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Who is Bill?




Eow ‘bout Kevin?




How ‘bout Kevin?
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Today

+ Teaching statf & student introductions
- Course content
* Lab section

- Course administrivia




What is HCI?

Organizational &
Social Issues

Technology Humans




Why Study HCI?
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P1 Human Error
What happens when things don 't work?

As Yogi Berra said, "You can observe a lot by watching.” In this project you will practice observing people and their
interaction with objects or machines, with an eye to understanding what happens when things dont work as intended.
Find a situation where you can observe a human “error” and pay attention to what really happens. Consider an error to
be any naticeable mismatch between what the person desired or intended and what actually resulted in the interaction.

The goals of this project are to
s Observe human-machine or human-computer interaction in detail
» Analyze the interaction to understand the situation and the factors that contribute to the “error”
» Explore alternative design solutions that mitigate or eliminate the error.
» Make a strong start in your Idea Log.

Error Sketches: Read the Norman section on errors and look around you for potential situations of human error — just
watch your own behavior and that of people you are familiar with. Consider situations or machines where "human errors"
might happen (vending machines, copiers, efc.). These could be low tech (like a door handle) or high-tech (like a PC
interface). In your Idea Log, compile a list of these situations and bring it to class on Thursday. During class we will
discuss the diversity of errors, and you will select a particular situation for more intensive observation.

Posters: make a closer observation of the situation you have selected, analyze what's going on, and describe your
design solutions. Prepare a two-page (11" x 17") poster illustrating the human error that you observed. The poster
should include:

- /T}l“? e 1 A sketch (or annotated photo) of the situation indicating the person and the
=1 A interaction.
:k . 1 \ 2 A description of their motivation and task goals.
7. = \l ,"lt 3 A description and analysis of what the error is and a list of the contributing
|7 = factors (and people) to the error.
\ = | = l 3 4 One or more design ideas about how to avoid or survive the error.
7 - —‘ll’.} %P\‘-Lf’ Come to class prepared to display and discuss your poster. Use simple sketches

and bold lettering on your poster so it can be easily read from 4 to 6 feet away.

More on the Idea Log

We will give you a notebook that will serve as your Idea Log for the quarter. As you collect your observations and prepare
your poster presentation for this project, begin making your Idea Log the center of your conceptual workspace far the
course. Use your log as a place to:

s Compile a list of errors or mistakes you have persaonally experienced
» Brainstorm a list of places you might go to watch for people and errors J
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PP1 HUMAN ERROR
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P2 Farmers Market Due Tuesday, 31 January

The traditional graphical user interface—with a keyboard and mouse input, and
a desktop display as output—was designed for seated office workers. Increas-
ingly, computing is extending beyond the desktop and into the world. In this
project, we'll explore a particular location—the San Francisco farmers market—
as a way of introducing need-finding and ideation skills. This urban location
features several distinct user groups (e.g., farmers, grocery shoppers, tourists),
each with distinct goals. And like most practices in our lives, the nominal task of
purchasing groceries serves as a vehicle for many other geals. From the cuesa
website, “farmers markets and local food systems build community ties and
encourage civic life, offering urban residents a "small-town experience’ of
buying directly from farmers, feeling connected to the land where their food is
grown, and exercising consumer choice about how their food is grown.”

The skills we will learn in this project are

Observation Use the contextual inquiry techniques described in the Beyer and Holtzblatt reading.
We first spent time observing for P1; this time, we're observing the practices of a
community that's not us, which means that we must work more critically and more
actively. Bring your idea log and a camera! Take pictures, write notes, sketch.

Ideation Brainstorm, brainstorm, brainstorm — and get the ideas on paper. Work on getting as
much breadth as possible.

Storyboarding Flesh out your ideas by writing scenarios and creating storyboards.

Bodystorming Show how users might interact with your envisioned technelogy by performing a
skit. This skit should demonstrate both the motivation for your idea and an
interaction scenario. Integrating pictures, costumes, and props will help.

