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Chapter 1. Principles of Human-Computer Interaction - HCI

Chapter 2. Understanding user populations, especially
older people

Chapter 3. User interface design tools and practice

Chapter 4. Designing for older and disabled people

This session will present arguments for supporting as wide as possible user
populations.

Not only is this an ethically important aim, but also it makes commercial sense.

We will look at differing user populations, their ngeds and expgctations, and how we
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The session is split into three parts, as shown in the overview.
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on to Human-Computér

What is HCI? HCI (human-computer interaction) is the study of how people
interact with computers and to what extent computers are or are not developed

w‘ ie_ssfulinteraction with human beings.

The term HCI was adopted in mid-1980s:

Association for Computing Machinery (ACM): “discipline concerned with the
design, evaluation & implementation of interactive computer systems for human
use & with the study of major phenomena surrounding them” (1992)

Dix: “HCl is study of people, computer technology and the ways these influence
each other. We study HCI to determine how we can make this computer
technology more usable by people” (1998)

Carroll: “HCl is the study and practice of usability. It is about understanding and
creating software and other technology that people will want to use, will be able
to use, and will find effective when used.” (2002)

Evolution of the definition of HCI givemore weight to the usability concept



Some implied concepts:

Human: an individual user,
a group of users working
together or a sequence of
users in an organization...

User interface: parts
of the computer that
the user contacts with

Interaction: action
involving a dialog with
feedback and control
throughout
performing a task

Computer: a computer is a device that accepts
information and manipulates it for some result
based on a program (a sequence of instructions)
on how the data is to be processed.

Different versions: desktop, large-scale computers,
pocket PC, embedded system, tablet, Smartphone,
10T...




Why we need HCI understanding and practice?

ENIAC 1946

Nowadays, computers are cheap and widely used by non-technical
people, with very different skills, background, needs..

Computer manufacturers noticed the importance of making computers

“user-friendly” and ease to use.
Main challenge: How to achieve “user-friendliness” in computer
design?

Apple co-founder Steve Jobs said in a 1983
speech that the company’s strategy is really
simple:

What we want to do is to put an incredibly
great computer in a book that you can carry
around with you and learn how to use in 20
minutes ... and we really want to do it with a
radio link in it so you don’t have to hook up to
anything and you’re in communication with all
of these larger databases and other
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on to Human-Computi

Following 3 slides are from “Top Ten Myths about Usability” presentation by Thomas S.
Tullis 2009 (http://www.measuringux.com/UsabilityMyths/UsabilityMyths.pdf )

Origins of HCI in the World War Il era:

= invention of machines
that taxed human
sensorimotor abilities,
e.g., interface for aircraft
control

= even after extensive

training, frequent (fatal)
errors

Darn these hooves! I hit the wrong switch again!
Who designs these instrument panels, raccoons?
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The consequences of a bad design
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