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Kontexty

Vybrané téemy:

Weboveda

Tretia vina, stratégia modrého oceanu a fialova krava
Pouzivatel, informacny pazravec (informawore), straca ¢as
Pokrocily, ziskava vedomosti a bisociacie, ah-aha-haha
Autor, tvori a vyborne na tom zaraba (Google, Facebook...)
Navrh pouzivatelského rozhrania

Grafické (multimedialne) objekty

Standardizacia, Page Rank, pouzitelnost, funology, Web Sci
Ako tvorit' a ako diskutovat: pojmové modely a ich siete
Animacia, interakcia, virtualna populacia, rozSirena realita...
Webstranka je vec beznej spotreby, vec typu ¢. 30001
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Jesse James GARRETT

* Prehlad odporu¢anej metodiky rozmyslania o Specifikacii
Vasho diela, 5 rovin, 10 Casti
* http://www.jjg.net/elements/pdf/elements.pdf

The Elements of User Experience

A basic duality: The Web was originally conceived as a hypertextual information space;

but the development of increasingly sophisticated front- and back-end technologies has
fostered its use as a remote software interface. This dual nature has led to much confusion,
as user experience practitioners have attempted to adapt their terminology to cases beyond
the scope of its original application. The goal of this document is to define some of these
terms within their appropriate contexts, and to clarify the underlying relationships among

these various elements.

Web as software interface

Visual Design: graphic treatment of interface
elements (the “look" in *look-and-feel")

Interface Design: as in traditional HCI:
design of interface elements to facilitate
user interaction with functionality
Information Design: in the Tuftean sense:
designing the presentation of information
to facilitate understanding

Interaction Design: development of
application flows to facilitate user tasks,
defining how the user interacts with

site functionality

Functional Specifications: “feature set":
detailed descriptions of functionality the site
must include in order to meet user needs

User Needs: externally derived goals

for the site; identified through user research,
ethno/techno/psychographics, etc.

Site Objectives: business, creative, or other
internally derived goals for the site

task-oriented
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Web as hypertext system

Visual Design: visual treatment of text,
graphic page elements and navigational
components

Navigation Design: design of interface
elements to facilitate the user's movement
through the information architecture
Information Design: in the Tuftean sense:
designing the presentation of information
to facilitate understanding

Information Architecture: structural design
of the information space to facilitate
intuitive access to content

Content Requirements: definition of
content elements required in the site
in order to meet user needs

User Needs: externally derived goals

for the site; identified through user research,
ethnoftechno/psychographics, etc.

Site Objectives: business, creative, or other
internally derived goals for the site

information-oriented

This picture is incomplete: The madel outlined here does not account for secondary considerations (such as those arising during technical or content development)
that may influence decisions during user experience development. Also, this model does not describe a development process, nor does it define roles within a
user experience development team. Rather, it seeks to define the key considerations that go into the development of user experience on the Web today

© 2000 Jesse James Garrett

http-ffwww. jig.netlia
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« Kontextovy diagram
Zber poziadaviek, Wiegers
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Tretia vina

« Alwin TOFFLER, metafora troch technovin

* Polnohospodarstvo: potraviny nacas
 Industrialna civilizacia a myslenie: energia
» Postindustrialna vina, informacna spolocnost’

« Kriminalny Cin slovenskej vlady (strucne cCitanie)

archiv.inet.sk/444-kriminalny-cin-slovenskej-vliady.htmi

« Utvaranie novej civilizacie (podrobnejsi prehlad)

Weboveda FMFI UK Bratislava
Oktober 2020



What You See
Is What You Get

Alternativna kultara

 Willlam GIBSON: Neuromancer: kniha/fiim:
Johny Mnemonic - CYBERSPACE

* Douglas ADAMS: Hitchhiker’s Guide to
Galaxy (Stoparov sprievodca po galaxii) —
Babylonska rybka, patent Ing. Miteva, stusa

* Dvojkombinacia pesimizmus-optimizmus:
Matrix (dystopia) a Murphyho zakony

Weboveda FMFI UK Bratislava
Oktober 2020



What You See
Is What You Get

Internet pred pocitacmi

IDEA,
METODOLOGIA,
TECHNOLOGIA

Pocitac v 19. storoCi: Charles Babbage

Vizia softveru: Ada Lovelace, dcéra basnika
Siet kedysi — signaly: dym, zrkadlo, zastavky
(flag), postove holuby, posta (stamp)

Marxisti ® film, fraktaly ® ® , Facebook ® ® ®

oveda FMFI UK Bratislava

Oktober 2020



What You See
Is What You Get

ISO model interakcie

* Vyzva, priebezna hodnota, spust (trigger),
vstupny datovy zaznam, echo, potvrdenie,
spracovanie, vyzva...