The deliverables are due on the following schedule

Thu, 19 Jan Individual brainstorm and observation plan
- Read pages 36-60 of Contextual Design. J
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P3 Connections

M w Prototypes are the pivotal medium for innovation, collaboration, and creativity.
Prototypes help in four ways. First, visually and physically representing your ideas will

yield surprising, unexpected discoveries that uncover problems or generate
suggestions for new designs. Second, prototypes help team communication and
understanding because the tacit knowledge of individuals is rendered visible to your
entire team. Third, prototypes enable user feedback and usability testing. Finally,
prototypes are also important sales tools in client relationships. P3 is about building
and testing prototypes.

In this project and in P4, we will work with the Reuters Digital Vision Fellows. These
fellows spend one year on Stanford’s campus developing their ideas for social
entrepreneurship and technology. They will describe the technology problems and

m DE I opportunities in their work, and will serve as mentors to groups. The theme of our
partnership is connections—between people, between devices, between services...
(we'll let you interpret).

The skills we will learn in this project are

Mental Models What are a user’'s theories about the design and functioning of your prototype? What organizing
principles should structure your design of the prototype, and what mental models do these principles
yield?

Prototyping In P3 for the first time, we will create an /nferactive prototype. This can be in Flash, Java, C#, ar
whatever other tools you are most comfortable with.

Heuristic Eval Heuristic evaluation is a usability method that employs “experts” (in this case, your peers) to inspect
T an interface. Long advocated by Jakob Nielsen, It has gained wide appeal as a “discount” usability
L method hecause heuristic evaluation can be much faster and cheaper than traditional usability
testing.

Iterative Design We prototype to gain feedback (from ourselves or others). With that new knowledge, we
iterate. We prototype to gain feedback (from ourselves or others). With that new knowledge...

m “s The project has the following deliverables (see course website for due dates)

Brainstorm and Proposal

- In your idea log, brainstorm at least 30 ideas related to the digital vision presentations.

- Bring in a simple one-page text-graphic proposal describing your favorite concept from your list.
Include a brief outline of your target user persona — who wants to use this and why? You will turn
this proposal in at the end of class.

- In class, form pairs.

Interaction Models
- In your idea log, explore alfernatives for organizing principles, metaphors, models, and J

rarwencnnbabane Hhat maiablt ha odcad fare Aaraanisina vraee calacknd camcand A mencoee
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P4 Integrating Physical and Digital

The body is the ultimate instrument of all our external knowledge, whether
intellectual or practical... experience [is] always in terms of the world to which we are
attending from our body. — Michael Polanyi

Physical media and electronic media have powerful—but distinct—sets of affordances.
Today, our physical devices and electronic devices are proximate yet unaware of each
other. Considering the limited interface of the PC, one might presume that current
computers think we look something like the image to the right (drawing courtesy Dan
O'Sullivan and Tom Igoe). However, our experiences in the world beyond the PC engage
our entire bodies. This project is about putting mind and body, bits and atormns back
together. You will use sensing and actuation technologies (mechatronics) to transcend the
confines of the desktop and engage the user and their environment more fully. You will be
working in groups of three or four, and the Digital Vision Fellows will be mentors again.
Based on the results of a P3 connections prototype (not necessarily your own), form a
group, and extend your chosen connection with a tangible interface. We suggest using
d.tools, which we have made available, but you are welcome to use any physical interface
components you are comfortable with.

The skills we will learn in this project are

Production Until now, we have concentrated mostly on ideation and prototyping. In P4, completeness and pa-
nache count.

User Testing Testing is an essential part of user-centered design, and a good way to get empirical information
about how real users work with interactive systems.

Physical UIs This project will focus on the confrofs and displays that your user interface provides. We will learn
both the technology and the design skills for creating these interfaces.

Teamwork This is the most comprehensive project of the course, and to make it work, you will need to work to-
gether as a team to acquire new skills and complete the assignment.

