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Course Credit

Attendance

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

Schedule
- 6/2 User Interface Design, Evaluation
- 6/9 Sketching Interfaces (REELE)
- 6/16 Information Visualization

- 6/23 Programming by Example
- 6/28 R Y] 24.00
- 6/30 Human Robot Interaction

- T/7 Real world Computing (G2&5&5T)

- T7/14 No class ({K38)
- T7/21 No class ({K38)
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- Design Rules
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B. Shneiderman
“Designing the User Interface”
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Evaluation Methods

- Without Test Users

- Guidelines 1 RS VICZ>2F T v

- Task Analysis FETVBYS XD Dt

- With Test Users

- %ubjective (1vBBa— PYT—b. T2—H2RTI—
- Log Analysis (FO g, OJ8@. SrIsha)
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Evaluation Methods
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- Guidelines I RS VICZ>22F T v D
- Task Analysis FEB0S XD DR
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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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Stuart K. Card
“The Psychology of Human-Computer Interaction”

KLM model (Key-stroke Level Model)
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Summary

- Background

Design of Everyday Things.
- Design Rules
- Design Methods (Prototyping)

- Evaluation Methods
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- With Test Users
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