HUMAN COMPUTERINTERACTION- 23IT703

UNIT-1I

OBSTACLES AND PITFALLS IN DEVELOPMENT PATH:
The path is littered
observations ab sign:

Developing a computer system is never ea; obstacles and traps, many of them human

in nature. Gould (1988) has made these g
* Nobody ever gets it right first fime
* Development i ck full rpri

* Good design re living inase nges.

Designers need g

*  Perform esign goa
* People m mista ile using a goo also
COMMON PITFALLS:

. N‘lyms and understan users needs and exp
. A foc sing feature ponents
. No usability testing.

. No common design tea
. Poor communication
COMMON USABILITY PROBLEMS:

. Ambiguous menus and icons.

Languages that permit only sing tion movement through a system.

Complex linkage.

. Annoying distractions.
Confusing navigation.

you:ﬁzm:rimts to success...

Information overload
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DESIGN TEAM:

. Development

. Human factors

. Visual Design

. Usability assesment

. Documentatjgn

. Training ’
HUMAN INTERACTION WIT

Understanding How Peop
present, that have caused, an

s of lystems, past and
will t ok at the effect these

problems have —
e  Why people hme with computers ’
* Responses to poor n
¢ People and their tasks
Why People Have Trouble with Compute

TERS
t wit uters .Chara
causi ple‘lem

. Extensive technical knowledg
. With its extensive graphical cap
Poorly designed interfaces.

ehavioral training.

the eyes of its user?

Non-obvious design

Typical psychological responses to poor design are:

Confusion: Detail overwhelms the perceived structure. Meaningful patterns are difficult to ascertain,

and the conceptual model or underlying framework cagnot be understood or established.
OUT TOOLS 1O sliccess...
Annasance: Roadblocks that prevent a task being completed, or a need from being satisfied, promptly

and efficiently lead to annoyance. Inconsistencies in design, slow computer reaction times, difficulties
in quickly finding information, outdated information, and visual screen distractions are a few of the many
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things that may annoy users.

Frustration: An overabundance of annoyances, an inability to easily convey one's intentions to the
computer, or an inability to finish a task or satisfy a need can cause frustration. Frustration is
heightened if an unexpected computer res e cannot be undoneof if what really took place cannot be
determined: Inflexible and unforgiving sy frustration.

delays ng ti f severe or un pressure may introduce
¢ unavailabl ms or long r e times when the user is
Ir.

operating under a deadline or deali ithgan irate ¢
Boredom: Boredom resul impro puter pacing espon'r long download
times) or overly simplistic jo '

are a major sou

Panic or stress: Unexpectedly
panic or stress. Some typical ca

These psychological‘s diminish user e ess because they ’ere blocks to
concentration.

--Thoughts irrelevant to the task at h e user’s attention, and necessary
concentration is impossible.

--The result, in addition to higher error rates,
Physical.

performance, anxiety, and dissatisfaction

Psychological res

Abandonment of
These sources m
rejection.

relied upon.
perform the

In business syste is 1 ‘ erial g el. With the
Web, almost all u

Partial use of the ; i . it operations
that are easiest to perform or that provide the most benefits. Historically, this has been the most
common user reaction to most computer systems. Many aspects of many systems often go unused.

YOUE. LOQLS.LQ.SICCESS...

Again, since this requires high status and discretion, it is another typical response of managers or others
with authority.
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Modification of the task: The task is changed to match the capabilities of the system. This is a
prevalent reaction when the tools are rigid and the problem is unstructured, as in scientific problem
solving.

Compensatory activity: Additional actio
common example is the manual reforma

¢ performed to co
of information

nsate for system inadequacies. A
tch the structure required by the
computer. This is a reaction common to w whose discret limited, such as clerical personnel.

‘mt to shortc
knowledge of the system and may t sgstem inte

Misuse of the system: The rule

S

‘ed by its user t spe’m. This is a typical
cy and effectivenes'rce the user to
's comp pabilift€sS or to perform time-

tional diffic his requires significant

Direct programming: The repr

response of the sophisticated

These physical respon reatly diminish user
rely upon other informatio rces, tOR.
consuming "work-around" actions

IMPORTANT HUMAN CHARACTERIST

Importance in design is perception, memory, Vi

storage, information processing, learning, skill, and
* Perception

Proximity

ty, foveal and peripheral vision, sensory
ual differences.

