ribbons.  You have hidden $1 in one of the boxes.  The stranger is told that he can 

have the money if they find it. 

Statistically speaking, people will find the money 20% of the time on the first try.  The success rate will 

diminish from there because people will quit trying.  Very few will guess incorrectly four times and still 

keep trying.  The majority of people will assume that they have been tricked and there is no money 

anywhere. 
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A better approach to the problem would be to hide $1 in every single box.  That way the user will guess 

right 100% of the time.  This is the basis of all great interaction design.  Transform all of the possible 

guesses the user could make into valid choices to drive the task.  Let the user bend the application how 

he or she sees fit.  hŦ ŎƻǳǊǎŜΣ ǘƘƛǎ ƳŜŀƴǎ ȅƻǳ ƘŀǾŜ ǘƻ ƛƴǾŜǎǘ рлл҈ ƳƻǊŜ ƳƻƴŜȅ ǘƻ ǎƻƭǾŜ ǘƘŜ ǳǎŜǊΩǎ 

problem.  This is equivalent to the effort in programming alternative choices in an application.  It is a 

tough pill to swallow, but investing in these techniques will give you a significant edge on the 

competition. 

[ŜǘΩǎ ǘŀƪŜ ŀ ƭƻƻƪ ŀǘ ǘƘŜǎŜ ǘŜŎƘƴƛǉǳŜǎ ŀƴŘ ǎŜŜ ǿƘŀǘ ƴŜŜŘǎ ǘƻ ōŜ ŘƻƴŜ ƛƴ ŀƴ ŀǇǇƭƛŎŀǘƛon to put a dollar in 

every box the user tries to open. 

The UI Five 

The UI Five is a family of task completion interfaces or modes.  Users will try all of these modes to 

complete their task, so it is important to represent as many of them as you can.  Most project teams will 

feel the temptation to cut up to four of these modes for the sake of project schedule.  This kind of 

decision puts the schedule first and the user second.  Most applications have visible traces of these 

decisions. 

To me, it is a false choice because you get the benefit of reusable code when approaching an application 

with a diverse UI in mind.  By creating multiple ways of doing the same thing, you are essentially calling 

the same code multiple times, from multiple places.  With this in mind, you can enforce reusability in 

ȅƻǳǊ ŎƻŘŜ ŀƴŘ ǎƻƭǾŜ ǘƘŜ ǳǎŜǊΩǎ ǇǊƻōƭŜƳǎ ŀǘ ǘƘŜ ǎŀƳŜ ǘƛƳŜΦ 

It is best to think of your users as small cartoon people falling helplessly through the air.  It is your 

ŀǇǇƭƛŎŀǘƛƻƴ ǘƘŀǘ Ƙŀǎ ǘƻ ŎŀǘŎƘ ǘƘŜƳΦ  LŦ ȅƻǳ ŘƻƴΩǘ ŎŀǘŎƘ them, they will fall (splat!) and take their business 

elsewhere.   
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Some engineers believe that users are illogical and that by providing only a single method of completing 

the task, the user will be trained to think logically.  You see, the engineers are performing a public 

ǎŜǊǾƛŎŜΦ  ¢ƘŜȅ ŀǊŜ ƘŜƭǇƛƴƎ ǳǎ άōŀŎƪǿŀǊŘǎ Ŧƻƭƪέ ōŜ ƳƻǊŜ ƭƻƎƛŎŀƭΦ  LǘΩǎ Ƨǳǎǘ ƭƛƪŜ ǘƘŀǘ ŜǇƛǎƻŘŜ ƻƴ {ǘŀǊ ¢ǊŜƪΥ 

The Next Generation, where the Picard-.ƻǊƎ ǎŀƛŘΣ ά¸ƻǳ ǿƛƭƭ ōŜ ŀǎǎƛƳƛƭŀǘŜŘΦ  wŜǎƛǎǘŀƴŎŜ ƛǎ ŦǳǘƛƭŜΦέ 

Remember, there will be users who try to use these modes whether you provide them or not.  A polite 

and lovable application is one that allows the user to use whichever mode they prefer.  Although we will 

go into detail on these later in the book, it is useful to get an 

introduction. 

