Tulis jawaban anda di dalam format ms word, lalu kumpulkan sebelum due-date

1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi
manusia dan computer?

2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?

3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?

Note: Penting! Kemungkinan soal ini akan keluar waktu UAS


https://elearning.binadarma.ac.id/mod/resource/view.php?id=78501
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QUIZ IV

1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi
manusia dan computer?

a) Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.
Berkaitan dengan ergonomic sebagai dasar pengetahuan interaksi manusia -
komputer

b) Berbagi informasi yang berhubungan dengan karakteristik dialog.

Seperti form fill-in, command language, yang merupakan pilihan — pilihan yang dapat
digunakan sebagai design dari antar muka.

¢) Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal yang disusun

secara bersama — sama antara (calon) pengguna dan perancang sistem.
Disini prototype sangat penting, dimana prototype yang dimaksud adalah tidak harus
semua sistem yang akan di evaluasi namun kita berfokus pada designnya, sehingga
sebagai mana HCI bekerja, prototype dinilai memenuhi syarat evaluasi, sebab
prototype mewakili sistem dari sudut pandang yang ingin ditujukan kepada pengguna
saja, bukan inti dari sistem seperti database, infradtrukture sistem dll.

d) Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses prototipe yang

telah di lakukan.
Evaluasi adalah hal penting dari interaksi manusia dan komputer, sebab dari sinilah
kita melihat bagaimana mereka bekerja. Hasil respon bisa dijadikan tolak ukur, walau
hanya sebagian yang mewakili. Maka dari itu tehnik evaluasi dan proses evaluasi
sangat merebut fokus kita seharusnya.

Disisi lain berdasarkan buku HCI yang saya baca
(https://elearning.binadarma.ac.id/mod/resource/view.php?id=77437) beberapa jawaban
lainnya menyebutkan, Sebuah pengalaman dengan disiplin manusia-teknis lainnya
menghasilkan serangkaian kesimpulan tentang bagaimana suatu disiplin interaksi manusia-
komputer harus diorganisasikan jika ingin berhasil:

HCI hal. xvii
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Foreword 3wl

man—machine systems. Human—computer interaction is the latest of these, more
complex in some ways because of the breadth of user populations and applications,
the reach into cognitive and social constraints, and the emphasis on interaction. The
experiences with other human-technical disciplines lead 1o a set of conclusions abwout
how a discipline of human—computer interaction should be organized if it is to be
sucgessful

First, design is where the action is. An effective discipline of human—computer
interaction cannot be based largely on ‘usability analysis’, important though that
may be. Usability analysis happens too kite; there are too few degrees of freedom; and
most importantly, it is not generative. Design thrives on understanding constraint,
o insight into the design space, and on deep knowledge of the materials of the
design, that is, the user, the task, and the machine. The classic hndmark designs in
human—computer interaction, such s the Xerox Star and the Apple Lisa/Macintosh,
were not created from usability analysis (although usability analysis had important
rodes), but by generative principles for their designs by user interface designers who
had control of the design and implementation.

Second, although the notion of ‘user-centered design’ gets much press, we should
really be emphasizing ‘task-centered design’. Understanding the purpose and con-
text of a system B key to allocating functions between people and machines and to
designing their interaction. [t is only in deading what a human—machine system
should do and the constraints on this goal that the human and technical issues can
be resolved. The need for task-centered design brings forward the need for methods
of task analysis a5 a central part of system design.

Third, human—computer interaction needs to be structured to include both
analytic and implementation methods together in the same discipline and taught
together as part of the core. Practitioners of the discipline who can only evaluate, but
not design and build are under a handicap. Builders who cannot reason analytically
about the systems they build or who do not understand the human information pro-
cessing or social contexts of their designs are under a handicap. OF course, there will
be specialists in one or another part of human—computer interaction, but for there
i be @ suceesafl field, there must be a common core.

Finally, what makes a discipline is 2 set of methods for doing something. A field
st have results that can be taught and used by people other than their originators
to do something. Historically, a field maturally evolves from a set of point results to
a set of techniques to a set of facts, general abstractions, methods, and theories. In
fact, for a field to be cumulative, there must be compaction of knowledge by crunch-
ing the results down into methods and theories; otherwise the fiedd becomes fad-
driven and a collection of an almost unteachably krge set of weak results. The most
useful methods and theories are generative theories: from some task analysis it is
posiible to compute some insightful property that constrains the design space of a
system. [n a formula: task analysis, approximation, and calculation. For example,
we can predict that if a graphics system cannot update the display faster than 10
times/second then the illusion of animation will begin to break down. This con-
straint worked backwards has architectural implications for how to guarantee the
needed display rate under variable computational load. It can be designed against.
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a) Pertama, desain adalah tempat aksinya. Disiplin manusia-komputer yang efektif
interaksi tidak dapat didasarkan terutama pada 'analisis kegunaan', meskipun
mungkin penting. Analisis kegunaan terjadi terlambat; ada terlalu sedikit derajat
kebebasan; dan yang paling penting, itu tidak generatif. Desain berkembang dengan
baik dalam memahami kendala, pada wawasan ke dalam ruang desain, dan pada
pengetahuan yang mendalam tentang bahan dari desain, yaitu, pengguna, tugas,
dan mesin. Desain klasik di interaksi manusia-komputer, seperti Xerox Star dan
Apple Lisa / Macintosh, tidak diciptakan dari analisis kegunaan (meskipun analisis
kegunaan memiliki penting peran), tetapi dengan prinsip generatif untuk desain
mereka oleh desainer antarmuka pengguna yang memiliki kendali atas desain dan
implementasi.

b) Kedua, meskipun gagasan 'desain yang berpusat pada pengguna’ mendapat banyak
perhatian, kita harus melakukannya benar-benar menekankan 'desain yang berpusat
pada tugas'. Memahami tujuan dan konteks sistem adalah kunci untuk
mengalokasikan fungsi antara orang dan mesin dan mendesain interaksi mereka.
Hanya dalam memutuskan apa sistem manusia-mesin harus dilakukan dan kendala
pada tujuan ini bahwa masalah manusia dan teknis bisa diselesaikan Kebutuhan
akan desain yang berpusat pada tugas mengedepankan kebutuhan akan metode
analisis tugas sebagai bagian sentral dari desain sistem.

c) Ketiga, interaksi manusia-komputer perlu disusun untuk memasukkan metode
analitik dan implementasi keudanya bersama dalam disiplin dan pengajaran yang
sama bersama sebagai bagian dari inti. Praktisi dari disiplin yang hanya dapat
mengevaluasi, tetapi bukan desain dan membangun berada di bawah cacat.
Pembangun yang tidak dapat bernalar secara analitis tentang sistem yang mereka
bangun atau yang tidak memahami pemrosesan informasi manusia atau konteks
sosial desain mereka berada di bawah hambatan. Tentu saja akan ada menjadi
spesialis dalam satu atau bagian lain dari interaksi manusia-komputer, tetapi untuk
itu untuk menjadi bidang yang sukses, harus ada inti bersama.

d) Akhirnya, apa yang membuat disiplin adalah seperangkat metode untuk melakukan
sesuatu. Sebuah bidang harus memiliki hasil yang dapat diajarkan dan digunakan
oleh orang selain pencetusnya melakukan sesuatu. Secara historis, bidang secara
alami berkembang dari serangkaian hasil poin ke seperangkat teknik untuk
serangkaian fakta, abstraksi umum, metode, dan teori. Di faktanya, agar suatu
bidang menjadi kumulatif, harus ada pemadatan pengetahuan dengan mengolah
hasilnya menjadi metode dan teori; jika tidak, bidang tersebut menjadi faddriven dan
sekumpulan hasil lemah yang hampir tidak dapat dicapai. Yang paling metode dan
teori yang berguna adalah teori generatif: dari beberapa analisis tugas mungkin
untuk menghitung beberapa properti berwawasan yang membatasi ruang desain
sebuah sistem. Dalam rumus: analisis tugas, perkiraan, dan perhitungan. Sebagai
contoh, kita dapat memperkirakan bahwa jika sistem grafis tidak dapat memperbarui
tampilan lebih cepat dari 10 kali / detik maka ilusi animasi akan mulai rusak. Kendala
ini bekerja mundur memiliki implikasi arsitektur untuk cara menjamin diperlukan
tingkat tampilan di bawah beban komputasi variabel. Itu bisa dirancang melawan.

Selain itu saya membaca beberapa paper mengenai strategi interaksi-manusia
komputer. Berikut terlampir dibawah berkas!
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2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?
Berikut perkembangan sejarah interaksi manusia dan komputer:

a)

b)

d)

f)

Tahun 1950-an

Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch panel).
Ditahun ini,mesin sangat sulit digunakan dan tidak praktis di karenakan mesin
komputer sangat mahal dan besar.

Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,FORTRAN)
dengan perkembangan penggunaan teknologi ini secara cepat dan
mengagumkan ke berbagai penjuru kehidupan (pendidikan, perdagangan,
pertahanan, perusahaan,dll) dan mempengaruhi perancangan sistem.

Tahun 1970-1990-an

Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface).
Antarmuka pada level intruksi para peneliti akademis mengatakan suatu
rancangan sistem yang berorientasi kepada pemakai yang memperhatikan
kapabilitas dan kelemahan pemakai ataupun sistem (komputer) akan
memberikan kontribusi kepada interaksi manusia-komputer yang lebih baik.
Tahun 1980-an

Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI) atau
Interaksi Manusia dan Komputer. Antarmuka pada level dialog interaksi (ex.
GUI,Multimedia)

Tahun 1990-an

Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware)

Tahun 2000-an

Antarmuka berkembang dengan luas (ex.mobile device,interactive screen).

3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?
Pada dasarnya interaksi manusia dan komputer itu berkaitan dengan rangkaian
proses, kegiatan yang melibatkan manusia melalui perantara (komputer) dengan
interface dari sebuah sistem secara interaktif, hal ini bisa berupa penyampaian
informasi, penyelesaian tugas — tugas, dIl.
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1. RETROSPECTIVE

Human-computer interaction (HCI) is
the study of how people design, imple-
ment, and use interactive computer sys-
tems and how computers affect individ-
uals, organizations, and society. This
encompasses not only ease of use but
also new interaction techniques for sup-

then summarizes selected strategic di-
rections in human-computer interaction
research. Previous important reports on
HCI directions include the results of the
1991 [Sibert and Marchionini 1993] and
1994 [Strong 1994] NSF studies on HCI
in general, and the 1994 NSF study on
the World-Wide Web [Foley and Pitkow
1994].

porting user tasks, providing better ac-
cess to information, and creating more
powerful forms of communication. It in-
volves input and output devices and the
interaction techniques that use them;
how information is presented and re-
quested; how the computer’s actions are
controlled and monitored; all forms of
help, documentation, and training; the
tools used to design, build, test, and
evaluate user interfaces; and the pro-
cesses that developers follow when cre-
ating interfaces.

This report describes the historical
and intellectual foundations of HCI and

1.1 Importance of HCI

Users expect highly effective and easy-
to-learn interfaces and developers now
realize the crucial role the interface
plays. Surveys show that over 50% of
the design and programming effort on
projects is devoted to the user interface
portion [Myers and Rosson 1992]. The
human-computer interface is critical to
the success of products in the market-
place, as well as the safety, usefulness,
and pleasure of using computer-based
systems.

