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Chapter 5 [Rosson, 2002] & [Norman & Draper, 1986]
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Tradeoff 5.1 [Rosson, 2002] p. 162

Visible user interface controls that are analogs to real-world objects simplify the mapping from task to system goals,

BUT not all task goals have visual analogs
Tradeoff 5.2 [Rosson, 2002] p. 163

Expressing system goals indirectly with names or symbols is flexible and economical,

BUT learning a command vocabulary can be difficult or tedious

Tradeoff 5.3 [Rosson, 2002] p. 164

Intriguing task options encourage flexible goal switching,

BUT opportunism may lead to inappropriate, confusing, or frustrating experiences

Tradeoff 5.4 [Rosson, 2002] p. 165

Action plans that correspond to real-world tasks and manipulations are intuitive and easy to learn,

BUT many computer functions extend real-world tasks

Tradeoff 5.5 [Rosson, 2002] p. 166

Decomposing complex plans into chunks aids learning and application of action plans,

BUT the sequence may create arbitrary or unnatural step boundaries

Tradeoff 5.6 [Rosson, 2002] p. 170

Allowing plan interruption and resumption enhances feelings of controls,

BUT management of simultaneous plans is demanding and may increase errors

Tradeoff 5.7 [Rosson, 2002] p. 174

Physical movements that reinforce task goals enhance ease and pleasure,

BUT actions most natural for individual task goals may combine poorly and conflict

Tradeoff 5.8 [Rosson, 2002] p. 174

Immediate and continuing feedbacks during execution helps to track progress and adjust behaviour,

BUT frequent and elaborate updates can introduce irritating delays

Tradeoff 5.9 [Rosson, 2002] p. 176

Easy reversibility of actions aids confidence and encourages speed,

BUT users will come to rely on undo and be frustrated when it “undoes” the wrong thing

Concept
Reversibility

Tradeoff 5.10 [Rosson, 2002] p. 178

Optimized actions paths and good defaults for frequent tasks improve task efficiency,

BUT may introduce inconsistencies or intrusion errors into less frequent tasks

Model
State transition diagram (Petri net)

Model
Production rules

Design patterns
Solution to a recurrent problem (of conflicting forces) within a specific context

- Architecture (Alexander)

- Human-Computer Interaction

- Software engineering

· The name of the pattern

· A ranking of its validity

· An picture as an example of its applications

· The context in which it is to be used

· The problem

. A short problem statement

. A more detailed problem description with empirical background, and

. competing forces

· The central solutions of the pattern

· A diagram illustrating the solution

· And references to other patterns
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