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Background 

- History of mobile devices 
- The 70s and 80s
- The 90s 
- The most recent era of mobile devices

 



What is mobile human-computer interaction?

- Multidisciplinary concept that crosses over between 
- computer science
-  human factors
-  cognitive science 

- Interaction of humans and computers 



User experience 

- Focus of users interactions and mobile interfaces
- 3 goals of maximizing user experience 

- Context of use is the given reason for the users to interact with an interface.
- The user requirements which include a series of specifications users can achieve

while using the device.
- The design aesthetics directly focus on the design elements of an interface like the

workflow, text, and graphic design.



Usability 

- Extension of user experience 
- Three goals to of usability

- The product is intuitive and users 
can easily become familiar with 
the content on the page from the 
start.

- The product easily allows users 
to achieve their goals through 
use.

- The product is easy to come back 
to and users will be able to recall 
the interface
in future uses.



User Interface 

- Means by which a user is communicating with a mobile device 
- Three components of a mobile interface 

- Hardware
- Software 
- External 



Hardware challenges

- Size and weight 
- Power units 



Software Challenges 

- Navigation 
- menus 
- Icons 
- Display of Information 
- Aesthetics 



Design Approach 

1. What information and tools should be shown to users?
2. Based on the user’s expectations of the site and the situation when might you

show certain information?
3. How might you categorize tools and information?
4. What do users do with the information?
5.  How many ways can you present the information? (Be sure to include multiple and think broadly)
6. How might you make the information usable from the standpoint of the user group?



Universal Design 

- The process of creating a product or interface that can be used by as many users as possible without age or 
disability constraints

- disabilities
- Age
- Culture 
- General knowledge of technology 



Designing for Disabilities 

- Visual Impairments
- Auditory Impairments
- Motor and Physical impairments 
- Cognitive impairments



- Age
- Culture 
- Knowledge of Technology



Usability of Mobile Interfaces 

- Usability testing acts as a consistent measure of how well a system runs in terms of 
ease, efficiency, and user satisfaction.



Usability of Mobile Interfaces 

- Visibility of system status
- Match between system and the real world
- User control and freedom
- Consistency and standard
- Error prevention
- Recognition rather than recall
- Flexibility and efficiency of use
- Aesthetic and minimalist design
- Help users recognize, diagnose, and recover from errors
- Help and documentation