Icons.  A picture is worth a thousand words.  A simple printer icon will 

give plenty of indication of ǿƘŀǘ ƛǘ ŘƻŜǎ ŀƴŘ ƛǘ ǿƻƴΩǘ ǘŀƪŜ ǳǇ ƳǳŎƘ ǎǇŀŎŜΦ  

Additionally, always use icons inside menus to help the user scan and 

find the action they are looking for.  

Icons also breathe life into your site or application.  Their little splash of color will brighten up your 

application.  Details about icons including sizes and how to implement are covered in chapter 2 The UI 

Five in Detail. 

Icons 

Any keyboard 

shortcuts? 

How about right-

ŎƭƛŎƪƛƴƎΚ  ²ƻǳƭŘƴΩǘ 

that be better? 

I love icons!  

Woo hoo! 
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Menus.  Sometimes a word is worth a thousand pictures.  Sometimes the 

action you are trying to provide just does not break down into a neat 16x16 

icon.  Use words with your icons when this is the case and provide consistent 

menus to organize your actions.  If your menus are consistent then your 

application will be scalable and easy to use. 

Menus are very valuable tools to save space and organize functionality or 

navigation, but they have many pitfalls.  Details about menus are also in 

chapter 2. 

Keyboard Shortcuts.  Some people are mouse people and some people are 

keyboard people.   I happen to be a keyboard person.  I press control and b on my keyboard to make 

this bold.  Someone else might press ALT and find the proper item in a menu, using nothing but the 

keyboard.  Keyboard shortcuts are very often left out of applications.  This is a great opportunity to get 

άǳƴŜȄǇŜŎǘŜŘ ²h²έ ƻǳǘ ƻŦ ȅƻǳǊ ŎǳǎǘƻƳŜǊǎΦ  ¸ƻǳ ǿƛƭƭ ŀƭƭƻǿ ǳǎŜǊǎ ǘƻ ōŜŎƻƳŜ άǇƻǿŜǊ ǳǎŜǊǎέ ǿƘŜƴ ǘƘŜȅ 

discover these keyboard shortcuts.  Plus, visually, your application requires no additional screen real 

estate to add in keyboard functionality. 

Context menus.  Also known as right-clicking, a context menu is incredibly powerful for the user.  One of 

the most powerful ways context menus can enable the user is in an explorer tree.  A tree is a very 

popular way of navigating a large application and the ability to right-click on tree items is critical to 

creating some fast-track paths for the user.  Users will love you for every right-click menu that you add 

to tree nodes.  Make sure to do the right thing! 

hƴŜ ƻŦ ǘƘŜ ƻƭŘŜǎǘ ŦǳƴŎǘƛƻƴǎ ƛƴ ŎƻƳǇǳǘƛƴƎ ƛǎ άtǊƛƴǘέΦ  {ƛƴŎŜ it has been around for so long and is used so 

often, it has received ample attention in its user interface.  Printing is a great example of a function that 

uses all five user interface methods. 

CASE STUDY:  PRINTING 

The following table shows how one can print in the Windows® operating system.  Almost every Win32 

program leverages these ways of printing that the Operating System provides.  Other OS flavors like 

MacOSX® and Linux have similar functionality baked into the foundation so that applications can all print 

in the same way. 
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Take a look at all the ways a user can print. 

Icons.  Small graphic that looks like a printer, usually in 
a taskbar at the top of the screen.  

Menus.  Often grouped at the top left of the 
application.  The most common placement for print is 
in the first menu because it is such a frequent action. 

 

Keyboard shortcuts.  Control-P and F12 are common 
printing shortcuts.  Menus can also be accessed via 
keyboard shortcuts too.  Menus are usually accessed 
with the ALT or Option Key. 

 

Context Menus.  Right clicking will result in different 
menus depending on what you click on.  Right click on 
the document file and you get a print option. 

  

Drag and Drop.  Although it is the least used, you can 
also drag a file onto a printer icon, which will cause the 
document to print.  

Table 1.1: The five major user interface methods of task completion 

Printing is an example of great interaction design.  No matter how crazy of a plan the user has to print, 

most likely it will work.  Users will try everything.  In this case, there are five different ways to print the 

same document.  A user will find at least one correct way to print on their first try.  Without having to 

guess wrong a user will feel confident and productive. 

