
HUMAN-COMPUTER INTERACTION 

Definition: Human-Computer interaction is a discipline concerned with the design, evaluation and 

implementation of interactive computing systems for human use and with the study of major phenomena 

surrounding them. 

Technology Acceptance Model (TAM) - TAM concludes that perceived usefulness and perceived ease of 

use determine an individual's intention to use a system with intention to use serving as a mediator of 

actual system use. Perceived usefulness is also seen as being directly impacted by perceived ease of use.  

 

Diffusion of Innovations (DOI) - DOI theory sees innovations as being communicated through certain 

channels over time and within a particular social system. Individuals are seen as possessing different 

degrees of willingness to adopt innovations and thus it is generally observed that the portion of the 

population adopting an innovation is approximately normally distributed over time.  Breaking this normal 

distribution into segments leads to the segregation of individuals into the following five categories of 

individual innovativeness (from earliest to latest adopters): innovators, early adopters, early majority, late 

majority, laggards. 

Unified Theory of Acceptance and Use of Technology - Aims to explain user intentions to use an 

Information System and subsequent usage behaviour 

 four key constructs-- direct determinants of usage intention and behavior are:  

o performance expectancy 

o effort expectancy 

o social influence   

o facilitating conditions 



The Human Component of HCI: 
Understanding the “Millenial Generation”

• Digital Natives NOT “Digital Immigrants”

• Expect more choices and selectivity

• Want more personalization

• Expect instant gratification and are impatient

• Value education and training

• Are achievement-oriented

• Enjoy gaming and media

• Expect nomadic, anytime, anywhere communications

• Learn experientially and continuously (favor Constructivist 
learning)

• Not as concerned with “Privacy”

• More Multi-Cultural than previous generations

 

9 characteristics: Format Agnostic, Nomadic, Multitasking, Experiential, Collaborative, Integrated, 

Principled, Adaptive, and Direct  

 Not just a networked, interactive, multi-media oriented culture, but a lifelong culture 

 Huge population, second largest in U.S. history, but not limited to the U.S. and international 

culture 

 Millenials are much more likely to have friends of another ethnicity or religion than themselves. 

In 2003 Holliday and Li conducted a study to determine whether the ISP model held up for a new 

generation of students, the Millennials, who have extensive experience with the web and technology. 

The study questioned whether the students’ thoughts, feelings, and actions during the research process 

changed because of their experience with the web. 

 Millennials expect research to be easy and feel they can be independent in the process.   

 They do not seek help from librarians and only occasionally from professors or peers.  

 When they can’t find what they need, they give up and assume that the information  

cannot be found. This leads to a new feeling of frustration in the ISP model.  

 Some students skip steps in the process, especially focus formulation.  

 Access to full text articles seems to have changed students’ cognitive behavior.  



Despite 

privacy 

concerns, 

“Social” 

computing is 

the fastest-

growing use 

of technology

Does Privacy 
Still Matter?

 

ALA: Privacy is as “…essential to the exercise of free speech, free thought, and free association and believes 

that in a library, whether physical or virtual, the right to privacy is the right to open inquiry without having 

the subject of one’s interest examined or scrutinized by others”. 

 

 

 

 

 

 



HUMAN/COMPUTER INTERACTION: SUGGESTED READINGS 

ALA Library Bill of Rights         

http://www.ala.org/ala/oif/statementspols/statementsif/librarybillrights.htm 

Borland, J. A smarter web. http://www.technologyreview.com/Infotech/18306/  

Brey, P. Evaluating the Social and Cultural Implications of the Internet. 

http://portal.acm.org/ft_gateway.cfm?id=1195721&type=pdf&coll=&dl=acm&CFID=15151515&CFTOKEN

=6184618 

Holliday, W. and Qin Li. Understanding the millennials: updating our knowledge  

about students. Reference Services Review, v.32, no.4 (2004): 346-366. 

Milne, A. J. Entering the interaction age today. Educause Review, Feb. 2007 p.13-31. 

http://www.educause.edu/apps/er/erm07/erm0710.asp?bhcp=1  

Sweeney, R. Reinventing library buildings and services for the millennial  

generation.                                                             

http://www.giesler.net/groupfivespace/Articles/Sweeney%20-%20Reinventing%20Libraries.pdf  

Theories used in Research: Unified Theory of Acceptance and Use of Technology 

http://www.istheory.yorku.ca/UTAUT.htm  

Wagner, E. Mobility matters: why learning professionals should care. 

http://www.educause.edu/LibraryDetailPage/666?ID=ELIWEB072  

 

http://www.ala.org/ala/oif/statementspols/statementsif/librarybillrights.htm
http://www.ala.org/ala/oif/statementspols/statementsif/librarybillrights.htm
http://www.technologyreview.com/Infotech/18306/
http://portal.acm.org/ft_gateway.cfm?id=1195721&type=pdf&coll=&dl=acm&CFID=15151515&CFTOKEN=6184618
http://portal.acm.org/ft_gateway.cfm?id=1195721&type=pdf&coll=&dl=acm&CFID=15151515&CFTOKEN=6184618
http://www.educause.edu/apps/er/erm07/erm0710.asp?bhcp=1
http://www.giesler.net/groupfivespace/Articles/Sweeney%20-%20Reinventing%20Libraries.pdf
http://www.istheory.yorku.ca/UTAUT.htm
http://www.educause.edu/LibraryDetailPage/666?ID=ELIWEB072

