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Wedre going to |l ook at second set of Human



Tnmmm

Humag Fagtprs.. 2

Design Principles from the Textbook - 5
Universal P:inciples

Performance Load (p148) - the greater the effort
the less likely the task will be accomplished success

Performance vs. Preference (p150) - the designs
perform optimally are often not the same as the design
most desirable -

Progressive Disclosure (p154) - a strategy for mans
complexity in which only necessary or requested inforn
any given time

Readability (p162) - degree to which prose can be unde rstood, based or
complexity of words and sentences
Serial Position Effects (p178) - a phenomenon of men

presented at the beginning and end of a list are more li
than items in the middle of a list.
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Design Principles from the Textbook
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Perfprmance, Load T

S easier

The greater the effort to accomplish a task, the less likely the task will
be accomplished successfully

If the performance load is high, performance time and errors increase.
If the performance load is low, performance time and errors decrease.

Cognitive Load - amount of mental activity; perception, memory,
problem solving

Kinematic Load - degree of physical activity; number of steps or
movements or force required

Design should minimize performance load to the greatest degree
possible by eliminating unnecessary information from displays, using
chunking and other memory aids, and reduce unnecessary steps,
motion and energy; automating repetitive tasks where possible.

Universal Principies of Design - 148
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Thi s

principle is introduced on page 148

explanation...(see slide)
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This principle is introduced on page 148
explanation...(see slide)
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This principle is introduced on page 148
explanation...(see slide)
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explanation...(see slide)
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making tasks easier

<« Gamblers have only to
push a button to engage
slot machines; the handle
is just an ornament

Bookmarks in browsers
help people find their
favorite websites W

Ovganize
rogesne
irfo desgn
ralerence
COOF sites

tech reheence
sropping
Furniure
rutipes
Midtimecko
Hardware Devefopers

Remote keyless entry
allow people to lock
d unlock all th
e e 9 1788058975266
Tockey Fover s

doors on their car
Universal Product Codes (bar D Peo " ;«:u;--w Glessory
codes) reduce the performance um.,}f,"mp.

Universal Principles of Design - 149 load steps in transactions Dot Once b
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Here are some samples from the textbook of this principle...(see slide notes above)
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S easier

Microwave Oven Controls
Cl 10 H Factors-1 e
ATEC 2384,001 Chip Wood. 10.28.08 Additional Example
Mi crowave ovens recognize that wusers are in

what energy level to set and for how long, so they provide simpleutten choices for the
common everyday things people like to heat up.
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making tasks easier

Automatic vs. Manual Shift Transmissions

e s gtoe i g T O Additional Example

The automatic shift is a |l ot simpler than r
step on gas.

11



Performance Load
making tasks easier
= \_\ /
i:/
' )
1 )
k )
cmdind e e P T Additional Example
We |ive in a busy world. Buttons are just t

someone around the turn of the century invented the zipper.

In fact, clergy in the 1920s and 1930s thought that zippers allowed one to take off clothes too
quickly, thus removing an obstacle (however small) to sexual activity. According to Wikipedia, it
was inappropriate for women to wear zippers until the 1950s because of this.

http://en.wikipedia.org/wiki/Zipper
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making tasks easier

CHECK OUT SWEEPING SOLUTIONS FROM SWIFFER". »»

SWEEPING DUSTING WOPPING CTARPET CARS
Class-10 Human Factors-1 o7
ATEC 2384.001 Chip Wood, 10,28.09 Additional Example

Product designers use this principle all the time to make things easier and more desirable; after
these years of dealing with industrial era floor cleaning products, the Swiffer product line has
proven that consumers will jump on a product solution that increases performance while making
it easier.
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Dr. Mihai Nadin i e

Current Theme

e 7+< o7 Bt 0.1 by Sumple Thoaghs

- ANSondae 13 Bevndoped by T agana & Sivgte TRoughts, 1T waes The 9o0d ook s of Ml with the
Surxe . ekl It adkds to ok severd fugtures ane

Al of ehis tharae's Hlen are 0 eted 9 Vp-CORT AL/ T het ARacoAS

Avalable Themes

Klueblog 1.0 Corporate Slave 0.9 Hemingway 0.19
R
Word Press Theme Editor
Class-10 Human Factors-1 aas
ATEC 2384.001 Chio Wood. 10.:28.00 Additional Example

This screen is the WordPress Theme editor. It allows the user to change the whole look of a blog
site with a touch of a button. The people who create the WordPress themes work very hard to
make it easy for others to customize themes.
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