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Relative Magnitude Estimation

Most accurate

Least accurate

Position (common) scale
Position (non-aligned) scale

Length

Slope

Angle

Area

Volume

Color hue-saturation-density
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Steven’s Power Law

S=Ip

P<1 underestimate
P>1 overestimate
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Difference?

http://sunburst.usd.edu/~schieber/coglab/ChangeBlindness.html

http://sunburst.usd.edu/~schieber/coglab/ChangeBlindness.html




Difference?

Difference?

http://sunburst.usd.edu/~schieber/coglab/ChangeBlindness.html

http://sunburst.usd.edu/~schieber/coglab/ChangeBlindness.html

IR I HERERH
* Preemptive Perception (BFMIIFRZVHEELL
U BER-BIRNGHER) £ERT 5,
- AEOMEBEDORE (EH)ELERT D,
s TERIOEEMZEET D,

RIMREF B DR EF

Curve Ball Illusion ( )

(HRBROFHDLIT]

R AR TS, -
FOBURFEROH. BEmonDL
b

""" « HLEDSRLE BOKEE

TUAHE A (R ALINE)
oWk o -mEER

Outline

- Background
+ [Design of Everyday Things

[

* Design Process
- Research, Analysis, Prototyping

+ BEvaluation Methods
- Without Test Users
- With Test Users

Design Process 1:
Research (A —H38E)

THAYIDICHZoTE
FIFA-—HICONTHDIUNEDHD.

X  BId1VPEa1—-EY
(BBORBUCK INTUVERY
(REOERREZIE USIBETER)
(BHLTCLED. HIBLTLED)

O 1FIZEHREID

IR/ XV EOY—
OYTFRBEE EIEEHT D




DVTFRREE
BE (A—1) OUEESET (FU(F) CRETS,
HABOCOIAD]  MAOH RO

HEEREENDHATD
RPRODBNITEE T D
NBZBERT D,

Design Process 2:

Analysis 11— Z— XD
I-—TREORBREECIC. WEHEREE
BASHNC LTINS, DR - DI « #8

A—-YZ—-ZDHDIEHDEE
(F—LAADOIZTaZr—y3avyv-—)L)

YFUZ e Ab—U—R—F
IS

VTS« A= —R—R

V2T hEERIT D TOREFHBICHEE L
TEEHLEED,

NIV TF

a P @

e

Howicome Pt viten Ergpraer Stagatand
-
Vi b s
Aqeender AL Sriiem St X e
I 4 agn s s

1 Aty e e

) e mtreda i e 1) TP st b sy
macacien .

o Nk vy e SR pebbertesd e gl Doy
e Aty b ham e o e
af cott qucty sndmme  E IR
L ) Thot pariom cam g bucosty

REOI—Y, FRICEEN. (Bl B FH 58S .

Designh Process 2:
JORS1EVD

Bringing
Yesign to
Software
- TERRY
WINOGRAD
SEH N Phoy
Bringing Design to Software H ° o

o e
Edited by Terry Winograd y 4

BEDYD DT PRE

ZRR — BREt— RR — &L

1R ITT—ATH1Y
2R{IHR
5Tt BtE
\ .
£

ES

10



Designing User Interfaces
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Evaluation Methods
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- Task Analysis FERBI5 2D D
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Usability Engineering
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Evaluation Methods

« Without Test Users
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+ With Test Users
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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
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Usability Problems
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Stuart K. Card  “The Psychology of Human-
Computer Interaction”
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Stuart K. Card

“The Psychology of Human-Computer Interaction”
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Steering law

Evaluation Methods
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