
CS	  315	  –	  Intro	  to	  Human	  Computer	  
Interac4on	  (HCI)	  
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Elevator	  Pitch	  
•  A	  short,	  simple	  descrip.on	  of	  your	  business	  idea	  that	  
anyone	  could	  understand	  by	  the	  4me	  you	  ride	  up	  three	  
floors	  in	  a	  typical	  elevator.	  
• Must	  haves:	  
▫  Interes.ng	  opening:	  	  opening	  much	  immediately	  grab	  
interest	  of	  recipient	  
▫  Passion:	  	  if	  you	  are	  not	  excited	  about	  your	  idea,	  no	  one	  
else	  will	  be	  
▫  Short:	  	  you	  only	  have	  one	  minute	  deliver	  your	  pitch	  
▫  Cau.on:	  	  Do	  not	  take	  too	  long	  to	  get	  to	  the	  pain/problem	  
that	  you	  are	  solving—you	  could	  lose	  the	  listener’s	  aPen4on	  
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Elevator	  Pitch	  
•  Kiss	  of	  death:	  
▫  Too	  much	  detail	  
▫  Geek	  speak	  
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Elevator	  Pitch	  
•  Each	  team	  will	  have	  1	  minute	  to	  give	  the	  “elevator	  
pitch”	  for	  your	  leading	  idea.	  
• Only	  one	  member	  of	  the	  team	  will	  give	  the	  pitch	  
•  If	  4me	  
▫ Why	  you’re	  interested	  
▫  Relevant	  skills	  
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Prep	  for	  a	  few	  minutes	  
•  I’ll	  be	  4ming	  the	  elevator	  pitch...	  Cut	  off	  at	  1	  minute!	  
▫  Team	  Member	  Names	  
▫  Problem	  	  
▫  Idea	  	  
▫  Your	  special	  skills	  
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2	  Minute	  Project	  Madness	  
• Names	  
•  Problem	  	  
•  Idea	  	  
•  Your	  special	  skills	  
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Working	  in	  teams	  
•  In	  real	  project	  teams,	  the	  work	  gets	  done	  BETWEEN	  
mee4ngs,	  not	  during	  mee4ngs.	  	  Mee4ngs	  are	  used	  
to	  review	  and	  discuss	  work	  products,	  to	  reach	  
consensus,	  and	  to	  assign	  more	  tasks	  and	  deadlines.	  	  	  
•  Assign	  someone	  to	  chair	  the	  mee4ng,	  someone	  to	  
take	  notes,	  and	  someone	  to	  be	  4mekeeper.	  Switch	  
roles	  each	  mee4ng.	  
•  It	  is	  not	  reasonable	  to	  expect	  that	  everyone	  will	  
contribute	  exactly	  equally.	  Instead,	  assume	  different	  
people	  will	  bring	  different	  strengths.	  	  
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Working	  in	  Teams	  
•  COMMUNICATE!	  This	  means	  LISTENING	  as	  much	  as	  
TALKING.	  
▫  Let	  your	  team	  members	  know	  what's	  going	  on,	  if	  
you’re	  having	  problems.	  
▫  If	  you	  exchange	  an	  email	  with	  someone	  on	  your	  team,	  
be	  sure	  to	  cc:	  the	  other	  team	  member(s).	  

• Have	  fun!	  
▫  Remember	  -‐	  this	  is	  a	  learning	  experience.	  	  As	  the	  
semester	  progresses,	  pa4ence	  gets	  short	  and	  anxiety	  
gets	  high.	  	  Understand,	  respect,	  and	  support	  each	  
other.	  
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The	  8	  golden	  rules	  of	  interface	  design	  

1.  Strive	  for	  consistency	  
2.  Cater	  to	  universal	  usability	  
3.  Offer	  informa4ve	  feedback	  
4.  Design	  dialogs	  to	  yield	  closure	  
5.  Prevent	  errors	  
6.  Permit	  easy	  reversal	  of	  ac4ons	  
7.  Support	  internal	  locus	  of	  control	  
8.  Reduce	  short	  term	  memory	  
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Nielsen’s	  Take:	  Ten	  Usability	  
Heuris4cs	  
1.  Simple	  and	  natural	  dialog	  
2.  Speak	  the	  user’s	  language	  
3.  Minimize	  user	  memory	  load	  
4.  Consistency	  
5.  Feedback	  
6.  Clearly-‐marked	  exits	  
7.  Shortcuts	  
8.  Good	  error	  messages	  
9.  Prevent	  errors	  
10. Help	  and	  documenta4on	  
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Tognazzini’s	  Take:	  Sixteen	  
First	  Principles	  
1.  An4cipa4on	  	  
2.  Defaults	  
3.  Human	  Interface	  Objects	  
4.  Protect	  the	  User’s	  Work	  
5.  Autonomy	  
6.  Efficiency	  of	  the	  User	  
7.  Latency	  Reduc4on	  
8.  Readability	  
9.  Color	  Blindness	  
10.  Explorable	  Interfaces	  
11.  Learnability	  —	  Limit	  Tradeoffs	  
12.  Track	  State	  
13.  Consistency	  	  
14.  FiPs’s	  Law	  
15.  Use	  of	  Metaphors	  
16.  Visible	  Naviga4on	  
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FiPs’	  Law	  
•  Explain	  why	  a	  Macintosh	  pull-‐down	  menu	  can	  be	  
accessed	  at	  least	  five	  4mes	  faster	  than	  a	  typical	  
Windows	  pull-‐down	  menu.	  	  