There is substantial empirical evi-
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Workshop on Strategic Directions in Computing Research, and was written by: Steve Bryson (NASA
Ames Research Center), Dick Bulterman (CWI), Tiziana Catarci (University of Rome), Wayne Citrin
(University of Colorado Boulder), Isabel Cruz (Tufts University, Co-Chair and Editor), Ephraim Glinert
(RPI), Jonathan Grudin (University of California Irvine), Jim Hollan (University of New Mexico, Editor,
Yannis Ioannidis (University of Wisconsin-Madison), Rob Jacob (Tufts University), Bonnie John
(Carnegie Mellon University), David Kurlander (Microsoft Research), Brad Myers (Carnegie Mellon
University, Co-Chair and Editor), Dan Olsen (Carnegie Mellon University), Randy Pausch (University
of Virginia), Stuart Shieber (Harvard University), Ben Shneiderman (University of Maryland College
Park), John Stasko (Georgia Tech), Gary Strong (NSF), and Kent Wittenburg (Bellcore).

Permission to make digital/hard copy of part or all of this work for personal or classroom use is granted
without fee provided that the copies are not made or distributed for profit or commercial advantage, the
copyright notice, the title of the publication, and its date appear, and notice is given that copying is by
permission of the ACM, Inc. To copy otherwise, to republish, to post on servers, or to redistribute to
lists, requires prior specific permission and/or a fee.

© 1996 ACM 0360-0300/96/1200-0794 $03.50

ACM Computing Surveys, Vol. 28, No. 4, December 1996



Human-Computer Interaction . 795
Key: s University Research
Industrial Research
1 Commercial Products
Direct Manipulation of Graphical Objects
- =
N N e e Sl
[ "-
| | | ] | | | | | | ]
| | | 1 | | | I | ! 1
1945 1955 1965 1975 1985 1995
Windows I
R R N R A N S S S NN NS S Tl
[ Tl
| | | | | | | ] | | |
| | | ] | | 1 1 | | |
1945 1955 1965 1975 1985 1995
HyperText
. -
ALY S s
i
| | | | | | | | | | |
| | | 1 | | | | | 1
1945 1955 1965 1975 1985 1995
Figure 1. Summary time lines for various technologies.

dence that employing the processes,
techniques, and tools developed by the
HCI community can dramatically de-
crease costs and increase productivity.
For example, one study [Karat 1990]
reported savings due to the use of us-
ability engineering [Nielsen 1993] of
$41,700 in a small application used by
23,000 marketing personnel, and
$6,800,000 for a large business applica-
tion used by 240,000 employees. Sav-
ings were attributed to decreased task
time, fewer errors, greatly reduced user
disruption, reduced burden on support
staff, elimination of training, and avoid-
ance of changes in software after re-
lease. Another analysis estimates the
mean benefit for finding each usability
problem at $19,300 [Mantei and Teorey
1988]. A usability analysis of a proposed
workstation saved a telephone company

$2 million per year in operating costs
[Gray et al. 1993]. A mathematical
model based on 11 studies suggests that
using software that has undergone thor-
ough usability engineering will save a
small project $39,000, a medium project
$613,000, and a large project $8,200,000
[Nielsen and Landauer 1993]. By esti-
mating all the costs associated with us-
ability engineering, another study found
that the benefits can be up to 5000
times the cost [Nielsen and Landauer
1993].

There are also well-known catastro-
phes that have resulted from not paying
enough attention to the human-com-
puter interface. For example, the com-
plicated user interface of the Aegis
tracking system was a contributing
cause to the erroneous downing of an
Iranian passenger plane, and the US
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Stark’s inability to cope with Iraqi Exo-
cet missiles was partly attributed to the
human-computer interface [Neumann
1991]. Problems with the interfaces of
military and commercial airplane cock-
pits have been named as a likely cause
for several crashes, including the Cali
crash of December, 1995 [Ladkin 1996].
Sometimes the implementation of the
user interface can be at fault. A number
of people died from radiation overdoses
partially as a result of faulty cursor-
handling code in the Therac-25 [Leve-
son and Turner 1993].

Effective user interfaces to complex
applications are indispensable. The rec-
ognition of their importance in other
disciplines is increasing and with it the
necessary interdisciplinary collaboration
needed to fully address many challenging
research problems. For example, for arti-
ficial intelligence technologies such as
agents, speech, and learning and adap-
tive systems, effective interfaces are fun-
damental to general acceptance. HCI
subdisciplines such as information visu-
alization and algorithm animation are
used in computational geometry, data-
bases, information retrieval, parallel
and distributed computation, electronic
commerce and digital libraries, and ed-
ucation. HCI requirements resulting
from multimedia, distributed comput-
ing, real-time graphics, multimodal in-
put and output, ubiquitous computing,
and other new interface technologies
shape the research problems currently
being investigated in disciplines such as
operating systems, databases, and net-
working. New programming languages
such as Java result from the need to
program new types of distributed inter-
faces on multiple platforms. As more
and more of software designers’ time
and code are devoted to the user inter-
face, software engineering must in-
crease its focus on HCI.

1.2 History

HCI research has been spectacularly
successful and has fundamentally
changed computing. Just one example is
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the ubiquitous graphical interface. An-
other example is that virtually all soft-
ware written today employs user inter-
face toolkits and interface builders.
Even the spectacular growth of the
World-Wide Web is a direct result of
HCI technology: applying hypertext
technology to browsers allows one to
traverse a link across the world with a
click of the mouse. It is interface im-
provements more than anything else
that triggered this explosive growth.

In this section we give a brief sum-
mary of the research that underlies a
few selected HCI advances. By “re-
search,” we mean exploratory work at
universities and government and indus-
trial research labs (such as Xerox
PARC) that is not directly related to
products. Figure 1 shows a summary
time line. Of course, deeper analysis
would reveal much interaction between
these three activity streams. For a more
complete history, see Myers [1996]. It is
important to appreciate that years of
research, typically government-funded,
are involved in creating and making
these technologies ready for widespread
use. The same will be true for the HCI
technologies that will provide the inter-
faces of tomorrow.

Direct manipulation of graphical ob-
jects. The now ubiquitous direct ma-
nipulation interface was first demon-
strated by Ivan Sutherland in Sketchpad
[Sutherland 1963]. This system was the
basis of his 1963 MIT Ph.D. thesis.
SketchPad supported manipulation of
objects using a light-pen, including
grabbing objects, moving them, chang-
ing size, and using constraints. It con-
tained the seeds of myriad important
interface ideas. The system was built at
Lincoln Labs with support from the Air
Force and NSF. William Newman’s Re-
action Handler [Newman 1968], created
at Imperial College, London (1966-67),
provided direct manipulation of graph-
ics and introduced “Light Handles,” a
form of graphical potentiometer, that was
probably the first “widget.” Another early
system was AMBIT/G (implemented at
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MIT’s Lincoln Labs, 1968, ARPA-funded).
It employed, among other interface tech-
niques, iconic representations, gesture
recognition, dynamic menus, selection
of icons by pointing, and moded and
mode-free styles of interaction. Smith
coined the term “icons” in his 1975
Stanford Ph.D. thesis on Pygmalion
[Smith 1977] (funded by ARPA and
NIMH) and Smith later popularized
icons as one of the chief designers of the
Xerox Star [Smith et al. 1982]. Many of
the interaction techniques popular in
direct manipulation interfaces, such as
how objects and text are selected,
opened, and manipulated, resulted from
research at Xerox PARC in the 1970s.
The concept of direct manipulation in-
terfaces for everyone was envisioned by
Alan Kay of Xerox PARC in a 1977
article about the Dynabook [Kay 1977].
The first commercial systems to make
extensive use of direct manipulation
were the Xerox Star (1981) [Smith et al.
1982], the Apple Lisa (1982) [Williams
1983], and Macintosh (1984) [Williams
1984]. Ben Shneiderman at the Univer-
sity of Maryland coined the term “direct
manipulation” in 1982, identified the
components, and gave psychological
foundations [Shneiderman 1983]. The
concept was elaborated by other re-
searchers (e.g., Hutchins et al. [1985]).

Windows. Multiple tiled windows
were demonstrated in Engelbart’s NLS
in 1968. Early research at Stanford on
systems such as COPILOT (1974)
[Swinehart 1974] and at MIT with the
EMACS text editor (1974) also demon-
strated tiled windows. Alan Kay pro-
posed the idea of overlapping windows
in his 1969 University of Utah Ph.D.
thesis [Kay 1969] and they first ap-
peared in his 1974 Smalltalk system
[Goldberg and Robson 1979] at Xerox
PARC, and soon after in the InterLisp
system [Teitelman 1979]. One of the
first commercial uses of windows was on
LMI and Symbolics Lisp Machines
(1979), which grew out of MIT AI Lab
projects. The main commercial systems
popularizing windows were the Xerox
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Star (1981), the Apple Lisa (1982), and
most importantly the Apple Macintosh
(1984). Microsoft’s original window
managers were tiled, but eventually
were overlapping. The X Window Sys-
tem, a current international standard,
was developed at MIT in 1984 [Scheifler
and Gettys 1986]. For a survey of win-
dow managers, see Myers [1988].

Hypertext. The idea for hypertext is
credited to Vannevar Bush’s famous
MEMEX idea from 1945 [Bush 1945],
but his idea of implementing this using
microfilm was never tried. Engelbart’s
NLS system [Engelbart and English
1968] at the Stanford Research Labora-
tories in 1965 made extensive use of
linking (funding from ARPA, NASA,
and Rome ADC). The “NLS Journal,”
one of the first online journals, included
full linking of articles. Ted Nelson
coined the term “hypertext” in 1965
[Nelson 1965]. The Hypertext Editing
System, jointly designed by Andy van
Dam, Ted Nelson, and two students at
Brown University (funding from IBM),
was distributed extensively [van Dam et
al. 1969]. The ZOG project (1977) from
CMU was another early hypertext sys-
tem, and was funded by ONR and
DARPA [Robertson et al. 1977]. Ben
Shneiderman’s Hyperties was the first
system where highlighted items in the
text could be clicked on to go to other
pages (1983, University of Maryland)
[Koved and Schneiderman 1986]. Hy-
perCard from Apple (1988) significantly
helped to bring the idea to a wide audi-
ence. There have been many other hy-
pertext systems through the years. The
spectacular growth of the World-Wide
Web is a direct result of Tim Berners-
Lee’s application of Hypertext as the
interface to mostly existing capabilities
of the Internet. This work was done in
1990 while he was at the government-
funded European Particle Physics Labo-
ratory (CERN).

