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POET – Psychology of Everyday Things

4 mål for design:

· Visualiser action / constraints – function, resource i hverdagen

· Visualiser konceptuel model, resultat af handlinger – feedback

· Visualiser current state

· Natural mapping = fysisk naturlig ~ almene vaner, sammnhænge, kausaliteter

Visualiser eller brug anden relevant forhåndenværende sans. 

7 principper for user-centered design

· Use both knowledge in the world and knowledge in the head

· Simplify the structure of tasks

· Make things visible: Bridge the gulfs of execution and evaluation

· Get mappings right

· Exploit the power of constraints, both natural and artificial

· Design for error

· When all else fails, standardize

Use both knowledge in the world and knowledge in the head

· Knowledge in the world: Tilgængelig information,noget nyt

· Knowledge in the head: Vaner, viden

· Designere kommunikerer gennem deres produkt

Simplify the structure of tasks

· Memory load (korttids/langtids hukommelse)

· Support mapping between design/function & use/task

Hvordan?

· Mental aids

· Invisible ( visible + vise hvad der er relevant

· Automate

· Change the nature of the task: Brug eller opfind en bedre mapping

Automation: 

· Overreliance on automated equipment can elminiate a person’s ability to function without it. (dekvalificering, overspecialisering – “Notes udviklere” – teknologispecifikke vaner)

· Systems may not always do things exacly the way we would like, but we are forced to accept what happens because it is too difficult (or impossible) to change the operation. (fremmedgørelse gennem teknologi)

· The person becomes a servant of the system, no longer able to control or influence what is happening. (Taylorisering, håndværker ( samlebåndsarbejder)

Make things visible: Bridge the gulfs of execution and evaluation

· Gulf of execution – formidling af funktion til anvendelse

· Gulf of execution er forskellen mellem intention og handlingsmuligheder.

Get mappings right

Natural mappings:

· Between intentions and possible actions

· Between actions and their effects on the system

· Between actual system state and what is perceivable by sight, sound, or feel.

· Between the perceived system state and the needs, intentions, nad the expectations of the user

Exploit the power of constraints, both natural and artificial

· Design så fejl bliver umulige (betjeningsfejl, altså ...)

Design for error

· Any error that can be made will be made

· Allow the user to recover from errors – undo

· Design explorative systems

When all else fails, standardize

· Dvs. skab nye vaner

· Sørg for at standarden følges konsistent

· Dette gælder naturligvis også for eksisterende standarder

Deliberately making things difficult

Mapning af besværligheder til sociale skel. F.eks mapper døren højde til et skel mellem børn og voksne. 

Easy looking is not necessarily easy to use.

· Problem i telefon: kompleks mapning af taster til funktion (jvf. sidst)

· Få taster til mange funktioner skaber stor kompleksistet i gulf of execution. 

· Men mange taster/kontroller giver i sig selv et problem med overskuelighed.

Løsning: skjul de funktioner, der ikke er relevante i situationen.

MEN: Se design blooper #1 fra Jeff Johnson GUI Bloopers
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