In many cases a good software designer can spot fundamental defects in a user interface. However, there are many kinds of defects which are not so easy to spot, and in fact an experienced software designer is often less capable of spotting them than the average person. In other cases, a bug can only be detected while watching someone else use the program. 

User-interface testing, that is, the testing of user-interfaces using actual end-users, has been shown to be an extraordinarily effective technique for discovering design defects. However, there are specific techniques that can be used to maximize the effectiveness of end-user testing. These are outlined in both [TOG91] and [LAUR91] and can be summarized in the following steps: 

· Set up the observation. Design realistic tasks for the users, and then recruit end-users that have the same experience level as users of your product (Avoid recruiting users who are familiar with your product however). 

· Describe to the user the purpose of the observation. Let them know that you're testing the product, not them, and that they can quit at any time. Make sure that they understand if anything bad happens, it's not their fault, and that it's helping you to find problems. 

· Talk about and demonstrate the equipment in the room. 

· Explain how to "think aloud". Ask them to verbalize what they are thinking about as they use the product, and let them know you'll remind them to do so if they forget. 

· Explain that you will not provide help. 

· Describe the tasks and introduce the product. 

· Ask if there are any questions before you start; then begin the observation. 

· Conclude the observation. Tell them what you found out and answer any of their questions. 

· Use the results. 

User testing can occur at any time during the project, however, it's often more efficient to build a mock-up or prototype of the application and test that before building the real program. It's much easier to deal with a design defect before it's implemented than after. Tognazzini suggests that you need no more than three people per design iteration -- any more than that and you are just confirming problems already found. 