The project has the following deliverables (see course website for due dates)

Group Proposal

+ Using the results of a P3 connections prototype as a starting point, form a group of four.

- Write in your Idea Log one critique of the P3 you are building on, and one inspiration that
seeing the prototype gave you.

- Come in with a storyboard of your physical interaction design (in your Idea Log).

Interactive Prototype
- Bring a prototype to class.

User Test Preparation
+ Bring in an updated prototype.
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Marie Collins' Profile

View More Photos of Marie (9)

Marie Collins

Sex

Birthday:
Hometown
Political Views:
Religious Views:

e Mini-Feed

home search browse invite help l|ogout

La Canada High

La Canada High '07 Share |+
Los Angeles, CA

Female

Auqust 7

CA

Liberal

Much better than yvours

¥ Information

Contact Info
Email:

Website

Personal Info
Favorite TV Shows

Favorite Movies

bagelchica@yahoo.com
http:/fliquidcycles.com/gy/Maries-Album

Simpsons , Seinfield , Grey's Anatomy ,
Desperate Housewives , Scrubs |, The Office
and Beauty and the Geek because it is just
that good.

Motre Voyage au Cameroon , Fight Club , Little
Miss Sunshine , Dumbo , Marijuana the
Musical.
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Video Makmg and Edlhng




Lab Questions or Suggestions?

Raise them -
this is a new addition to the course
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Administrivia

- Course Info

Tuesdays and Thursdays
1:15-3:05pm, Wallenberg 124 & 127

http://cs247.stanford.edu
cs247@cs.stanford.edu

* My Info
Office Hours: Tuesdays 11:15am-12:15pm, Gates 384

http://hci.stanford.edu/srk
srk@cs.stanford.edu
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Two Sections

* We'll sometimes meet together and
sometimes separate

* We'll announce section assignments on

Thurs




Projects & Grading

16 Jan P1: Errors (individual) 5%

25 Jan P2: Design Implications (groups) 10%

15 Feb P3: Connections (pairs) 25%

19 Mar P4: Integrating Physical & Digital (groups) 35%

Idea Logs 20%

Participation 5%




REUTERS D EEEnnEENE=S NS EE
rounoation . Digital Vision Prograr e
Home l About Us | Meet the Fellows Become a Fellow

Technology for the social enterprise

2006-2007 Fellowship
Application

Applications are now being accepted for the
2005-2007 academic year! For more
information, visit the Become a Fellow

page.

More Highlights

Program Highlights

John Sherry spoke about current projects
at Intel’s Digital Health Group . More =

Sohaib abbasi,
President & Chief
Executive Officer of
Informatica. More =

Akhtar Badshah,
Microsoft Community
Affairs: "The value of
technology is when you
bring social and

" economic change.”

The Digital Vision Program supports social entrepreneurs who seek to
leverage technology-based solutions in the interest of humanitarian,
educational, and sustainable development goals. The Program fosters
interdisciplinary projects and prototyping efforts that address real
needs in underserved communities.

The core of the Program is 3 nine-month fellewship that brings
outstanding technologists and social entreprensurs from around the
globe to the Stanford University campus. Digital Vision Fellows
collaborate with  faculty, students, private  sector  firms,
non-governmental organizations, and, most importantly, each other.

Upcoming Events Mare Events

m Speakers: Mena Trott & Andrew
Anker, SixApart January 2006
12 January - 3:00 pm S M T W T F 5§
m Speaker:Tony Fadell, Apple i 3 2= 4 5 & 7

19 January - 2:00 pm
. . B 3 11 1z 13 14
= car: £ rer
Speaker: Sam So, Asian Liver 15 16 17 1B 19 20 21

Center

26 January - 3:00 pm 22 23 24 25 6 27 28
» Speaker: Charly Kleissner 25 30 31

2 February - 2:30 pm # Dec Feb =
m Speaker:Mirek Jach, AMD

9 February - 2:00 pm

More Profiles

Alumni News

Dipak Basu: Linkage India

Dipak Basu's project, Ganges Delta Network,
has evolved into a newly established NGO in
kolkata (formerly Calcutta) called Linkage
India. Linkage's mission is to to create
livelihood opportunities for unemployed and
marginalized poor. Linkage will fulfill its
mission  through computerized resource
centers for rural entrepreneurs, to train and empower them with
access to markets and capital. Read more =

