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4 kinds of Interaction Bloopers
• Deviating from Task Focus

• Requiring Unnecessary Steps

• Burdening the Users' Memory

• Taking Control Away from the Users
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12 Interaction Bloopers
3 Deviation Bloopers

3 Unnecessary Steps Bloopers

3 Memory Burdening Bloopers

3 Taking Control Away Bloopers
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Blooper 40: Exposing Implementation
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Blooper 40: Solution
• Design UI around user tasks only

• Build the UI for users NOT developers
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Blooper 41: Needless restrictions
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Blooper 41: Solution
• Don't impose limits were possible

• IF a limit is unavoidable make it as high as 
possible

• In a worst case use understandable numbers:

10,100,1000...
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Blooper 43: Confusable concepts

The difference between: 

• Membership
• Subscription
• Access
• Credentials
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Blooper 42: Solution
• Make sure concepts are distinct

• If two concepts are too similar combine them
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Blooper 43: Asking users for unneeded data
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Blooper 43: Asking users for unneeded data

• Unnecessary questions

• Requiring data that should be optional

• Repeated Inquiry

• Constant login requests
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Blooper 43: Solutions

• Stick to what is absolutely necessary

• Infer where possible

• Don't create distractions

• Don't impose on the user
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Blooper 44: Asking users for random seeds
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Blooper 44: Solutions

• Never require a random seed

§ Seed creation can be optional

• Make use of RNGs instead
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Blooper 45: Pointless Choice
• No difference

• No Difference

• Obvious Answer

• Users don't know

• The result is predetermined
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Blooper 45: Solutions
• No difference

• If a choice makes no difference, don’t offer it

• If there is an obvious answer, default it

• If a user won't know the answer, don't ask

• Give every choice a purpose
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Blooper 46: Hard to Remember ID
• No difference

• Assigned passwords

• No "Forgot my Password"

• Unreasonable restrictions

• Security questions that don’t fit
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Blooper 46: Hard to Remember ID
• No difference
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Blooper 46: Solutions
• No difference

• Don't be unreasonable

• "forgot my X"

• Let the user decide
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Blooper 47: Long instructions that go away too soon

• No difference
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Blooper 47: Long instructions that go away too soon
• No difference
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• Always have needed 
instructions displayed

• Make use of wizards 
and/or a step-by-step 
process



Blooper 48: Unnecessary or poorly marked modes

• No difference
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Blooper 48: Problems

• Require users to keep track of the current mode.

• Cause users to make mode errors.

• Limit users' the current mode.

• No difference

26



Blooper 48: Solutions

• Minimize the number of modes

• Avoid restrictions based on modes

• Make sure the user knows what everything means/does

• No difference
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Blooper 49: Automatic rearrangement of display

• No difference
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Blooper 49: Solutions

• Make sure the screen belongs to the user

• Preserve display inertia
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Blooper 50: Dialog boxes that trap users
• No difference
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Blooper 50: Solution

• Give users options

• Clearly label everything

• Align choices with user goals
• No difference
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Blooper 51: “Cancel” doesn’t cancel
• No difference

• Dialog boxes edit an original

• Changes are saved but not by the user

• Choices linger

• Changes not sticking
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Blooper 51: Solutions
• Make sure changes are made to copies

• Ensure the user has control of saving
• Ensure that Wizards and Multi-level dialog 

boxes work as a unit

• Make sure the user is informed
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