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Origin of Patterns

A Pattern Language, Alexander, 1977
Dissatisfied with sterile, impersonal 
design

Defined it as
Solution to a problem in context

Captured
Situation, competing constraints,
canonical solution

Examples
Couples Realm, House for a Couple, Sitting Circle, Marriage Bed 



Origin of Patterns

Applied to software design,
Gang of four, 1995

1996, Alexander raises the
challenge higher

User experience patterns

1997, Tidwell’s Common Ground

Welie’s pattern site

Design of Sites book

2005, Tidwell, Designing Interfaces
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current patterns

Breadcrumbs. Module Tabs. Navigation Tabs. Auto Complete. Pagination. Item 
Pagination. Search Pagination. Ratings and Reviews. Architecture of a Review. 
Rating an Object. Writing a Review. Drag and Drop. Drag and Drop Modules. 
Transition. Dim. Brighten. Cross Fade. Contract. Expand. Fade In. Fade Out. 

Move. Self-Healing. Slide. Highlight. Invitation. Cursor Invitation. Drop Invitation. 
Tool Tip Invitation. Hover Invitation.



rich patterns
Drag and Drop.  Drag and Drop Modules.  In Page Editing.  In Page Custom 

Editing.  Direct State Editing.  Grid Cell Editing.  Inline Custom Editing.  Inline 
Tag Editing.  Popup Custom Editing.  Slide-out Custom Editing.  Inline Text 
Editing.  Persistent Portals.  Inline Reordering. Indication. Busy Indication.  
Cursor Busy.  In Context Busy.  In Context Progress.  Inline Status.  Auto 
Complete.  Balloon Error Tip.  Deferred Content Loading.  Dynamic Goal.  

Narrowing Choices.  Refining Search.  Live Search.  Dynamic Filter. Invitation.  
Cursor Invitation.  Drop Invitation.  Tool Tip Invitation.  Hover Invitation.  Detail 
Zoom.  Opacity Focus.  Configurable Module - Faceplate.  Configurable Module 
- Flip It.  Configurable Module - Inline Configure.  Configurable Module - Slide 

Out Drawer.  Slide Out.  Flip.  Opacity Fade.  Endless Scrolling.  Expandable 
Paging Boundary.  Fresh Content.  Hover Detail.  In Place Drill Down.  Inline 

Assistant.  Inline Validation.  Validate Then Suggest.  On Demand Refresh.  
Periodic Refresh. Resizable Modules.  Scrolling Modules.  Auto Save.  In Context 

Tools.  Remembered Collection.  Remembered Preferences.  Auto Form Fill.  
Rating an Object.  Transition.  Brighten Transition.  Cross Fade Transition.  Dim 

Transition.  Expand Transition.  Fade In Transition.  Fade Out Transition.  Flip 
Transition.  Move Transition.  Self-Healing Transition.  Collapse Transition.  Slide 

Transition.  Rich Internet Object.  Available.  Selected.



classic model. rich model.

My Profile

Name
Gender

Age

Edit

Joe Smith
Male
27

My Profile

Name
Gender

Age

Photo

Submit
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classic model. rich model.
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Request

Http
ResponseMy Profile
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Edit

Joe Smith
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27
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My Profile

Name
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Age

Joe Smith
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Object

Server
Tim Jones



interaction. feedback. information.

Interaction

Info

Feedback

page

Info

refresh boundary



interaction + feedback + information = richness
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pattern. item selection.

Use When
• within a paging context
• need a simple way to provide 
discontiguous selection

Potential Pitfalls
• confusion between checkbox and 
clicking in row

• mixing with drag and drop
• handling actions on no selection

Best Practices
• use only within context of paging; not 
for scrolled content

• combine with a row of buttons or 
toolbar that operates on the selected 
items

• use light shading to re-enforce 
selected state

make it direct
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principle. cross borders reluctantly.
pattern. on-demand scrolling.

pattern. hover details.

pattern. in-context expand. pattern. inline assistant.

pattern. lightweight popup + lightbox.
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Interaction
key principle

prefer direct, 
lightweight, 

in-page interaction



feedback principles

Interaction InfoFeedback
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pattern. periodic refresh.
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pattern. fade transition + self-healing transition.

pattern. slide transition.

pattern. active spotlight.

pattern. zoom box.
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Feedback
key principle

Provide invitations beforehand,
transitions during,

and feedback after interaction
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Info
key principle

Think in objects, 
tie information to interactivity



key principles for richness

Feedback

Info

Interaction Prefer direct, lightweight, in-page interactions

Provide invitations beforehand,
transitions during and feedback after interaction

Think in objects and
tie information to interactivity



pattern library.		 developer.yahoo.com/ypatterns/
yahoo! blog.	 	 yuiblog.com
my blog.	 	 	 looksgoodworkswell.com
this prez.	 	 	 billwscott.com/share/presentations/2007/unitedws/


