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HCI? sala

Human Computer Interaction (HCI)” is a discipline
concerned with the design evaluation and implementation
of interactive systems for human use and with study of
major phenomena surrounding them
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Human-Computer Interaction

0 (Human)
— the end-user
-the others in the organization
1 Computer {D:. @
— hardware ——
&m Jelas

Computer Human
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— Software

1 Interaction
— user “tells” the computer what is he wants
-computer communicates results
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Disciplines Contribute to HCI

Artifical Intelligence Ergonomics
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?What is a user interface

1 The term “User Interface” refers to the methods and
devices that are used to make the interaction between
machines and the humans who use them (users)
possible

1 Uls can take many forms, but always accomplish two
fundamental tasks:

ecommunicating information from the machine to the

user

ecommunicating information from the user to the
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usability 4|
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Designer meant by ‘C’ = Clear People thought that ‘C’' = Copy
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CAR LEASING - CONTRACT HIR

EHEAP LEASE CARS

Customers

Bad or Good?
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ATM’s that spit out your card after the
cash

* ATM users are waiting for one thing: cash. So when
the cash dispenses their immediate reaction is to
leave.

* That’s why it’s imperative that the cash comes out
last— people are far less likely to forget their card if
it comes out before the cash.
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Pedestrian Countdowns

* Pedestrian countdowns are supposed to reduce
accidents. But studies have suggested that they in
fact increase accidents.

* The study speculated the increase could be from
motorists who speed up when they see they have
little time left to cross an intersection.

* Oops. Sometimes designs have unintended
consequences.
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http://www.cp24.com/news/pedestrian-timers-may-make-intersections-less-safe-study-1.1483838
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) Interaction Design psaail) pa JoLiil))

What is interaction design?
1 Designing interactive products to support people in their
everyday and working lives .
1 The design of spaces for human communication and interaction.
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Relationship between ID, HCI
and other fields

Academic
disciplines

(e.g. computer Design practices

(e.g. graphic design)

science, -
psychology) \ /
[ Interaction |
Design

Interdisciplinary fields
(e.g HCI, CSCW)
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4aly) What are Affordances?

* The term affordance refers to the relationship
between a physical object and a person (or for that
matter, any interacting agent, whether animal or
human, or even machines and robots).

* An affordance is what a user can do with an object
based on the user’s capabilities.

* Adoor affords opening if you can reach the handle.§
For a toddler, the door does not afford opening if F
she cannot reach the handle.
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* Example: Perceiving a chair, the
structure, plains and stability,
we know it can be sat or stood
on.
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* Example: Perceiving a button on
a screen, we know it is
something that can be pressed Signin
to produce an action.
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<l WEY) 5l YAl What is a Signifier?

* A signifier, in the context of design, is an
indicator, hint, or clue that guides the user
towards a specific action
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Example: The chair has a )
balloon tied to it, implying that
it is reserved for some special

occasion.
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Example: The button is greyed Signin

out, suggesting it is inactive.
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Ambiguous door designs. A knob affords
turning, but do you push or pull? A horizontal
bar affords pushing, but which side do you
push on

Good use of affordances for rubbish bins

Good use of affordances in door designs. A
vertical handle affords grasping and pulling. A
flat panel affords pushing and the broadness
indicates which side to push

Examples of Affordances and Signifiers

* Door Handle (Aff.) vs Label (Sign.): A door handle’s shape
inherently affords pulling or pushing. A signifier, such as a label
saying “Push” or “Pull,” provides an explicit indication of how to
interact with the door.

* Scroll Bar (Aff.) vs Arrows (Sign.): In a digital interface, the scroll
bar’s presence affords scrolling up and down. Arrows at the ends of
the scroll bar are signifiers, guiding the user on how to use the
scrolling function.

* Steering Wheel (Aff.) vs Steering Wheel Controls (Sign.): The
circular shape of a steering wheel in a car affords turning. Icons and
buttons on the wheel (such as for volume or cruise control) are
signifiers, indicating specific functionalities.

* Light Switch (Aff.) vs Symbols (Sign.): The light switch’s design
affords flipping up or down. Symbols or labels indicating “On” and
“Off” are signifiers, directing the user to its correct usage.
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* Mappings are the relationships between controls and
their effects on a system. _alic G GlEall & Gl
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* Natural mappings take advantage of physical analogies

and cultural standards. <lulall (e Lxplal) kil &) vdiod
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Examples:

— Turn steering wheel clockwise to turn a car right.

— Actually, there are two mappings here: —

* which control affects steering, — which direction to turn it.
— Move a control up to move an object up.
— Use a louder sound to mean a greater amount.
— Mapping of Cooker Controls
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Ask me any questions
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