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Preface 

We have been interested in Conceptual Models for many years. We both lived through 
the rough and tumble days of inventing the future at Xerox, and understand just how 
hard it has been (very) for the world to develop interactive applications that work even 
as well as they do. A continuing subject of discussion for many designers of interactive 
applications has been the “conceptual model of the system”—the view of the application 
that the designers hope people will adopt when using it. 

Yet, there was a lack of clarity about exactly what conceptual models are. This is not 
entirely surprising, since so many different kinds of models and modeling are employed 
in the design and development of interactive applications. 

For that reason, in 2002 we wrote an article for Interactions magazine—a 2500 word 
attempt to encourage designers to “begin by designing what to design”. After it was pub-
lished, we received feedback that the article was helpful to some designers and developers. 
Nonetheless, the use of conceptual models in software design and development remained 
fairly uncommon. 

In the wake of the Interactions article, our own interest in conceptual models continued 
to evolve. We realized that there was more to say than we said in the article. We felt that 
conceptual models should be discussed more thoroughly and in a place that was readily 
available to all engaged in developing interactive applications or studying how to develop 
them. That was our motivation for the first edition of this book, which was published in 
2011. 

In the twelve years since then, the book has been used by many designers of user inter-
faces (UI), user experiences (UX), and even software. It has also served as the basis for 
many tutorials and courses on conceptual modeling that we presented to software design 
professionals. Several college professors, including one of us, also used the first edition 
as a textbook to teach conceptual modeling to college students—both undergraduates and 
graduates. Using the book in professional tutorials and college courses provided insight 
into where the book worked well, and where it did not. 

Many who have used the first edition have provided us with feedback, either indirectly 
via ratings and comments at online booksellers, or directly via email and face-to-face 
at conferences. Some of the feedback was positive (see the first edition’s ratings and
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comments at Amazon.com), and some of it pointed out deficiencies and ways in which 
the book could be improved. After Springer-Nature invited us to create a second edition, 
we compiled a list of improvements we wanted to make and solicited suggestions for 
improvement from others who had used the first edition. 

In contrast to the first edition, the second edition: 

. Summarizes early in the book the benefits of using conceptual models and how they 
fit into the design/development process. 

. Expands the discussion of how conceptual modeling is related to other software design 
methods, and the explanations of what conceptual models are and are not. 

. Defines a vocabulary for describing and discussing conceptual models, and adheres to 
that vocabulary throughout the book. 

. Expands the explanation of “concept”, “object”, “attribute”, and “operation” to try 
to overcome difficulties some designers—and design students—have in understanding 
those ideas. 

. Updates outdated examples. 

. Adds a second fully-worked-out realistic example of a conceptual model. 

. Describes the user research methods that provide input for conceptual modeling. 

. Clarifies the important components of a conceptual model. 

. Adds a chapter on how to present conceptual models, specifically the results of an 
Objects/Operations analysis. 

. Reorganizes and extends the discussion of conceptual modeling practices, discussing 
those practices that we consider essential and some that we consider optional and/or 
advanced. 

. Expands the discussion of how conceptual models support collaboration between 
members of a design/development team. 

. Briefly discusses what comes after conceptual modeling: proceeding from a conceptual 
model to the design of user interfaces. 

. Adds an Appendix outlining the history of conceptual modeling and identifying sub-
fields that have contributed to the practice. 

. Provides chapter titles that are more self-explanatory than the first edition’s cryptic 
one-word titles. 

There are many people we would like to thank for their help in producing the two editions 
of this book. 

We thank Jack Carroll for offering to publish the first edition in his Synthesis Lectures 
on Human-Centered Informatics series at Morgan & Claypool. His encouragement was 
supportive. We thank Diane Cerra for her help in setting direction and managing the 
mechanics of the first edition. We thank our colleagues Robin Jeffries, Jon Meads, Susan 
Fowler, Stuart Card, and Nigel Bevan for their helpful feedback on the first edition’s first 
draft.
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We thank Christine Killerich at Springer-Nature for inviting us to produce a second 
edition. We thank Hugh Dubberly, Prof. Ann Blandford, Jorge Arango, and Carola F. 
Thompson, for responding to our request for suggestions on how to improve the book, 
and Steven Pemberton for providing input on the Appendix. We also thank those who 
helped edit and design this book. 

Finally, we each have people we would like to acknowledge: 
Austin Henderson: I want to acknowledge many people for conversations over the 

years that have touched on conceptual models, particularly, Tom Moran, Stuart Card, 
John Rheinfrank, Shelley Evenson, Don Norman, David Asano, Jed Harris, and, of course, 
most centrally, Jeff Johnson. I want to thank my wife Lynne for her invaluable support 
and encouragement while this work has been underway, for two editions now. 

Jeff Johnson: I acknowledge the many insights I have gained as a result of discus-
sions—and arguments—about interaction design and conceptual models over the years 
with many colleagues with whom I have worked: Robin Jeffries, Bonnie Nardi, Steve 
Whittaker, Terry Roberts, Chuck Clanton, and of course, Austin Henderson. I also 
acknowledge the support and patience of my wife Karen Ande as both editions of this 
book were being written. 

San Francisco, USA 
Berkeley, USA 

Jeff Johnson 
Austin Henderson
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