It is important when introducing these techniques to think about how the user sees the application as a 

whole.  It dƻŜǎƴΩǘ ƳŀƪŜ ǎŜƴǎŜ ǘƻ ǇŜƻǇƭŜ ǘƘŀǘ ŎƻƴǘǊƻƭ-P would print but control-B would not bold.  If you 

are going to introduce a UI mode, then you have to use it throughout the application, not just in one 

spot. 

In the worst case scenario, a feature will be available in one spot and confuse the user.  Consistency is 

ƪƛƴƎ ƛƴ ǘƘŜ ǿƻǊƭŘ ƻŦ ǳǎŜǊΩǎ ŜȄǇŜŎǘŀǘƛƻƴǎΦ  Lǘ ƛǎ ƴƻǘ ǿƻǊǘƘ ƘŀǾƛƴƎ ŀƴ ƛƴŎƻƴǎƛǎǘŜƴǘ ¦L ƳƻŘŜƭ just to add drag 

and drop to one spot.   This is because users will not understand why the UI method works in one place 

and not another. 
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In addition to the five major UI components there are two techniques that should be employed to give 

ǘƘŜ ōŜǎǘ ǳǎŜǊ ŜȄǇŜǊƛŜƴŎŜ ǇƻǎǎƛōƭŜΦ  ¢ƘŜǎŜ ŀǊŜ άwŜǇŜǘƛǘƛǾŜ bŀǾƛƎŀǘƛƻƴέ ŀƴŘ άhƳƴƛ-directional Task 

/ƻƳǇƭŜǘƛƻƴέΦ  ¦ǎƛƴƎ ǘƘŜǎŜ ǘǿƻ ǘŜŎƘƴiques will provide a safety net, through which none of your users 

will fall.  It will also make your application easy to use, easy to learn and easy to love. 

Repetitive Navigation  

The most common problem in an application is the user 

losing track of where they are.  I have seen many people 

ŘƛǎƳƛǎǎ ǘƘƛǎ ǇǊƻōƭŜƳΣ ōǳǘ ƛǘ ƛǎ ŀōǎƻƭǳǘŜƭȅ ŎǊƛǘƛŎŀƭΦ  LǘΩǎ ƴƻǘ 

enough to put one indication on the page of where you 

are.  You should put as many road signs as possible.  Those 

familiar with the application may claim the indications are 

redundant or even repetitive, or possibly redundant.  

However, a new user will feel comfortable with the added 

clarity. 

In general, people do not read web pages or web applications.  They scan the page in a random and 

ŎƘŀƻǘƛŎ ƳŀƴƴŜǊΦ  !ŎǘǳŀƭƭȅΣ ƛǘΩǎ ƴƻǘ ǊŀƴŘƻƳ ƻǊ ŎƘŀƻǘƛŎ ŀǘ ŀƭƭΦ  9ȅŜ ǘǊŀŎƪƛƴƎ ǘŜŎƘƴƻƭƻƎȅ Ƙŀǎ ŀƭƭƻǿŜŘ 

ǊŜǎŜŀǊŎƘŜǊǎ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ǇŀǘǘŜǊƴ ƻŦ ǇŜƻǇƭŜΩǎ ŜȅŜǎ ƻƴ ŀ ŎƻƳǇǳǘŜǊ ǎcreen.  The same rules that 

applied to 16th century painters still applies today.  Composition, balance and white-space play a critical 

role in helping the user find the useful navigation that you have placed so carefully on the page. 

In 2006, Jakob Nielsen* conducted an eye tracking study which showed a clear F or E pattern on many 

websites.  This means the user scanned the page quickly, looking on the left first, and then in brief 

horizontal motions. This knowledge helps the designer place the indications and navigation in the 

proper places. 

I like to think of users as very intelligent, as well as, very distracted 

people.  Maybe even people with little children or co-workers running 

around.  I imagine my users are multi-tasking like crazy when they are 

on my site or application.  Imagine your users are intelligent human 

beings during Halloween trying to use your application when the 

doorbell rings every two minutes.  In this sort of world, you have to be 

persistent to get their attention. 

