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CPSC 100 Course Project



● Today we will make groups for the project on 
PrairieLearn!

● I will help guide this process a bit in class…
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Class Activity



Considerations for Group Formation
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You will be doing this project in teams of 3 or 4, with no exceptions, as all of the 
milestones and details are designed for that many students. 

As you can imagine, there is a fair bit of anxiety associated with group projects but 
know that this particular group project has several features that should make it 
possible to deal with any unforeseen circumstances. 

There is a little bit of additional work needed to form a team, so we can make sure that 
all team members are on the same page, and teamwork can happen harmoniously. 



Considerations for Group Formation
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Considerations for Group Formation
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Considerations for Group Formation
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A. Generative AI and student learning 

B. Technological inequality

C. Algorithmic Bias

D. Financial and Environmental impacts of technology

E. Technology and Crime

Q: Which topic are you most 
interested in (not finalized) ?
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iClicker 



What grade do you intend to contract for?
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Participation Question

A+ A

B C



Considerations for Group Formation
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After this today's lecture, you should be able to: 

• Describe the historical evolution of HCI, highlighting pioneers like Douglas 
Engelbart and key innovations

• Describe the concept of IoT and give concrete examples (e.g., smart 
thermostats, wearable health devices).

• Distinguish between AR and VR technologies, and identify key examples (e.g., 
Google Glass, Meta Quest)

• Define and explain the five key usability attributes: learnability, efficiency, 
memorability, errors, and satisfaction.

Learning Goals
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Human 
Computer 
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• Human-Computer Interaction (HCI) is the study and 
practice of how people interact with computers and 
design technologies that let humans engage with digital 
systems effectively and intuitively.

Introduction to HCI
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Where did it 
start from?
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Douglas Engelbart 
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● Founding father of HCI (one of)

●  Augmentation Research Center
○  SRI International (Non-profit R&D org)

● Inventions
○ Computer mouse (1968)
○ NLS (oN-Line System - 1960s)

Douglas Engelbart (1925-2013)
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Reference: Ivan  [Link]

Douglas Engelbart: 2008

https://www.eurekalert.org/news-releases/825697
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http://www.youtube.com/watch?v=hRYnloqYKGY


What is 
challenging us 

now?
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IoT
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Internet of Things (IoT)
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Reference: IBM  [Link]

https://www.ibm.com/topics/internet-of-things


Internet of Things (IoT)
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Everyday objects with connectivity, sensing abilities, 
and increased + embedded computing power. 

● Connected home technology 
○ Thermostats, lighting, energy monitoring

● Wearables
○ Activity/fitness trackers

● Medical/wellness devices
○ Bathroom scales, blood pressure monitors



What happens to 
IoT devices 
when there is 
no internet?
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AR + VR
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Virtual Reality (VR)

● Use of computers to simulate a real or 
imagined environment 

● Three-dimensional (3-D) space

Augmented Reality (AR) 

● Uses an image of an actual place or 
things that adds digital information to it

Augmented + Virtual Reality

37Google Glass 2014-15

Meta Quest 2019-now
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http://www.youtube.com/watch?v=TX9qSaGXFyg


AI
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How do we 
design for the 

future?
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HCI: User Centered Design
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des
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• Quality attribute
– Assesses how easy user interfaces are to 

use
– Improving ease-of-use during the design 

process
• Defined by 5 quality components

HCI: Usability
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1. Learnability
2. Efficiency
3. Memorability
4. Errors
5. Satisfaction
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HCI: Usability Components



• Learnability: 
– How easy is it to learn task the first time?
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HCI: Usability Components



• Learnability: 
– How easy is it to learn task the first time?

• Efficiency:
– How quickly can tasks be done (post-learning)?
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HCI: Usability Components



• Learnability: 
– How easy is it to learn task the first time?

• Efficiency:
– How quickly can tasks be done (post-learning)?

• Memorability: 
– How easy is it to re-establish proficiency after being away?
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HCI: Usability Components
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HCI: Usability Components
• Learnability: 

– How easy is it to learn task the first time?
• Efficiency:

– How quickly can tasks be done (post-learning)?
• Memorability: 

– How easy is it to re-establish proficiency after being away?
• Errors: 

– How many errors do users make, how severe are these errors, 
and how easily can they recover from the errors?
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HCI: Usability Components
• Learnability: 

– How easy is it to learn task the first time?
• Efficiency:

– How quickly can tasks be done (post-learning)?
• Memorability: 

– How easy is it to re-establish proficiency after being away?
• Errors: 

– How many errors do users make, how severe are these errors, 
and how easily can they recover from the errors?

• Satisfaction:
– How pleasant is it to use the design?
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HCI: Usability Components
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