UIMSs and toolkits. The first user

interface management system (UIMS)
was William Newman’s Reaction Han-
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dler [Newman 1968], created at Impe-
rial College, London (1966-67 with SRC
funding). Most of the early work took
place at universities (University of To-
ronto with Canadian government fund-
ing; George Washington University with
NASA, NSF, DOE, and NBS funding;
Brigham Young University with indus-
trial funding). The term UIMS was
coined by David Kasik at Boeing (1982)
[Kasik 1982]. Early window managers
such as Smalltalk (1974) and InterLisp,
both from Xerox PARC, came with a few
widgets, such as popup menus and
scrollbars. The Xerox Star (1981) was
the first commercial system to have a
large collection of widgets and to use
dialogue boxes. The Apple Macintosh
(1984) was the first to actively promote
its toolkit for use by other developers to
enforce a consistent interface. An early
C++ toolkit was InterViews [Linton
and Vlissides 1989], developed at Stan-
ford (1988, industrial funding). Much of
current research is now being per-
formed at universities, including Garnet
[Myers et al. 1990] and Amulet [Myers
et al. 1996] at CMU (ARPA funded),
MasterMind [Neches et al. 1993] at
Georgia Tech (ARPA-funded), and Art-
kit [Hudson and Smith 1996] at Georgia
Tech (funding from NSF and Intel).

There are, of course, many other ex-
amples of HCI research that should be
included in a complete history, includ-
ing work that led to drawing programs,
paint programs, animation systems,
text editing, spreadsheets, multimedia,
3D, virtual reality, interface builders,
event-driven architectures, usability en-
gineering, and a very long list of other
significant developments [Myers 1996].
Although our brief history here has had
to be selective, what we hope is clear is
that there are many years of productive
HCI research behind our current inter-
faces and that it has been research re-
sults that have led to the successful
interfaces of today.

For the future, HCI researchers are
developing interfaces that will greatly
facilitate interaction and make comput-
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ers useful to a wider population. These
technologies include: handwriting and
gesture recognition, speech and natural
language understanding, multiscale
zoomable interfaces, “intelligent agents”
to help users understand systems and
find information, end-user program-
ming systems so people can create and
tailor their own applications, and much,
much more. New methods and tools
promise to make the process of develop-
ing user interfaces significantly easier
but the challenges are many as we ex-
pand the modalities that interface de-
signers employ and as computing sys-
tems become an increasingly central
part of virtually every aspect of our
lives.

As HCI has matured as a discipline, a
set of principles emerged that are gen-
erally agreed upon and taught in
courses on HCI at the undergraduate
and graduate level (e.g., see Greenberg
[1996]). These principles should be
taught to every CS undergraduate,
since virtually all programmers will be
involved in designing and implementing
user interfaces during their careers.
These principles are described in other
publications, such as Hewett et al.
[1992], and include task analysis, user-
centered design, and evaluation meth-
ods.

1.3 Foundations of the Field

The intellectual foundations of HCI de-
rive from a variety of fields: computer
science, cognitive psychology, social
psychology, perceptual psychology, lin-
guistics, artificial intelligence, and an-
thropology. Decades of research in per-
ceptual and cognitive psychology were
distilled by pioneers in HCI, beginning
in the 1960s (e.g., Shackel [1969]), and
several workers have explored the rela-
tionship between these sciences and the
demands of design (e.g., Barnard [1991]
and Landauer [1991]).

One influential early effort was di-
rected at producing an “engineering
model of human performance” able to
make quantitative predictions that can
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contribute to design (the Model Human
Processor [Card et al. 1983]). Drawing
also on research into human problem
solving [Ernst and Newell 1969; Newell
and Simon 1972], this led to the GOMS
family of analysis techniques that make
quantitative predictions of skilled per-
formance. Extensions and refinements
of these models have continued to draw
on basic psychological theories [Olson
and Olson 1990]. In addition, the needs
of HCI have given rise to new psycho-
logical theories, for example, Polson and
Lewis’s theory of learning through ex-
ploration that predicts behavior in
walk-up-and-use interfaces and other
applications where exploration is the
norm [Polson and Lewis 1990].

Donald Norman and his colleagues
applied knowledge from the psychology
of perception, attention, memory, and
motor control to human-computer inter-
action and design in a series of influen-
tial papers and books (e.g., Norman
[1986, 1990]). The think-aloud protocol
technique [Ericsson and Simon 1984],
developed in cognitive psychology to as-
sist human problem-solving research
[Newell and Simon 1972], influenced
early HCI work and has become a valu-
able usability engineering method
[Nielsen 1993, p. 195]. Requirements-
setting for HCI uses techniques from
anthropology (e.g., ethnographic tech-
niques [Blomberg et al. 1993]). Evalua-
tion uses experimental techniques long
established in experimental psychology.
Social psychology contributes methods
for discourse analysis (e.g., Clark
[1985]), interviewing, and question-
naires. Using methods researched and
validated in other scientific fields allows
HCI to move quickly to robust valid
results that are applicable to the more
applied area of design.

The intellectual foundations of HCI
also include the development of object-
oriented programming. This style of
programming comes from early work on
Simula but was further developed and
refined in Smalltalk as a natural way to
implement user interfaces [Kay 1977].
Early HCI software work drew on com-
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piler theories such as the conceptual/
semantic/syntactic/lexical model and
parser technologies. Constraint systems
and solvers were developed to ease Ul
implementations ranging from Sketch-
Pad [Sutherland 1963] and ThingLab
[Borning 1981] to Amulet [Myers et al.
1996] and Artkit [Hudson and Smith
1996].

Current widely used interaction tech-
niques, such as how menus and scroll
bars work, have been refined through
years of research and experimentation.
We now know how to provide effective
control using the mouse and keyboard
for 2D interfaces.

2. PROSPECTIVE

Although we are encouraged by past
research success in HCI and excited by
the potential of current research, we
want to emphasize how central a strong
research effort is to future practical use
of computational and network technolo-
gies. For example, popular discussion of
the National Information Infrastructure
(NII) envisions the development of an
information marketplace that can en-
rich people’s economic, social, cultural,
and political lives. For such an informa-
tion marketplace or, in fact, many other
applications, to be successful requires
solutions to a series of significant re-
search issues that all revolve around
better understanding how to build effec-
tive human-centered systems. The fol-
lowing sections discuss selected strate-
gic themes, technology trends, and
opportunities to be addressed by HCI
research.

2.1 Strategic Themes

If one steps back from the details of
current HCI research a number of
themes are visible. Although we cannot
hope to do justice here to elaborating
these or a number of other themes that
arose in our workshop discussions, it is
clear that HCI research has now started
to crystallize as a critical discipline, in-
timately involved in virtually all uses of
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computer technologies, and decisive to
successful applications. Here we expand
on just a few themes.

2.1.1. Universal Access to Large and
Complex Distributed Information. As
the “global information infrastructure”
expands at unprecedented rates, there
are dramatic changes taking place in
the kind of people who access the avail-
able information and the types of infor-
mation involved. Virtually all entities
(from large corporations to individuals)
are engaged in activities that increas-
ingly involve accessing databases, and
their livelihood and/or competitiveness
depend heavily on the effectiveness and
efficiency of that access. As a result, the
potential user community of database
and other information systems is be-
coming startlingly large and rather non-
technical, with most users bound to re-
main permanent novices with respect to
many of the diverse information sources
they can access. It is therefore urgently
necessary and strategically critical to
develop user interfaces that require
minimal technical sophistication and
expertise by the users and support a
wide variety of information-
intensive tasks [Silberschatz and Stone-
braker et al 1996].

Information-access interfaces must of-
fer great flexibility on how queries are
expressed and how data are visualized;
they must be able to deal with several
new kinds of data, for example, multi-
media, free text, documents, the Web
itself, and they must permit several
new styles of interaction beyond the
typical, two-step query-specification/re-
sult-visualization loop, for example,
data browsing, filtering, and dynamic
and incremental querying. Fundamen-
tal research is required on visual query
languages, user-defined and constraint-
based visualizations, visual metaphors,
and generic and customizable inter-
faces. Advances seem most likely to
come from collaborations between the
HCI and database research communi-
ties.

Information-discovery interfaces must
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support a collaboration between hu-
mans and computers, for example, for
data mining. Because of our limited
memory and cognitive abilities, the
growing volume of available information
has increasingly forced us to delegate
the discovery process to computers,
greatly underemphasizing the key role
played by humans. Discovery should be
viewed as an interactive process in
which the system gives users the neces-
sary support to analyze terabytes of
data and users give the system the feed-
back necessary to better focus its
search. Fundamental issues for the fu-
ture include how best to array tasks
between people and computers, create
systems that adapt to different kinds of
users, and support the changing context
of tasks. Also, the system could suggest
appropriate discovery techniques de-
pending on data characteristics as well
as data visualizations, and help inte-
grate what are currently different tools
into a homogeneous environment (see
Brachman and Anand [1996] and Keim
[1995]).

2.1.2 Education and Lifelong Learn-
ing. Computationally assisted access to
information has important implications
for education and learning, as evidenced
in current discussions of “collaborato-
ries” and “virtual universities.” Educa-
tion is a domain that is fundamentally
intertwined with human-computer in-
teraction. HCI research includes both
the development and evaluation of new
educational technologies such as multi-
media systems, interactive simulations,
and computer-assisted instructional
materials. For example, consider dis-
tance-learning situations involving indi-
viduals far away from schools. What
types of learning environments, tools, and
media effectively deliver the knowledge
and understanding that these individuals
seek? Furthermore, what constitutes an
effective educational technology? Do
particular media or types of simulations
foster different types of learning? These
questions apply not only to K-12 and
college students, but also to adults
through lifelong learning. Virtually ev-
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ery current occupation involves workers
who encounter new technologies and re-
quire additional training. How can com-
puter-assisted instructional systems en-
gage individuals and help them to learn
new ideas? HCI research is crucial to
answering these important questions.

2.1.3 Electronic Commerce. Another
important theme revolves around the
increasing role of computation in our
economic life and highlights central
HCI issues that go beyond usability to
concerns with privacy, security, and
trust. Although currently there is much
hyperbole, as with most Internet tech-
nologies, over the next decade commer-
cialization of the Internet may mean
that digital commerce replaces much
traditional commerce [Margolis 1996].
The Internet makes possible services
that could potentially be quite adaptive
and responsive to consumer wishes.
Digital commerce may require dramatic
changes to internal processes as well as
the invention of new processes [Lynch
et al. 1996]. For digital commerce to be
successful, the technology surrounding
it will have to be affordable, widely
available, simple to use, and secure.
Interface issues are, of course, key.

2.1.4 End-User Programming. An im-
portant reason that the WWW has been
so successful is that everyone can create
his or her own page. With the advent of
WYSIWYG HTML page-editing tools, it
will be even easier. However, for “ac-
tive” pages that use forms, animations,
or computation, a professional program-
mer must write the required code in a
programming language like PERL or
Java. The situation is the same for the
desktop where applications are becom-
ing increasingly programmable (e.g., by
writing Visual Basic scripts for Mi-
crosoft Word), but only to those with
training in programming. Applying the
principles and methods of HCI to the
design of programming languages and
programming systems for end-users
should bring to everyone the ability to
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program Web pages and desktop appli-
cations.

End-user programming will be in-
creasingly important in the future. No
matter how successful interface design-
ers are, systems will still need to be
customized to the needs of particular
users. Although there will likely be ge-
neric structures, for example, in an
email filtering system, that can be
shared, such systems and agents will
always need to be tailored to meet per-
sonal requirements. The use of various
scripting languages to meet such needs
is widespread, but better interfaces and
understandings of end-user program-
ming are needed.

