HCI in Society, Economy & Culture

Lawson

Society

Developments to human–computer interfaces reflect the growing importance and integration of computerised systems into everyday life.
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Example – Microwave Oven

A microwave oven is a common household appliance and yet its electronics and control mechanisms are both complex and delicate.

In order for an average householder to use the device safely, its user interface must be simple to understand and fit for purpose.

In order to achieve these objectives, the engineers have:

·  reduced the need for specialised knowledge (i.e. there’s no complex program code to learn before it can be used);

· simplified the inputmechanism (it’s a simple keypad with recognisable icons);

· simplified the outputmechanism (there’s a digital display with text and numbers that count down the timer for cooking and a beeper that sounds when the cooking has finished).

Together, these elements improve the device’s user friendliness.

Human–computer interfaces must also develop specialised facilities for those with disabilities (e.g. impaired vision or hearing).

Where environments are hostile or hazardous (e.g. construction sites, war zones) it may be necessary to reinforce the hardware to make it more durable. An alternative may be to use a remote control input method rather than risking direct human contact.

The demands of certain areas of society also push the development of human–computer interfaces even further.
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A common example of this is the improvement in ‘heads-up displays’ (HUD) as used in aircraft (and now appearing in cars, too). Although you may be more familiar with these from computer games, the HUD is a highly specialised form of human–computer interface they relays real-time flight data (e.g. bearing, speed, height etc.) to the pilot by projecting it onto a thin film of glass.

In this type of environment, data must be clearly displayed in an unambiguous fashion. It should be visible at various light-levels and be exceptionally user friendly.

Economy

Although you may not at first see a link between human–computer interfaces and the economy, it is pretty easy to identify some important connections. 

Ways of helping the economy include:
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Making each individual worker more productive in the workplace 

Reduce the complexity and quantity of data input.

Increase the individual’s speed of data input 

Increase automation of data entry (e.g. scanning bar codes and text, voice recognition etc.) 

Use telephone call-waiting systems to direct customers to the appropriate  department.

Have the customer do some of the work (online banking, entering their own

electricity/gas meter readings, scanning their own shopping at the

 supermarket etc.)
Make the individual’s working opportunities more flexible
Don’t limit working opportunities to the office!

Create human–computer interfaces and associated devices that facilitate working on the move or away from the office (e.g. at home!)

This could include:

·  Personal Data Assistants (PDAs)

·  Mobile cellular telephones

·  Remote access to company network

·  Email
With employers making remote access to work easier, it is becoming more difficult to draw the line between work and leisure time.

Culture

Demands on human–computer interface development also mirror the shifting trends in our culture. The ways in which people use computers has changed significantly in the last ten years: they have become mobile and ubiquitous (you seem to see them everywhere).
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Modern computer system usage includes mobile devices such as laptops, mobile cellular telephones, handheld gaming systems (e.g.Nintendo DS and Sony PSP) and MP3 players (e.g. Apple iPod). One common factor among all these types of device is that the human–computer interfaces they employ have had to become exceptionally efficient and user friendly in order to make them quick and easy to operate while moving.

For example, it should be easy to select an album on an MP3 player using only a few clicks and menu options; anything more complex would defeat the purpose of portable instant  entertainment.

Psychological and sociological impacts

Computer systems have changed; the accusation could be made that by

improving the human–computer interface they have become easier to use. And, if they’ve become easier to use, we have effectively reduced both the complexity of the task and the skills needed to perform it.

This is known as deskilling.

Deskilling is the loss of particular technical, practical or intellectual skills that a person (typically an employee) once had that are reduced in effectiveness through lack of use.

In terms of HCI, a common problem is users who are unfamiliar with a CLI having been

reliant on GUIs for such a long time. When a problem occurs that requires a CLI-style

solution, recalling such dormant skills can be difficult.
Other potential impacts on employees may include:

·  repetition – HCI has simplified input so employee interactions with the system seem to repeat;

·  boredom– this can be the result of working in a repetitious fashion; there’s no challenge;

·  frustration – leading from boredom; the employee will become fed up.

Exercise










Answer the following questions:

1 What do the following icons represent?
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2 What is a CLI?

3 What is a GUI?

4 Name two types of disability that HCI design should consider.
5 What is a HUD?

6 Name two ways HCI can make employees more productive in the workplace.

7 What is deskilling?

� EMBED PBrush  ���





� EMBED PBrush  ���





� EMBED PBrush  ���





� EMBED PBrush  ���





� EMBED PBrush  ���         � EMBED PBrush  ���








01aHCI-SocietyEconomyCulture

3

[image: image6.png]


_1425100925

_1425101951

_1425237003

_1425237554

_1425101797

_1425100761

