




































































or death. If a response to an action is going to take significant time (more than 1
second), there needs to be feedback that lets the user know the system has heard
the request and is doing something about it. Progress bars are an excellent example
of responsive feedback: they don’t decrease the waiting time, but they make it seem
that way. They’re responsive.

Figure 1-20. Without the tiny diagrams on the dispenser, there would be no affordances to let you
know how to get the toilet paper out. Gestural interfaces need to be discoverable in order that they
can be used. Courtesy Yu Wei Products Company.
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Appropriate
Gestural systems need to be appropriate to the culture, situation, and context they
are in. Certain gestures are offensive in certain cultures. An “OK” gesture, com-
monplace in North America and Western Europe, is insulting in Greece, Turkey,
the Middle East, and Russia, for instance.* An overly complicated gestural system
that involves waving arms and doing a dance in a public place is probably not an
appropriate system unless it is in a nightclub or other performance space.

Meaningful
The coolest interactive gesture in the world is empty unless it has meaning for the
person performing it. Which is to say that unless the gestural system meets the
needs of those who use it, it is not a good system.

Smart
The devices we use have do the things we as humans have trouble doing—rapid
computation, having infallible memories, detecting complicated patterns—for us.
They need to remember the things we don’t and do the work we can’t easily do
alone. They have to be smart.

Clever
Likewise, the best products predict the needs of their users and then fulfill those
needs in unexpectedly pleasing ways. Adaptive targets are one way to do this with
gestural interfaces. Interactive gestures that match well the action the user is trying
to perform is another way devices can be clever.

Ludic
One area in which interactive gestures excel is playfulness. Through play, users
will start to engage with your interface, first by trying it out to see how it works,
then by exploring new features and variations on their gestures. Users need to feel
relaxed to engage in play. Errors need to be difficult to make; there should not be
warning messages all over the interface. The ability to undo mistakes is also crucial
for fostering the environment for play. Play stops if users feel trapped, powerless,
or lost.

Pleasurable
“Have nothing in your house,” said William Morris, “that you do not know to be
useful, or believe to be beautiful.” Gestural interfaces should be both aesthetically
and functionally pleasing. Humans are more forgiving of mistakes in beautiful
things.† The parts of the gestural system—the visual interface, the input devices,
the visual, aural, and haptic feedback—should be agreeable to the senses. They
should be pleasurable to use. This engenders good feelings in users.

* See The Field Guide to Gestures by Nancy Armstrong and Melissa Wagner, pp. 45–48.

† See Don Norman’s book Emotional Design for a detailed discussion of this topic.
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Good
Gestural interfaces should be designed with respect and compassion for those who
will use them. It is easy to forget to consider human dignity with interactive gestures
—for example, by making people perform a gesture that makes them appear foolish
in public, or by making it so difficult to perform a gesture that only the young and
healthy can do it. Designers and developers need to be responsible for the choices
they make in their designs, and ask themselves: is this good for the users, good for
those indirectly affected, good for the culture, good for the environment? The de-
cisions they make when designing gestural interfaces need to be deliberate and
forward-thinking. Every time users perform an interactive gesture, they are trusting
those who created it to have done their job ethically.

In the next chapter, we’ll look at an important piece of the equation when designing
gestural interfaces—the human body—and a common set of gestures to use as a basic
vocabulary for interactive gestures.
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