EMA435
AA\nAemidpaon Eicaywyn

AvOpwTtiou - YTOAOVYIOTN




Xpnoipeg MAnpowpopicg

ETo p&ONUA xpop& PoITNTEC OTO TPITO N TETAPTO £TOC
Tou TpApaToc NMANPOPOPIKAG

® Opyadvwon MadnuaTtocg
s AlxAéEeic: AeuTtépa Kal MEpmTn, 09:00 - 10:30

= dpovTioTAplo: NEunTn 08:00 - 09:00
" EpyQGTAPIO:

=1A: NépnTtn 16:30-18:00

=1B: N€punTtn 18:00-19:30

= YmeUOuvog EpyaoTtnpiou: Ap. Navvakng MuAwvace
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AIOXOKWYV

m AIdaokwv: Ap. Mapiocg Belk,

Eid1ko¢c EmoTApovac
®pagpeio: 211, KtApio OEEOL, NavemioTnuioUTTOAN
m HAeK. Taxudpouceio: belk@cs.ucy.ac.cy

m EpeuvnTtikn Nepioxn: HCI, Usable Security, User
Authentication, User Modeling, Adaptation,
Personalization, Intelligent User Interfaces.
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>TOX0I TOU MaOAuaTocg

®H Katavonon TNC onPaoiag Tou oXedIopoU
cUXPNOTWYV JIEMAPWV WC HEPOC TNC GXEDIAONG
EVOC OUCTANOTOC

®H KaTavonon Twv HEBOdwWV oXedIOMOU,
avanTuéng Kol a&loAdynonc SIEMAP WV

BH mOKTNON EUTTIEIPIKWY YVWOEWV HEOXK ATTO TIC
EPYATIEC
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A&ioAoynon

H a&loAdoynon oag O« yiveTal pe Tov €EAC TpoOTO:

AgioAdynan

ATopikég Epyaoieg 5%
EKMOVNON Kol TXPOUCicon 25%
OMOOIKNC EPYXTITC

Evdi&ueon EEETaon 25%
TeAiki} EEETaon 45%

H ekmovnon 0Awv TwV EPYXOIWV OTTWC KXI I GUMPETOXN OTNV
evdldpeon eEE€TaoN €ival UTTOXPEWTIKA. Z€ AVTIOETN MEPITMTWON
Ocv O EMITPAMEI GTOV POITNTA/TPIX VX MAPAKKOIoEI 6TNV TEAIKA
e€éTaon.
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A&ioAoynon

® Kol o1 800 €EETAOEIC TOU HAOAMOATOC O €ival BXOIOPEVEG OTO
UAIKO

" mTou 6 oulnTAoOUPE OTIC SIKAEEEIC
" OTO (PPOVTIOTHPIO
= gT0 BIBAio

" EmavaAnnTiKég evdiGpeoec eEeT&oelg dev B YiVOVTAI EKTOC
eEXIPETIKWYV TTEPITITWOEWV KXI X¢poU MXPOUCIXOETE
OIKXIOAOYNTIK& VIO TNV XMOUCIX OKC.
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Nepiexopevo MaOAuaToC

® Eicaywyn - Emiokonmnon Tou mediou
" H di1adikaoia Tne Zxediaong AAAnAsemidpaconc
= Epmelpia xpRotn
= EuxpnoTia - Baoikoi oTOX01 - PETPIKEG
®QeswpnTIKA Ospedimon Tne aAAnAemidpaonc
" Qewpiec, HOVTEAQ KOl EVVOIOAOYIKO TTAXIGIO
® KaTavonon XpnoTwv
* NOnon Kol YVWOTIK& JHOVTEAX
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Nepiexopevo MaOAuaToC

m M£O0d0I Kol pebodoAoyieg oxediaong TnG
dAANAETiIOpAONG
» KikAoc {wNC SIXOPAOTIKWV CUOTNHATWV
» KaTnyopieg Kol anmaiTAOEIC (requirements) XxpnoTwyv
" MMpopiA xpnotwv (user profiling)
= Av&Auon epyaciwv (task analysis)
= Yxediaon MNpwTtoTUNMwy
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Nepiexopevo MaOAuaToC

m AZioAOoynon d1XOPAOTIKWY CUCTANATWYV
» KaTnyopieg HEOOBOAOYIWV/TEXVIKWV KEIOAOYNONC KAI
MEAETEC TTEPIMTWONC

= Epymeipikég peBodol: ‘EAeyxoc suxpnoTiag (usability testing),
field studies, thinking aloud, co-discovery, etc.

