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HCI	
  
So	
  what	
  is	
  it?	
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Hall	
  of	
  Fame	
  or	
  Shame?	
  

•  Page	
  setup	
  in	
  IE5	
  

(example	
  courtesy	
  of	
  James	
  Landay)	
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Hall	
  of	
  Shame!	
  

•  Page	
  setup	
  in	
  IE5	
  
•  Page	
  preview	
  nice,	
  but	
  
•  Problems	
  
▫  codes	
  for	
  header	
  &	
  footer	
  

�  requires	
  recall!	
  
�  want	
  recogni4on	
  
�  no	
  equivalent	
  GUI	
  
▫  help	
  is	
  not	
  obvious	
  

	
  

(example	
  courtesy	
  of	
  James	
  Landay)	
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Hall	
  of	
  Fame	
  or	
  Shame?	
  

•  Send	
  email	
  or	
  SMS	
  from	
  
plane	
  

(example	
  courtesy	
  of	
  James	
  Landay)	
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Hall	
  of	
  Shame!	
  

•  Send	
  email	
  or	
  SMS	
  from	
  
plane	
  
•  Cool,	
  but	
  
▫  	
  VERY	
  tedious	
  
▫  	
  crashes	
  oWen	
  

(example	
  courtesy	
  of	
  James	
  Landay)	
  



What’s	
  the	
  Ques4on?	
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Excuse	
  Me?	
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Human-­‐Computer	
  Interac4on	
  (HCI)	
  

•  Human	
  
▫  	
  end	
  user	
  of	
  a	
  program	
  
▫  	
  the	
  others	
  they	
  work	
  or	
  communicate	
  with	
  
	
  
•  	
  Computer	
  
▫  	
  the	
  machine	
  the	
  program	
  runs	
  on	
  
▫  	
  o1en	
  split	
  between	
  clients	
  &	
  servers	
  
	
  
•  	
  Interac4on	
  
▫  	
  INPUT:	
  	
  user	
  tells	
  the	
  computer	
  what	
  they	
  want	
  
▫  	
  OUTPUT:	
  	
  the	
  computer	
  communicates	
  results	
  



User	
  Interfaces	
  (UIs)	
  
•  Part	
  of	
  applica4on	
  that	
  allows	
  people	
  
▫  to	
  interact	
  with	
  computer	
  
▫  to	
  carry	
  out	
  their	
  task	
  
	
  
• User	
  vs.	
  Customer	
  vs.	
  Client	
  
▫  user	
  is	
  a	
  term	
  only	
  used	
  by	
  2	
  industries	
  à	
  bad!	
  
▫  customer	
  –	
  person	
  who	
  will	
  use	
  the	
  product	
  you	
  build	
  
▫  client	
  –	
  the	
  company	
  who	
  is	
  paying	
  you	
  to	
  build	
  it	
  

HCI	
  =	
  design,	
  prototyping,	
  evalua4on,	
  and	
  
implementa4on	
  



Why	
  is	
  HCI	
  Important?	
  
• Major	
  part	
  of	
  work	
  for	
  “real”	
  programs	
  
▫  approximately	
  50%	
  
	
  
•  Bad	
  user	
  interfaces	
  cost	
  
▫  $$$	
  

�  5%h	
  sa4sfac4on	
  à	
  up	
  to	
  85%hprofits	
  
�  finding	
  problems	
  early	
  makes	
  them	
  easier	
  to	
  fix	
  
▫  reputa4on	
  of	
  organiza4on	
  (e.g.,	
  brand	
  loyalty)	
  
	
  
• User	
  interfaces	
  hard	
  to	
  get	
  right	
  
▫  people	
  are	
  unpredictable	
  
▫  intui4on	
  of	
  designers	
  oWen	
  wrong	
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Tragic	
  User	
  Interface	
  Failures	
  
•  Therac-­‐25	
  
▫  	
  	
  	
  user	
  interface	
  failed	
  to	
  represent	
  internal	
  state	
  of	
  the	
  
machine	
  
▫  	
  	
  	
  let	
  users	
  make	
  dangerous	
  error	
  w/out	
  warning	
  
▫  	
  	
  	
  user	
  interface	
  “race	
  condi4on”	
  
▫  	
  	
  	
  6	
  people	
  died	
  

	
  
•  	
  1988	
  USS	
  Vincennes	
  
▫  	
  	
  	
  shot	
  down	
  a	
  civilian	
  plane	
  taking	
  off	
  
▫  	
  	
  	
  operator	
  thought	
  it	
  was	
  an	
  F-­‐14	
  coming	
  in	
  for	
  an	
  apack	
  

Be	
  a	
  hero,	
  not	
  a	
  zero	
  

I	
  wish	
  I	
  did	
  HCI	
  



Who	
  Creates	
  UIs?	
  