•  Suggest	  at	  least	  two	  reasons	  why	  Microsop	  made	  
such	  an	  apparently	  stupid	  decision.	  
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FiPs’	  Law	  
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FiPs’	  Law	  
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Discerning	  PaPerns	  in	  the	  Rules	  
•  Despite	  varia4ons	  in	  phrasing	  and	  emphasis,	  certain	  
common	  themes	  emerge	  among	  these	  (and	  other)	  
sets	  of	  golden	  rules	  —	  this	  should	  give	  you	  an	  idea	  
for	  priori4za4on	  and	  generality	  
• One	  way	  to	  reason	  about	  these	  rules	  objec4vely	  is	  to	  
relate	  them	  to	  how	  they	  influence	  the	  five	  metrics	  of	  
learnability,	  efficiency,	  memorability,	  errors,	  and	  
subjec4ve	  sa4sfac4on	  
•  It	  remains	  to	  be	  seen	  whether	  these	  rules	  will	  
converge	  into	  the	  “one,	  true	  HCI	  rulebook”	  
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“One	  Rule	  to	  Rule	  Them	  All”	  —	  Prevent	  
Errors	  
•  If	  there	  is	  any	  single	  golden	  rule	  that	  dis4nctly	  rises	  
above	  the	  rest,	  it	  would	  be	  Shneiderman	  #5:	  Prevent	  
Errors	  (a.k.a.	  Nielsen	  #8	  and	  #9,	  Tog	  #4)	  
•  Consistency	  and	  feedback	  also	  enjoy	  mul4ple	  
appearances	  in	  these	  lists,	  but	  they	  don’t	  have	  the	  
same	  bang-‐for-‐the-‐buck	  as	  error	  preven4on	  
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Prevent	  errors	  
• Make	  error	  messages	  specific,	  posi4ve	  in	  tone,	  and	  
construc4ve	  
• Mistakes	  and	  slips	  (Norman,	  1983)	  
•  Correct	  ac4ons	  
▫  Gray	  out	  inappropriate	  ac4ons	  
▫  Selec4on	  rather	  than	  freestyle	  typing	  
▫  Automa4c	  comple4on	  
•  Complete	  sequences	  
▫  Single	  abstract	  commands	  
▫  Macros	  and	  subrou4nes	  
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Integra4ng	  Automa4on	  vs.	  Control	  
•  Sanders	  and	  McCormick	  (1993)	  suggest	  that	  we	  play	  
to	  a	  human	  being’s	  strengths	  as	  opposed	  to	  a	  
machine’s:	  
•  Avoid	  rou4ne,	  tedious,	  and	  error-‐prone	  tasks	  —
automa4on	  
•  Focus	  on	  making	  decisions,	  dealing	  with	  the	  
unexpected,	  and	  planning	  for	  the	  future	  —	  control	  
•  A	  corollary	  to	  control	  is	  predictability	  —	  we	  generally	  
don’t	  want	  the	  computer	  to	  “have	  a	  mind	  of	  its	  own”	  
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Integra4ng	  Automa4on	  vs.	  Control	  
•  The	  FAA	  says	  it	  well:	  “improve	  system	  performance,	  
without	  reducing	  human	  involvement”	  and	  “train	  users	  
when	  to	  ques4on	  automa4on”	  (2003)	  
•  Automa4on	  vs.	  control	  grows	  in	  significance	  as	  
anthropomorphic	  and	  adap4ve	  user	  interfaces	  grow	  in	  
popularity	  and	  sophis4ca4on	  
• Microsop’s	  Office	  Assistants	  (or	  some4mes,	  Microsop	  
Office	  itself)	  
•  Assorted	  “bots”	  and	  pseudo	  natural-‐language	  interfaces	  
(online	  help,	  search	  engines)	  
•  “Trained”	  spam	  filters	  
•  Amazon	  and	  others’	  “your	  store”	  or	  “your	  page”	  features	  
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Automa4on	  and	  human	  control	  
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