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Pourquoi s’intéresser

à l’interaction homme-machine?



  Cool





Microsoft Kinect 
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Avant	  (1999)	  	  
La	  fonctionnalité	  la	  plus	  utilisée	  était	  …

La	  seconde	  fonctionnalité	  la	  plus	  utilisée	  était	  …	   
Le	  bouton	  ‘HELP’.	  	  
“car	  le	  moteur	  de	  recherche	  était	  inefficace.”

Après	  
L’utilisation	  du	  bouton	  ‘Help’	  a	  baissé	  de	  40%	  
Les	  ventes	  ont	  augmenté	  de	  400%

Recherche.	  	  
“Les	  utilisateurs	  n’arrivaient	  pas	  à	  	  naviguer	  sur	  le	  site.”
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1965 2011

Loi de Moore : les possibilités techniques 
augmentent régulièrement au cours du temps

Les capacités humaines stagnent 
et les contextes d’usages se diversifient

Loi de Buxton : les fonctionnalités 
promises suivent la loi de Moore 
http://billbuxton.com/LessIsMore.html



Ok, l’IHM c’est important

mais c’est quoi?



Objectifs 

Action

Perception

Interaction

L’IHM :  
  
Science de l’interaction entre un 
utilisateur et un système interactif 



Objectifs généraux 

‣comprendre :   
 
 

‣ innover :  
 
 
 

‣guider :  

Décrire Expliquer Prédire

Nouvelles  
formes d'interaction

Outils
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Concave
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Social Embarrassment











Performance
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Open

Open Recent

Save

Save As

Save All

Export

Configure

Print

Close

  Comprendre le phénomène
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puissance

simplicité
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puissance

simplicité

simplifier

enrichir

simplifier et enrichir

Puissance et simplicité
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Next Song

3 Gesture Sets



Next Song Volume +

3 Gesture Sets



Next Song Volume + Send message

3 Gesture Sets



ShoeSense [Bailly 2012]  
Platform for Hand Gesture
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Hand Gestures
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Triangle

Hand Gestures
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Décrire Expliquer Prédire

Nouvelles  
formes d'interaction

Outils









Pourquoi étudier l’IHM? 
!

C’est quoi l’IHM? 
 Comprendre / Innover / Guider 
!

Comment Évaluer l’IHM 
• Projet 
• Système







User Experience & Usability

Approaches, practices, methods and tools that make 
technology more useful, usable and desirable. The focus is on 
usability of widely used technologies. 
!

!•!Measuring the user experience on a large scale: user-  
centered metrics for web applications!

!•!Average task times in usability tests: what to report?!  
!•!Undo and erase events as indicators of usability problems  



Specific Application Areas
User groups: older adults, children, families, people in 
developing countries, and people impairments.  
Application areas: education, health, home, sustainability, 
ict4d, security, privacy and creativity. 
! •! PointAssist for Older Adults: Analyzing Sub-Movement          

Characteristics to Aid in Pointing Task!
!•!Mobile-izing Health Workers in Rural India!  
!•!Family Story Play: Reading With Young Children (and   

Elmo) Over a Distance!
!•!Why is my Internet Slow? Making Network Speeds Visible  



Interaction Beyond the 
Individual

Human communication, collaboration, conflict, play, and 
other activities supported or mediated by technologies. 
!

!•!Enhancing Directed Content Sharing on the Web.!  
!•!Social Network Activity and Social Well-Being!  
!•!Using information scent to model the dynamic foraging   

behavior of programmers in maintenance tasks!
!•!Think different: Increasing online community   

participation using uniqueness and group dissimilarity!



Design
Contribution to the design of interactive products, services, or 
systems; or that advance knowledge of the human activity of 
design as it relates to HCI.!
 !
Design approaches: participatory, user-centered, experience, 
and service. !
Design practices: interaction, industrial, experience, 
information, architecture, visual communication, and sensorial.!
Design research issues: aesthetics, values, effects (such as 
emotion), methods, practices, critique, and theory.!
Design of computer games.
! •! Interactivity attributes: a new way of thinking and describing interactivity!  
! •! Empathy and experience in HCI!  
! •! G-nome surfer: a tabletop interface for collaborative exploration of genomic   

data!
! •! Feminist HCI: taking stock and outlining an agenda for design  



Interaction using specific  
Capabilities or Modalities

Capabilities, modalities, or technologies that have not yet been fully 
exploited in standard interactions.!
Novelty and their ability to extend user capabilities in powerful new ways 
or to new contexts. !
Multimodal, tangible, speech, auditory, physiological computing, brain-
computer interfaces, perception and vision-based systems, AR and 
visualisation.!
!
! •! A role for haptics in mobile interaction: initial design using a handheld   

tactile display prototype!
! •! Sizing the horizon: the effects of chart size and layering on the   

graphical perception of time series visualizations!
! •! Musink: composing music through augmented drawing!  
! •! Skinput: appropriating the body as an input surface  

http://doi.acm.org/10.1145/1518701.1518827


Understanding People:Theory, 
Concepts, Methods

Improved understanding of people and interactional contexts for HCI 
problems. !
Qualitative/quantitative research.!
Theories, concepts or methods.!
!
! •! Blogging in a region of conflict: supporting transition to recovery!  
! •! The effects of diversity on group productivity and member   

withdrawal in online volunteer groups!
! •! The Case of the Disappearing Ox: Seeing Through Digital Images   

to an Analysis of Ancient Texts!
! •! Why it's quick to be square: modelling new and existing   

hierarchical menu designs!
! •! How does search behavior change as search becomes more   

difficult?



Interaction Techniques and 
Device

New input or interaction techniques, or devices. !
!
will be judged in part based on their novelty or on a 
demonstrated improvement in an existing 
interaction type of interest to the HCI community. !
!
Sensors &actuators, mobile devices, 3D interaction, 
(multi-)touch, tangible UI, large display interaction.



Technology / Systems and 
Engineering

Software and hardware technologies and systems that 
enable and demonstrate novel interactive capabilities, 
Languages, methods and tools for construction and 
engineering of interactive systems. !
scalability, reliability, interoperability, testing, and performance. !
technical innovation and/or ability to connect, simplify or 
enrich interactions, for example in intelligent interfaces and 
mobile/ubiquitous computing.!
!
!•!Prefab: implementing advanced behaviors using pixel-  

based reverse engineering of interface structure!
!•!The Design and Evaluation of an End-User-Deployable,   

Whole House, Contactless Power Consumption Sensor

http://doi.acm.org/10.1145/1753326.1753554
http://doi.acm.org/10.1145/1753326.1753700

