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1. Anxiety
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computer shock, terminal terror,
or network neurosis
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2. Alienation
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3. Information-poor minority
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4. Impotence of the individual
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5. Bewildering complexity and speed
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vs. Simplicity 1s a simple principle.
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6. Organizational fragility
1 = D computer{& 77 Ebreakdown D 2: 1

EHTEMMBOVDHE~NDESR

7. Invasion of privacy
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8. L nemployment and displacement
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9. Lack of professional responsibility
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10. Deteriorating image of people
intelligent terminals, smart machines, and

expert systems (X ABDEES ’Eif_m‘_ aN‘)
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e Human-centered design
e Organization support

e Job design

e Education

e Feedback and rewards
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Human-Computer Interaction # %%

® Model Human Processor

e Design process

e Usability testing

e Direct manipulation

e Menu and command

e Interaction devices

e Online help

e CSCW

¢ Information search and
visualization
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User — A coding sheet
I — Keypuncher
remote
literary correspondence A deck of cards
v Computer operator
Computer

Card reader

N Cant

Printer
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(D operation of machines

— communication With machines
BB &SR, A FO—)LETODEEE
ElEED, 5T E#EE D communication|&
AHFREOAREIZEIH SR ENTFEIE

@) rapid increase of computational resources

SRR 7L E T EtaskD A IZIEEFE, CD+ 7075
resourcesa@ HCIIZE S Z X KL D H,



HCI Design M 77 %5 by S. K. Card

/The Human-Computer System A
Task + User + Computer — System Performance )

/Performance Models h
Model (Task, User, Computer)

9 — Performance Prediction P

/Design Functions A
Design Process = a set of Design Functions
Design Function (Design Subproblem, Model)

K — Solution y




The Human-Computer System D % %

TASK USER COMPUTER
Task domain Intellectual abilities Dialogue style
Task model - General intelligence Command syntax
- Technical ability Naming conventions
Cognitive style Display layout
- Risk preference Input devices
- Curiosity Response time
- Persistence
Experience

- Experience on system

- Frequency of system use
Knowledge

- Method knowledge

- Conceptual knowledge

- Task expertise
Perceptual-motor skill

- Typing rate

- Manual skill
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1. Early 1n the system design process,

consider the psychology of the user and

the design of the user interface.

2. Specify t
3. Specify tl
4. Specifty tl

e performance requirements.
ne user population.
ne tasks.

5. Specify t

ne methods to do the tasks.

0. Match the method analysis to the level
of commitment in the design process.




HCI Design D& Bl ($5E)

/. To reduce the performance time of a task
by an expert, eliminate operators from the
method for doing the task.

8. Design the set of alternative methods for
a task so that the rule for selecting each alter-
native 1s clear to the user and easy to apply.

9. Design a set of error-recovery methods.

10. Analyze the sensitivity of performance
predictions to assumptions.
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