Context

1gndis versus noisc

Memory: Memory is not the most stable (lfluman atibutes, as anyone who has forgotten why they
walk#@iﬂ IO OEs (-8 1CCESS...
-Shorsdterm, or working, memory.

Long-term memory
Mighty memory
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Sensory Storage

Mental Models: As a result of our experiences and culture, we develop mental models of things and
people we interact with.

A mental model is simply an internal representation of a person's current understanding of something.
Usually a person cannot describe this mer‘ode and most ot“ unaware it even exists.

Mental models are gradually developed rder to, under: something, explain things, make

decisions, do something, or integgct with an pers

Mental models also enable a pe predict the a necessary to d s if the action has been
forgotten or has not yet been enc ed.

Movement Control : Once data has bCen eived approp, action decided upon, a response

must be made.

iditc
In many cases the response eme mputgt syste me e such activities as
pressing keyboard keys, movi e scre nte us mous rotating a trackball, or
clicking a mouse butt

t
GN:

THE IMPLICATIONS IN !! !REE

Learning: Learning, as has been said, is the
is contained in short-term memory.

nlong-term memory information that

It is a complex process requiring some effort on
differentiates people from machines.

Given enough time people can improve the perf
designers use our learning ability as an excuse to jus
A design developed to minimize human learning time can greatly accelerate human performance.
People prefer to st ith what [ they prefg D i l get stg Unproductive
time spent learnin
Skill: The goal o
responses into a s

. Our ability to learn is important-it clearly

e in almost any task. Too often, however,

o inputs and

The essence of ski
precision. It is ch

Economy of effort is achieved by establishing a work pace that represents optimum efficiency.

It is accomplished earning of

shortcuts, increased speed, and easier access to information or data.

Skills are hierarchical in nature, and manytsic skillfﬁay be integrated to form increasingly complex
e

=YOUL-roots fo-Success
Systenf and™Scre gn mUst pcrmit dCvelGpient of Mcreasing 1 p&Ttormance. . e

Individual Differences: In reality, there is no average user. A complicating but very advantageous
human characteristic is that we all differ-in looks, feelings, motor abilities, intellectual abilities,
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learning abilities and speed, and so on.

In a keyboard data entry task, for example, the best typists will probably be twice as fast as the poorest
and make 10 times fewer errors.

Individual differences complicate design because the design must permit people with widely varying
characteristics to satisfactorily and comfo y learn the task or job, or use the Web site.

In the past this has usually resulted in brin esigns down to vel of lowest abilities or selecting

people with the minimum skills necessary b.
But technology now offers the iility of lorln to the specific of people with varying
and changing learning or skill le ultiple versi system can e created.

1 pgtential us

Design must provide for the needs

HUMAN CONSIDERA IN DE
The User's Knowledge and ce
The knowledge possessed by a person, dergone, shape the design of the

interface in many wa llowing kinds o kn and experiences shou ntified.
Computer Literacy -Mhmca or none
System Experience - High, moderate,
interaction

Application Experience - High, moderate, or
HUMAN CONSIDERATIONS IN DESIGN:

Task Experience - Other Level of knowledge of job
Systems Use - Frequent or infrequent use of other s
Education - High school, college, or advanced degre
Reading Level - L

and peck" (10 WP
Native Language g
JOB/TASK/NEE
Type of System U

Frequency of Use
Task or Need imp

Task Structure -

Social Interactions - Verbal communication with another person required or not required

Primary_Trainin Extenswe or formal_tr self tmm through manuals or no_training
o Ll EGOLE. .S UCCESS. ..

Job Category - Executive, manager, professional, secretary, clerk

Lifestyle - For Web e-commerce systems, includes hobbies, recreational pursuits, and economic
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HUMAN COMPUTER INTERACTION- 23IT703

PSYCHOLOCICAL CHARCTERISTICS:

Attitude - Positive, neutral, or negative feeling toward job or system
Motivation - Low, moderate, or high due to interest or fear

Patience - Patience or impatience expecte
Expectations - Kinds and reasonableness

accomplishing goal
Stress Level - High, some, or no stress ge resulti erformance
Cognitive Style - Verbal or spatjgl, analytic mltl‘ abstract.

PHYSICAL CHARACTRIST

Age Young midd or elderl
Gender Male or F
Handness Left, right

Disabilities Blind, defective vision,

HUMAN INTERAC‘EEDS:

The speed at which people can perform
number of researchers.