From the Fellows' Blogs

Poverty Is Unnecessary
helenwang {Jan 5, 10:55 pm)

Muhammad

Yunus, founder

of Grameen

Bank, was

nominated as

one of the 25

most influential

business :
leaders in the world along with
Bill Gates, Steve Jobs and Alan
Greenspan, =tc.

In an interview with Nightly
Business Report, Muhammad
Yunus said poverty is
unnecessary. Human beings are
guite capable of taking care
themselves. but we have created
a society that denies some
unfortunate pecople the
opportunities.

Read More

From Seasonal Website to
National TV

carlosmirandalevy [Dec 23, 11:40
am)

Bubbler.net - turnkey
website development
tool/asSP

margaritaquihuis (Dec 22, 1:49 pm)
Business Leadership for the

21st century
ritasandhu [Dec 132, 12:02 pm)

The Multiple Value
Proposition of a Social
Project

[Dec 13, 6:22 am)

Stakeholders and Forces in
Conflict
(Dec 13, 1:09 am)

The Ups and Downs of
Blogaging



Expected background

* This course has cs147 as a prerequisite - we'll
assume basic HCI knowledge.

* You're also responsible for having sutficient skills
in your group to “do the projects”




STANFORD HCI GROUP

Home Research Academics People Publications Software

HCI Courses at Stanford 2006-2007

Will be updated as the year goes along. Some listings may change and new courses will be added.
See also the list of courses related to HCI

Weekly HC| Speaker Series (CS547)
Seminar on People, Computers, and Design
Every Friday at 12:30 during the academic
year
Open to the public and available on the web

Winter 2007

e C5247 Interaction Design Studio (Klemmer, Verplank)
Tu-Th 1:15-3:05 (sections will be divided on the first day)
e CS377 Topics in HCI [See note at bottom of page]
o CS377G Digital Multimedia Tools and Environments (Stephan Schwanauer, CCRMA)
Fri 2:19-4.05.
o CS377S Designing Applications that See (Maynes-Aminzade)
3 units 11:00-12:15 PM T/Th Gates 498
¢ C5378. Phenomenological Foundations of Language, Cognition, and Computation (\Winograd)

3-4 units, Thu 1:15-4:08 Nora Suppes 103 (CSLI)

¢ C5547. Human-Computer Interaction Seminar (Winograd)
1 unit, Friday 12:30-2:00 Gates B03 (available as video on the web, as well as live on SITN).

Special visiting professor course (not full quarter)

¢ SymbSys 246. Cognitive Crash Dummies (Bonnie John, CMU)
1 unit. (Jan. 16 - Feb. 13). 7-9 om. location TBA J




Today

+ Teaching statf & student introductions
* Course content
* Course administrivia

- Resources




P1 Human Error Due WBday, January 17

What happens when things don’t work?

As Yogi Berra said, "You can observe a lot by watching.” In this project you will practice observing people and
their interaction with objects or machines, with an eye to understanding what happens when things don't work as
intended. Find a situation where you can observe a human "error” and pay attention to what really happens.
Consider an error to be any noticeable mismatch between what the person desired or intended and what actually
resulted in the interaction.

The goals of this project are to
+ Observe human-machine or human-computer interaction in detail
* Analyze the interaction to understand the situation and the factors that contribute to the “error”
+ Explore alternative design solutions that mitigate or eliminate the error.
+ Make a strong start in your ldea Log.

For Thursday, Read the Morman section on errors and look around you for potential situations of human error -
just watch your own behavior and that of people you are familiar with. Consider situations or machines where
“human errors" might happen (vending machines, copiers, etc.). These could be low tech (like a door handle) or
high-tech (like a PC interface). In your Idea Log, compile a list of these situations and bring it to class on Thursday.
During class we will discuss the diversity of errors, and you will select a particular situation for more intensive
observation.

