1.1 (i)  I am going to do a short term memory test I learnt from some time doing A level psychology.

It basically is a number recall that gets more and more advanced in difficulty. It is shaped like a pyramid:

1.2
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It gets harder and harder until the test subject will be unable to recall all the numbers. At this point you count the amount of successful recalls and deliver a score. I think the average for this test is around 7, good is 9 anything above that shows very advanced short term memory ability.   

(ii)

Long term memory test:

Look at the list of items below. Do not take longer than 30 seconds to review them. Distract yourself for 15 minutes then try and recall as many items as you can. 

                          Wardrobe           Candle

                          Pencil                  Paper

                          Football              paddling pool

                          Hat                       Hippo

                         Desk                     Plant

The best way to memorise these is to go across the model and relate one object to another in your mind. For example, Hat and hippo I had a good visual picture of a Hippo wearing a sunhat. These can also be extended to incorporate more objects if you have a good imagination. Like a hippo wearing a sunhat in a paddling pool. That is quite a memorable image. It could also be kicking a football and so on…

1.2 

A skilled operator for example on a computer game will not need to look at the keypad to find the keys he/she will have an innate sense of where they are from their long term memory store. An ‘expert’ is also able to be more in focus than someone novice because they keep having to manually remind themselves what to do. It is not an automated part of their system as the required knowledge to play a game has not yet been fully stored in the long term memory. Once all the information is in a long term memory store the ability becomes spontaneous and no cues are needed. Not just controls but also techniques can be memorized and come out automatically, for example when I play a shooting game myself I will automatically position myself in the same sniper spot because my semantic memory remembers being rewarded with ‘kills’ from that spot in past games so I have in psychological terms been ‘conditioned’ to this practise.  Semantic long term memory is what gives us skills in life.       

1.3 When designing a human interface there are several key points to consider. The first I will cover are visual related. First of all our ability to read or distinguish falls off the further from the point of focus we are. Naturally on an interface you would tend to focus somewhere in the middle of the page after scanning from top left to bottom right. So when designing an interface as a guideline you could consider putting the most important information nearby the main focus point on the page. If it is not then having it moving or flashing it can draw attention even if the user is not looking at them directly. 

It is also important to mention that bright colours are easier to pick up and sharp contrasts also. For example light blue text on a dark blue background is less noticeable than dark blue text with a yellow background.

In the context of memory it is important to consider that in the long-term semantic memory of an average human  there are certain systems that are remembered for instance on an atm machine the number keypads are usually the same as a phone keypad in where they are placed.  Therefore as ubiquitous system is can be recognized and puts an interface user at ease from familiarity. Knowledge is organized by association also so if one cue comes up it will correlate with another. For example on an ATM when you press the collect cash button you might expect a confirmation. Receipt request then money to come out automatically. If it first asked you to answer a general knowledge question the this is unfamiliar territory. Therefore if you make an interface with new or unfamiliar designs then expect people to gravitate to more familiar territory.

It can also be noted that the human being tends to remember  ‘meaningful’ information. Random numbers or letters are much more likely to be discarded into the stm vortex. In the context of interface design we could use the example of web addresses. An address with a word particularly something that can be visualised (noun). This is even more effective in memory if combined with an adjective to help visualisation. Such as the ‘smelly hippo’.  This is far far more likely to be remembered than a random pattern of numbers and words and therefore bring someone back as their memory makes the link easier.

Short term memory can also apply here.  There is a limit to how much the brain can take in short term.  So stacking information processing into different phases can be useful. 

With regard to problem solving in interface design I guess you have to look at the lowest common denominator. What I mean is that an interface should be accessible to all users including the least capable at problem solving. Therefore simplicity is the key if you want satisfied users. Although a little bit of faith in the user having reasonable knowledge for the domain in question.  This is why having a ‘help’ option for less familiar users is recommended.