Reading: The average adult, reading English p
order of 250-300 words per minute. Proof reading
words per minute, on a computer monitor, about 18

aper has been found to occur at about 200
per minute.

One technique that has dramatlcally 1ncreased g speeds is called Rapld Serial Visual

Presentation, or

whose paper docugaside reading sased 33 1 d agasof 143 to 540
words per minute s i ) 3 ially varying
ranging from 600 { % 1

READING:

Prose text - 250-3( ) C | y 18 ape i Proof reading text
on a monitor - 180
LISTENING:

Speaking to a com!
KEYING:

per minute.

Typewriter

s O - POOLS- LO-SIWHEEeSS. ..

Two finger typists
Memorized text: 37 words per minute Copying text: 27 words per minute.
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Hand printing
Memorized text: 31 words per minute. Copying text: 22 words per minute.

UNDERSTAND THE BUSINESS FUNCTION:

The objective of this phase is to establish
A product description is developed and
parties.

eed for a system.
d, based on 1

uirement is an objective that must be met.
om users, marketing, or other interested

&
" 4
&

Business definition and require nalysis

)

* Value of standards and guidelines

¢ Direct methods

¢ Indirect methods

e Requirements collec elin
Determining basic business functions

e Developing cohnodes

¢ Understanding mental models

g

b

e Users new mental model

Design standards or style guides

* Document design

¢ Design support and implementation
System training an

e Training

e  Documentd

DIRECT METH(
The significant ady
person and firstha

ser’s comments in
bn (body language,
voice inflections, ™S SVIICRNe oppOTree 12 . #oUe or incomplete
data. Here are some recommended direct methods for getting input from users.

. Individual Face-to-Face Interview

: Telepho terview orur
youk-f8uLs to success...
. Facilitated Team Workshop
. Observational Field Study

. User-Interface Prototyping
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. Usability Laboratory Testing
. Card Sorting for Web Sites
. A technique to establish groupings of information for Web sites

INDIRECT METHODS:
An indirect method of requirements dete

ion is one that p

the user. This intermediary may be electr: pers sing an intermediary can certainly provide
useful information. Working th‘l intermedia ever, takes awa multichannel communication

n intermediary between the developer and

advantages of face-to-face user- er contact. S ectronic inte ies do provide some advantages,

as will be described shortly. Impo a huma ediary gan e additional problems. First, there
may be a filtering or distoftion of the m , either"intention nintentio xt, the intermediary may
not possess a complete o unde g of the user’ 3 pa'l incomplete or incorrect
message. Finally, the interm may ech. th ourag ct user-developer contact for

political reasons. Indirect methods include t llo

. MI
. Paper Surveyor Qu
. Electronic Surveyor
. Electronic Focus Group

&

. Marketing and Sales
. Support Line
. E-Mail or Bulletin Board

. User Group
Competitor Analyses

Other Media Analysis

DETERMINING
Major system fun

A flowchart of majag
Gain a complete u
e The user's
® A user task analysis.
e Develop a - This
includes:
¢ Defining objects.

yourroots to success...
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UNDERSTANDING THE USER'S MENTAL MODEL:

The next phase in interface design is to thoroughly describe the expected system user or users and their

current tasks.

The former will be derived from the kind! information colle in Step 1 "Understand the User or

Client," and the requirements analysis tec ibed a

\under ndin

| representat fape

u |
User activities are precisely.

Task analysis involves breaking down t vities to the individual task level.
Knowing why establishes the major work g
Complete description of all user tasks and in
Work activities are studied using the techniq
Direct observation, interviews, questionnai
system usa
Listing of the user's current tasks.

A goal of task analysis, and a to gain re of the user's mental

model.

A mental model is an in curren ceptualizati d understanding

of something.

ed in n, an mething.

ssary to do things 1Wns have been

Mental models are gradually

Mental models enabl‘:o predict the acti
forgotten or have not yet coun Y

PERFORMING A TASK ANALYSIS:

t reviewed;
obtaining measurements of actual current

DEVELOPING (

¢ The output gati i ‘ , model for
the user int

functions are presented
e Sucham
objects, the properties of objects, and the actions that will be performed.

etween

e A conceptual model is based on the user's mental model. Since the term mental model refers to

yOur Tootsto success.. .
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DEVELOPING CONCEPTUAL MODELS:

Since mental models are influenced by a person’s experiences, and people have different experiences,
no two user mental models are likely to be exactly the same. Each person looks at the interface from a
slightly different perspective. The goal ofithe designer is to facilitate for the user the development of
useful mental model of the system.

