4/5

4/12
4/19
4/26
5/10
5/17
5/24
5/31

Schedule

Information Visualization
Programming by Example
Pen computing

3D User Interfaces

Real world Computing

HCI

* HCI

HCI (Human Computer Interaction)

Why is HCI Important?




http://hcistanford.edu/cs147/notes/history.html

History
Plugboards and programming
Punch cards batch processing
Command Line (time-sharing, character display)
Graphics User Interface (WIMP, bitmap display)

Post-WIMP
(Multi-modal, Virtual Reality, Agents, etc.)

HCI

D.Norman
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Normal Settings Cand5 _|—7ABCDE
Colder Fresh Food Cand 6-7 ha
Coldest Fresh Food B and 8-9
Colder Freezer D and 7-8 O
Warmer Fresh Food Cand 4-1 O //7 5 54 3
OFF (both) 0
ABCDE 76 54 3




cooling
unit

or

D.Norman

D.Norman

undo

keyboard,

* HCI

Desiquing The Bsat Interfure

B. Shneiderman
““Designing the User Interface”

Fun Shaaiberman

B. Shneiderman
““Designing the User Interface””




B.Shneiderman B. Shneiderman
““Designing the User Interface”” ““Designing the User Interface””
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B. Shneiderman
““Designing the User Interface

Eight golden rules - HCl
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Prototype

Evaluate

Low Fidelity
Wizard of Oz
HyperCard

MacroMedia Director/Flash

Visual Basic

v Java

High Fidelity
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HyperCard

MacroMedia Director / Flash

NonGUI
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* HCI

Usability Enginecring

Usability Engineering
Jakob Nielsen




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

Check List
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
| | | eg. (DD-MM-YY  2-AUG-93)
o P o 1,000
o O T = 2000 '
ool OOom =»
OO oom

etc
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Time Lett

00:00:13  searching database for matches

01

aB%

You have not specified a Web Browser. or
‘Web Browser specified is incorrect!

Computer: Type user name
Bissert Bisseret
Computer: Error, type user name

Heuristic Evaluation by Experts

Unsuccessful

Evaluators

Successful

Hard ~———®FEasy
Usability Problems

Stuart K. Card
Computer Interaction”

“The Psychology of Human-
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Stuart K. Card

“The Psychology of Human-Computer Interaction”

KLM model (Key-stroke Level Model)

( 135 )
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KLM model
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KLM model

{
L LT F
L DL e
[

—> HMPKHMKKKKMK 715 HMPKMPK .
MKKKKMK 37
54
KLM model KLM model
C 01 2 3 [Enter]
MKKKKKMK 39 < | c
| | F
0123C
MKKKKMK 37 MKKKK 215

10



KLM model

rH
HUMANI
INTERFACE

Fit’s law

% D >  Target

——

Time =a + b log, (D/S+1)

Hick’s law

Time = a + b log, (n+1)

Steering law

ds
‘W (s)

T=a+b

11



A Mathematical Model of the Finding of Usability Problems
J. Nielsen and T. K. Landauer '93

http://www.useit.com/alertbox/20000319.html

within group
between group

* HCI

HCI
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