2.1.5 Information Visualization. This
area focuses on graphical mechanisms
designed to show the structure of infor-
mation and improve the cost structure
of access. Previous approaches have
studied novel visualizations for infor-
mation, such as the Information Visual-
izer [Card et al. 1991; Robertson et al.
1993], history-enriched digital objects
for displaying graphical abstractions of
interaction history [Hill and Hollan
1994], and dotplots for visualizing self-
similarity in millions of lines of text and
code [Church and Helfman 1993]. Other
approaches provide novel techniques for
displaying data, for example, dynamic
queries [Shneiderman et al. 1994], vi-
sual query languages [Cruz 1994],
zoomable interfaces for supporting mul-
tiscale interfaces [Bederson et al. 1996],
and lenses to provide alternative views
of information [Bier et al. 1993]. An-
other branch of research is studying
automatic selection of visualizations
based on properties of the data and the
user’s tasks (e.g., Mackinlay [1986] and
Roth et al. [1994]).

The importance of information visual-
ization will increase as people have ac-
cess to larger and more diverse sources
of information (e.g., digital libraries,
large databases), which are becoming
universally available with the WWW.
Visualizing the WWW itself and other
communication networks is also an im-
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portant aim of information visualization
systems (see, e.g., Catarci and Cruz
[1996]). The rich variety of information
may be handled by giving the users the
ability to tailor the visualization to a
particular application, to the size of the
data set, or to the device (e.g., 2D vs. 3D
capabilities, large vs. small screens).
Research challenges include making the
specification, exploration, and evolution
of visualizations interactive and accessi-
ble to a variety of users. Tools should be
designed that support a range of tailor-
ing capabilities, from specifying visual-
izations from scratch to minor adap-
tations of existing visualizations. Incor-
porating automatic generation of infor-
mation visualization with user-defined
approaches is another interesting open
problem, for example, when the user-
defined visualization 1is undercon-
strained.

One fundamental issue for informa-
tion visualization is how to characterize
the expressiveness of a visualization
and judge its adequacy to represent a
data set. For example, the “readability”
of a visualization of a graph may de-
pend on (often conflicting) aesthetic cri-
teria, such as the minimization of edge
crossings and of the area of the graph,
and the maximization of symmetries
[DiBattista et al. 1994]. For other types
of visualization, the criteria are quite ad
hoc. Therefore, more foundation work is
needed for establishing general princi-
ples (see, for example, European Work-
ing Group [1996]).

2.1.6 Computer-Mediated Communi-
cation. Examples of computer-mediated
communication range from work that
led to extraordinarily successful appli-
cations such as email to that involved in
newer forms of communication via com-
puters, such as real-time video and au-
dio interactions. Research in computer-
supported cooperative work (CSCW)
confronts complex issues associated
with integration of several technologies
(e.g., telephone, video, 3D graphics, ca-
ble, modem, fax, email), support for
multiperson activities (which have par-
ticularly difficult interface development

ACM Computing Surveys, Vol. 28, No. 4, December 1996

challenges), and issues of security, pri-
vacy, and trust.

The unpredicted shift of focus to the
Internet, intranets, and the World-Wide
Web has ended a period in which the
focus was on the interaction between an
individual and a computer system, with
relatively little attention to group and
organizational contexts. Computer-me-
diated human communication raises a
host of new interface issues. Additional
challenges arise in coordinating the ac-
tivities of computer-supported group
members, either by providing shared ac-
cess to common online resources and
letting people structure their work
around them, or by formally represent-
ing work processes to enable a system to
guide the work. The CSCW subcommu-
nity of human-computer interaction has
grown rapidly, drawing from diverse
disciplines. Social theory and social sci-
ence, management studies, communica-
tion studies, and education are among
the relevant areas of knowledge and
expertise. Techniques drawn from these
areas, including ethnographic ap-
proaches to understanding group activ-
ity, have become important adjuncts to
more familiar usability methods.

Mounting demands for more function,
greater availability, and interoperabil-
ity affect requirements in all areas. For
example, the great increase in accessi-
ble information shifts the research
agenda toward more sophisticated infor-
mation retrieval techniques. Ap-
proaches to dealing with the new re-
quirements through formal or de facto
standards can determine where re-
search is pointless as well as where it is
useful. As traditional applications are
integrated into the Web, social aspects
of computing are extended.

2.2 Technological Trends

Again, the number and variety of trends
identified in our discussions outstrip
the space we have here for reporting.
One can see large general trends that
are moving the field, from concerns
about connectivity, as the networked
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world becomes a reality, to compatibil-
ity, as applications increasingly need to
run across different platforms and code
begins to move over networks as easily
as data, to issues of coordination, as we
understand the need to support multi-
person and organization activities. We
limit our discussion here to a few in-
stances of these general trends.

2.2.1 Computational Devices and
Ubiquitous Computing. One of the most
notable trends in computing is the in-
crease in the variety of computational
devices with which users interact. In
addition to workstations and desktop
personal computers, users are faced
with (to mention only a few) laptops,
PDAs, and LiveBoards [Elrod et al.
1994]. In the near future, Internet tele-
phony will be universally available, and
the much-heralded Internet appliance
may allow interactions through the us-
er’s television and local cable connec-
tion. In the more distant future, wear-
able devices may become more widely
available. All these technologies have
been considered under the heading
“ubiquitous computing” [Weiser 1993]
because they involve using computers
everywhere, not just on desks.

The introduction of such devices pre-
sents a number of challenges to the
discipline of HCI. First, there is the
tension between the design of interfaces
appropriate to the device in question
and the need to offer a uniform inter-
face for an application across a range of
devices. The computational devices dif-
fer greatly, most notably in the sizes
and resolutions of displays but also in
the available input devices, the stance
of the user (is the user standing, sitting
at a desk, or on a couch?), the physical
support of the device (is the device sit-
ting on a desk, mounted on a wall, or
held by the user, and is the device im-
mediately in front of the user or across
the room?), and the social context of the
device’s use (is the device meant to be
used in a private office, a meeting room,
a busy street, or a living room?). On the
other hand, applications offered across
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a number of devices need to offer uni-
form interfaces, both so that users can
quickly learn to use a familiar applica-
tion on new devices and so that a given
application can retain its identity and
recognizability, regardless of the device
on which it is operating.

Development of systems meeting
these requirements will involve user
testing and research into design of dis-
plays and input devices, as well as into
design of effective interfaces, but some
systems have already begun to address
these problems. Some browsers for the
World-Wide Web attempt to offer inter-
faces that are appropriate to the devices
on which they run and yet offer some
uniformity. At times this can be diffi-
cult. For example, the frames feature of
HTML causes a browser to attempt to
divide up a user’s display without any
knowledge of the characteristics of that
display. Although building applications
that adapt their interfaces to the char-
acteristics of the device on which they
are running is one potential direction of
research in this area, perhaps a more
promising one is to separate the inter-
face from the application and give the
responsibility of maintaining the inter-
face to the device itself. A standard set
of protocols would allow the application
to negotiate the setup of an interface
and later to interact with that interface
and, indirectly, with the user. Such
multimodal architectures could address
the problems of generating an appropri-
ate interface as well as providing better
support for users with specific disabili-
ties. The architectures could also be dis-
tributed, and the building blocks of
forthcoming distributed applications
could become accessible from assorted
computational devices.

2.2.2 Speed, Size, and Bandwidth.
The rate of increase of processor speed
and storage (transistor density of semi-
conductor chips doubles roughly every
18 months, according to Moore’s law)
suggests a bright future for interactive
technologies. An important constraint
on utilizing the full power afforded by
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these technological advances, however,
may be network bandwidth. Given the
overwhelming trends towards global
networked computing, and even the net-
work as computer, the implications of
limited bandwidth deserves careful
scrutiny. The bottleneck is the “last
mile” connecting the Internet to individ-
ual homes and small offices [Bell and
Gemmell 1996]. Individuals who do not
get access through large employers may
be stuck at roughly the present band-
width rate (28,800 kilobits per second)
at least until the turn of the century.
The rate needed for delivery of televi-
sion-quality video, one of the promises
of the National Information Infrastruc-
ture, is 4-6 megabits, many times that
amount. What are the implications for
strategic HCI research of potentially
massive local processing power together
with limited bandwidth?

Increases in processor speed and
memory suggest that if the information
can be collected and cached from the
network and/or local sources, local in-
teractive techniques based on signal
processing and work context could be
utilized to the fullest. With advances in
speech and video processing, interfaces
that actively watch, listen, catalogue,
and assist become possible. With in-
creased CPU speed we might design in-
teractive techniques based on work con-
text rather than isolated event
handling. Fast event dispatch becomes
less important than helpful action.
Tools might pursue multiple redundant
paths, leaving the user to choose and
approve rather than manually specify.
We can afford to “waste” time and space
on indexing information and tasks that
may never be used, solely for the pur-
pose of optimizing user effort. With in-
creased storage capacity it becomes po-
tentially possible to store every piece of
interactive information that a user or
even a virtual community ever sees. The
processes of sifting, sorting, finding,
and arranging increase in importance
relative to the editing and browsing
that characterizes today’s interfaces.
When it is physically possible to store
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every paper, email, voice-mail, and
phone conversation in a user’s working
life, the question arises of how to pro-
vide effective access.

2.2.3 Speech, Handwriting, Natural
Language, and Other Modalities. The
use of speech will increase the need to
allow user-centered presentation of in-
formation. Where the form and mode of
the output generated by computer-
based systems are currently defined by
the system designer, a new trend may
be to increasingly allow the user to de-
termine the way in which the computer
will interact and to support multiple
modalities at the same time. For in-
stance, the user may determine that in
a given situation, textual natural lan-
guage output is preferred to speech, or
that pictures may be more appropriate
than words. These distinctions will be
made dynamically, based on the abili-
ties of the user or the limitations of the
presentation environment. As the com-
puting environment used to present
data becomes distinct from the environ-
ment used to create or store informa-
tion, interface systems will need to sup-
port information adaptation as a
fundamental property of information
delivery.

2.2.4 3D and Virtual Reality. Another
trend is the migration from two-dimen-
sional presentation space (or 2V%-dimen-
sional space, in the case of overlapping
windows) to three-dimensional space.
The beginnings of this in terms of a
conventional presentation environment
is the definition of the Virtual Reality
Modeling Language (VRML). Other evi-
dences are the use of integrated three-
dimensional input and output control in
virtual reality systems. The notions of
selecting and interacting with informa-
tion will need to be revised, and tech-
niques for navigation through informa-
tion spaces will need to be radically
altered from the present page-based
models. Three-dimensional technologies
offer significant opportunities for hu-
man-computer interfaces. Application



Human-Computer Interaction .

areas that may benefit from three-
dimensional interfaces include training
and simulation, as well as interactive
exploration of complex data environ-
ments.

A central aspect of three-dimensional
interfaces is “near-real-time” interactiv-
ity, the ability for the system to respond
quickly enough that the effect of direct
manipulation is achieved. Near-real-
time interactivity implies strong perfor-
mance demands that touch on all as-
pects of an application, from data
management through computation to
graphical rendering. Designing interfaces
and applications to meet these demands
in an application-independent manner
presents a major challenge to the HCI
community. Maintaining the required
performance in the context of an unpre-
dictable user-configured environment im-
plies a “time-critical” capability, where
the system automatically gracefully de-
grades quality in order to maintain per-
formance. The design of general algo-
rithms for time-critical applications is a
new area and a significant challenge.

