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Department of Information Technology
Theoretical assignment, netcourse 
Human-Computer Interaction, 5 c / Period 4
Time: 2013-05-06 to 2013-05-12
Send in your written theoretical assignment: Save your answers with the file name: familyname_firstname.* (preferably pdf), and upload it to Studentportalen: 
https://studentportalen.uu.se/portal/portal/uusp, no later than 23.59, 12 May. As subject write THEORY.
Fill in following information, name: first name and pers. id. no.
Attach this front page to your file!!
If you cannot, write your name in the first page of your text!!

	Your family name
	Your first name
	Personal id.no.

	
	
	


· You must answer each question yourself and in your own words. No plagiarism! No copy and paste! You are allowed to use all possible references and literature and to discuss with your friends. 
· The examination contains 3 questions. All questions must be answered in an acceptable way in order to pass the examination. 
· For full credit per question the answers must be complete and well-motivated. 
· Questions 1-2 require not less than 300 words to be accepted. 

· Question 5 requires not less than 1.000 words to be accepted.

	Ques-tion
	Answered? (Y/N)
	Credits

	1
	
	

	2
	
	

	3
	
	

	
	Total:
	

	
	Credit:
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Questions
1. Describe in detail the structure and processes of memory and discuss how this knowledge can help us to construct usable interfaces. (not less than 300 words)
2. Give a definition of the term “affordance”, compare it with alternative perception theories, and discuss how it can be used in design. Use good arguments and give concrete design examples to illustrate your point. (not less than 300 words)
3. Jakob Nielsen's Ten Usability Heuristics is a common tool to perform a discount test of usability problems in system design. Choose five of them and describe for each how they relate to HCI theories, to psychological theories or to theories from other scientific disciplines. Also give examples of good practice. (not less than 1000 words)
Nielsen's Ten Usability Heuristics 

Visibility of system status 

The system should always keep users informed about what is going on, through appropriate feedback within reasonable time. 

Match between system and the real world 

The system should speak the users' language, with words, phrases and concepts familiar to the user, rather than system-oriented terms. Follow real-world conventions, making information appear in a natural and logical order. 

User control and freedom 

Users often choose system functions by mistake and will need a clearly marked "emergency exit" to leave the unwanted state without having to go through an extended dialogue. Support undo and redo. 

Consistency and standards 

Users should not have to wonder whether different words, situations, or actions mean the same thing. Follow platform conventions. 

Error prevention 

Even better than good error messages is a careful design which prevents a problem from occurring in the first place. Either eliminate error-prone conditions or check for them and present users with a confirmation option before they commit to the action. 

Recognition rather than recall 

Minimize the user's memory load by making objects, actions, and options visible. The user should not have to remember information from one part of the dialogue to another. Instructions for use of the system should be visible or easily retrievable whenever appropriate. 

Flexibility and efficiency of use 

Accelerators -- unseen by the novice user -- may often speed up the interaction for the expert user such that the system can cater to both inexperienced and experienced users. Allow users to tailor frequent actions. 

Aesthetic and minimalist design 

Dialogues should not contain information which is irrelevant or rarely needed. Every extra unit of information in a dialogue competes with the relevant units of information and diminishes their relative visibility. 

Help users recognize, diagnose, and recover from errors 

Error messages should be expressed in plain language (no codes), precisely indicate the problem, and constructively suggest a solution. 

Help and documentation 

Even though it is better if the system can be used without documentation, it may be necessary to provide help and documentation. Any such information should be easy to search, focused on the user's task, list concrete steps to be carried out, and not be too large. 
You must answer each question yourself and in your own words. No plagiarism! No copy and paste!





One answer per page. Start a new answer on a new page.
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