= AVaAUTIKEC NEBODBOI: EmBeswpnoeig, heuristic evaluation,
cognitive walkthroughs, guideline checklists, etc.

= ANEeC (CUUTTANPWHATIKER) TEXVIKEG: EPWTNUATOANOYIX, logging,
eye tracking, etc.

mQépaTa MpooBacipoéTnTag (accessibility)
® EpeuvnTikég meploxég TNC AAAnAenmidpaong AvOpwrou
-YrroAoyIoTH
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BifAloypapic

m Alan Dix, Janet Finlay, Gregory Abowd, Russell Beale (2003).
Human-Computer Interaction. 3rd edition, Prentice Hall,
ISBN:0130461091.

m Alan Dix, Janet Finlay, Gregory Abowd, Russell Beale (2004)
EmKkoivwviax Avlpwmou-YmoAoyioTH amodoon E. TKayK&Tolou;
EMIOTNHOVIKA emMIpéAeIx, ABavaoiog MaviTo&png, lwavvng
Maupidng

®m Jennifer Preece, Yvonne Rogers, Helen Sharp, Interaction
Design: Beyond Human-Computer Interaction, John Wiley &
Sons, Fifth Edition, 2019.

Xelpepivo EE&unvo 2020 TuAua MANPOPOPIKAG 10



BifAloypapic

m Catherine Plaisant, Ben Shneiderman (2004). Designing the
User Interface: Strategies for Effective Human-Computer
Interaction. 3th edition, Addison-Wesley, ISBN: 0321197860.

® Donald Norman, (2001). The Design of Everyday Things. MIT
Press, London, ISBN:0-262-64037-6.

® Nik6Aaog ABoUpnc (2000). Elocaywyn oTnV €MIKOIVWVia
avOpwmou-ummoAoyioTh. Ekdooeic, AIAYAOZ, ISBN: 960-531-
098-8.

® EmAeypéva EpeuvnTik& ApOpa
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Elocaywyn

TiI vopileTe evvooUuE OTAV MIAGUE Yyia AANAnAemidpaon
AvOpwmou - YMOAOYIOTR;
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N opiOCOUME TI EiVAI TO EMOTNPOVIKO TEDIO TNC
XAANAETIdpaONC avOPWTTOU UTTOAOYIOTH.

Na mepIYyPAWOUHE TNV £vvoid TNC SIETIPAVEIAC
XPNOTN O0TN MEAETN TWV UTTOAOYIOTIKWY GUOTNHATWV.
N cul{nNTAOGOUME YIX TX VONTIK&X MOVTEAX TWV
XPNOTWV KXI T EVVOIOAOYIK& HOVTEAC TWV
OXEOIKOTWV.

N KAVOUME MIX IOTOPIKR avadpoudn oTnVv €EEAIEN
TWV UTTOAOYIOTWV KOXI TNV CUVAPEIX TTOU EIXE N
eEENIEN oTnNV XAANAETIdpAON AVOPWTTOU UTTOAOYIOTA.
Na opicoupe TI €ival euXpnoTiax AOYIOHIKOU.
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Eicaywyn og ‘Evvoleg

BaXGIKO QVTIKEIPMEVO

mEEENIEN TwV H/Y amd amA€C UTTOAOYIOTIKEG HNXAVEC OE
MTAVTAXoU MXPOVTA CUCTAHATX

m AAANAETTIOPOON TOU AVOPWTTOU PNE PNXAVEC

m Alemipaveia Xpnotn (user interface)