This is accomplished by presenting to the meaningful co al model of the system .

When the user then encounters system, r her ting 1 model wdll, hopefully, mesh well
with the system's conceptual m $ a person wo h a system, he then develops a mental
model of the system. The syst ntal model t derives is upon system's behavior,
including factors such as the syst actions, ts (including ens and messages), and its
feedback and guidance ¢ i odel.
Documentation and traini
the particular design of a sy
What must be avoided in desig reatin

a false mental model system, or that
mental model.

Guidelines for Designing Conceptual

. Reflect the user's mental
. Draw physical analogies or
. Comply with expectancies, hab

and stereotypes.
. Provide action-response compati
Make invisible parts and process

ptual model.

Defining Objects

Determine all obje

Describe:
¢ The objects used in tasks.
* Object behavior and characteristics that difterentiate each kind of object.
¢ The relationship of objects to each other and the people using them.

¢ The actions performed.

[ ]

[ ]

VORI EROLS.LO.SUCCRSS.. .

be edited.
¢ Identify the objects and actions that appear most often in the workflow.
Make the several most important objects very obvious and easy to manipulate
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Developing Metaphors:

Choose the analogy that works best for each object and its actions.

Use real-world metaphors.
xact‘lcatc‘cm visu,
Use of a screen or Web p

Use simple metaphors.
Use common metaphors.

a syst ffected by ma rs. Th de how much information

is presented, how the info 1S or , W lang used municate to the user, how

distinctly the components are displayed, nd how consistent a screen or page is with

Multiple metaphors may_coexist.
Use major metaphors, eVl you can

other screens or pages t’s look at what aspe or design can be dist the user, what a user

is looking for in good nd theglainds of thi en users gi@isinterac a system or Web site.

Then, we’ll address the principles of go ign

Test the selected metaph

SCREEN DESIGNING:;

How to distract the screen user
¢ Unclear captions
¢ Improper type and graphic emphasis
¢ Misleading headings
¢ Irrelevant and unnecessary headings
¢ Inefficient results
¢ C(Clustered
¢ Poor quality of presentation
e Legibility
® Appearanc
® arrangeme

e Visual inc n

e Tackofde eatur
e (QOveruseo resenta

* Overuse of too many bright colors
e Bad typog
Variety of distractions

e Numerous audio and visual interrupgions

YL Eed O ts to success...
¢ Poor information readability

¢ In comprehensible screen components

¢ Confusing and inefficient navigation
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¢ Inefficient operations

e Excessive or inefficient page scrolling
¢ Information overload
e Design in consistency
¢ Qutdated information

What screen users want

¢ an orderly clean clutter free appear
* An obvious indication o t is being show what should be with it.

here it shoul

what.
ake perma‘ange ’
led. ’

e Expected information lo
* A clear indication of what 1

S

¢ Plain and simple
e A clear indication
What screen users do

¢ Identifies a ta performed or néé@d'to
¢ Decides how th ill be completed or
¢ Manipulates the co ers co

¢ Gathers necessary data.
Design goals:

n acti

illed.

e Reduce visual work

¢ Reduce intellectual work

¢ Reduce memory work

* Reduce mentor work

¢ Eliminate burdens or instructions.
SCREEN MEAN

Each screen elem

e Every con
e All text
e Screen org

e All empha
e Fach color

e Every graphic
e All screen
e All forms of feedback

your-raots.to.success...
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¢ Provide real world consistency
¢ Provide internal consistency

e QOperational and navigational procedures
* Visual identity or theme
e Component

¢ Organization

¢ Presentation

e Usage
e [ ocations
e Follow the same conventlo

HUMAN COMPUTER INTERACTION- 23IT703
¢ Deviate only whe
ORDERING OF SCRE

¢ Divide information in that sensi
® Organize by i lationships betwe

e Provide an ord creen units of eleme

® Possible ordering s es incl

ndlng on priority.
¢ Conventional

e Sequence of use

\

* Frequency of use

¢ Function

¢ Importance

* General to specific.
e Form groups that cover all poss1b111t1es.
¢ Ensure thatsi

Ensure that only information relative to task is presented on screen.

Upper left
e Provide an

SCREEN NAVI

» Is rhythmic guiding a person’s eye through display

» Minimizes pointer and eye movement distances.

