Perception:

What are the goals of UCD?

· understand the needs and capabilities of the user.

What are human input, processing, and output systems in the model of HIP?


Input

· Perceptual processing


Processing

· Memories

· Learning

· Skill acquisition

· Reasoning

· Problem solving


Output


-     Motor system


-     Speech

What are five Gestalt laws of perceptual organization?


Proximity – Closer things tend to be perceived as a whole

Similarity – Similar things tend to be perceived together


Closure – we tend to see complete figures even when pars is missing


Symmetry – Regions bound by symmetrical boarders are seen as coherent figures


Continuity – Items that continue a pattern or direction tend to be grouped as part of that same pattern

Norman’s Design Principles:
What are the three conceptual models in system development and how are they related?


Users Mental Model – How the user thinks the system should work.





Often vague and incomplete; partly correct.

Design Model – Design teams representation of the model.  Has much more detail 


  then the Users Mental Model.

System Image – The interface, documentation and system behavior.  If the



   system does not convey to the users design model in a clear and



   obvious way, the user will develop incorrect user models.

What are Norman’s six principles for good design?  Explain and provide examples of each.

Provide a good conceptual model


-The underlying understanding of how a technology or device works.


-ex. 

Visibility

-relationship between the user’s intentions, required actions and the results are visible and meaningful.


-ex. A bad example would be a modern telephone.  Good would be a car.
Natural Mapping

-mapping indicates the relationship between the action of the user and the results of the action.

-ex. Steering wheel on a car.  Move the wheel right, the car goes right, vise-versa.

Feedback


-Gives the user immediate indication of the result of an action.


-ex. 1)Pickup the phone, hear a dial tone. 2) Select text, reverse of text color.

Affordance

-Perceived and actual properties of an item, primarily those fundamental properties that determine just how the item could possibly be used.  Make things visible and provide clues to what the item is for.

-ex. Knobs, plates, bars on a door

Forcing Function

-Desgin that prevents the user for taking actions with are inappropriate or which would lead to error.

-ex. When items are grayed out in a menu.

Memory:
What does “knowledge in the world” and “knowledge in the head” mean?

· knowledge in the world is information in the environment

· knowledge in the head is information stored in memory

What is declarative memory?

· memory for facts

What is procedural memory?

· memory for skills

What are the different measures of remembering?
· Recall – what do you remember

· Recognition – which one did you see?

· Savings in relearning – learning something a second time

What is the function of perceptual memory, STM and LTM?

Perceptual memory - is VERY short, only a few seconds, and stores all incoming data from your senses, like your eyes telling you where you are.

STM –  Supports problem solving, thinking, etc.


- chunking starts to occur


- limited capacity of 7 +/- 2

- forgetting – decay and displacement


LTM – stores everything that we “know”
· works by semantics and association

· no known limit to capacity

· more or less permanent

· forgetting – decay and interference

· Slow compared to STM

What is the power law of forgetting?

· Forgetting happens quickly, practice or repetition fixes this problem.

Learning:
According to Don Norman, what are the 3 different types of constraints that can aid in learning?


Physical Constraints

· Physically prevents you from doing the wrong thing

· Ex. Putting a square piece in a round hole

Semantic constraints

· constraints based on “what makes sense” – what you know about how the world works

· ex. When you build a car the wheels have to go on bottom

Cultural Constraints

· Constraint is arbitrary but everyone in the culture accepts it.

· Ex. Red means “stop” and green means “go”

What is the law of practice?


The time to perform a task is decreased with practice.

What is Fitts Law?


The time to point to an object depends on the size and distance.

What is Hicks Law?

The time taken to choose between alternatives is a function of the number of alternatives.

· The more items there are the longer it takes

Evaluation Overview:
Which evaluation techniques involve users?
· Usability testing

· Focus groups

· Observation

· Questionnaires

· Interviews

· Think aloud

Which evaluation techniques do not involve users?

· Cognitive walkthrough
· Experts of designers walk though task scenarios

· Done early

· Heuristic Evaluation

· Checklist or Guidelines, rule of thumb

· Done during the Prototype testing

· GOMS modeling

· The analysis of how to do a task in terms of Goals, Operators, Methods and Selection rules.

· Done early

What is the validity of an evaluation method?
· refers to weather an evaluation method is measuring what is required given the specified purpose of the evaluation

What is the reliability of an evaluation method?

· Consistency of the measurement process.

What are Summative and Formative evaluation, as well as their differences?

· Summative is typically at the end of the process

· Should involve many users

· Must be structured relative to usability and other requirements

· Can also be used to evaluate existing products and select the best one

· Formative is a continuous process done throughout design to ensure usability

· Requires only a few users each time

· Must be structured – can’t just ask users to try the system, or weather they like it.
· Find usability problems
· Correct them through iterative design

What does iterative design mean?

???

Cognitive Walkthrough:
What doe we know about exploratory learning?

· learning to use systems by exploring instead of by reading a manual

What is cognitive walkthrough?

· a tool for developing the interface, not validating it


-    evaluate design of user interface, especially for “first time” use

· a formulized way  of imaging users thoughts and actions in their first time using the system

· What is its basis?

· Cognitive theory, especially exploratory learning

What do you evaluate in cognitive walkthrough?

· Design of the user interface
What problems does a report of cognitive walkthrough focus on?

· Shortcomings of current specs
Heuristic Evaluation:
What is the goal of heuristic evaluation?

· find usability problems in the interface design

When to conduct heuristic evaluation?

· on prototype: paper or programmed

Who are the best candidates to conduct heuristic evaluation?

· 3-5 expert evaluators

· can be done by a software engineer, but best when done by a usability expert

· should not be done by designer

What does “heuristic evaluation is task free” mean?
· evaluator works through the interface without a specific checklist

· but can be done with a checklist if it is decided necessary
What is the procedure of conducting a heuristic evaluation?

Step 1: Individual inspection
· Involve two passes

· First pass: get an overview through the interface

· Second pass: find problems with heuristics

· Questions that the evaluator might have are resolved by experimenting with the interface

· Output

· Written reports or have observer recording vocalized comments

Step 2: Aggregate findings
· No single evaluator can identify  every problem
· Problems are rated

· 0:  no problem

· 1:  cosmetic problem

· 2:  minor problem

· 3:  major problem

· 4:  catastrophe

· Create a report listing each usability problem along with the heuristic violated

What should a report of heuristic evaluation include?

· A written report of usability problems

· Need to explain the problem with respect to heuristics

Usability Testing:
User studies refer to the evaluation with users.  Name different types.

· Usability testing

· Observation

· Focus group

· Interviews

· Questionnaires

Who should be the participants in usability testing?

· Users from the target population
What does “develop props” mean in usability testing?

· A prototype

· A textual description of the tasks

What is the major drawback of videotaping in a usability testing?

· Time consuming to analyze
How many users are needed in a usability testing?

· 4 to 30

How long is the session in a usability testing?

· 30 to 60 min