Relating to what I covered with problem solving there are individual differences within each human being. For example not everyone can play a computer game such as Tetris at the same level of skill. This is why a difficulty setting is often implied. This option is advisable in games. This is an important factor in design as we do not want to exclude too high a population of users although as the saying goes you can’t keep everyone happy all the time..

1.4

Mental models are basically a set of theories a human builds to understand the causal behaviour of systems. They can be unreliable and are often based on incorrect interpretation of evidence. 

The most automatic of behaviour is in fact a mental model. For example you have your own ‘theory’ or mental model to put clothes on before you leave the house. You do this automatically. If for some strange reason the government outlawed clothing you may at first in a transition period make the error of putting clothes on. This is because your mental model still sees this familiar practise as correct.  

They are important in interface design as following a commonly used system that will be instilled in a lot of people as a mental model. For example the qwerty keyboard. If you are a keyboard manufacturer you need to make it a qwerty model or people won’t want to buy it as humans tend not to like altering their pre set mental models to incorporate new designs.

2.1 

a) atm

keyboard

mouse

typewriter

microwave

mp3

mobile phone

light switch

calculator

b)

I have grouped them in terms of display or physical control:

Display:                    physical control:

Micro wave             Mouse

Calculator                keyboard

Mobile phone         light switch

Mp3                         typewriter

atm

c)

I think most of the components listed are suited to their purposes. For example a light switch only needs the one button to turn on or off. However as technology improves the functions become more advanced and to put it simply better. For instance some houses have voice controlled light systems. But then these have errors with interpretation. The short answer for this is that most functions work well some can be improved some aren’t broke and don’t need fixing the best system usually comes out on top as people will buy what is best. 

Some also won’t suit certain users. For example a standard calculator isn’t right for the blind and a voice one would be all that could be used in that case.

2.2

The keyboard is a word input device primarily but can also perform other functions such as a shortcut for opening programs. The mouse has a direct input (the left button) and indirect (right) for selecting applications. 

They pretty much cover every application an average up to date windows 7 computer. Although both are required. Some keyboards are better than others. For example an office keyboards has hotkeys for shortcuts to open all the Microsoft programs. However none of this is absolutely essential just slightly better designed in some cases. Another example I can use is in gaming. When playing a racing game a wheel simplifies and enhances the experience but is again not essential.  When typing on a keyboard the keys are actually better designed for speed in theory with a model called the dvorak rather than the qwerty. 

If I was designing a keyboard for a modern computer I would need to know which key layout allows the fastest and easiest to learn typing style. Research has proved the Dvorak is a better fast type performer than the qwerty but it did not sell because the Qwerty had and still has control of the market.  In order to make something new I need to know also not what a keyboard can do but what it can’t. Is there anything perhaps that is not in existence that is wanted?  I guess from the Dvorak’s failure that making something completely new doesn’t always work. Therefore I need to tap into potential customers mental models of what a keyboard is so as not to upset what a customer expects too much. I guess it is finding a balance between new and replicating the old. 

2.3

Mouse

· It is curved for interaction with the hand.

· It has two buttons for the middle fingers

· It usually has a roll wheel in the same position.

Gamepad

· It is curved and modelled to fit nicely between the palm of both hands at either end.

· It has multiple buttons on both sides that can be controlled in unison.

· The most used buttons are usually easiest to reach with such buttons as the pause or start in the middle. 

· Some gamepads are now wireless so the player can move freely and not worry about triping over.

· Often fitted with an LED when active to signal it is ready for use.

Microphone

-It has a handle

-A place to speak into at the end which is the largest part.

- The actual receiver is protected by a strong metal case. To protect against ‘heavy’ use or interaction.

2.4 The bad effects of slow processing are emphasised by the designers work under the myth of the infinitely fast machine. In other words they document their system as if the response will be immediate. Therefore they should plan clearly for possible slow responses.

An example of this is when typing on a slow running computer on msn messenger I have found sometimes the keys don’t come up as you type but will do so correctly after you have finished the said words. 