Locate the most important and most frequently used elgments or controls at top left.
RO S FOOLS LO SUCCESS
L BN BN

Assistdin navigation t rough a screen by
» Aligning elements
» Grouping elements
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» Use of line borders

Through focus and emphasis, sequentially, direct attention to items that are
» Critical
» Important
» Secondary
» Peripheral

Tab through window in logical grder of dis d inft tion.
¢ Locate command button‘c‘nd of the tab der sequence,
*  When groups of related ation must en and displ n separate screens,
provide breaks at logical or ralgpoints in ormationgflo
eye t?ove sequentially

ommon shapes.

In establishing eye move sider t

, for example —

» From big ob

-

Recommended for information entry for the fo
» Eye movements be
» Control movements

From unusual sh

s will be shorter.
items will be shorter.

» Groupings are more perceptually.
ay from the screen and then back, it returns

ucnce.

Most product style
Our earliest displa

Top to bottom orig
that must be scan

VISUALLY PLE 3
Eyeball fixation studies also indicate that during the initial scanning of a display in a clockwise direction,

people are influenced Dy the symmetrical balance and welgnt ot the titles, grapnics, and text of the display. The
human perceptual mechanism seeks order and meaning, trying to impose structure when confronted with
uncertainty. Whether a screen has meaningfjl and evidgnt form or is cluttered and unclear is immediately
LR G OLE O SHECE 88wy
what«é presented. Th display 1s forced to spend time to learn and
understand. The user who has an option concerning whether the screen will or will not be used may reject it at
this point if the perceived effort in understanding the screen is greater than the perceived gain in using it.

e screen user who must deal with the
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* Provide visually pleasing composition with the following qualities —

balance
Symmetry
Regularity
Predictability
Sequentiality
Economy
Unity
Proportion
Simplicity
Grou

VVVVVVVVVYY

Balance:

%

f

&
&
| o

Figure 3.1

Instability

Balance (versus instability).

Symmetry:

| | n

i
|

(J"ﬁsi e

Regularity:

Dept. of IT, NRCM

Asymmetry

versus asymmetry).

Lo
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e ] ]

e | =

e 8 ]

- . [

=1 el |

et 1 1 | 1
Regularity

[ i ]
C 1L ] =

= L m| B
L _ f!_ﬁ[—— ]

Irregularity

“

Figure 3.3 Regularity (versus irregularity),

of elements based on some principle
ieved by establishing standard and
points for screen elements. It is also
ape, color, and spacing. The opposite of
plan or principle is apparent. A critical
ver, if it is not regularized.

Regularity, illustrated in Figure 3.3, i
or plan. Regularity in screen desig
consistently spaced column and row s
achieved by using elements similar in si
regularity, irregularity, exists when no
element on a screen will stand out better,

Predictability:

oo T ] e — N “-’ e . e "] [t=== ] [i<om ]
: ————— ——- —1
[ 7.: ...... — [ e ] e =
i A () e SRS SN P S—

[ Betas ] [T — T T |
Predictability
S e —=tee—y [ === ] [ ===

[ oo = T I — === ]

Fcrf ’77:;},. == ‘| l Control e ‘l

Q7;7,7,,:,‘ E—— e e ]
] [ e

= Tt B - BE——=
Spontaneity
Figure 3_a Predictability (versus s Pontaneity). LA
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Predictability, illustrated in Figure 3.4, suggests a highly conventional order or plan.

Viewing one screen enables one to predict how another will look. Viewing part of a screen enables one to
predict how the rest of the screen will look. The oppesite of predictability — spontaneity — suggests no plan
and thus an inability to predict the structure of the remainder of a screen or the structure of other screens. In
screen design predictability is also enhanc rough design consistency.

Sequentially:
‘roup
e thosIIess s‘
Sequentiality, illustrated in Figure 3.

sentation to guide the eye through
the screen in a logical, rhythmic order,

st important information significantly
placed. Sequentiality can be achieved b ent, spacing, and grouping as
illustrated.
The opposite of sequentiality is randomn
be detected. The eye tends to move first
one to the oth
colors, from d
shapes.

to be att
t before one le
efore elemen

. The eye tre
. A brighter e
. Isolated elem:

. Graphics before
. Color lack an
. Highly colo
. Dark areas e light
. ent before a s
. AI‘hape

. Big objects before 1

hereby an arrangement and flow cannot
elements listed above, and then from
saturated
ual to usual

raction (HCI)
asing

Visually Pleasi
design. Here a
compositions i :
Principles of ally P
1. Balance: Balance refers to the arrangement of visual elements to create a sense of
stability and harmony.