2.3 Design and Evaluation Methods

Design and evaluation methods have
evolved rapidly as the focus of human-
computer interaction has expanded.
Contributing to this are the versatility
of software and the downward price and
upward performance spiral, which con-
tinually extend the applications of soft-
ware. The challenges overshadow those
faced by designers using previous media
and assessment methods. Design and
evaluation for a monochrome, ASCII,
stand-alone PC was challenging, and
still does not routinely use more than
ad hoc methods and intuition. New
methods are needed to address the com-
plexities of multimedia design, of sup-
porting networked group activities, and
of responding to routine demands for
ever-faster turnaround times.

More rapid evaluation methods will
remain a focus, manifest in recent work
on cognitive walkthrough [Wharton et
al. 1994], heuristic evaluation [Nielsen
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1994], and other modifications of earlier
cognitive modeling (e.g., John and Kieras
[1997]) and wusability engineering ap-
proaches. Methods to deal with the
greater complexity of assessing use in
group settings are moving from research
into the mainstream. Ethnographic obser-
vation, participatory design, and scenar-
io-based design are being streamlined
[Schuler and Namioka 1993]. Contextual
inquiry and design is an example of a
method intended to quickly obtain a rich
understanding of an activity and transfer
that understanding to all design team
members [Holtzblatt and Jones 1993].

As well as developing and refining the
procedures of design and evaluation
methods, we need to understand the
conditions under which they work. Are
some better for individual tasks, some
excellent for supporting groupware? Are
some useful very early in the conceptual
phase of design, others best when a
specific interface design has already
been detailed, and some restricted to
when a prototype is in existence? In
addition, for proven and promising tech-
niques to become widespread, they need
to be incorporated into the education of
UI designers. Undergraduate curricula
should require such courses for a subset
of their students; continuing education
courses need to be developed to address
the needs of practicing designers.

2.4 Tools

All the forms of computer-human inter-
action discussed here will need to be
supported by appropriate tools. The in-
terfaces of the future will use multiple
modalities for input and output (speech
and other sounds, gestures, handwrit-
ing, animation, and video) and multiple
screen sizes (from tiny to huge), and
have an “intelligent” component (“wiz-
ards” or “agents” to adapt the interface
to the different wishes and needs of the
various users). The tools used to con-
struct these interfaces will have to be
substantially different from those of to-
day. Whereas most of today’s tools well
support widgets such as menus and dia-
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logue boxes, these will be a tiny fraction
of the interfaces of the future. Instead,
the tools will need to access and control
in some standard way the main applica-
tion data structures and internals, so
the speech system and agents can know
what the user is talking about and do-
ing. If the user says “delete the red
truck,” the speech system needs access
to the objects to see which one is to be
deleted. Otherwise, each application
will have to deal with its own speech
interpretation, which is wundesirable.
Furthermore, an agent might notice
that this is the third red truck that was
deleted, and propose to delete the rest.
If confirmed, the agent will need to be
able to find the rest of the trucks that
meet the criteria. Increasingly, future
user interfaces will be built around
standardized data structures or “knowl-
edge bases” to make these facilities
available without requiring each appli-
cation to rebuild them.

In addition, tools of the future should
incorporate the design and evaluation
methods discussed in Section 2.3. These
procedures should be supported by the
system-building tools themselves. This
would make the evaluation of ideas ex-
tremely easy for designers, allowing
ubiquitous evaluation to become a rou-
tine aspect of system design.

3. CONCLUSIONS

Although some areas of computer sci-
ence are maturing and perhaps no
longer have the excitement they once
did, the current generally felt concern
with developing human-centered sys-
tems, that is, those that more effectively
support people in accomplishing their
tasks, is bringing HCI to the center of
computer science. We have never had
more interest, positive publicity, and
recognition of the importance of the
area. And it is warranted. We now have
a solid foundation of principles and re-
sults to teach in courses and from which
to base today’s user interface design
and tomorrow’s research. As computing
systems become increasingly central to
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our society, HCI research will continue
to grow in importance. The field can
expect a stream of rapidly changing
technological developments, challenges
associated with integrating research
from multiple disciplines, and crucially
important problems to address. We look
forward to many exciting new HCI re-
search results in the future as well as
the benefits associated with their appli-
cation.

REFERENCES

BARNARD, P. 1991. The contributions of applied
cognitive psychology to the study of human-
computer interaction. In Human Factors for
Informatics Usability, B. Shackel, and S.
Richardson, Eds., Cambridge University
Press, New York, 151-182.

BEDERSON, B., HOLLAN, J., PERLIN, K., MEYER, J.,
Bacon, D., AND FurNas, G.  1996. Pad++: A
zoomable graphical sketchpad for exploring
alternate interface physics. J. Visual Lang.
Comput. 7, 3-31.

BELL, G. AND GEMMELL, J. 1996. On ramp pros-
pects for the information superhighway
dream. Commun. ACM 39, 7 (July), 55-61.

BIER, E. A., STONE, M. C., PIER, K., BUXTON, W,
AND DrRosg, T. D. 1993. Toolglass and
Magic lenses: The see-through interface. SIG-
GRAPH Comput. Graph. Proc., 73—80.

BLOMBERG, J., GiacoMml, J., MOSHER, A., AND SWEN-
TON-WALL, P. 1993. Ethnographic field
methods and their relation to design. In Par-
ticipatory Design: Principles and Practices, D.
Schuler and A. Namioka Eds., Lawrence Er-
lbaum Associates, Hillsdale, NJ, 123-155.

BoORNING, A. 1981. The programming language
aspects of ThingLab, a constraint-oriented
simulation laboratory. ACM Trans. Program.
Lang. and Syst. 3, 4 (Oct.), 353-387.

BracHMAN, R. J. AND ANAND, T. 1996. The pro-
cess of knowledge discovery in databases. In
Advances in Knowledge Discovery and Data
Mining, U. M. Fayad, G. Piatetsky-Shapiro,
P. Smyth, and R. Uthurusamy, Eds., AAAI
Press, 37-57.

BusH, V. 1945. As we may think. The Atlantic
Monthly 176 (July), 101-108.

Carp, S. K., MoraN, T. P, AND NEWELL, A. 1983.
The Psychology of Human-Computer Interac-
tion. Lawrence Erlbaum Associates, Hillsdale,
NJ.

CARD, S. K., ROBERTSON, G. G., AND MACKINLAY, J.
D. 1991. The information visualizer, infor-
mation workspace. In Proceedings of the ACM

Conference on Computer Human Interaction,
CHI'91, 181-188.



Human-Computer Interaction .

Cartarcl, T. AND Cruz, I. F., Eps. 1996. Special
issue on information visualization. ACM Sig-
mod Rec. 25, 4.

CHURCH, K. W. AND HerLrFmaN, J. 1. 1993.
Dotplot: A program for exploring self-similar-
ity in millions of lines of text and code.
J. Comput. Graph. Stat. 2, 1563-174.

CLARK, H. H. 1985. Language use and language
users. In The Handbook of Social Psychology,
(8rd ed.). G. Lindzey & E. Aronson (Eds.),
Knopf, New York.

Cruz, . F. 1994. User-defined visual query lan-
guages. In Proceedings of the IEEE Tenth
International Symposium on Visual Lan-
guages (VL ’94) (St. Louis, Oct.), 224-231.

DiBatrTisTA, G., EADES, P., TAMASsiA, R., AND
Toruis, I. G. 1994. Algorithms for drawing
graphs: An annotated bibliography. Comput.
Geom. Theory Appl. 4, 5, 235-282.

ELrROD, S., BrRUCE, R., GoLD, R., GOLDBERG, D.,
HavAsz, F., JANSSEN, W., LEE, D., McCALL, K.,
PEDERSEN, E., PiER, K., TANG, J., AND WELCH,
B. 1992. Liveboard: A large interactive dis-
play supporting group meetings, presenta-
tions and remote collaboration. In Proceedings
of the Conference on Computer Human Inter-
action, CHI’'94 (May), 599-607.

ENGELBART, D. AND ENGLISH, W. 1968. A re-
search center for augmenting human intel-
lect. Reprinted in ACM SIGGRAPH Video Re-
view, 1994. 106.

EricssoN, K. A. aAND SimoN, H. A. 1984.
Protocol Analysis: Verbal Reports as Data.
MIT Press, Cambridge, MA.

ErNnsT, G. W. AND NEWELL, A. 1969. GPS: A
Case Study in Generality and Problem-Solv-
ing. Academic Press, New York.

EuropEaN  (ESPRIT) WORKING GROUP 1996.
FADIVA, foundations of advanced 3D informa-
tion visualization. http://www-cui.darmstadt.
gmd.de:80/visit/Activities/Fadiva/.

FoLEY, J. AND PiTkOwW, J., EDS. 1994. Research
priorities for the World-Wide Web. October
31. http://www.cc.gatech.edu/gvu/nsf-ws/
report/Report.html.

GOLDBERG, A. AND RoBSON, D. 1979. A meta-
phor for user interface design. In Proceedings
of the 12th Hawaii International Conference
on System Sciences, 148-157.

Gray, W. D., Joun, B. E., AND ATwooD, M.
E. 1993. Project Ernestine: Validating a
GOMS analysis for predicting and explaining
real-world task performance. Hum. Comput.
Interaction 8, 237-309.

GREENBERG, S. 1996. Teaching human com-
puter interaction to programmers. ACM Inter-
actions 3, 4 (July), 62-76.

HEweTT, T. T. ET AL., EDS. 1992. ACM SIGCHI
Curricula for Human-Computer Interaction.
ACM Press, New York.

HiLL, W. AND HoLLAN, J. D. 1994. History-en-

807

riched digital objects: Prototypes and policy.
Inf. Soc., 10, 139-145.

Hovr1zBLATT, K. AND JONES, S. 1993. Contextual
inquiry: A participatory technique for system
design. In Participatory Design: Principles
and Practices, A. Namioka and D. Schuler
Eds., Lawrence Erlbaum Associates. Hills-
dale, NdJ.

Hubson, S. E. anD SmiTH, I.  1996. Ultra-light-
weight constraints. In Proceedings of the ACM
Symposium on User Interface Software and
Technology, UIST’96, (Seattle, WA, Nov.
6-8), 147-155.

HurcHins, E. L., HOLLAN, J. D., AND NORMAN, D.
A. 1985. Direct manipulation interfaces.
Hum. Comput. Interaction 1, 311-338.

JoHN, B. E. anD KigEras, D. E. 1997. Using
GOMS for user interface design and evalua-
tion: Which technique? ACM Trans. Comput.
Hum. Interaction (to appear).

KaraT, C. M. 1990. Cost-benefit analysis of us-
ability engineering techniques. In Proceedings
of the Human Factors Society 34th Annual
Meeting (Orlando, FL, Oct.), Vol. 2, 839-843.

Kasik, D. J. 1982. A user interface manage-
ment system. Comput. Graph. 16, 3.

Kay, A. 1969. The reactive engine. Ph.D. The-
sis, Electrical Engineering and Computer Sci-
ence, University of Utah.

Kay, A. 1977. Personal dynamic media. IEEE
Comput. 10, 3, 31-42.

