











Case Study 2: High-Stakes UX in Mobile
Banklng

- Core HCI Goal: Prevent catastrophic user errors while maintaining strict securlty /
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Case Study 3: The E-Commerce Journey
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The HCI Toolkit: Essential Vocabulary

Term

Icon

Nakhon Pathom

0

Description

Feedback | The system's response to a user action (e.g., a loading spinner
7 Or success message).
3 Visual cues implying how an object should be used (e.g., a
SR T @ button looks 3D and clickable).
- How easy it is for first-time users to grasp the system'’s basic
Learnability L.EJ functiong. Jrasp y
Efficienc How fast experienced users can achieve their goals once they
y know the system.
Error @ How well the system prevents user mistakes or helps them
Tolerance recover if they happen.
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In-Class Activity: Good UX vs. Bad UX

The Task

Form groups of

Analyze

. ldentify 3t
ldentify 3 t
Map these

3-5. Pick one app or website you use daily.

nings that are incredibly easy to use.

nings that cause confusion or frustration.
points back to the Human, Computer, or

Interaction triad.
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Assignment 1: Real-W System Analysis

Task

Write a 2-3 page report analyzing a real-world system
(e.g., LMS, Booking app, E-commerce).

Include

& - Target audience & core tasks.
& - 3 positive HCI design choices.

&/ - 3 HCl failures (linked to Human, Computer, Interaction).
& - Proposed improvements + rough mockups/screenshots.

Submission: PDF via LMS before next week's class.
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Rubric Highlights

1. | System Description

4pts

2. | HCI/Triad Analysis

12pts

3. | Proposed Solutions
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Core Takeaway

A great system Isn’t just one that ©
works; it 1s one that empowers the
user to work flawlessly.

Summary
We've covered the baseline: what HCI is, why It matters, and how to spot bad design.

Human Factors & Cognitive Psychology. We will look inside the human brain to
understand how memory, attention, and perception dictate how we design interfaces.

Waou: 0.quadan wdau - awdus13AoNssuBawdlos Atuzdngnmaasuazinalulad UKIINENaYS B & NetsbookLw



| o 0 00 o)
, e . 60 w e
' |- T 6

YdUANIASU

yauAunfiaaiuunissu
uaswunulkutuunissuanaly

-
-
-
- - 'l3 [l
.~ - i —
a = -
-
= ke =
o - 2 .
i s
:
i h .
~ - . e o =
L. - e F ']
ST - - "
- EN ) i el
- e . x
o =
g s
. g
- 0 s x
F -
i -
a— . o e
-I| | : il o
. g f o R
e | v I : =
oy i i R
. .- .'.-d- - I e
-
-y e o
- d 5 o o
- 1 e .y -
T - .
s et - -
| I 4 -
| : o L
] i Loy
e — S .'__c_—_l'. b _'r
\ - o=

& Waou: 9191squadan usau

dUIBIAINSSUBOWCLDS Atu=dnenmaastazinalulad uKkIdngnaussAnuUASUIL