•  A	
  team	
  of	
  specialists	
  (ideally)	
  
▫  graphic	
  designers	
  
▫  interac4on	
  /	
  interface	
  designers	
  
▫  informa4on	
  architects	
  
▫  technical	
  writers	
  
▫  marketers	
  
▫  test	
  engineers	
  
▫  usability	
  engineers	
  
▫  researchers	
  (ethnographers,	
  etc.)	
  
▫  soWware	
  engineers	
  
▫  hardware	
  engineers	
  
▫  industrial	
  designers	
  
▫  customers	
  



How	
  to	
  Design	
  and	
  Build	
  Good	
  UIs	
  

• UI	
  Development	
  process	
  
• Usability	
  goals	
  
• User-­‐centered	
  design	
  
•  Design	
  discovery	
  
•  Rapid	
  Prototyping	
  
•  Evalua4on	
  
•  Programming	
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User	
  Interface	
  Development	
  Process	
  

Design 
Exploration Evaluate Production 

Proposal: 
Demos/ Lo Fi Prototypes 
(How) 

Work	
  together	
  to	
  
realize	
  the	
  design	
  
in	
  detail	
  
	
  
Evaluate	
  with	
  
Customers	
  
 

Design 
Discovery 

Customers, Products, 
Business, Marketing 

Customers, Products, 
Business, Marketing 

Design Definition: 
- Design Problem Statement 
- Targeted User Roles (Who) 
- Targeted User Tasks (What) 
- Design Direction Statements 

Specification: 
Hi Fidelity, Refined Design 
   - Based on customer feedback 
   - Foundation in product reality 
   - Refined Design description 

Storyboard 

Customers: 
   - Roles (Who) 
   - Tasks (What) 
   - Context (Stories) 
Marketing: 
   - Business Priorities 
   - Messages 
Technology: 
   - Products 
   - Architecture 
Design: 
   - Leading/
competing 
      technologies 

Review & Iterate 

based	
  on	
  slide	
  by	
  Sara	
  
Redpath,	
  IBM	
  &	
  Thyra	
  
Trauch,	
  Tivoli	
  



HCI	
  –	
  So	
  What	
  is	
  it?	
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From	
  the	
  ACM	
  
•  “a	
  discipline	
  concerned	
  with	
  the	
  design,	
  evalua4on	
  
and	
  implementa4on	
  of	
  interac4ve	
  compu4ng	
  
systems	
  for	
  human	
  use	
  and	
  with	
  the	
  study	
  of	
  major	
  
phenomena	
  surrounding	
  them.”	
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Where	
  does	
  HCI	
  fit	
  into	
  Computer	
  
Science?	
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Schneiderman,	
  2002	
  
•  “The	
  old	
  compu4ng	
  is	
  about	
  what	
  computer	
  can	
  do,	
  
the	
  new	
  compu4ng	
  is	
  about	
  what	
  people	
  can	
  do.”	
  

	
  

26	
  



What	
  is	
  this	
  class	
  about?	
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This	
  class	
  is	
  about	
  iden4fying	
  design	
  
problems	
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Understanding	
  user	
  needs	
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Designing	
  interfaces	
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Tes4ng	
  whether	
  a	
  design	
  is	
  good	
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Making	
  sure	
  that	
  the	
  design	
  meets	
  certain	
  
goals	
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This	
  class	
  is	
  about:	
  
•  Iden4fying	
  design	
  problems	
  
• Understanding	
  user	
  needs	
  
•  Designing	
  interfaces	
  
•  Tes4ng	
  whether	
  a	
  design	
  is	
  good	
  
• Making	
  sure	
  that	
  the	
  design	
  meets	
  certain	
  goals	
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Syllabus	
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For	
  Next	
  Time	
  
•  Find	
  at	
  least	
  one	
  example	
  of	
  a	
  poorly	
  designed	
  
object.	
  Bring	
  in	
  one	
  of	
  the	
  following:	
  
▫  Object	
  
▫  Picture	
  
▫  Sketch	
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