* Rezimy: vyziadanie, vzorkovanie, udalost’ (event)
* 6-7 logickych vstupnych zariadeni

 GUI: 1D, 2D (WIMP), 3D (vnorenie immersion),
AR

 menu-volba alebo hypertext (strom alebo zabudat)

 Presneée citanie http://www.sccg.sk/~ferko/PGAS02012-bookmarks.pdf
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Tvorba webstranok

Obsah

Kontext

Vypoved, vizia, posolstvo (Message)
Vizualizacia a sonifikacia a aktivizacia (HCI)
Hierarchicka tvorba obrazka

Zabava a humor (obrazotvornost, asociacie,
bisociacie)

Zahada pouzivatela (USER mystery),

CiastoCne zname populacné stereotypy, pravidla
vhimania... model nemame => abdukcia
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Kreatolégia, veda o tvorbe

* Napad alebo problém

« Faza generovania (Labyrinth generation)

« Faza regulovania (vyhodnotenia)

* Niekedz aj energia omylu (akoby tretia faza)

« Kym trva neuspech, opakuj (cykly veda/technika)
« Alternativa A. Koestler The Act of Creation (1964)
« Konvergentné a divergentné metody
 Algoritmizacia vs. intuicia

- Citanie na Uvod: Ako vyhrat vedeckul sutaz, amavet
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Veda

* Objav, objavitel

* Pozorovanie

* Experimenty

* Teoria, model

« Hypotezy: verifikuj
* Princip, zakon

Weboveda

Initial
observations

1
Conduct
experiments

More systematic
observations

2
o Construct

~ Predictions theory
from theory (model)

Experimental
observations

3
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Experimental
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5
Derive
scientific
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Figure 1.1 The nature of scientific analysis.



Design, technika

Vynalez, autor
Zber poziadaviek

* Model problemu

* FunkcCna specifikacia
 Validacia !
* Implementéacia

External .
requirements

1

Identify
nature of
requirement

Reguirements
specification

2
Analyse and
build model
of problem

Functional
specification

3

Functional
Postulate specification
adesign
solution
Seek new Mismatches

solution between model

Designer's and requirement
model 4 5
Validate Refine
solution design

solution

Designer's
model

Design
‘blueprints’

6
Implement
solution

Figure 1.2 A model of the design process.
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Konvergentné metody

Heuristickda metoda riadenej tvorivosti
Fustierova invektika

Nadlerova heuristika: idealne rieSenie
Gordonova heuristika: analogie
morfologicka metoda

navrat ku starym napadom

opis vsetky viastnosti

oveda FMFI UK Bratislava
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Divergentné metody

Brainstorming, viaceré modifikacie, Puskin
Brainwriting

Delftska metoda

Inscenacné metody

metody 6-3-5 a Phillips 66

synektika, ikonosynektika, stochosynektika
...asl 75

Citanie: Puskar, Turek, Scherhaufer

oveda FMFI UK Bratislava
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Kurikulum podfa ACM, weboveda na FIIT

o Aplikacie multimedii a autorska tvorba obsahu

e KonstrukCcne otazky (Design issues)
e Nastroje na tvorbu a vyrobné systémy
e \/ytvaranie a programovanie webu

® Najnovéie Citanie po anglicky (503 stran, 2013, Web science 0, pagerank 1, graphics 88)

e https://www.acm.org/education/CS2013-final-report.pdf

e Web science 0... NajblizSie Citanie po slovensky WEBOVEDA pagerank 30
e http://www.fiit.stuba.sk/docs/edicna_cinnost/vyskumne_texty/weboveda-online.pdf
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e-speak (

web page of
hotel

web page of
airlines

web page of
hotel

Airlines web
page

web page of
rent-a-car
company

Rent-a-car
web page

Stranky
izolované

Weboveda

. kooperujuce
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)>>VYVo] >> Semantic Web

E-services WEEIGEE
reservation | oriented e-

services

E-services
reservation

E-services
for
reservatlon

Weather-
oriented e-
services

e-services for
hotel reservation

E-services for

reservation
e-services for hotel

reservatlon

.. plus sluzby
(e-services)

.. plus sluzby
plus dynamicky broker
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Web Science

 Metafora vesmiru, tedria grafov, PageRank

« Ben Shneiderman: "Web Science" is the
processing the information available on the web In
similar terms to those applied to natural environment

« ACM Web Science + International WWW Conf.

* Naj: Mining cross-cultural relations
from Wikipedia - A study of 31
European food cultures (WebScil5)
http://www.webscil5.org/

Weboveda
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Web Science podla TBL et al.

Observable Observable
micro interactions macro effects
in the web in the web

Data & Information

Protocols  Governance

Behavior

Emotion Applications

Socialisation

Knowledge

Cognition

(cc-attrib Steffen Staab. http://west.uni-koblenz.de)
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