Keim, D. 1995. Visual support for query specifi-
cation and data mining. Ph.D. Thesis, Insti-
tute for Computer Science, Ludwig Maximil-
ians University, Munich, Germany.

KOVED, L. AND SHNEIDERMAN, B. 1986. Embedded
menus: Selecting items in context. Commun.
ACM 29, 4 (April), 312-318.

LADKIN, P. 1996. Inside risks forum. http://csrc.
ncsl.nist.gov//rskforum/risks18.010.

LANDAUER, T. 1991. Let’s get real: A position
paper on the role of cognitive psychology in
the design of humanly useful and usable sys-
tems. In Designing Interaction, J. Carroll,
Ed., Cambridge University Press, New York,
60-73.

LEVESON, N. G. AND TURNER, C. S. 1993. An
investigation of the Therac-25 accidents.
IEEE Comput. 26, 7 (July), 18—41.

LiNTON, M. A., VLISSIDES, J. M., ET AL. 1989.
Composing user interfaces with InterViews.
IEEE Comput. 22, 2, 8—22.

LyncH, D. C., DaniEL, C., AND LunbpQuisT, L.
1996. Digital Money: The New Era of Inter-
net Commerce. John Wiley and Sons, New
York.

MaAckINLAY, J. 1986. Automating the design of
graphical presentation of relational informa-
tion. ACM Trans. Graph. 5, 2 (April), 110—
141.

ACM Computing Surveys, Vol. 28, No. 4, December 1996



808 . B. Myers et al.

ManTEI, M. M. AND TEOREY, T. J. 1988. Cost/
benefit analysis for incorporating human fac-
tors in the software lifecycle. Commun. ACM
31, 4 (April) 428-439.

MarcoLis, B. 1996. Digital commerce: the fu-
ture of retailing. Direct Marketing 41, 6
(Jan.).

MyEers, B. A. 1988. A taxonomy of user inter-
faces for window managers. IEEE Comput.
Graph. Appl. 8 5, 65—84.

MyERs, B. A. 1996. A quick history of human
computer interaction technology. Carnegie
Mellon University School of Computer Science
Tech. Rep. CMU-CS-96-163 and Human Com-
puter Interaction Institute Tech. Rep. CMU-
HCII-96-103, Nov.

MyERS, B. A. AND RossoN, M. B. 1992. Survey
on user interface programming. In Proceed-
ings SIGCHI’'92: Human Factors in Comput-
ing Systems (Monterey, CA, May 3-7), 195—
202.

MYERS, B. A., GIUSE, D. A., ET AL. 1990. Garnet:
Comprehensive support for graphical, highly-
interactive user interfaces. IEEE Comput. 23,
11, 71-85.

MyErs, B. A., MILLER, R. C., McDANIEL, R., AND
FERrRENCY, A. 1996. Easily adding anima-
tions to interfaces using constraints. In ACM
Symposium on User Interface Software and
Technology, UIST96, (Seattle, WA, Nov.
6-8), 119-128.

NECHES, R., FOLEY, J., SZEKELY, P., SUKAVIRIYA, P.,
Luo, P., Kovacevic, S., anp Hubpson, S.
1993. Knowledgeable development environ-
ments using shared design models. In Pro-
ceedings of the ACM SIGCHI 1993 Interna-
tional Workshop on Intelligent User Interfaces
(Orlando, FL, Jan.), 63-70.

NELsoN, T. 1965. A File Structure for the Com-
plex, the Changing, and the Indeterminate. In
Proceedings ACM National Conference, 84—
100.

NEUMANN, P. G. 1991. Inside risks: Putting on
your best interface. Commun. ACM 34, 3
(March), 138.

NEWELL, A. AND SimoN, H. A. 1972. Human
Problem Solving. Prentice-Hall, Englewood
Cliffs, NJ.

NEwMAN, W. M. 1968. A system for interactive
graphical programming. In Proceedings of the
AFIPS Spring Joint Computer Conference.

NIELSEN, J. 1993. Usability Engineering, Aca-
demic Press, Boston.

NIELSEN, J. 1994. Heuristic evaluation. In Us-
ability Inspection Methods, J. Nielsen and R.
L. Mack, Eds., John Wiley & Sons, New York,
25-62.

NIELSEN, J. AND LANDAUER, T. K. 1993. A math-
ematical model of the finding of usability
problems. In Proceedings INTERCHI’93: Hu-

ACM Computing Surveys, Vol. 28, No. 4, December 1996

man Factors in Computing Systems (Amster-
dam, The Netherlands, April), 206-213.

NorMAN, D. A. 1986. Cognitive engineering. In
User Centered System Design, D. A. Norman
and S. W. Draper, Eds., Lawrence Erlbaum
Associates, Hillsdale, NJ.

NorMaAN, D. A. 1990. The Design of Everyday
Things. Doubleday Currency, New York.

OLSON, J. AND OLSON, G. 1990. The growth of
cognitive modeling in human-computer inter-
action since GOMS. Hum. Comput. Interac-
tion 5, 221-265.

PoLson, P. AND Lewis, C. 1990. Theory-based
design for easily learned interfaces. Hum.
Comput. Interaction 5, 191-220.

ROBERTSON, G. G., CARD, S. K., AND MACKINLAY, J.
D. 1993. Information visualization using
3D Interactive Visualization. Commun. ACM,
26, 4 (April), 56-71.

ROBERTSON, G., NEWELL, A., ET AL. 1977. ZOG:
A man-machine communication philosophy.
Carnegie Mellon University Tech. Rep.

RotH, S. F., KOLOJEJCHICK, J., MATTIS, J., AND
GOLDSTEIN, J. 1994. Interactive graphic de-
sign using automatic presentation knowledge.
In ACM Proceedings Human Factors in Com-
puting Systems, CHI’94, 112-117.

SCHEIFLER, R. W. AND GETTYS, J. 1986. The X
Window System. ACM Trans. Graph. 5, 2,
79-109.

SCHULER, D. AND NaMmioka, A., Ebps. 1993.
Participatory Design: Principles and Prac-
tices. Lawrence Erlbaum Associates, Hills-
dale, NJ.

SHACKEL, B. 1969. Man-computer interaction—
the contribution of the human sciences. Ergo-
nomics 12, 4, 485—499.

SHNEIDERMAN, B. 1983. Direct manipulation: A
step beyond programming languages. IEEE
Comput. 16, 8, 57-69.

SHNEIDERMAN, B. 1994. Dynamic queries for vi-
sual information seeking. IEEE Softw. 11, 6,
70-717.

SIBERT, J. AND MARCHIONINI, G. 1993. Human-
computer interaction research agendas. Be-
hav. Inf. Tech. 12, 2 (March—April), 67-135.

SILBERSCHATZ, A., STONEBRAKER, M., AND ULLMAN,
J., EDs. 1996. Database research: Achieve-
ments and opportunities into the 21st cen-
tury. ACM Sigmod Rec. 25, 1, 52—63. http://
bunny.cs.uiuc.edu/sigmod/sigmod_record/
3-96/lagunita.ps.

SwmitH, D. C. 1977. Pygmalion: A Computer Pro-
gram to Model and Stimulate Creative
Thought. Birkhauser Verlag, Basel.

SmitH, D. C., HARSLEM, E., ET AL. 1982. The
Star user interface: An overview. In Proceed-
ings of the 1982 National Computer Confer-
ence, AFIPS.

STRONG, G. W. 1994. NSF Workshop on New



Human-Computer Interaction .

Directions in Human-Computer Interaction
Education, Research and Practice (Sept. 11).
http://www.sei.cmu.edu/arpa/hci/directions/
TitlePage.html.

SUTHERLAND, I. E. 1963. SketchPad: A man-ma-
chine graphical communication system. In
Proceedings of the AFIPS Spring Joint Com-
puter Conference.

SWINEHART, D. C. 1974. Copilot: A multiple pro-
cess approach to interactive programming
systems. Computer Science Department,
Stanford University.

TEITELMAN, W. 1979. A display oriented pro-
grammer’s assistant. Int. J. Man-Mach. Stud.
11, 157-187.

VAN DaAM, A., CaArRMODY, S., Gross, T., NELSON,

809

T., aND Rice, D. 1969. A hypertext edit-
ing system for the /360. In Proceedings Con-
ference in Computer Graphics (University of
Illinois).

WEISER, M. 1993. Some computer science is-
sues in ubiquitous computing. Commun. ACM
36, 7 (July), 74-83.

WHARTON, C., RiEMAN, J., LEwIs, C., AND PoLsoN, P.
1994. The cognitive walkthrough method: A
practitioner’s guide. In Usability Inspection
Methods, J. Nielsen and R. L. Mack, Eds., John
Wiley & Sons, New York, 105-140.

Wirriams, G. 1983. The Lisa computer system.
Byte 8, 2, 33-50.

WiLLiams, G. 1984. The Apple Macintosh com-
puter. Byte 9, 2, 30-54.

ACM Computing Surveys, Vol. 28, No. 4, December 1996


https://www.researchgate.net/publication/282302518

Pertanyaan:

RIKA SEFTIANA -192420033

1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi

manusia dan computer?

2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?

3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?

Jawaban:

1. Strategi yang di butuhkan untuk pengembangan interaksi manusia dan

computer, yaitu sebagai berikut:

O

Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna
komputer.

Berbagi informasi yang berhubungan dengan karakteristik dialog.
Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal
yang disusun secara bersama — sama antara (calon) pengguna dan
perancang sistem.

Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses

prototipe yang telah di lakukan.

2. Sejarah perkembangan interaksi manusia dan komputer dimulai pada tahun

1700-an dan 1800-an. Akan tetapi barumenjadi sebuah teknologi pada tahun

1940-an dan 1950-an. Berikut perkembangan sejarah interaksi manusia dan

komputer:

O

(@)

Tahun 1950-an

Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch
panel). Ditahun ini,mesin sangat sulit digunakan dan tidak praktis di
karenakan mesin komputer sangat mahal dan besar.

Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,
FORTRAN) dengan perkembangan penggunaan teknologi ini secara
cepat dan mengagumkan ke berbagai penjuru kehidupan (pendidikan,
perdagangan, pertahanan, perusahaan,dll) dan mempengaruhi

perancangan sistem.



o Tahun 1970-1990-an
Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface).
Antarmuka pada level intruksi para peneliti akademis mengatakan suatu
rancangan sistem yang berorientasi kepada pemakai yang
memperhatikan kapabilitas dan kelemahan pemakai ataupun sistem
(komputer) akan memberikan kontribusi kepada interaksi manusia-
komputer yang lebih baik.

o Tahun 1980-an
Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI)
atau Interaksi Manusia dan Komputer. Antarmuka pada level dialog
interaksi (ex. GUI,Multimedia)

o Tahun 1990-an
Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware)

o Tahun 2000-an
Antarmuka berkembang dengan luas (ex.mobile device,interactive
screen).

3. Hubungan antara manusia, komputer dan interaksi dalam IMK itu sendiri
adalah serangkaian proses dialog serta kegiatan yang dilakukan oleh manusia
untuk berinteraksi dengan komputer secara interaktif untuk dapat
melaksanakan serta menyelesaikan tugas yang diinginkan.
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: 192420029

Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan
computer?

