HCI1 Tutorial - use of metaphor in user interface design

Requires access to a machine which can demonstrate Macromedia Director

1) Imagine you are going to describe the basics of the file system of a PC to a group of adults with no prior knowledge of computers who might be starting a course on using a wordprocessor.

Devise a metaphor based on a filing cabinet for this. Identify the component parts of the filing cabinet which you use to explain the parts of the file system shown below: 

disk drives,

file storage space on each drive

files, directories, sub-directories and the root directory

current directory

Explain how what is displayed when the 'My Computer' icon, and what happens when one of the folder icons is clicked in terms of your filing cabinet metaphor.

What are the limitations of your metaphor. How could it lead to erroneous beliefs?

2) Review the Movie metaphor embedded in the Director interface and evaluate whether the use of the metaphor actually adds value to the ease of understanding the UI.

· Consider the notions of a cast, cast members, script, score, stage, playback head. 
· How and to what extent does prior knowledge of movies aid the user in understanding the conceptual structure of the interface (ie forming a useful user model). 

· Are there elements or operations in the interface which do not conform to a movie (i.e. are not faithful to a movie metaphor) - do new conceptual entities have to be introduced which are not naturally part of movie making e.g. sprite
· Consider whether the overall design of the interface is enhanced by basing it on a metaphor (ie what value does the use of metaphor add to the design?)

(The following is an extract from the Director help file)

The Stage and Score are where you assemble a movie. The Stage shows what is happening in the movie at a particular time. The Score shows what happens in the movie over time. 

The Stage

The Stage is what the viewer sees when a movie is complete. While creating a movie, you can perform many actions directly on the Stage. Unlike other windows, the Stage has no title or scroll bars, and can extend to the edges of the screen. To set the size of the Stage, choose Modify > Movie > Properties. The default size is 640 by 480 pixels.

The Score

The Score displays the state of all the elements in your movie over time. Choose Window > Score to open the Score.

When you create a new sprite, Director places the sprite’s image on the Stage and displays information about when the sprite appears in the Score. Sprites appear in the Score as bars extending across all the frames in which the sprite appears.  

The numbers across the top of the Score show the number of each frame. Frames represent a single step in the movie, like the frames in a traditional film. You set the playback speed of a movie by specifying the number of frames to be displayed per second. See the Controlling movie playback help topic. 

The playback head moves through the Score to show what frame is currently displayed on the Stage. The playback head moves to any frame you click in the Score.

(end of extract)

3) eCommerce brings the familiar act of going to a shop to browse, look at and possibly buy goods to a web browser displayed on a PC or TV screen.

· Identify conceptual elements in a Supermarket, in terms of objects we use and normal procedures. Identify the expectations people would normally have with the metaphorical domain eg when in a supermarket can I change my mind about buying a particular item?

· Identify some functions in e-commerce and examine the extent to which a supermarket metaphor could be used to describe how to carry out these operations.

· Review the extent to which the use of the supermarket metaphor can ease explanation of the Interface. Make use of Ericksons criteria as shown below.

Ericksons criteria for evaluating metaphor

· Amount of structure in terms of components, operations on components

· Applicability of structure to the problem domain

· Representability - how easy is the interface metaphor to represent visually (and auditorially), does the metaphor have readily understood words associated with it?

· Suitability to Audience - will the target audience understand the metaphor?

· Extensibility - does the metaphot have additional pieces of structure that could built upon later, or will the use of the metaphor hinder future functional extensions of the application?