2. Proportion: Proportion refers to the relationship between the size of different

::y ﬁuiﬁ;ﬁ@ G}ﬂtfsﬂ ptr@ Srhobifon €62 T e yiseis

ion.
4. Movement: Movement refers to the way the user's eye moves through a composition.
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5. Pattern: Pattern refers to the repetition of similar elements in a composition.
6. Unity: Unity refers to the sense of oneness and coherence in a composition.

7. Variety: Variety refers to the use of different elements, such as color, texture, and
shape, to create visual interest.

N,/
N X
AT 1AA

NRCM

your roots to success...
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Sequentiality

i I SN macrssmeana G

e = | 1

| ]
[_____‘_‘—'_'—_I ['_____'—f__

Randomness

Figure 3.5 Sequentiality (versus randomness).

e

R o S oo i o o o o ST, R e e e e o e o e e,
e e S o o o o o e S S o O i,

Economy
BEBEBBBDBBBBEBEEEBBBBEB QUOQOOQOQQAQQOaoaQaQQaq
BEEEBBBBBREEBEDBEBBBBEBBEB RAAAGAAA0OAAAQQQAA0
BBBEEBEBBEBBBBBBBEEBBBBEBB QQOOQLAQQLeeQERaADQnq

PRI RnniEnnennnnn |
L R L T LR R NIRRT ‘

( Intricacy
Figure 3.6 Economy (versus intricacy).

] |
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i
|
et Bt

Unity

Fragmentation

Figure 3.7 Unity (versus fragmentation).

Square
g

Square-root of two i ?

1:1.914

Golden rectangle
1:1.618

121732

Double square
=

Figure 3.8 Pleasing proportions.

your roots to SUuccess...

Square-root of three J
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1. Draw a rectangl s, data, title, and so
on.
2. Count the numb,
inscribed by a rect
3. Count the numb
inscribed by a rect. igures 3.10 and
3.11. These screen oduction. They are
an original read-only inquiry screen (Figure 3.10) from the screens whose mean search time was 8.3 seconds,
i redesigned <R e S T . A compiexty

calculation using information theory for each screen is as follows:

syourroots to-success:..

which a field,

an clement,
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® Figure 3.11 (redesigned):

18 fields with 7 horizontal (column) alignment points = 43 bits.
18 fields with 8 vertical (row) alionmant mainke — E3 i

N,/
N0~
AT 1AA

NRCM

your roots to success...
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-----------------------

-----------------------

DC RESISTANCE DC VOLTAGE [AL’ SIGNATURE |

3500 K T-R _ 3 KT-R
WKT-G AV MKT-G
3500 K A -G OV R-G 529 K A-G

| CENTRAL OFFICE ]
BALANCE

_*—
VALID LINE CKT
gy D8 DIAL TONE OK

Figure 3.13 Redesigned screen, from Tullis (1981), with grouping indicated by bold boxes.
——

GROUPING USING BORDERS:
Grouping screen elements aids in establishing
addition to providing aesthetic appeal, past resear
results in a faster screen search. The study by Grose
elements containing meaningful group titles was als
study groupings also contributed to stronger viewer

ful relationships, and meaningful form. In
that grouping aids in information recall and

998) found that providing groupings of screen

d to shorter screen search times. In this

nces for a screen.

¢ Provide functional groupings
¢ (reate spa
¢ Provide meanin
¢ Incorporatg
[ ]
[ ]
[ ]
[ ]
FOCUS AND E

Visually e
Most prominent element
Most important elements

youriroots to success...

To ensure that
Too many screen elements are emphasized.
Screen clutter
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Using too many emphasize techniques

To provide emphasis use techniques such as :
Higher brightness

Reverse polarity

Larger and distinctive font

Underlining
Blinking

Line rulings
Contrasting colors
Larger size

Positioning

Isolation

Distinctiveness

White space
INFORMATION WL ON WEB:
The most sought a eb co

Behavior is often goal driven.
Reading is no longer a linear activit
Impatience.

Frequent switching of purpose.
Web users access site for different reasons:
information or an answer less focused for br:
High tech capabilities, fancy graphics do not
Initial focus on attention

Page perus
Scanning guidelines
Browsing
Browsing
Searching
Problems

search for a piece of
or surf.
nsable for inefficient or poor content.

