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Quick Review on Lecture 4
 Assignment 1 Class Presentation by Group B
 M8. Perception, Representation and Windowing
 M9. Design and Graphics Design in Computer Human
Interaction
 Class Activity: Assignment 3 Discussion
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Modules for Lecture 5
Corresponding chapters in Textbook/Resource Book
M10.

User Support and On-Line
Information

Chapter 15

M11.

Guidelines, Standards,
Prototyping and UI Software
Support Tools

Chapter 24, 25,
27, 28

M12.

Social and Individual Impact

Chapter 9, 10

Extra.

Future Trends and
the Road Ahead

Read Additional
Materials
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Hollywood and Human-Computer Interaction
A.I. Artificial Intelligence (2001)
List 5 aspects
of HCI in
this movie.
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M10: User Support and On-Line Information
Introduction

 Good design of a computer system will reduce the
number of problems that users experience.
 Providing information is one of the best ways for users
to learn the system effectively, to help them correct their
errors.
 This module consider the various approaches to
information design, including on-line help, hypertext
and hypermedia.
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M10: User Support and On-Line Information
Minimalist Manual & Instruction
 A minimalist manual aims to provide a user with just
enough information to get going and to work things
out for themselves. Research suggests that people learn
more effectively this way.
 Minimalist instruction: (Carroll, 1992) reduce the
amount of information that a learner needs to read in
order to learn to use a word processor. Encourages
users to try things out.
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M10: User Support and On-Line Information
Principles of Minimalist Training
Three key principles of minimalist training are:
 Allow learners to start immediately on meaningfully realistic
tasks.
 Reduce the amount of reading and other passive activity.
 Help make errors and error recovery less traumatic and more
pedagogically productive.

Additional principles include:
 Encourage learners to reason about what they are doing.
 Design reading material to be read in different orders.
 Use learners' prior knowledge to advantage.
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M10: User Support and On-Line Information
Contemporary Online Help Features
Contemporary Online Help Features:
 Help messages generated by selecting a desired object (Shift +
F1 key or balloon help).
 Context sensitive help built into application system states or
Dialogue boxes.
 Generic help text, usually limited in length (OS/2 Master
Help Index Icon).
 Extended help screens, integration of hypertext.
 Extensive written documentation available online.
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M10: User Support and On-Line Information
What Do We Know About Help?
Typical users's questions (Preece, 1994) focus on:
 Goal exploration: What can I do with this program?
 Definition and description: What is this? What is it for?
 Task achievement: How do I do this?
 Diagnostic: How did that happen?
 State identification: Where am I?

Dorazio On Help:
 "The goal of the help system should not be to teach users about
a system's capabilities and functions, but rather to provide
quick and immediate access to information about a specific
task, command, or message. In other words, help should refresh
or remind the memory of what it already knows."

10

M10: User Support and On-Line Information
Important Reminders in Designing Successful Interfaces
Pointers extracted from Mountford, 1990:
 Users will never do what you think they will.
 Watch out for the stunning demo: try it out yourself
 Never underestimate the power of visualization to facilitate the interface
design process
 Never underestimate the use of early testing
 Do not hesitate to use informal testing methods
 There is no such thing as a "stupid" user
 There is no such thing as a "typical" user
 You can never iterate interface designs too much
 What seems obvious is often the hardest to anticipate in design
 Simple and elegant interface designs always take the longest time to
design
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M10: User Support and On-Line Information
Paper: “Hypertext & Hypermedia”

12

M10: User Support and On-Line Information
FAQ on Hypertext & Hypermedia
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M11: Guidelines, Standards, Prototyping and UI Software Support Tools
Paper: “Windows Interface Guidelines for Software Design”
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M11: Guidelines, Standards, Prototyping and UI Software Support Tools
Why Standardisation in UI?
 In an attempt to codify usability and provide some consistency from interface
to interface, several standards organizations are working to develop UI
software standards which they perceive will provide benefits such as:
- Providing enhanced usability which results in increased satisfaction and
productivity
- Providing some assurance of the users well being and lack of frustration
- Providing needed consistency within and between systems and applications
- Helping software procurers in their selection of acceptable products
- Helping to protect the employer from complaints and possible litigation
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M11: Guidelines, Standards, Prototyping and UI Software Support Tools
Some Available Standards
 ISO 9241: Ergonomic principles for visual display terminals.
 ISO/IEC 10741: What happens to the cursor control when users interact with
text editors.
 ISO/IEC 11581: Usage and appropriateness of icons in the user interface.
 ISO 13407: Designing user interfaces with humans in mind.
 ISO/IEC 14754: Defines the basic gesture commands.
 ISO 14915: Recommendations for multimedia controls and navigation.
 ISO/IEC 18019: A standard for the design and preparation of software user
documentation. .
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M11: Guidelines, Standards, Prototyping and UI Software Support Tools
Why Prototyping?
 User testing may reveal problems, but depending on the nature of a
problem, it may often be too late, i.e. too expensive, to implement a real
solution.
 To gain profits from user testing in commercial software development,
prototyping is the key.
 When implementing and testing prototypes, one should start with the
clarification of basic concepts, such as the mapping of a certain task to a
certain functionality of the application.
 Details of screen presentation, colors, and button labels can be left
undecided until the project is advanced to provide a reasonable frameset.
17

