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COURSE POLICIES AND

EXPECTATIONS
CLASS RULES

Respect the learning environment:

Come to class on time and prepared to discuss the assigned
reading.

I COME TO
CLASS ON TIME:
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Do not distract the class with excessive private
conversations.
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Turn off all mobile devices.

Turn off

all mobile
phones
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Use the lab computers in the room for exercises only.
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Bring paper and pens/pencils.
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COLLABORATION AND ACADEMIC
INTEGRITY
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LESSON GOALS

 You will understand what HCI is and where it came from.

* You will understand the difference between HCI and
similar fields like Ul design, UX design, Human Factors
engineering, etc.

* You will understand that HCI involves twin disciplines:
industry and research.

* You will understand some of the basics of design thinking.




LESSON OUTCOMES

* You will be able to describe HCI as a discipline, including
its research and design topics.

 You will be able to connect HCI to related fields.




LESSON PLAN

You will start by being introduced to the general field of
human-computer interaction, including how we define
people, computers, and the interactions between them.

You will then be introduced to HC/I’s role in a broader
hierarchy of disciplines, such as psychology, human
factors, and Ul design.

Finally, you will be introduced to HCI as it is defined for
this class: research and design.
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THE HCI SPACE

Industrial Product

Design R o . Design

Ul Design ' UX Design ' Interaction
Design




HCI IN THE BIG PICTURE

Ubiquity: the state or capacity

of being everywhere.




HCI VS HUMAN FACTORS

HCI

Human Factors Engineering: designing interactions

between people and products, systems, or devices




HCI VS HUMAN FACTORS




HCI VS USER INTERFACE DESIGN

Original Light Pen First Computer Mouse First Rollerball Mouse




HCI VS USER INTERFACE DESIGN
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HCI VS USER INTERFACE DESIGN
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HCI VS USER INTERFACE DESIGN

LucyLabs LicyLabs

Desktop Mobile




HCI VS USER INTERFACE DESIGN
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HCI VS. USER EXPERIENCE DESIGN
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HCI VS. USER EXPERIENCE DESIGN

Understanding @———  HCI

UX Design ®Dictating




HCI VS. PSYCHOLOGY

Engineering Psychology
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HCI VS. PSYCHOLOGY

WV (Kl ‘92 Moy 3 -7, 1992

A ‘Pile’ Metaphor for Supporting
Casual Organization of Information

Richard Mander, Gina Salomon and Yin Yin Wong

Human Interface Group, Advanced Technology
Apple Computer, Inc
20525 Mariani Ave., MS 76-3H
Cupertino, Califomia 95014
(405)996-1010

ABSTRACT We were also imerested in how people work with assistants
A wser study was conducted 10 investigate how people deal when dealing with information

with the flow of information in their workspaces. Subjects

reported that, in an sttempt 0 guackly and informally man By examuning mdividuals’ mfomation  management
age their information, they created piles of documents schemes, we were able 10 extract and extrapolate & number
Piles were seen as complementary 1o the folder filing sys of interesting interface ideas for a graphical interface, Owr
tem, whach was used for more formal archiving. A new intent was not simply 1o emulate physical world functional
deskiop interface element « the pile was developed and ity several investigators have srgued agunst this proce
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HCI VS. PSYCHOLOGY
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By virtue of using miniatures of the actual documents, we Method

offered edge browsing capabilities. In addition, we ex Five men and five women in nontechmical posibons at
plored gestural inputs as a way 10 invoke other browsing Apple Computer were individually tested in approximately
methods. For example, a horizontal pesture would spread one hour sessions. The subjects were asked 10 think aloud
out a pule so that miniatures of each vem's fiest were (S] while working through S tasks, and the sessions were




HCI: RESEARCH AND DESIGN

‘Research.  H(| Design

—needfinding distributed cognition
— prototyping mental models

— evaluation universal design




HCI: RESEARCH AND DESIGN




THANK YOU FOR
ATTENTION.




