Human Computer Interaction (HCI)
User Interface (Ul)

Course Credit Schedule
*« 6/10 User Interface Design, Evaluation
Attendance « 6/17 Sketching Interfaces ( )
. ¢ 6/24 Audio Interaction
Assignment . . o
Programming and User Testing « 7/1 Information Visualization
(option: non-programming) + 7/8 Programming by Example

e 7/15 Real world Computing
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B. Shneiderman

““Designing the User Interface””

Goals:

Learning time

Performance

°

°

® Error rate
® Retention
°

Satisfaction

B.Shneiderman
““Designing the User Interface””

Priorities

®Critical
®Business
o Office

®Creative
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““Designing the User Interface””

®Physical

®Cognitive eg.
®|ndividual

®Cultural
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Eight golden rules

. Consistency (
Short-cut

Feedback

Group

Error

Undo

. Locus of Control
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Designing User Interfaces

Design

Prototype

Evaluate

Low Fidelity

a

Wizard of Oz
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Wizard of Oz
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MacroMedia Director / Flash

NonGUI

Visual Basic - I

= Project 1 - Forml (Form)
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GUI
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Evaluation Methods
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— Guidelines
— Task Analysis
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— Subjective
- Log Analysis
— Observation
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Evaluation Methods

* Without Test Users
- Guidelines
— Task Analysis

* With Test Users

Heuristic Evaluation by Experts

1) Pre-evaluation training

— give evaluators needed domain knowledge and
information on the scenario

2) Evaluation

— individuals evaluate and then aggregate results

— Subjective 3) Severity rating
_ Log Analysis — determine how severe each problem is (priority)
. « can do this first individually and then as a group
— Observation 4) Debriefing
— discuss the outcome with design team
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Heuristic Evaluation by Experts

Unsuccessful

Evaluators

Successful
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Stuart K. Card

“The Psychology of Human-Computer Interaction”

KLM model (Key-stroke Level Model)
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KLM model

Fit’s law

% D >  Target

——

Time =a + b log, (D/S+1)

Hick’s law

Time = a + b log, (n+1)

Steering law

ds
W (s)

T=a+b
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A Mathematical Model of the Finding of Usability Problems
J. Nielsen and T. K. Landauer '93
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within group
between group
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