Present meaningful results

SCANNING GUIDELINES:

CYOUrrOOts: Lo SIHCCess; v
80 pc¥ce i scan#&n ages rst . Whes't 1 P , the they
read. Only 16 percent read word-byword. People also spend about 12 percent of their time trying to find

desired information.
People that scan generally read only headings, not full text prose. Useful information buried in dense text is
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often missed (Koyani et al., 2004). Difficult-to-scan pages may cause a viewer to give up and move on,
preferring to spend what is often limited time elsewhere. Organization. Pages should be organized to guide a
person’s eye through the page in a systematic way. Efficient eye movement, and scanning direction, can be
made obvious through the alignment and columnization of page elements, and effective use of white space.
Order information page information to be consistent with the viewers expected scanning path. Highlight.
Emphasize important information, issue d topics through f varying font sizes and boldness. Links
can serve as emphasis entities since t erlining make stand out. Headings and subheadings.
Distinctive and obvious headiggs are ofte ets fq ge s g. Well-wgitten headings can be important
cues in helping people classif organize page i tion, understan e structure, and maintain
orientation. Headings should itten clearly, tually relatin e information or functions that
follow.
Organization

*  Mini move
* Provide s of tion
* Organize C ina and

Writing:
* Provide meaning‘ngs and gsubheadings
* Provide meaningful t1

* Concisely write the text.

* Use bullets/ num
* Array information 1
* Presentation
— Key information in w
— Important concepts

BROWSING GUIDELIN ES
A person, in looki rategies
commonly called browse and search. As mentioned preV10usly, browsing is non-specific surﬁng People
wander around a ' ' nning headings, and
using other presen ch more structured
find mechanism. Ii
sometimes with re
that might possibl

escriptions and links

e Facilitate s
e Provide multiple layers of structure
e Make navi
e Respect users desire to leave

e Upon returning help users reorient themselves.

e Users can browse deeply or simply move on.
VO BOGES to success
Tsta erms to mln nee users to switch context. *0 e

PROBLEMS WITH SEARCHING:
e Not understanding the user.
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e Difficulties in formulating the search.
e Difficulties in presenting meaningful results.
e Identify the level of expertise of user.

KNOW THE SEARCH USER:

e Plan for user’s switchig purposes search process
e Plan for flexibility in thesearch pro
e Anticipate
e Nature of every possible
n will resultjghi. search.

HUMAN COMPUTER INTERACTION- 231T703
¢ Kind of information desire

e How much info

STATISTICAL GRAPH ’
e A statistical g is data presente
e A well designe ical graphic also refe chart or graph.
e Use of statistical S
o reserve for material that T comp diffic

e Data Presentation

e emphasize the data

e Minimize non data elements
e Minimize redundant data

o Fill the graph’s available area with data.
e Show data variation

e Provide proper context for data interpretatio

Scales and shadin
— place ticks to marks scales on the outside edge of each axis.

— Proportion

— Lines

— Labeling
Title

Typyﬁmﬁmmms to success...

Statistical graphics take many forms. There are curve and line graphs, surface charts, scatterplots, bar charts,
histograms, segmented or stacked bars, and pie charts
v' curve and line graphs
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¢
A

Single graph

Four or five maximum
Label identification
Legend

Tightly packed curve
Important or critical
Comparing actual and
Data differences
Surface ch
Ordering
Coding schem
Lab
Scatt
two di
Consistent als
le data sets

Bar spacing
Differentiation
Important or critical data
Related bar ordering
Reference index

labeling

Segmented or stacked bars.

Data category ordering

Highlightin
e decission ar cach Sfep

Consistently order and word all choices
v" Pie chart

o rOOESEOESUCCeSsS
Interfa n'%s8ls8-affected, cOnStr y, cleradeeristi i dlestd thow &

interface’s controlling software.
Graphical systems:
Graphical system design must be compatible with the system’s power, screen size, screen resolution, and
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displayable colors, fonts and other features. Designs for Web systems must also take into consideration the
characteristics of the browsers being used and the bandwidth of the communication medium.

Screen design must be compatible with the capabilities of the system:
e system power
e Screen size
e Screen resolution

e Display colors ‘
e Other display features
Screen design must be compatib the capabilit e
» Platform compatibility
e development andi

ementation .

your roots to success...

e Platform style gui

¢
’
A

Dept. of IT, NRCM Page 53 LAKSHMI REDDY, Assistant Professor




