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Greenberg

Human Computer Interaction has grown in the 10 years. Therefore a course has been created for designers and programmers in technology. The course begins by understanding the design of everyday things and discusses the history of HCI. Next the students have the opportunity to evaluate how the user is using the technology. Users are to be involved in the design process. When designing without a user a system called the task-centered design allow developers to design and evaluate interfaces based on the users’ real-world tasks. Two high level cognitive models of human behavior that help them understand how people interact with machines. In HCI the design has guidelines and usability heuristics. Creativity and metaphors in the interface design and graphical screen design relates to the creativity and layout of the design. Lastly the designers need to make sure the program will work into the systems. 

Myers

The World Wide Web is a direct effect of HCI. The universities and corporate research labs are to thank for the knowledge gained over the years about HCI. If it wasn’t for government funding for the research the research could have never been completed. Direct manipulation of Graphical Object began with University research in 1960. The mouse was created and used through university research in 1965. Windows was created and used by university research in 1960. Text editing was used by university research in 1960. Hypertext was created and used in 1960 by university research. Lastly, gesture recognition began with corporate research about 1962. University research, corporate research, and commercial products are completing more research in regards to HCI.

Rogers   

HCI the main focus and how it is used in the design process. Manly new challenges are facing the field of HCI due to the rapid growth in technology. Mainstream information processing theories and models were to develop principles, methods, analytic tools, and prescriptive advice. Theories about human memory were used to determine the best set of icons or command names to use, given the limitation of the memory. Cognition is assumed to happen when a user carries out tasks. Explaining the capabilities and limitations of users, in terms of what they can and cannot do when performing computer-based tasks. Cognitive theory was first applied to HCI as informative, predictive, and prescriptive. The Ecological Approach refers to the interaction between the human and its environment. Activity Theory Approach refers to analyzing actions and interactions with artifacts within an historical and cultural context. External Cognition refers to the mismatch between the cognitive framework and the phenomena of interest. Distributed Cognition refers to the using groups to interact with each other. Situated Action refers to the human knowledge and the interaction as being bound with the world. Ethnomethodological approach refers to the detailed descriptions of work practices. Hybrid and Overarching Theoretical Approaches refers to the combining of other approaches a piece of other frameworks to create a design. Practitioners are interested inusing theory in their framework. HCI needs to determine new terms, metaphors, and other abstractions that are useful for articulating design concerns. Designers and researchers in the future need engage in more dialogue and design articulation    

Reflection

These articles helped me to think about the design of different technology tools. They helped me to think about how long the devices have been around, when studying and implementing the devices took places, and how the devices has helped the user. I think to know about HCI will help programmers but educators as well as they design lessons and use technology in their lessons. As a technology teacher I feel that it is important to not only know how to use the technology, but also when the technology was created and the purpose for that technology. The user friendly idea of technology was what I was getting from these articles.

Impact

These articles will help my unit because I will be thinking about the design of the lesson. I will be thinking about the ways HCI can help the students to more fully understand the technology part of the lesson. I would like to make sure the designers have created user-friendly websites when I use them. How are the children interacting with the computer/technology? Can the lesson use another website or need more explanation in order for the lesson to be a success? These were just some ideas that came to my head.  
