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1:8 Be Easily Found in the Top 30

Guideline: In order to have a high probability of being 
accessed, ensure that a Web site is in the ‘top 30’ 
references presented from a major search engine. 

Comments: One study showed that users usually do not look at Web sites that are 
not in the ’top 30.’ Some of the features required to be in the ‘top 30’ include 
appropriate meta-content and page titles, the number of links to the Web site, as 
well as updated registration with the major search engines. 

Sources: Amento, et al., 1999; Dumais, Cutrell and Chen, 2001; Lynch and Horton, 
2002; Spink, Bateman and Jansen, 1999.

Example: 
The below snippet of html code illustrates one important way of ensuring that a Web 
site will be found by search engines—embedding keyword metatags. These keywords 
are read by search engines and used to categorize Web sites; understanding typical 
users will provide clues as to what keywords should be used.

Strength of Evidence: 

Relative Importance:

<meta name=”description” content=”The Official Website of the Federal 
Bureau of Investigation”>

<meta name=”title” content=”Federal Bureau of Investigation”>

<meta name=”subject” content=”Federal Bureau of Investigation, FBI, 
F.B.I., The Bureau, G-man, G-men, Mueller, Intelligence, Terrorism, Coun-
terterrorism, Counterintelligence, Espionage, Crime, Most Wanted, J. 
Edgar Hoover, Department of Justice, Fraud, Money Laundering, Public 
Corruption, Cyber, Fingerprints, Be Crime Smart, Submit A Crime Tip, 
E-Scams, forensics, Kids Page, jobs, careers”>
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See page xxii  
for detailed descriptions 

of the rating scales

1:9 Set Usability Goals

Guideline: Set performance goals that include 
success rates and the time it takes users to find 
specific information, or preference goals that address 
satisfaction and acceptance by users.

Comments: Setting user performance and/or preference goals helps developers 
build better Web sites. It can also help make usability testing more effective. 
For example, some intranet Web sites have set the goal that information will be 
found eighty percent of the time and in less than one minute. 

Sources: Baca and Cassidy, 1999; Bradley and Johnk, 1995; Grose, et al., 1999; 
Sears, 1995.

Strength of Evidence: 

Relative Importance:

Guideline: Have several developers independently 
propose designs and use the best elements from  
each design. 

Comments: Do not have individuals make design decisions by themselves or rely 
on the ideas of a single designer. Most designers tend to adopt a strategy that 
focuses on initial, satisfactory, but less than optimal, solutions. Group discussions 
of design issues (brainstorming) do not lead to the best solutions. 

The best approach is parallel design, where designers independently evaluate 
the design issues and propose solutions. Attempt to ‘saturate the design space’ 
before selecting the ideal solution. The more varied and independent the ideas 
that are considered, the better the final product will be. 

Sources: Ball, Evans and Dennis., 1994; Buller, et al., 2001; Macbeth, Moroney 
and Biers, 2000; McGrew, 2001; Ovaska and Raiha, 1995; Zimmerman, et al., 
2002.

1:10 Use Parallel Design

Strength of Evidence: 

Relative Importance:

Design Process and Evaluation
�



Guideline: Use personas to keep the design team 
focused on the same types of users.

Comments: Personas are hypothetical ’stand-ins’ for 
actual users that drive the decision making for interfaces. They are not real people, 
but they represent real people. They are not ’made up,’ but are discovered as a by-
product of an investigative process with rigor and precision. Interfaces should be 
constructed to satisfy the needs and goals of personas.

Some usability specialists feel that designers will have far more success designing 
an interface that meets the goals of one specific person, instead of trying to design 
for the various needs of many. The design team should develop a believable 
persona so that everybody will accept the person. It is usually best to detail two or 
three technical skills to give an idea of computer competency, and to include one 
or two fictional details about the persona’s life. Even though a few observational 
studies have been reported, there are no research studies that clearly demonstrate 
improved Web site success when personas are used.

Keep the number of personas for each Web site relatively small – use three to 
five. For each persona include at least a first name, age, photo, relevant personal 
information, and work and computer proficiency. 

Sources: Cooper, 1999; Goodwin, 2001; Head, 2003.
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1:11 Use Personas

 See page xxii  
for detailed descriptions 

of the rating scales
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Strength of Evidence: 

Relative Importance:


