Lab Assignment 1

Due Date: Monday, January 31, 12 Noon

Email your assignment to:  cs125a@cs.brandeis.edu

1. Find a handheld device (e.g. remote control, handheld computer, or cell phone) and examine how it has been designed, paying particular attention to how the user is meant to interact with it.  Include a diagram of the interface in your assignment.

a. Evaluate the usability of the device in terms of the usability goals: effectiveness, efficiency, safety, utility, learnability, and memorability. 

b. Evaluate the usability of the device in terms of Norman’s design principles: visibility, feedback, constraints, mapping, consistency, and affordance.

c. Evaluate the usability of the device using Nielsen & colleagues’ 10 design principles: visibility of system status; match between system and the real world; user control and freedom; consistency and standards; error recognition, diagnosis, and recovery; error prevention; recognition rather than recall; flexibility and efficiency of use; aesthetic and minimalist design; and help/documentation.

2. Visit the university’s online web pages for class registration.  Copy the relevant pages into your assignment, so you can refer to them as you answer the questions below.

a. Evaluate the usability of the registration pages using Nielsen & colleagues 10 design principles.

b. Evaluate the usability of the registration pages using Schneiderman’s 8 golden principles of design: consistency, shortcuts, feedback, closure, error prevention and handling, reversal of actions, internal locus of control, and reduction of short-term memory load.

c. What interface design problems are most egregious in the online registration pages? Write a few paragraphs explaining your answer.

3. The book defines four kinds of conceptual models based on activities: instructing, conversing, manipulating and navigating, and exploring and browsing.

a. Define each of these.

b. Give an example of a situation where you think the application of the paradigm would be useful; don’t use the examples listed in the book.

4. A second kind of conceptual model is based on objects. Give an example of an interface you are familiar with that has an activity-based conceptual model, but you think an object-based conceptual model would work better.  Explain.

5. The book lists three kinds of interaction paradigms other than the desktop: ubiquitous computing, pervasive computing, and wearable computing.  Define each of these interaction paradigms.  Give an example application for each one of these other than the ones listed in the book. Explain why you think these would be good applications.

6. Do the assignment at the end of Chapter 2 (page 68) of the text.

