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1. What HCI is and Why it is Important

HCI is a cross-disciplinary area (e.g., engineering, 

psychology, ergonomics, design) that deals with the 
theory, design, implementation, and 
evaluation of the ways that humans use and 
interact with computing devices

MURYAN AWALUDIN, M.KOM 7



Introduction

MURYAN AWALUDIN, M.KOM 8

1. What HCI is and Why it is Important

What is Interaction

?



Introduction

1. What HCI is and Why it is Important

Interaction is a concept to be distinguished 
from another similar term, interface
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2. Principles of HCI

Despite its importance, good HCI design is 
generally difficult, mainly because it is a 
multiobjective task that involves
simultaneous consideration of many things, 
such as the types of users, characteristics of the tasks, capabilities and 

cost of the devices, lack of objective or exact quantitative evaluation measures, 
and changing technologies, to name just a few
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2. Principles of HCI

A short review of the main HCI principles

1. Know Thy User

2. Understand The Task

3. Reduce Memory Load

4. Strive for Consistency

5. Remind Users and Refresh Their Memory

6. Prevent Errors/Reversal of Action

7. Naturalness
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Summary

In this chapter, I have introduced the 
field of HCI, namely its objective and 
importance

I also have reviewed some of the main 
highlevel principles of HCI and 
Presented some relevant examples.
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