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¢ Computers
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e Interaction model to problem solving model
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@ Paradigms
|

Time sharing

Videos

Tool kits

PC

WIMP

Direct(?) manipulation
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Interaction Design

l e What is design?
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e The design process

B . Users
— scenarios
— personas
— play act
e Limitations
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l e Scope
C - Goal seeking
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@ \Web design

l = Web page

c

®: - Content design

« Site design
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l = basic
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— What to do
L] — What is available
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— Aesthetics vrs utility
— Colour
— internationalisation
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l e Nielsen
¥ = Shneiderman
 Norman

e Design Patterns
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@ I mplementation support

a. Support vrs flexibility
-

¥ < Models of control
- - -
e Implementation techniques

e Emerging trend — why?
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@ Guest Lectures

l e Miriam Walker’s View of Commercial HCI
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e Suzanne Currie’s job and tools she uses.