For instance, you have to constantly remind the user where they are, what they are doing and what they 

should read.  Knowing that you only have a brief moment to catch their attention, you have to be clear 

and concise. Knowing that people scan information and ignore instructions, you have to put information 

in multiple places in a variety of styles.  Do not bend the user to your will by making them look in one 

and only one place for the information.  Make information repetitive so that, no matter where they 

look, they will get the message. Use every method at your disposal including titles, headers, trees, 

cookie crumbs, status bars, and other UI elements to increase task completion. 

Be sure to make information 

repetitive so that, no matter 

where they look, they will get 

the message. 
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CASE STUDY:  INTUIT.COM 

In a recent web page that I created, I paid special attention to telling the user where they are and how 

to move around.  This resulted in a significant bump in task completion and user satisfaction. 

 

Notice the global and local navigation, where the site is organized to help the user know where they are.  

Lƴ ǘƘƛǎ ŎŀǎŜΣ ǿŜ ŀǊŜ ƛƴ ǘƘŜ ά!ōƻǳǘ Lƴǘǳƛǘέ Ǝƭƻōŀƭ ŀǊŜŀΤ ƛƴ ǘƘŜ άtǊŜǎǎ wƻƻƳέ ƭƻŎŀƭ ǎŜŎǘƛƻƴΤ ƛƴ ǘƘŜ άLƴǘǳƛǘ 

[ƻƎƻǎέ ǎǳō-section.  The parent objects and the sibling objects are easy to read.   

Additionally, we provided the Search on the top right with the Quick Links above it.  These dynamic tools 

help the user find exactly where they want to go in the shortest possible time.  This is important for a 

public, high trafficked website like Intuit.  However, in an application, it becomes  even more critical 

because users spend much time per day in your application than on a brochure site like this. 

Search and QuickLinks have become increasingly important in websites and applications alike to help the 

user get what they want quickly and efficiently.  The ability to quickly navigate to a desired location and 

perform a task Ƴŀȅ ōŜ ǘƘŜ ŘƛŦŦŜǊŜƴŎŜ ōŜǘǿŜŜƴ ȅƻǳ ŀƴŘ ǘƘŜ ŎƻƳǇŜǘƛǘƛƻƴΦ  5ƻƴΩǘ ƭŜǘ ȅƻǳǊ ǳǎŜǊǎ ŎƭƛŎƪ ƳƻǊŜ 

than three times to get where they need to go.  The key point is to use all means at your disposal to 

reinforce, where the user is, and how they can get to another place. 

Omni -directional task completion  

Omni-directional task completion is not as simple as just adding navigational clues.  It is a broad 

application phƛƭƻǎƻǇƘȅ ŀƴŘ ƴƻǘ Ƨǳǎǘ ŀ ǎƛƴƎƭŜ ŜƭŜƳŜƴǘΦ  [ƛƪŜ ƻǘƘŜǊ ǿŀȅǎ ƻŦ ōŜƴŘƛƴƎ ǳǎŜǊǎ ǘƻ ǘƘŜ ǎȅǎǘŜƳΩǎ 

will, this has to do with the possible chronological order that a user can complete a complex task.  

Whether it is an e-commerce website or a workflow application, there are diagrams that get produced 

which show how the user is supposed to go about their task. 

*Source: http://www.useit.com/alertbox/reading_pattern.html 
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These diagrams are written in a logical and clear 

fashion.  They show how a user can complete their 

task with the minimum of errors.  The unfortunate 

aspect of these diagrams is the assumption that the 

order they go in is the only one available.  The 

ǉǳŜǎǘƛƻƴ ƻŦǘŜƴ ŀǊƛǎŜǎΣ ά²Ƙŀǘ ƛŦ ǘƘŜȅ Řƻ {ǘŜǇ о ŦƛǊǎǘΚέ  

The answer to this problem has traditionally been 

The Wizard.  

