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* Understand core HCI concepts: utility, usability,
ergonomics |

* Distinguish interface vs interaction
e |dentify major input/output modalities
* Recognize the multidisciplinary nature of HCI

» Preview how to design and evaluate interactive
systems - .- - -




What is HCI?

 Goal
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(a) Intertace (b) Interaction

The door handle is an interface offering two interactions: opening and closing




r_.J
r_l

tility, Usability, E

Utility: does the system provide the right functions?

Ergonomics: broader human-centered requirements (comfort,

Satisfaction

Usability

Memorability



Why Focus on Interaction (not only interface)




Organic user interface
Both input and output are bio-sensory
information transfer

Natural user interface
Operated by touch panel, voice, etc

Graphical user interface
Operated by mouse

Command-line interface
Operated by keyboard

Suzuki, )., Kawahara, Y. (2023). The Future of Real-World Marketing.
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Your Footer Here
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* Automatic speech recognition for'comman'ds' :
and dictation -

» Audio recognition (music, sounds) for ambient
interaction .

» Design considerations: noise, feedback, privacy
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* Barcodes/QR (quick access to Iinks/content) |
» Optical pens / stylus
e Handwriting/gesture recognition

* Touchscreens




 Position/orientation/velocity sensors, depth
cameras

e Body/hand tracking for spatial interaction

 Calibration and fatigue considerations




-

Other

u

Lumire ambiante (lux)

~ Prezdelacch. dtre (/5] QG

~ fwetdalaccd. dtre (st

v Foxe % de Mocck itre (n/5) Q%

g 0 a8 W

D

~  Barométre (hPa)
4

i

@
-]
L]

D
D

g
H
3
2
L
z
z
>

»

15



L TLE
b

S

* Combine input/output modalities to match the task and context.

* Example: “Put that... here” = voice (“put that...”) + gesture (“...here”).
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Extended realities & novel inte

» Tangible interfaces: direct manipulation of
physical objects that are linked to o

functions.
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* Wearables: embedded computing in clothing |

or accessories
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Formal defin |t|0nS .

“Human Computer Interaction is a discipline concerned with the

design, evaluation and implementation of interacting computing

systems for human use and with the study of major phenomena %

surrounding them.” /‘
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* Most applications are interactive; the Ul often
dominates cost and risk. f

* Interface code can be a large share of the
codebase and is reworked repeatedly.

* Therefore we need an early, methodical,
iterative, experimental approach—not “just
make it pretty” or rely on taste alone.
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Design an interface (task/user analysis = flows
—> wireframes/prototypes).

Implement an interface (separation of Ul and
core logic).

Evaluate an interface (heuristics, user tests,
analytics).

Know when to involve specialists and how to
work in a multidisciplinary team.
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Enable users to accomplish tasks:
Effectively and productively
Safely and reliably

With enjoyment and low effort to learn
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* HCI = Human—Computer Interaction: a discipline
covering the design, implementation, and
evaluation of interactive systems.

e Great interfaces are built by focusing on interaction
quality, usability metrics, and human factors, not
just visual elements.

* This course equips you to design, build, and
~ evaluate such systems
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