= To cUVOAO TWV OTOIXEIWV TOU UTTOAOYIOTIKOU CUOGTAMATOC ME TO
OMMoio 0 XPAOTNG EPXETAI OE EMAPN KX KAANAEMIS P&

" Eicodoc -£€000¢ (MANKTPOAOYIO, 000VN, YPAPIKE KVTIKEINEVA,
AXO! K&l TTANPOoPopiec mou ameuBUvovTal 6TO XPAOTN
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Opiopoc HCI

mH gmmiotnuovikn nteptoxn AAAnAenidpaonc AvBpwrou-
YrioAoyiotn (AAY) peleta tnv aAAnAenidpaon pacg pe
TOUG uTtoAoylotec. Me eudaon
" gTNV OVAAUGCN QTIALTNCEWVY,
" 10 oXeSLAOUO,
" QVATITUEN
" aéLoAoynon

B 5LadpaAOTIKWY UMTOAOYLOTIKWY cvotnpAatwy (interactive
computer systems), dnAadn cvoTnUATWY TTOU
aAAnAemibpolyv og peyalo BaOpo pe Touc XPnOTEC TOUC.
[ACM SIGCHI 1992].
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>UykAion EpeuvnTikwyv Mepioxwyv

Cognitive
Psychology

Computer
Science

Human-
Computer
Interaction

Artificial
Intelligence

Design

Ergonomics
and Human
Factors

Social &
Organisational
Psychology

Sociology
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EvvoioAoyikO MovTEAO ZXEDIKOTA VS

NonTikd MovTtéAo XpnoTn

® Desigh model: The
designer’'s conceptual
model, on which the
design of the system is
based

m User Model: The model
that the user develops
on the basis of
experience with the
system

m System Image: All
aspects of the system
that user experiences
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EvvoioAoyikO MovTEAO ZXEDIKOTA VS

NonTikd MovTtéAo XpnoTn

® [Moio vopileTe gival TO MPOBANMA?
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MovTéAo AAY

’ Use and Context \

U1 Social Organization and Work [Ij]ﬁ U3 Human-Machine Fit and Adaptation

U2 Application Areas

——— Human Computer N
C2 Dialogue C4 Computer
|Hf1 Hurrtl-an Techniques Graphics
nformation
—_—
Processing |_E Gam ﬁ
H2 Language, ; | - C3 Dialogue C5 Dialogue
Communication H3 C1 Input and Genre Architecture

and Interaction

Ergonomics  Qutput Devices - g §

D4 Example Systems

D3 Evaluation and Case Studies D2 Implementation
Technigques Techniques and Tools
D1 Design
Approaches
- Development Process o
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Aemipaveia XpRoTn

mIToIXeix TOU user interface:

" EvToAéC KA1 XEIPIGUOI TTOU 0 XPNOTNG TOU KXOE GUOTANATOC
MTTOPEl V& EKTEAEDEI

" Opy&vwaon TNG AKOAOUBIKC TWV EVEPYEIWV TOU XPNOTN KKI TWV
XMOKPICEWV TOU CUCTANATOC MOU ouvOETOUV TO dIGAOYO XPNOTN-
OUOTAMATOC

® 0 KaAOC oxediaopoc Tne diemagpng (user interface)
amoTeAei TN BaCIKA MpoUmoOOeoN YIX TNV EMITUXN
EVOWHPATWON TOUC OE TAPAYWYIKEC OIKDIKAXOIEC KAI
TNV XmodoXN TOUC IO Touc XPNOTEC
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NUaoia TG MEPIOXNAC VIX TNV TEXVOAOYIX

AOYIOUIKOU

®YrmoAoyileTal OTI YUpw 0TO 70% TOU KWOIKX TTOU
VPAPETAI OTIC HEPEC NAC AXPOP& TN OIKSIPAON NE TOV
XPNOTN, TO OIKOIKTUO £XEI AUENOEI TN
OIXOPAOTIKOTNTA UE EPAPPOYEC KAl TANPOPOPIEC

® MTOPEITE VX OKEPTEITE KATTOIX MAPASEIYUATX ATTO TNV
EUTTEIPIX OKC OTO OIXOIKTUO;
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AZovec EmKolvwviac AvOpwrou-
YmoAoyIOTA

Kowovikd yopoxtnpriotikd
Ocopla opyavmonc

O ANOPQIIO OAOI'TXTHX

['vootikd poviela:
AvOp omivog eneepyactng
TANPOPOPiaG
['\®oca emkowvovia Kot
aAANAETIOpOON