2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?
3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?
Jawaban

1.

Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna computer.

Berbagai informasi yang berhubungan dengan karakteristik dialog;

Penggunaan prototype yang berdasarkan pada spesifikasi dialog formal yang disusun
secara bersama-sama antara calon pengguna dan perancang system;

Teknik evaluasi yang digunakan untuk mengevaluasi hasil prototype yang telah
dilakukan.

. Sejarah interaksi manusia dan computer dimulai pada tahun 50-an ketika computer

pertama kali diperkenalkan secara komersial. Computer yang diperkenalkan ini sangat
sulit dipakai dan tidak praktis. Kemudian pada tahun 70-an mengalami perkembangan
penggunaan teknologi ini secara cepat dan mengagumkan ke berbagai penjuru kehidupan
(pendidikan, perdagangan, pertahanan, perusahaaan, dsb).

. Menurut pandangan saya bahwa inetraksi manusia dengan komputer sudah ada manusia

sebagai user yang melakukan interaksi atau yang melakukan input terhadap komputer
sedangkan komputer sebagai alat atau media yang melengkapi interaski yang nantinya
interaksi disebut sebagai proses dari kegiatan user melakukan input atau sebagainya ke
komputer.



Nama : Sapardi
Nim :192420026
Kelas : MTI Reg B

1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan
computer?

2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?

3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?

JAWABAN

1. Strategi yang di butuhkan untuk pengembangan IMK

e Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.

e Berbagi informasi yang berhubungan dengan karakteristik dialog.

e Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal yang disusun
secara bersama — sama antara (calon) pengguna dan perancang sistem.

e Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses prototipe yang telah di
lakukan.

2. Sejarah interaksi manusia dan komputer dimulai pada tahun 1700-an dan 1800-an. Akan
tetapi barumenjadi sebuah teknologi pada tahun 1940-an dan 1950-an. Berikut
perkembangan sejarah interaksi manusia dan komputer:

1. Tahun 1950-an

Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch panel). Ditahun
ini,mesin sangat sulit digunakan dan tidak praktis di karenakan mesin komputer sangat
mahal dan besar.

2. Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,FORTRAN) dengan
perkembangan penggunaan teknologi ini secara cepat dan mengagumkan ke berbagai
penjuru kehidupan (pendidikan, perdagangan, pertahanan, perusahaan,dll) dan
mempengaruhi perancangan sistem.

3. Tahun 1970-1990-an

Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface). Antarmuka pada
level intruksi para peneliti akademis mengatakan suatu rancangan sistem yang
berorientasi kepada pemakai yang memperhatikan kapabilitas dan kelemahan pemakai
ataupun sistem (komputer) akan memberikan kontribusi kepada interaksi manusia-
komputer yang lebih baik.

4. Tahun 1980-an

Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI) atau Interaksi
Manusia dan Komputer. Antarmuka pada level dialog interaksi (ex. GUI,Multimedia)



5. Tahun 1990-an
Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware).
6. Tahun 2000-an

Antarmuka berkembang dengan luas (ex.mobile device,interactive screen).

3.Hubungan antara manusia, komputer dan interaksi dalam IMK itu sendiri adalah serangkaian
proses dialog serta kegiatan yang dilakukan oleh manusia untuk berinteraksi dengan
komputer secara interaktif untuk dapat melaksanakan serta menyelesaikan tugas yang
diinginkan.

Soal dan Jawaban Tentang Bab Faktor Manusia
1. Kombinasi warna terbaik untuk latar belakang warna merah adalah
A. Biru, hitam, hijau
B. Kuning, putih, hitam
C. Putih, Biru, cyan
D. Merah, kuning, biru
2. Echotic pada memori penyaring manusia digunakan untuk menerima rangsangan berupa
A. Sentuhan
B. Penglihatan
C. Suara
D. Perasa

3. Kecepatan kinerja yang tinggi, tingkat kesalahan yang rendah dan kepuasan yang tinggi
dapat dihasilkan jika :

A. Pemakai masih pemula sehingga tidak keberatan menunggu untuk waktu yang lama
B. Selalu ada hiburan yag menarik perhatian pada setiap layer

C. Ada umpan balik yang jelas tentang kemajuan ke arah solusi

D. Pemakai sabar dan berlatar belakang budaya yang cenderung lamban

4. Sehubungan dengan motivasi bagi faktor-faktor manusia dalam perancangan, manakah
dari pernyataan-pernyataan berikut yang harus diperhatikan oleh perusahaan yang
mengembangkan sistem pengendali lalu lintas udara :

A. Biaya perlu ditekan agar rendah, meski kehandalan sedikit dikorbankan

B. Waktu pelatihan yang lama tidak menjadi masalah asal kinerja pemakai cepat dan
bebas kesalahan

C. Perancangan sistem sulit, perancangan harus membuat sistem transparan sehingga
pemakai mudah terserap dalam bidang bidang tugasnya

D. Kecepatan kinerja penting tetapi kesalaha operator di toleransi

5. Dari jenis pekerjaan mana yang memberikan beban paling besar pada tangan,
pergelangan tangan, jari jemari dan lengan?



A. memasukan data
B. pekerjaan interaktif
C. akuisisi data

D. pengolahan kata

. Dari jenis pekerjaan mana yang memberikan beban paling besar pada kognitif, persepsi
yang tinggi serta beban otot yang rendah?

A. memasukan data
B. pekerjaan interaktif
C. akuisisi data

D. pengolahan kata

. Dalam perancangan antar muka pemakai, apa yang dapat kita lakukan untuk
mengakomodasi expert frequent user?

A. Meningkatkan kepercayaan diri dengan memudahkan pemakai melakukan task
sederhana

B. Sering memberikan pertanyaan dan pesan-pesan berarti seperti “are you sure you
want to exit this program?”

C. Perlu melindungi pemakai dari kemungkinan kesalahan karena coba-coba menjelajah
sendiri

D. Menyediakan shortcuts, singkatan-singkatan,makro agar tugas dapat diselesaikan
dengan lebih cepat



Nama

: Sulistiyani

NIM : 182420044

1)

2)

3)

Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna computer.

a. Berbagai informasi yang berhubungan dengan karakteristik dialog;

b. Penggunaan prototype yang berdasarkan pada spesifikasi dialog formal yang disusun
secara bersama-sama antara calon pengguna dan perancang system;

c. Teknik evaluasi yang digunakan untuk mengevaluasi hasil prototype yang telah
dilakukan.

Sejarah interaksi manusia dan computer dimulai pada tahun 50-an ketika computer pertama
kali diperkenalkan secara komersial. Computer yang diperkenalkan ini sangat sulit dipakai
dan tidak praktis. Kemudian pada tahun 70-an mengalami perkembangan penggunaan
teknologi ini secara cepat dan mengagumkan ke berbagai penjuru kehidupan (pendidikan,
perdagangan, pertahanan, perusahaaan, dsb).

Menurut pandangan saya bahwa inetraksi manusia dengan komputer sudah ada manusia
sebagai user yang melakukan interaksi atau yang melakukan input terhadap komputer
sedangkan komputer sebagai alat atau media yang melengkapi interaski yang nantinya
interaksi disebut sebagai proses dari kegiatan user melakukan input atau sebagainya ke
komputer.



Nama: Ade saputra

Nim : 192420027

. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan

computer?
2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?
3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?
Jawaban

1. Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna computer.

Berbagai informasi yang berhubungan dengan karakteristik dialog;

Penggunaan prototype yang berdasarkan pada spesifikasi dialog formal yang disusun
secara bersama-sama antara calon pengguna dan perancang system;

Teknik evaluasi yang digunakan untuk mengevaluasi hasil prototype yang telah
dilakukan.

. Sejarah interaksi manusia dan computer dimulai pada tahun 50-an ketika computer

pertama kali diperkenalkan secara komersial. Computer yang diperkenalkan ini sangat
sulit dipakai dan tidak praktis. Kemudian pada tahun 70-an mengalami perkembangan
penggunaan teknologi ini secara cepat dan mengagumkan ke berbagai penjuru kehidupan
(pendidikan, perdagangan, pertahanan, perusahaaan, dsb).

. Menurut pandangan saya bahwa inetraksi manusia dengan komputer sudah ada manusia

sebagai user yang melakukan interaksi atau yang melakukan input terhadap komputer
sedangkan komputer sebagai alat atau media yang melengkapi interaski yang nantinya
interaksi disebut sebagai proses dari kegiatan user melakukan input atau sebagainya ke
komputer.



Bhagaskara/192420028
Human Komputer Interaction

1.Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan
komputer?

Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.

Berbagai informasi yang berhubungan dengan karakteristik dialog.

Penggunaan prototype yang berdasarkan pada spesifikasi dialog formal yang disusun
secara bersama-sama antara calon pengguna dan perancang system.

Teknik evaluasi yang digunakan untuk mengevaluasi hasil prototype yang telah dilakukan.

2.Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan komputer?

Komputer pertama kali diperkenalkan secara komersial pada tahun 50-an, mesin ini sangat
sulit dipakai dan tidak praktis. Disebabkan karena komputer merupakan mesin yang sangat
mahal dan besar, hanya dipakai di kalangan tertentu, misalnya para ilmuwan /ahli-ahli
teknik.

Komputer pribadi (PC) diperkenalkan padatahun 70-an, Dengan ini prkembangan
penggunaan teknologi ini secara cepat dan mengagumkan ke berbagai penjuru kehidupan
(pendidikan, perdagangan, pertahanan, perusahaan, dan sebagainya). Kemajuan-
kemajuan teknologi tersebut mempengaruhi juga rancangan sistem. Sistem rancangan
dituntut harus bisa memenuhi kebutuhan pemakai, sistem harus mempunyai kecocokan
dengan kebutuhan pemakai atau suatu sistem yang dirancang harus berorientasi kepada
pemakai. Pada awal tahun 70-an ini, juga mulai muncul isu teknik antarmuka pemakai (user
interface) yang diketahui sebagai Man-Machine Interaction (MMI) atau Interaksi Manusia-
Mesin.

Para peneliti akademis mengatakan suatu rancangan sistem yang berorientasi kepada
pemakai, yang memperhatikan kapabilitas dan kelemahan pemakai ataupun sistem
(komputer) akan memberi kontribusi kepada interaksi manusia-komputer yang lebih baik.
Maka pada pertengahan tahun 80-an diperkenalkan istilah Human-Computer Interaction
(HCI) atau Interaksi Manusia-Komputer

3.Jelaskan tentang hubungan manusia, komputer dan interaksi dalam IMK?

e Manusia
Manusia merupakan pengguna komputer atau sistem tersebut, dimana manusia sendiri
memiliki karakter dan perilaku yang berbeda beda dengan kebutuhannnya dalam
menggunakan komputer.

e Komputer
Komputer merupakan peralatan elekteronik yang terdiri dari perangkat keras dan
perangkat lunak yang digunakan oleh manusia untuk membantu kerjanya.

e Interface
Perantara manusia dan komputer berinteraksi melalui antar muka yang ada di dalam
sistem komputer yang memungkinkan manusia berhubungan dengan komputer.



1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi
manusia dan computer?

Strategi yang di butuhkan untuk pengembangan IMK

1. Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna
komputer.