M11: Guidelines, Standards, Prototyping and UI Software Support Tools
Microsoft Visual BASIC
 Visual BASIC allows
- prototyping
- limited form of modelling
- good diagramming tools
- availability of a wide range of plug-ins/DLLs
that allows advanced form of visualisation
- plentiful of UI toolkits offered by third party
vendors
- integrated environment for software
development

 Alternatives includes Borland
Delphi.
 Check out the comparison between
VB and Delphi http://www.consist.it/de_vb.htm
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M12: Social and Individual Impact
Introduction

 Materials from module 12 is extracted from Ben
Shneiderman’s excellent HCI book titled “Designing
the User Interface”.
http://www.amazon.com/exec/obidos/ASIN/0201694972/o/qid=971496687/sr=2-2/104-4404940-4696700
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M12: Social and Individual Impact
Between Hopes and Fears
 Hopes can invigorate others to join in purposeful action.
 Often hope can overcome resistance created by fear.
 Fear can be a terrifying barrier to change, but also an
energizer for action.
 Computing is ubiquitous world wide.
 Technology extrapolation suggests that advances in
technology are themselves beneficial to society.
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M12: Social and Individual Impact
Between Hopes and Fears (cont)
Potential issues to shape the future:


Universal access to computing technology
o Convenient, low-cost
o Electricity, software, hardware
o Simplify common tasks



Universal medical records
o Easy access to details
o Standardized record formats could speed data entry and access
o Privacy issues and cost must be addressed



Universal educational support
o Education is the hope of civilization
o Dissemination of results through community-information tools
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M12: Social and Individual Impact
Ten Plagues of the Information Age
1. Anxiety
2. Alienation
3. Information-poor minority
4. Impotence of the individual
5. Bewildering complexity and speed
6. Organizational fragility
7. Invasion of privacy
8. Unemployment and displacement
9. Lack of professional responsibility
10. Deteriorating image of people
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M12: Social and Individual Impact
Overcoming the Obstacle of Animism


Animism: The doctrine that all natural objects and the universe itself have
souls; "animism is common among primitive peoples" (even modern
people!).



Computer revolution has passed its infancy, but still tremendous
opportunity for change.



Metaphors, images, and names chosen for systems play a key role.



Metaphor and terminology of human form can mislead designers and
users of robots (eg. “Please wait a minute, the program is thinking…”).



ATMs as example of evolution from anthropomorphism (an
interpretation of what is not human or personal) to service orientation.



Focus should be on service to human needs, not technology itself.



Human-human communication is a poor model for human-computer
interaction.



Users want to be empowered by technology, not awed by it.

23

M12: Social and Individual Impact
In the Long Run


Successful interactive systems will bring ample rewards
not only to the designers, but also widespread use of
effective tools is only the means to reach higher goals.



The message of quality is compelling to the recipients and
can instill good feelings, appreciation for the designer,
and the desire to excel in one's own work.



At first, it may seem remarkable that computer systems can
instill a kinship among people, but every technology has
the potential to engage people in cooperative efforts.
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Future Trends and The Road Ahead
Paper 1: "Strategic Directions in Human Computer Interaction"
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Future Trends and The Road Ahead
Paper 2: "Predicting Text Entry Speed on Mobile Phones"
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Future Trends and The Road Ahead
Paper 3: "Face to InterFace: Facial Affect in (Hu)Man and Machine"
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Future Trends and The Road Ahead
Paper 4: "Charting Past, Present, and Future Research in Ubiquitous Computing"
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Future Trends and The Road Ahead
Paper 5: "Beyond HCI - towards Information Interaction"
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Future Trends and The Road Ahead
Paper 6: US Patent 6,081,750
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Additional Handouts for Lecture 5









1. Paper: “Hypertext & Hypermedia”
2. FAQ on Hypertext & Hypermedia
3. HCI Tools Online Website
4. Paper: “Windows Interface Guidelines for Software Design”
5. Strategic Directions in Human Computer Interaction
6. Predicting Text Entry Speed on Mobile Phones
7. Face to InterFace: Facial Affect in (Hu)Man and Machine"
8. Charting Past, Present, and Future Research in Ubiquitous
Computing
 9. Beyond HCI - towards Information Interaction
 10. US Patent 6,081,750 "Ergonomic man-machine interface
incorporating adaptive pattern recognition based control system"
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What’s in Store for Lecture 6
• Assignment 3 Class Presentations

32

End of Lecture 5
Good Night