Teyvucég dtaAdyoL

['papikn vTOAOYIGTOV

YVOKEVEG €10000V-£EO0O0V
Epyovouia

MebBoooroyieg

/ OYEO1OGLOV \
Teyvikéc extipmong/ Teyvikéc viomoinong ko

0.ELOAOYTONG GCLGTIULOTOG gpyaleio avdmTuéng
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OfpaTa Zxediaong

Amo interface design ...
o€ interaction design
... OE User experience

design
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AvOPWITOKEVTPIKA ZXEdIAON

Prototype

H avBpwivn
dpaoTnpIoTNTd
OTO KEVTPO

Evaluate l—'ﬁ/\éTﬂC HAag
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Alxpkne EEENIEN

BASKOETIX 70: MPWTA SIXOPAOTIKX UTTOAOYIOTIKK
ouoTAMAaTX (PC)

B YAUEPC: AVATITUEN UAIKOU Kol AOYIGHIKOU UTTOAOYIOTWY,
0006vec UWNAARC avaAuoNng, eEMEEepPYROTEG KAl EIDIKEC
MVAMEC aMOoOAKeEUONC YPAPIKAC MANPpoPpopiac, sEcAifeig
oTnV av&nTuén Kol uhomoinon dAyopiOpwyv YPpaAPIKAG
AMEIKOVIONC , AVATITUEN VEWV OUCGKEUWYV
aAAnAemidpaonc (VR) d16dIKTUO KOl TAVTAXOU MXpwV
umoAoyioTA¢ (ubiquitous computing)
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Epyovopia otnv AAY

B AAANAETTIOPOON PE PNXAVEC KATA TN BIOPNXAVIKA
EMAVXOTAON - AVTIKEIMEVO KOI AmaAPXN TNC
gEpyovopiag

" Me TnV eEXAMAWGON TWV UMTOAOYIOTWYV N XAANAemidpaon
ApBavel véeg dIXOTROEIC KOXI EMNPEKIE! TIG
nebodoAloyicc oxediaong dIEMAPWV (MX. KUTOKIVNTX)
KO TO TEXVOAOYIKO umopBaOpo TnC GAANAEmidpaong
(TTX. 01OiKTUO)
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Opoc KAe1di: EuxpnoTia (Usability)

BN SUVATOTNTX EVOC TTPOIOVTOCG TTOU XPNOIYOTIOIEITAI
QMmO KXOOPIGHEVOUC XPNOTEC ME KXOOPIGMEVOUC
OTOXOUG, UTTO KaOopiopéveg OUVONKEC XPNONG VA
gival
" XMOTEAECUATIKO (effectiveness),

" xmodoTIKO (efficiency)

" VX TXPEXEI UMOKEIMEVIKNA IKavomoinon (satisfaction) oToug
XPAOTEC TOU

B YUGTAMOTX «(PIAIK&X TTPOC TO XPNOTN»
mY0pPpwva Pe To d1EOVEC mpoTumo ISO 9241
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AAY 0TNV Kolvwvid

® Mey&AEC KOIVWVIKEC EMIMTWOEIC - TTX. CUOTAPATX O€
Kpiolpeg Asitoupyiec. Ti MXPpAOEIYMATK UTTOPEITE VX
OKEPTEITE;

® EpYXOIGKOC TONEXC - KAKAN OXEDION ONUAIVEI
AyoTEPO AGON, peyaxAUTEPN ATTOd00N KOl TTIEPICCOTEPN
IKXVOTToinon

® OIKOVOMIK& OPEAN - UMTOOTAPIEN TANPOPOPIWYV
TNAEPWVIKOU KATXAOYOU
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Nap&peTpol EuxpnoTiag

® BaoiKol MXPEPETPOI EUXPNOTIAC:
i. EukoAia ekp&Onong
ii. YwnAn amédoon eKTEAEONC £pyou
iii. XaunAn ocuxvoTnTX CPAAPNATWY XPNROTN
iv. EUKOAIX OCUYKPATNONC TNG YVWONG TNC XPNONC TOU GUGTANKTOC
V. YTOKEIYEVIKA IKAVOTIOinon Tou XpPAOTN
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Xpnoiyol ZUvdeaouol

m http://design-is-everything.blogspot.com/2011/11/users-
frustrationweek-3.html

®m http://hcibib.org/readings.html
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