For Tuesday, make a closer observation of the situation you have selected, analyze what's going on, and describe
your design solutions. Prepare a two-page (11" x 17") poster illustrating the human error that you observed. The
poster should include:

1 A sketch (or annotated photo) of the situation indicating the person and the
interaction.

2 A description of their motivation and task goals.

3 A description and analysis of what the error is and a list of the contributing
factors (and people) to the error.

4 One or more design ideas about how to avoid or survive the error.

Come to class prepared to display and discuss your poster. Use simple sketches
and bold lettering on your poster so it can be easily read from 4 to 6 feet away.




For Thursday

* Read the Norman “Information Appliances”

* Make a list of places to look for errors /
ideas




On Thursday

We'll meet all together here in Wallenberg 124

1:15 - 1:30
1:30 - 2:00
2:00 - 2:20
2:20 - 2:40
2:40 - 3:05

Hand out Nokia digital pens
ntro to sketching
dea Logs & Storyboards

Brainstorm for P1

iDeas installation & demo by Brian Lee







Questionnaire

- Please fill out and hand to Kevin before
leaving




Here’s where we need the
“Design Studio” take on HCI
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2B Sep Seminal Ideas (ppt)

o3 Oct CSEW {ppt}

o5 Oct Ubiquitous Computing (ppt)
og 0ot Project Proposals due

§osem

w Oct Fieldwork / Prototyping (ppt)
12 Oct Evaluation (ppt)

17 Oct Collaborative Spaces (ppt)

Soott et UET

15 Dt Tangible Interaction /
Augmented Reality (ppt)

24 Dct Physical Representations (ppt)

26 Oct Seftwane Teols (ppt)

Az 'We May Think, Vannavar Bush, The Atfancl Monthily, July sds

Direct Munigslation Imtedlaces, Edwin L. Hutching, lames 0. Holan, and Donald A
Norman, Human-Computer Ingevaction, 1S, pp. 318338

User Technolagy: From Pointing to Posdering, Stuart K Card and Thomas P,
Moran, ACM Conference an the history of personal workstagions, wBE, pp.
#3358

Eryond Being There, Am Hollan and Scott Stometta, ChY g9 ACM Conforence
o hman Facion in Compuring Syitess, pp. 119-35

Growpre are and sodial dynamics: Eight challenges for dewelopers, fonathan
Grudin, Communications of the ACM, Lanuary 1904 PR 95104

Socll, Individual & Technological Issses for Calendar Systems, Leysia
Palun, CHf 1995 ACM Canference an Human Factor in Compoting Symms. pp
L)

The Compuber Tor the 21t Century, Mark Wisar, Sciennific Amrican, September
I PR 3104

Charting Past, Presest, and Futere Risearch in Ubigeitoes Computing. Gregery D
Aboved and Elzabeth D, Myratt, ACM Transscicns on Computer-Muman
ircteraction, March 2000, pp. 2958

Comteaual Design, Chaptirs 3 & 3 Hugh Bayer and Karen Holtzblait, Morgan
Kaudminn, w57, pp. 15-88. [Download the FOF w/ your Aaids lagin)

Prototyping for Tiny Fiagers, Marc Rettig, Commonicanions of the ACM, Aprl
oL PR ITIT
Informing the Desiga of an 1] nt System with
Fieldhwrork, victors Bellatt, Lin Smath, V8 rooo: ACM Conference on Designing
interaciive Sysinms, Augusi 2000, pp. 217337
Hesritic Dvaluation, fakab Meslsen, i Uabilfly Ingpection Methads, ebien &
Mack edt . wod pp. 2562 (Download the PDF wi your Axess logink
iethodokogy Matbers: Doing Reseach in the behavicnal and sodial scienoes,
Joseph E. McGrath, in Readings in Human-Compoter Inferaction: Toward the
Yiear pooo, B M. Bascker and | Grudin and W, A 5, Buxion, &d, pp. 152185
Revative Deskgn of Seambess Collaboration Medlas, Hiroshi bR, Mirona Kobay ashi,
Kazuhe Ava, Communications of the ACM, August wiod pe. 5397