2.  Berbagi informasi yang berhubungan dengan karakteristik dialog.

3. Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal
yang disusun secara bersama — sama antara (calon) pengguna dan perancang
sistem.

4. Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses
prototipe yang telah di lakukan.

2. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?

Hubungan antara manusia, komputer dan interaksi dalam IMK itu sendiri
adalah serangkaian proses dialog serta kegiatan yang dilakukan oleh manusia
untuk berinteraksi dengan komputer secara interaktif untuk dapat
melaksanakan serta menyelesaikan tugas yang diinginkan.

3. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?

Sejarah interaksi manusia dan komputer dimulai pada tahun 1700-an dan
1800-an. Akan tetapi barumenjadi sebuah teknologi pada tahun 1940-an dan
1950-an. Berikut perkembangan sejarah interaksi manusia dan komputer:

1. Tahun 1950-an

Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch panel).
Ditahun ini,mesin sangat sulit digunakan dan tidak praktis di karenakan mesin
komputer sangat mahal dan besar.

2. Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,FORTRAN)
dengan perkembangan penggunaan teknologi ini secara cepat dan
mengagumkan ke berbagai penjuru kehidupan (pendidikan, perdagangan,
pertahanan, perusahaan,dll) dan mempengaruhi perancangan sistem.

3. Tahun 1970-1990-an

Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface).
Antarmuka pada level intruksi para peneliti akademis mengatakan suatu
rancangan sistem yang berorientasi kepada pemakai yang memperhatikan
kapabilitas dan kelemahan pemakai ataupun sistem (komputer) akan
memberikan kontribusi kepada interaksi manusia-komputer yang lebih baik.



4.  Tahun 1980-an

Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI) atau
Interaksi Manusia dan Komputer. Antarmuka pada level dialog interaksi (ex.
GUI,Multimedia)

5. Tahun 1990-an

Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware)

6. Tahun 2000-an

Antarmuka berkembang dengan luas (ex.mobile device,interactive screen).



Quiz 04

Nama : Hendra Yada Putra
NIM : 192420034

Kelas : MTI Reguler B
Pertanyaan

1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan
computer?8

2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?1

3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?2

Jawaban
1. Strategi yang di butuhkan untuk pengembangan IMK

a) Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.

b) Berbagiinformasi yang berhubungan dengan karakteristik dialog.

c) Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal yang disusun
secara bersama — sama antara (calon) pengguna dan perancang sistem.

d) Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses prototipe yang telah di
lakukan.

2. Komputer diperkenalkan pertama kali secara komersial pada tahun 1950-an, dimana mesin
ini sangat sulit dipakai dan sangat tidak praktis. Karena waktu itu komputer merupakan
mesin yang sangat mahal dan besar, hanya dipakai dikalangan tertentu, misalnya para
ilmuwan atau ahli-ahli teknik. Pada tahun 1970-an dikenalkan PC (personal Computer)
dimana penggunaannya tumbuh pesat dan masuk ke bidang-bidan kehidupan manusia sperti
pendidikan, perdagangan, perusahaan, dan lainnya

Pertengahan tahun 1980-an mulai diperkenalkan istilah Human Computer Interaction (HCI)
dimana para akademisi mulai merancang sistem dengan orientasi pada user, Kemudian
berkembang lagi kesistem network ditahun 1990-an dan selanjutnya berkembang luas ke
mobile device dan interactive screen sejak tahun 2000 hingga saat ini.

3. Menjelaskan Hubungan antara manusia, komputer dan interaksi dalam IMK
Ketiga komponen tersebut merupakan serangkaian komponen yang saling berhubungan
dalam hal kegiatan yang dilakukan oleh manusia untuk berinteraksi dengan komputer secara
interaktif untuk dapat melaksanakan hasil yang diinginkan.



Nama : Muhammad Igbal Rizky Tanjung

Kelas : MTI Reg B 21

Soal :

1.

2.
3.

Jelaskkan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia
dan computer?

Sebutkan dan jelaskan tentang sejarah perkembngan manusia dan computer?
Jelaskan tentang hubungan manusia, computer dan interaksi dalam IMK?

Jawaban :

1.

- Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.
- Berbagi informasi yang berhubungan dengan karakteristik dialog.
- Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal yang disusun

secara bersama — sama antara (calon) pengguna dan perancang sistem.
- Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses prototipe yang
telah di lakukan.
Sejarah interaksi manusia dan komputer dimulai pada tahun 1700-an dan 1800-an.
Akan tetapi barumenjadi sebuah teknologi pada tahun 1940-an dan 1950-an. Berikut
perkembangan sejarah interaksi manusia dan komputer:

Tahun 1950-an

Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch panel).
Ditahun ini,mesin sangat sulit digunakan dan tidak praktis di karenakan mesin
komputer sangat mahal dan besar.

Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,FORTRAN)
dengan perkembangan penggunaan teknologi ini secara cepat dan
mengagumkan ke berbagai penjuru kehidupan (pendidikan, perdagangan,
pertahanan, perusahaan,dll) dan mempengaruhi perancangan sistem.

Tahun 1970-1990-an

Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface).
Antarmuka pada level intruksi para peneliti akademis mengatakan suatu
rancangan sistem yang berorientasi kepada pemakai yang memperhatikan
kapabilitas dan kelemahan pemakai ataupun sistem (komputer) akan
memberikan kontribusi kepada interaksi manusia-komputer yang lebih baik.
Tahun 1980-an

Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI) atau
Interaksi Manusia dan Komputer. Antarmuka pada level dialog interaksi (ex.
GUI,Multimedia)

Tahun 1990-an

Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware)
Tahun 2000-an

Antarmuka berkembang dengan luas (ex.mobile device,interactive screen)



3. Hubungan antara manusia, komputer dan interaksi dalam IMK itu sendiri adalah
serangkaian proses dialog serta kegiatan yang dilakukan oleh manusia untuk
berinteraksi dengan komputer secara interaktif untuk dapat melaksanakan serta
menyelesaikan tugas yang diinginkan.



QUIZ 4

Nama : M ICHSAN
NIM : 192420031
Kelas : MTI Reguler B

Silahkan jawab pertanyaan berikut ini

1. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer!

2. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?

3. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan
computer?

Jawaban :

1. Sejarah interaksi manusia dan komputer dimulai pada tahun 1700-an dan 1800-an. Akan
tetapi barumenjadi sebuah teknologi pada tahun 1940-an dan 1950-an. Berikut perkembangan

sejarah interaksi manusia dan komputer:

1. Tahun 1950-an

Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch panel). Ditahun
ini,mesin sangat sulit digunakan dan tidak praktis di karenakan mesin komputer sangat
mahal dan besar.

2. Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,FORTRAN) dengan
perkembangan penggunaan teknologi ini secara cepat dan mengagumkan ke berbagai
penjuru kehidupan (pendidikan, perdagangan, pertahanan, perusahaan,dll) dan
mempengaruhi perancangan sistem.

3. Tahun 1970-1990-an

Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface). Antarmuka pada
level intruksi para peneliti akademis mengatakan suatu rancangan sistem yang berorientasi
kepada pemakai yang memperhatikan kapabilitas dan kelemahan pemakai ataupun sistem
(komputer) akan memberikan kontribusi kepada interaksi manusia-komputer yang lebih
baik.

4. Tahun 1980-an



Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI) atau Interaksi Manusia
dan Komputer. Antarmuka pada level dialog interaksi (ex. GUI,Multimedia)

5. Tahun 1990-an
Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware)
6. Tahun 2000-an

Antarmuka berkembang dengan luas (ex.mobile device,interactive screen).

Hubungan antara manusia, komputer dan interaksi dalam IMK itu sendiri adalah
serangkaian proses dialog serta kegiatan yang dilakukan oleh manusia untuk berinteraksi
dengan komputer secara interaktif untuk dapat melaksanakan serta menyelesaikan tugas

yang diinginkan.

Strategi yang di butuhkan untuk pengembangan IMK

1. Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.

2. Berbagi informasi yang berhubungan dengan karakteristik dialog.

3. Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal yang disusun

secara bersama - sama antara (calon) pengguna dan perancang sistem.

4. Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses prototipe yang telah

di lakukan.



Nama : Muhammad Wahyudi
NIM : 192420023
Kelas : MTI Reguler B

Tulis jawaban anda di dalam format ms word, lalu kumpulkan sebelum due-date

1. Jelaskan tentang strategi yang dibutuhkan untuk pengembangan interaksi manusia dan
computer?
2. Sebutkan dan jelaskan tentang sejarah perkembangan manusia dan computer?

3. Jelaskan tentang hubungan manusia,komputer dan interaksi dalam IMK?

Note: Penting! Kemungkinan soal ini akan keluar waktu UAS
Jawaban :
1. Strategi yang di butuhkan untuk pengembangan IMK
1. Pengetahuan tentang mekanisme fungsi manusia sebagai pengguna komputer.

2. Berbagi informasi yang berhubungan dengan karakteristik dialog.

3. Pengguna prototipe yang di dasarkan pada spesifikasi diaolog formal yang disusun

secara bersama - sama antara (calon) pengguna dan perancang sistem.

4. Teknik evaluasi yang digunakan untuk mengevaluasi hasil proses prototipe yang telah

di lakukan.

2. Sejarah interaksi manusia dan komputer dimulai pada tahun 1700-an dan 1800-an. Akan
tetapi barumenjadi sebuah teknologi pada tahun 1940-an dan 1950-an. Berikut perkembangan

sejarah interaksi manusia dan komputer:
1. Tahun 1950-an
Di tahun ini antarmuka pada level hardware untuk teknik (ex.switch panel). Ditahun

ini,mesin sangat sulit digunakan dan tidak praktis di karenakan mesin komputer sangat
mahal dan besar.


https://elearning.binadarma.ac.id/mod/resource/view.php?id=77691

2. Tahun 1960-1970-an

Di tahun ini antarmuka pada level pemrograman (ex. COBOL,FORTRAN) dengan
perkembangan penggunaan teknologi ini secara cepat dan mengagumkan ke berbagai
penjuru kehidupan (pendidikan, perdagangan, pertahanan, perusahaan,dll) dan
mempengaruhi perancangan sistem.

3. Tahun 1970-1990-an

Ditahun ini mulai muncul isu teknik antarmuka pemakai (user interface). Antarmuka pada
level intruksi para peneliti akademis mengatakan suatu rancangan sistem yang berorientasi
kepada pemakai yang memperhatikan kapabilitas dan kelemahan pemakai ataupun sistem

(komputer) akan memberikan kontribusi kepada interaksi manusia-komputer yang lebih
baik.

4. Tahun 1980-an

Ditahun ini diperkenalkan istilah Human-Computer Interaction (HCI) atau Interaksi Manusia
dan Komputer. Antarmuka pada level dialog interaksi (ex. GUI,Multimedia)

5. Tahun 1990-an
Antarmuka pada level lingkungan kerja (ex. Sistem Network,Groupware)
6. Tahun 2000-an

Antarmuka berkembang dengan luas (ex.mobile device,interactive screen).

Hubungan antara manusia, komputer dan interaksi dalam IMK itu sendiri adalah
serangkaian proses dialog serta kegiatan yang dilakukan oleh manusia untuk berinteraksi
dengan komputer secara interaktif untuk dapat melaksanakan serta menyelesaikan tugas

yang diinginkan.
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