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Introduction/Key 
Points 

• Short Term Memory

• External Aids 

• Following the information “scent”

• Familiar Paths 

• Thought Cycle 



Short Term 
Memory 
- Our  a t tent ion span i s  very  l imi ted  

- We focus  most ly  on t ry ing to  accomp l i sh  our  
goa ls  not  what  i s  go ing on around  us

- Inat tent iona l  B l indness  

- Change B l indness



Inattentional 
Blindness 

- Our minds focus intensely on our 
task, making it so we fail to notice 
events occurring in the 
environment around us

- Example – With us being so 
focused on counting the ball we fail 
to notice the goril la that comes 
onto the screen



Change Blindness 

- Setting your goals on certain points makes it so you canʼt 
notice the difference

- Your brain decides what to pay attention to and what not to 



External 
Aids 

Make changes in your site obvious 

This helps draw attention to the users 

Examples outside of interface design-

Bookmarks

Planners



What do they look 
like in interface

-File color changing 

-Helps user track their work so they 
know what goes where based on 
color differences  



Following Information “Scent” 
Towards our Goal 

System should direct users 
towards their goals 

Designer needs to understand 
what goals a user is likely to have

Each choice that a user makes 
must be followed with options that 
clearly lead to the users end goal 



Example 

- Multiple Moodle tabs opening 

- System is assuming that I want to 
look in as a dif ferent user

- Not exactly what I am looking for 



Familiar Paths 

- Once someone learns how to do a 
specif ic task one way a lot of the 
times they never switch

- People prefer to do a familiar path 
that works for them than to switch to 
a newer faster method 

- The brain prefers to run on 
automatic mode during the day in 
order for you to conserve energy 



How do we Help 
Users Change 
These Habits



Developer Help

WITH EXPERIENCED USERS IT IS 
OUR JOB TO HELP THEM SPEED UP 

IN THE EASIEST WAY POSSIBLE 

GIVE OLD USERS FASTER PATHS 
ONCE THEY HAVE GAINED 

EXPERIENCE 

STILL KEEP THE SLOWER PATHS 
FOR THE NEW USERS AND THEY 
CAN GRADUALLY BUILD THEIR 
WAY UP TO THE FASTER PATHS 



Thought 
Cycle 



The Goal, Execute, Evaluate Process 

1

Form a goal 

2

Choose and execute 
actions to make 
progress towards 
that goal 

3

Evaluate the actions 
to see if they are 
effective towards 
that goal

4

Repeat until the goal 
is reached 



Example: Going to 
the store to get food

- Grab Keys 

- Get into car 

- Drive to the store 

- Pick out the food you want 

- Check out 

- Get back into car 

- Drive home 

- Put food away 



Users often forget clean up 

- As we achieve our primary goal as a user we 
often forget the cleanup 

- Example of this is from my store trip, as I am 
driving, I turn my turn signal on and forget to 
turn it off 

- My primary goal is driving and getting to the 
store not my turn signal at that moment



Developers Job to Think of common

IN THAT EXAMPLE WITH THE TURN 
SIGNAL, WE HAVE ALREADY COME UP 
WITH A SOLUTION TO WHERE THEY 

AUTOMATICALLY TURN OFF

IT IS THE DEVELOPERS TO JOB TO FIND 
THESE PROBLEMS AND GET SOLUTIONS 

SO THE USER DOESNʼT HAVE TO 
WORRY ABOUT THEM



Key Points 

• Short Term Memory

• External Aids 

• Following the information “scent”

• Familiar Paths 

• Thought Cycle 

• Inattentional blindness 

• Change Blindness 

• Cleanup 



Questions 