‘with Paper on the DigtalDesk, Perme Wellner, Communications of the
ACM, hdy w93, pp. B8
Tangible Bits: Towads Seambess Interfaces between People. Bits. and Atoms,
Hirgakal shil and Bry gg Ullser, CHT g7 ACM Conference an Human Facoarns in
Computing Systems, pp. 334-07 (metsdER video, amidentROOM videa)
Wiarable Compating: A First S3ep Toward Personal Imaging, Steve Mann, IFEE
Compuier, February 1997, pp. 25-32
Rvisventing the Familiar Explorng an Augmented Reality Design Space lor Al
Teaffic Control, Wendy E. Mackay, Anne-Laure Fayard, Lsunent Frobert and Liorsl
Misdind, CHY 1998 ACM Conference on Human Factors in COmpuning Systems, po.
565
Hayptic Techniques for Media Contol, Scott 5. Snibbe, Karon E. Maclean, Rob
Sharer, Jay r Redirick, Wiliam L. Verplank, Mark Scheel, ST jo0a A0
Symposium an Ler Interface Soffwane and Technodogy, pp. 199-208
Distribubed Cogniticac Toward a Mew Fomndation for Human-Compster Interadtion
Reseach, lames Hollan, Edwin Butching, and Cusad Kirsk, ACM Transactions an
Covmpuiter-Human bnterachion, 700, PR, 1J4-195
Part, Present. snd Future of User interisoe Softw are Took, Brad Myers, Scott E
Hudson, Randy Fausch, ACM Transactions on Computer-Human deraction,
March rooa, pp. Q-J‘!

Hatural Pr ared Envi s, Brad A Myers, hohn F. Pana,
Andy Ko, -.’wmm-.nmnmufm.ntu Segtember 2004, PR 4352

30 0ct  Project Mifestone 1 due (see examples from 2oo4)
yzam

31 Oct Dasign Teals (ppt)

oz Nov Information Visualization (ppt)

CEMIM: An Informal Web Ste Deige Tool lepired by Observations of Practice,
Mark W/, Newman, lames Lin, Fason | Hong, James & Landay, Human-Computer
Inberaction, 0= 1B(1F PR, T55-124 (DENTM vichs, SUEDE wideo, Oulpeit wides,
MAMASK viden)

Raadings in infesmation Vieaakrstion: Uing Weion o Think, Chagter &, Stuanm i
Card, Jock D. Mackinday, Ben Shreiderman, Morgan Kaufmann Publishers, pp.
134 (FitmFinder videa, Treemap videa)

The Table Lens: Berging Graphicsl snd symbolic Representations in an Interactive
Focus+ Comtext Visualization fov Tabular isdormatios, Ramana Rao and Stuart &

Carg, CMY 1geg ACM Confereade an Muman Fadied in Camputing fyatemid, pp.
3822 (Table Lens dema)

o3 Mow Project Milestone 1 feedback and midterm grades sent aut

&

o7 Now Intelgent User Interfaces (ppt)

Sooe an £5EW

Diret Manipelation ws. Interface Agents, Ben Shnesdenman and Fattie Maes, ACH
Irtaractiond, December 1ar. pp. 43-61
Models of Attention in Compirting and Comminsations: From

Applcations, [ Hendtz, Carl Kade, Tim Pack, Daved Mo, (w-ﬂmﬂwf
the ACM, March 3003 pp. 52-8
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Literature Index

Google

Scholar BETA

Search Advanced Scholar Search
| | [ Scholar Preferences

Scholar Help

Stand on the shoulders of giants

Google Home - About Google - About Google Scholar

22005 Google









Writing

Technical Presentation

Critical Thinking




