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CSC 484 Lecture NotesWeek 1
I ntroduction to the Course

I. Relevant reading.
A. Textbook Chapter 1.
B. Paper of the week (~@ring both weeks 1 and 2, due to short week 1):
Investigating attractiveness in web user interfaces
by Hartmann, Sutcliffe, and De Angeli, from the msity of Manchester.

II. Go over first-day handouts:
A. Syllakus.
B. Questionnairen areas of project interest and expertise.

C. Assignment.

[ll. Introductionto the class subject mattend the text book (Preface, Chapter 1, Section 1.1).
A. To a large extent, the genization of the book will provide the framverk for the lectures.
B. Following a recommendation in the boskreface, we will start with Chapters 1,9, and 12.

C. Subsequentlyve will proceed in order of the remaining chapters.

I\VV. On good and poor design (Section 1.2).

A. "Good"means an interag® product has certain important traits, such as
1. easyto learn
2. efective b use
3. provides an enjoyable user experience.

B. Thereare some systematic ways to measure such traits.
1. We an rely on experts’ judgment in the design aveluation process.
2. We aan conduct controlled experiments with users of a finished product.

C. Thebottommost line iknow the user of whatever interactve atifact youre developing -- before, during,
and after the delopment.

V. High-level interaction design principles (Section 1.2.1).

A. Again, knav your audience (cf. the bulleted items on Page 6 of the book).
1. TheusersRULE.
Knaw what they’re good at and bad at.
Understandgvhat the know and dont know.
Prwide interface contexts they're familiar with.
Knaw how they currently do things.
Know what the like and dislike.
Listento them and imolve themfully in the interaction design process.
If in doubt, do things electronically the way they're are done non-electronically.
Always ask the user what"aesthetically pleasing" and "gknt".
a. For example, the book authors did not Wnme \ery well as a user when thelecided to cite the
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marble phone answering system as an example of good design.
b. 1find the marble-based design childish and ipaie

c. I'would much prefer a digital screen with the instructionsuYare 3 nessages; press the 'Listen’
button to hear them."

B. Theprinciple of least astonishment.

1. Simpletasks should be performable quicklya few rumber of steps.

2. Morecomplicated tasks should be performable in some form, BUDK if they take longer.
C. Use'"real-world" metaphorgudiciously.
D. Treasure simplicity.

E. Beprepared to work with people who maywhaastly different views than you do.

VI. Interactiondesign compared to software engineering (Section 1.3).
A. Everybody wants their own particular discipline to "run the show".

B. Software engineers may think that ytx@ role is central, orver-arching in the process of building a usable
software product.

C. Interactiordesigners may well think the same thing.

D. Inpractice, having aroduct manger run the sha can be quite effeate.
1. Theproduct manager carries the "vision thing" for what the product should be.
2. Thisperson wersees and coordinates all of the people from the different disciplines shown in Figure 1.4.

VII. Interactiondesign (ID) and other disciplines (Sections 1.3.1 - 1.3.2).
A. Aswe’'ll see next week, there is a good deal of similarity between the ID process and the SE process.

B. In both cases, product end-users should plagyadde in the steps of the process thablne the design of
the end-user interface.

C. Theanalogy to building architects and engineers is apt, from page 9 of the book:
1. Interactiordesigners are analogous to building architects ydkal with people who'll use the product.
2. Software engineers are an analogous to civil engineersy-dda with proper product construction.

D. Whiletoday's oftware engineers may see they're job as both of these thingsengiree else does.

E. Owrall, the book is good for computer scientists and software engineers, to help us broaden ourggrspecti

1. CSand SE practitioners must keep in mind that software artifacts are deployedyidiffenent settings
these days, beyond desktop and web-based applications.

2. Thatsaid, the focus of 484 is necessarily more on the HCI aspects of ID, than on its other aspects.

a. ldeally 484 could iwvolve genuinely multi-disciplinary teams, but this is logistically infeasiblesmi
the current course structure.

b. There may well be some role playing in the 484 team projects, where selected team members will
assume the duties of domain experts from areas outside of the computing disciplines.

