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Interdisciplinary research community

- Computer Science & Info Studies

- Psych, Socio, Poli Sci & MITH

(www.cs.umd.edu/hcil)



Design Issues

ÅInput devices & strategies

ÅKeyboards, pointing devices, voice

ÅDirect manipulation

ÅMenus, forms, commands

ÅOutput devices & formats

ÅScreens, windows, color, sound

ÅText, tables, graphics

ÅInstructions, messages, help

ÅCollaboration & Social Media

ÅHelp, tutorials, training

ÅSearch

www.awl.com/DTUI

Fifth Edition: 2010

ÅVisualization



HCI Pride: Serving 5B Users

Mobile, desktop, web, cloud

Ą Diverse users: novice/expert, young/old, literate/illiterate, 

abled/disabled, cultural, ethnic & linguistic diversity, gender, 

personality, skills, motivation, ...

Ą Diverse applications: E-commerce, law, health/wellness, 

education, creative arts, community relationships, politics, 

IT4ID, policy negotiation, mediation, peace studies, ...

Ą Diverse interfaces: Ubiquitous, pervasive, embedded, tangible, 

invisible, multimodal, immersive/augmented/virtual, ambient,

social, affective, empathic, persuasive, ...



HCI Futures

Micro-HCIĄ Computing, Psychology & Ergonomics

ÅSingle user interfaces, technology-centered, narrow guidelines

ÅShort-term controlled studies & usability tests: speed & errors

ÅClear requirements, benchmark tasks, self-efficacy,

human performance measures, predictive models
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Macro-HCIĄ Business, Sociology & New Media

ÅSocial participation, motivation, trust, empathy, responsibility, 

privacy, collaboration, affective experience, morals, ethics

ÅOpen tasks, long duration, novel user goals, community efficacy

ÅVoluminous logging data, case studies, ethnography

ÅNew measures: giga-hellos, tera-contribs, peta-thankyous



Goal

Apply social media to transform society

ÅReduce medical errors, obesity & smoking

ÅPromote energy & water conservation

ÅPrevent disasters & terrorism

ÅIncrease community safety

ÅImprove education 

ÅFacilitate good government

ÅResolve conflicts



Wikipedia



Mʊalicious attacks 
Pʊrivacy violations
Nʊot trusted 
Fʊails to be universal
Uʊnreliable when needed 

Mʊisuse by 
Tʊerrrorists & criminals
Pʊromoters of racial hatred 
Pʊolitical oppressers

Challenges



Early Steps

http://iparticipate.wikispaces.com

Informal Gathering
College Park, MD, April 2009

Article: Science March 2009
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Jenny Preece (PI), Peter Pirolli & Ben Shneiderman (Co-PIs)
www.tmsp.umd.edu

NSF Workshops: Academics, Industry, Govôt



- Scientific Foundations

- Advancing Design of 

Social Participation Systems

- Visions of What is Possible With Sharable 

Socio--technical Infrastructure

- Participating in Health 2.0

- Educational Priorities for 

Technology Mediated Social Participation

- Engaging the Public in Open Government: 

Social Media Technology and 

Policy for Government Transparency

Cyberinfrastructure for Social Action on National Priorities



International Efforts

intlsocialparticipation.net

Community Informatics

Research Network


