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Course Credit

Attendance

Assignment
Programming and User Testing
(option: non-programming)

Schedule

6/11 Design and Evaluation, i2EHE

6/18 ZFEERHEEK (20 x H)

6/25 Mobile, Table-top, and Entertainment

7/2  Interactive Techniaues

7/9  Interactive Computer Graphics

7/16 Interaction Devices (sensors and actuators)
7/22 FBREELUN— NMEE) (FR)

7/23 ZFERREFER 20x5)

Outline

+ Background
+ [Design of Everyday Things.
* Design Process

- Research, Analysis, Prototyping
+ BEvaluation Methods

- Without Test Users

- With Test Users
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HCI (Human Computer Interaction)
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Why is HCI Important?
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Outline

+ Background

+ [Design of Everyday Things.

* Design Process

- Research, Analysis, Prototyping
+ Evaluation Methods

- Without Test Users

- With Test Users

D.Norman
“design of everyday things”
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MESET IV
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Normal Settings Cand5 - N | —ERCRPNE
Colder Fresh Food Cand 6-7 RBEDZT VT “\\.
Coldest Fresh Food B and 8-9
Colder Freezer D and 7-8 O
Warmer Fresh Food Cand 4-1 O _| — N
OFF (both) )
A BCDE 7 6 54 3
_ JRIT UIZ I
DODICKNVNEDDBl, XVIIIEFIVEBETEZ !
D.Norman

r—me ES[/N — = —aqr N

CDREEDEEDIEET IV FEDEHOTHA VP

Rk

CORFHODNBDLIICRTZETIRID or
BRENICHDNDEDICYRTLAEIEVET D

MEWCKNTY A YD TEDEH]
ENREELCL O TSNS (U VERE)
THAYITDALSIFR/N-RICEO>TLED
HEnB8ESN'EEIND.
BATDESICHFTDEBINZ,
BOORIA-FERRAD,

o o o

D.Norman
EEDIEHDTH 1> 7? ]

HEWDTNTH 1 Y DIEHDRA ]

NRICHDIBENBIT D, (BODOBEIHA
EREOBEZEMET D,  (AEDIEERER)
WMREBICRZDELDICTD, CHEE
BRE}mIETD, (3v0)
BROGFOATHRENEFTRIT D, (LI
IS—CRAETYV&ETD, (undo)
B9 D, (keyboard, 185, AL VS —)

B. Shneiderman
“Designing the User Interface”
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- Background
Design of Everyday Things.

* Design Process
- Research, Analysis, Prototyping

+ BEvaluation Methods
- Without Test Users
- With Test Users
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Designing User Interfaces

Design

Prototyp (/E\I\‘

Evaluate
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Evaluation Methods

« Without Test Users
- Guidelines T RSA VICZo22FT v D
- Task Analysis FETN895 X O D
+ With Test Users
- %ijective (AVFBaA—, PYT—k. DA—NRT)I—

- Log Analysis (70 D)L, OJRH. BRIz
- Observation GizE, N—235—, EF7)
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Usability Engineering
Jakots Nietser
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Usability Engineering
Jakob Nielsen

Evaluation Methods

« Without Test Users
- Guidelines 711 RSA VICZ2EF T v D
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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
3) Severity rating

- determine how severe each problem is (priority)

+ can do this first individually and then as a group

4) Debriefing

- discuss the outcome with design team
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Heuristic Evaluation by Experts

FKRCIA-—TEEDITRAFIDELRITR,
BHEATRIICFTIYITDCE, (3~BA)

Unsuccessful
ANCEL>TEDEEE
ERID, 2

®
EYAERRBCET £
BREEZ<ERTED. &
NP IDHBICED Successful

Hard ~¢——————— Easy

Usability Problems
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Stuart K. Card  “The Psychology of Human-
Computer Interaction”

The
Psychology
of

Human-Computer
Interaction

DEMNESDRIE « FiEEHCIC A Ui

10



Stuart K. Card
“The Psychology of Human-Computer Interaction”
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KLM model I2& 3Dl
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Evaluation Methods

+ Without Test Users
- Guidelines 1 RS VICZo>1Z2F v D
- Task Analysis FE899 XD D1

» With Test Users
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A Mathematical Model of the Finding of Usability Problems
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Summary

+ Background
- [Design of Everyday Things.
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