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Human Computer Interaction (HCI)
User Interface (Ul)
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Course Credit

Attendance

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

Schedule

* 6/4 User Interface Design, Evaluation

* 6/11 Sketching Interface for Graphics

+ 6/18 Human Robot Interaction (2848
» 6/25 1K5E

« 7/2 Information Visualization

* 7/9 Programming by Example GREREXED)
« 7/16 Real world Computing (GRrE5EFTD
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HCI (Human Computer Interaction)
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“design of everyday things”
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Designing fhe User Interface

B. Shneiderman
“Designing the User Interface”

Ben Shneiderman




B. Shneiderman
“Designing the User Interface”

Goals: B2 INET—)U GHEDE®E)
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® Performance BIFDRE
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B.Shneiderman
“Designing the User Interface”
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“Designing the User Interface”
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“Designing the User Interface”

Eight golden rules
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Bringing Design to Software
Edited by Terry Winograd
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Evaluation Methods
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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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KLM model I2&L 3Dl
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A Mathematical Model of the Finding of Usability Problems
J. Nielsen and T. K. Landauer '93
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