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Course Credit

Attendance

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

Schedule

-+ 6/6 Desigh and Evaluation
+ 6/13 Information Visualization
+ 6/20 Sketching Interfaces for Graphics, ZEHE
+ 6/27 End User Programming /
Multimodal Interaction
+ 7/4 Programming Environments
+ 7/11 Human-Robot Interaction, R&E<tD) (24.00)
+ 7/18 RREET
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D.Norman
“design of everyday things”
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Design of Everyday Things.

* Design Process
- Research, Analysis, Prototyping

- BEvaluation Methods
- Without Test Users
- With Test Users
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Evaluation Methods

« Without Test Users
- Guidelines 731 RS VICZ22F T v D
- Task Analysis FETV80S XD D
« With Test Users
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- Log Analysis (FO ~oUfgif. DU, BRIHED
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Usability Engineering

Jakob Nielsen
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Usability Engineering
Jakob Nielsen

Evaluation Methods

» Without Test Users
- Guidelines 711 RS VICZ>2F T v D
- Task Analysis FETVBYS XD D

* With Test Users

- Subjective (1vaLa—, PYT—k, I2—H2T)—
)

- Log Analysis (7O Ui, DT8R, RIEHD
- Observation Giss. N\—23I5—, 577
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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”
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Psychology
of

Human-Computer
Interaction
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“The Psychology of Human-Computer Interaction”
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Steering law

Evaluation Methods

» Without Test Users

- Guidelines 11 RS VICZo21Z2F T v D
- Task Analysis TS 2D D17

+ With Test Users

- Subjective (1 v&Ea—. PYT—k. D2 —HRIIN—T)
- Log Analysis (70 ~2JUEHf. OJF. BRIzHED
- Observation GizE. N—235—. E74)
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A Mathematical Model of the Finding of Usability Problems
J. Nielsen and T. K. Landauer '93
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Summary

+ Background

Design of Everyday Things.
* Design Process

- Research, Analysis, Prototyping
+ BEvaluation Methods

- Without Test Users

- With Test Users
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