VIIl. The elusive "user experience" (Section 1.4).
A. It's highly subjectve and very personal.
B. Thereis yet no established science to measure, categorize, or analyze it.

C. In484, you'll get a chance to describe yours, and try to capture that of others.
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D. You'll start in Assignment 1.

IX. Theprocess of interaction design -- ID (Section 1.5).
A. Thisis very much lile the user-centered requirements acquisition process we followed in CSC 308.

B. Whenthe book talks about "design”, thee referring to the inteafce design, not the underlying sodine
model or program design.

C. Whenthey refer to "building interactie vasions of the design”, tihegenerally mean prototyping the beha
ior, rather than building an operational product.

D. Theidea that the adtities "inform one another and are repeated" is the same concept as iteration in a soft-
ware development process.

E. Akey difference between the ID process and the SE requirements process is that ID typulatyg imore
explicit steps to analyze usabiljityhroughout the process.

1. Inthe parlance of Fishex'308 process, usability analysis can be considerpdraasive stepf the 1D
process.

2. Usabilityanalysis is ceered in Chapters 9-12, and will be a recurring subject of 484 assignments.

F. Another part of the ID process often missing from SE is the analysis of gegniti social aspects of human
behavior that affect the interagti experience.

1. Thisfollows the "knav your users" design principles.
2. Chapter$-5 of the book focus on issues of understanding users.

X. ID goals (Section 1.6).
A. Usability goals -- hav the product behees
B. Userexperience goals -- lothe user feels about it

C. Designprinciples -- hav to achieve te goals

XI.

Usability goals (Section 1.6.1).
A. Effectiveness- how well does an interaste product do its thing?
B. Efficiency measures how long does it ta& to get something done?
1. Thenumber of discrete interactions required to accomplish a task.
2. Theamount of real time that elapses from initiation to completion of a task.
C. Safety-- how well does the product protect the user for doing (dangerously) erroneous things.

1. For software products, "dangerous"” can include more mundane aspects of behavior than physical harm,
such as loss of critical data.

2. Insome cases, software can in fact be unsafe, in that its failures lead to physical property damage or harm
to humans.

D. Utility -- the product does (just) whatsitupposed to do.
1. Nomissing critical features.
2. Noclearly superfluous features.

E. Learnability-- how easy is the product to learn initially?

F. Memorability-- how easy is it to remember oto use, once learned?

XIl. Userexperience goals.
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A. Theseare highly subjecte and personalized among users.
B. Thereis a laundry list of them on the top of Page 26 in the book.

C. Theimportance of such goals had been historically downplayed in HCI usability studies, until rather.recently

1. Thisis likely do to the difficulty in quantifying such subjetiusability characteristics, compared to the
more specific usability goals &keffi ciengy and utility.

2. Ewen Donald Norman, a pioneer of cogreticience and user-centered design, has changed his way of
thinking in this rgard.

3. New HCI research brees this frontier such as this week’'484 research reading on "attraetiess".

XIll. Design principles -- "dos and don'ts" of ID (Sections 1.6.3, and 15.2).

A. Thoselisted in Chapter 1 are quite intwi
1. Visibility -- what you see is what you can do.
2. Feedback-- let the user knw what the heck is going on.
3. Constraints- limit interactions based on context.
4. Consistency- dont do the same thing tevdifferent ways.
5. Affordance-- let the user kne how to use something by its structure or layout.

B. FromChapter 15, Nielsor’'usability heuristics are a more specific version of the general design principles,
and are the ones you'll use in Assignment 1:

Visibility of system status

Matchbetween system and the real world
Usercontrol and freedom

Consistengand standards

Helpusers recognize, diagnose and wecérom errors
Errorprevention

Recognitiorrather than recall

Flexibility and efficieng of use

Aesthetiand minimalist design

10. Helpand documentation
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C. Thereare lots of examples online, accompanied by lots of opinion.
1. Nielsons gte isusei t. com
2. Anothersite mentioned in the booka@skt og. com
3. Theres dsobaddesi gns. com

D. Lookingat lots of examples, and gaining your own experience by "doing" argdwll get good at ID.



