What Is HCI ?

HCI is focuses on both the interaction between computers and users (human) and
the design of interfaces that enable the interaction between them to be more
effective and is a cross disciplinary area engineering, psychology, ergonomics,
design that deals with the theory, design, implementation, and evaluation of the
ways that humans use and interact with computing devices.
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Who is HCI Specialist?

Design and Build. <Implement¢. Evaluate

How does it work?

_In general, the letter ““ I” in HCI denotes both the interaction and the interface that
illustrates an abstract model and technical methodology
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_Interaction is an abstract model that expresses human behaviour and
communication with a computer to perform a task
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_ A ninterface is the process of evaluating and selecting systems, platforms, or
applications that technically enable such an interaction model
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HCI in a glance

Human Interaction Computer

HCI is multidisciplinary, lively, and emergent science.
What is UCD?

User-Centered Design (UCD)
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As pointed out by Constantine (2011), basic functionality is the starting point, and

focusing on usability helps to think beyond providing mere functionality to
enhance the user experience.
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Constantine and Lockwood (2003) defined UCD as “ a systematic, model - driven
approach to visual and interaction design. ”

Aol s (el maaill 23 sl o WS oagie mela 4y (2003) 255855 (plailand Cile,

How does it work?

It focuses on end users improving the user experience, relying on user feedback,
testing or studies, and usually involves iterative prototyping
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The term ‘ user-centered design’ originated in Donald Norman’ s research
laboratory at the University of California San Diego (UCSD) in the 1980s
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> The term became widely and New Perspectives on Human Computer Interaction
(Norman)
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o [t requires specialized user-experience knowledge for applying it in software
developing projects which can be challenging (De Lima Salgado et al, 2016). For
instance, developers need to understand the action theory that explains the way
people do things to complete a task in general (Norman, 1986)
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> UCD also follows structured design methods and techniques to be successfully
implemented (De Lille, 2014)
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It requires close involvement of stakeholder and end-users (Daly-Lynn et al., 2016)
before, during and after development, which can be challenging for software
developing projects (De Lille, 2014)
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> With flexible and unstructured software development models followed mostly in
small to medium projects (Curcio et al., 2019) the process of recruiting end-users is
not an easy task neither is continuous involvement request from them for it
requires time and effort on the part of users.
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Users’ involvement from requirement phase of development and throughout the

development phases requires thoughtful planning of time and resources (Salah et
al., 2014)
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UCD is perfect tool for HCI
UCD is perfect tool for HCI

UCD is costly, time consuming and need lots of expertise to be implemented
properly

What is Usability?

In 1979, Bennett published an article which recorded the first use of the term
‘usability’in the context of software development (Bennett, 1979)
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the definitions of the concepts of usability that are widely used are those of the
International Organization for Standardization (ISO)
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ISO 9241-11 specifies usability as “the extent to which a product can be used by

specified users to achieve specific goals with effectiveness, efficiency and
satisfaction in a specified context of use
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ISO/IEC 9126-1 (ISO/IEC, 2001) defines usability as “The capability of the

software product to be understood, learned, used and considered attractive to the
user, when used under specified conditions,” (Abran et al., 2003)

die (axdiuall Glda o jliie) 5 deladin g dalad s gali sl ziie agd e 35080 Loy aladinV) 4008 oy
2003 ¢ sal s alal yif) Marsa s sk Jh 8 daladial),
(Nielsen) described usability in terms of its multiple components in learnability,
efficiency, memorability, errors and satisfaction (Nielsen, 1994)
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Preece et al. (1994) proposed a composite classification of usability that includes
learnability, throughput, flexibility, and attitude
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Later, ‘security’ was added to ISO 9241-11 by Abran et al. (2003).
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Other practitioners listed the attributes of usable products as effectiveness,
efficiency,engagement, error tolerance and ease of learning (Alonso-Rios, 2009)
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Usabiliti is the ability of software to be - _

Usability Evaluation Objectives

1_Testing: evaluator observes users working with the system while trying to
complete their own real work rather than tasks defined by the evaluator to
determine usability problems.
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_ the uses of set of criteria or heuristics by experts/evaluators to
identify potential usability problems the system.

Al JSLie apaa) paadiall/e ) ol U8 e YY) 5l pulaall (e de sana aladiiu [
Alaill Alaiaall aladiny),

_ feedback provided by users regarding the system via the means of
interviews, surveys and questionnaires
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Here are some examples of objectives
* To gather expectations of targeted users

 To make sure the software is following the usability aspects critical to the success
of the project

* To gather information related to actual user ’ s satisfactory levels.
* To diagnose a potential usability problems.
* To gather new ideas to improve
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‘Usability is a quality aspect of software engineering

‘Usability 1s lively science that is continuously changing and has different
perspectives
-Usability is a mean to ensure better HCI
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UX

ISO CD 9241-210 defines user experience as all aspects of the user > s experience
when interacting with the product, service, environment or facility
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UX 1s primarily about the actual experience of usage
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The term user experience was brought to wider knowledge by Donald Norman in
the mid-1990s.
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