The Wizard was invented to stop users from going in the wrong order.  They are 

ƭƛƪŜ ǘƘŜ άLǘΩǎ ŀ {Ƴŀƭƭ ²ƻǊƭŘ !ŦǘŜǊ !ƭƭέ ǊƛŘŜ ƛƴ 5ƛǎƴŜȅ [ŀƴŘΦ  ¸ƻǳ ŀǊŜ ƻƴ ǘǊŀŎƪǎ ŀƴŘ 

can only move one painful step at a time.  The wizard usually gives a next, back 

and cancel button.  Most e-commerce sites force you to add your billing 

information first before your credit card information.  Wizards keep the flow of 

the application clear and unambiguous.  They also bend the user to the will of the 

designer and engineer.  They do not allow user driven task completion.  

Not all case studies need to be websites and technology.  Every task that can be 

conceived can be micro-managed.  A great analogy is worth at least three real 

world examples. The following case study is an average ŀƴŀƭƻƎȅΣ ǎƻ ƛǘΩǎ ƻƴƭȅ ǿƻǊǘƘ 

two real world examples. 
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 My small children are interested in cooking.  I realized that the order you apply ingredients to your dish 

is important in many cases.  However, it is not critical in every case.  I started to deconstruct my 

breakfast to see where I could leave the order up to the individual cook and where I needed to be strict. 

 

The straight and narrow path of task completion has important benefits.  It is predictable and easy to 

ƳŜŀǎǳǊŜ ŀƴŘ ǘŜǎǘΦ  5ƻƴΩǘ ǳƴŘŜǊŜǎǘƛƳŀǘŜ Ƙƻǿ ǾŀƭǳŀōƭŜ ǘƘŜǎŜ ŀǊŜ ǘƻ ƳŀƴŀƎŜƳŜƴǘ ŀƴŘ ǘƘŜ ŀƴŀƭȅǘƛcs folks.  

However, they are not valuable to the user.  Inevitably, the user will want, as they often do, to re-

arrange the order that they do things in.  My kid/chef Jared requested to make the juice before the 

toast.  He explained that Juice starts with J and it should come first. 

Although that seems like a fairly normal breakfast request, I am always surprised how often computer 

ŀǇǇƭƛŎŀǘƛƻƴǎ Řƻ ƴƻǘ ŀƭƭƻǿ ǘƘŜ ǳǎŜǊ ǘƻ Ǝƻ ƻǳǘ ƻŦ ƻǊŘŜǊΦ  ¢Ƙƛǎ ƛǎ ŀƭǎƻ ƪƴƻǿƴ ŀǎ ά²ƛȊŀǊŘƛƴƎ ǘƘŜ ¦ǎŜǊ ǘƻ 

Death.*έ  

A more natural and lovable way to model your application 

is to allow users to build the objects that make up the final 

object in whatever order they want to go in.  This means 

ǎŎǊŀǇǇƛƴƎ ǘƘŜ ²ƛȊŀǊŘ ƳƻŘŜƭ ŀƴŘ ǘŀƪƛƴƎ ŀ ƳƻǊŜ άƻōƧŜŎǘ-

ƻǊƛŜƴǘŜŘέ ŀǇǇǊƻŀŎƘΦ  ¢ƘŜ ǳǎŜǊ ǿƻǳƭŘ ōǳƛƭŘ each object 

separately and then combine them together when the time 

is right. 

Of course, the wizard is sometimes the only logical way to 

get the job done. Every UI tool, including the wizard, has its 

place.  The key is to be creative and come up with ways that the user could build reusable objects and 

put them together to make the result, rather than walking them down a straight and narrow path.  One 

ŜȄŀƳǇƭŜ ƻŦ Ƙƻǿ ŎǊŜŀǘƛǾƛǘȅ Ŏŀƴ ōŜ ǳǎŜŘ ƛǎ ƛƴ ǘƘŜ ŎƻƳƳƻƴ άŦƻǊƎƻǘ ǇŀǎǎǿƻǊŘέ ǿƻǊƪŦƭƻǿΦ 

  

Fry Eggs

Toast Bread

Pour Juice

Serve

Serve

Pour 
Juice

Toast 
Bread

Fry 
Eggs

* Definition: Wizarding to Death 

 [wiz-erd-ing too deth]  ςVerb 

 Like death by chocolate, except with more 

 Next, Back and Cancel buttons. And no chocolate. 


