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Zoomable User Interfaces are an experiment in creating alternatives to the standard Windows,
Icon, Menus, Pointer (WIMP) GUIs that we have all come to know and “love” with modern
computers.  The goal of this course is to study ZUIs and related alternatives to GUIs, with the
hope of understanding some of the complexities of creating new interfaces that are more usable
than traditional interfaces.  One of the complexities is that “usable” is a broad term that is hard to
measure.  It can include speed of operation, ease of use, ease of learning, accuracy of operation,
satisfaction of use, etc.  To make things even harder, each of these characteristics of usability can
be different for different tasks.

This is a research course.  As such, there is no standard curriculum or textbook.  We will learn
about ZUIs by reading and discussing research papers, looking at other researcher’s software,
building our own software, evaluating our software, and writing about it.  There will be very
little lecture in this course, especially as we start working on our projects.



This is a projects course.  There are no exams.  The primary mechanism we will learn with is by
doing.  Early in the semester, you will choose a project and write a short proposal explaining
what you want to work on.  You may choose to work by yourself, or work in a team of 2 or 3
people.  The complexity of the project should be proportional to the number of people working
on it.  The project may involve programming, evaluation, or a combination of both.  We will
discuss the projects in more detail early in the semester.

My research group has been building a generic substrate in Java called JPad which you will use
for all of your projects.  As such, a requirement for this course is that you can program in Java.
If you do not know Java now, you should be fluent in C++ or another object-oriented
programming language, and expect to spend a significant amount of time on your own learning
Java in the first month of class.  We will spend class time discussing JPad, and advanced features
of Java.

This course addresses a specific area of the field of Human-Computer Interaction (HCI).  If you
have not taken CMSC434 or the equivalent, you should read Designing the User Interface on
your own early in the semester to catch up on some basic background.

Homework
The homework for this course will consist primarily of the following three things:
§ Read papers, writing summaries of the papers on the web, and presenting the papers in class.

Each paper that we read in class will be facilitated by one class member.  The leader must
read the paper with particular care, and must prepare a 500-1000 word analysis of the paper.
This analysis should include a summary of the contribution of the paper, pointers to
particularly relevant other work or web sites, and your comments.  Your comments should
include what you think are the particularly important contributions, and troubling areas of the
paper.  Finally, include a list of questions that you had while reading the paper.  You must
email me your analysis no later than the Sunday night before class.  I will add your analysis
to the class web page first thing Monday morning so the entire class has two days to read
your analysis.

To lead the class discussion, you should start with a short (5-10 minute) presentation about
the paper.  Summarize the main points of the paper, and since everyone will have already
read the paper, the summary should not be long.  Present any interesting points for discussion
(issues, connections with other papers we’ve read), open questions, and critiques.  Note that
you are leading the discussion, although Prof. Bederson may comment along the way.

After the class meets, the leader must revise the analysis based on the class discussion,
adding any questions that the class had about the paper.  Then, the leader must email the
author(s) of the paper with their comments/questions and a link to the class web page and
your analysis, and report back to the class with the author’s response (if there is one).  You
must ‘cc’ me in your email to the authors, and if you’re concerned about contacting them, I
will be happy to preview the message before you send it.

All students are required to read the paper and the facilitator’s comments before class, and
participate in the discussion.



§ Do your independent or group project, presenting progress reports and a final demo in class.
Each group will have the opportunity to get the entire classes feedback twice during the
semester during the scheduled critiques.  You must prepare for the critique.  You should
expect to give a short (5-10) minute presentation discussing what you are working on, and
you must show your project, whatever state it is in.  We will then have a class critique of
your project, discussing what looks good, and what you can do to improve your work.

§ Write a conference-quality paper about your project.  Whether you actually submit your
paper to a conference or not depends on how good your paper ends up being.  But your goal
is to convince me that your paper is good enough to submit to a research conference.  The
two primary conferences you should aim for are the conference on Human-Computer
Interaction (CHI) at http://www.acm.org/sigchi/chi99 or the conference on User Interface and
Software Technology (UIST) at http://www.acm.org/uist .  The UIST deadline is May 7,
1999 so you’ll have to be ahead of schedule to submit to it this year.  The CHI conference
deadline is September 1999.

Software
You can use any machines and any Java development environment you choose.  Sun’s JDK 1.2
is currently available for free for Windows 95/98/NT and Solaris.  It will be available for Mac,
Linux, and other operating systems at some point, but Sun has not promised any dates.  Your
code must run under Windows NT with Sun’s JDK 1.2 for your presentations.  Since there are
some differences between platforms with Java, you should be sure to test your code under
Windows before your presentations.  See the course home page for links to sites about Java.

Lab Access
You can use the lab we meet in (3180 AVW, HCIL-2) to work on your class projects.  Note that
you can not use this lab for work unrelated to this course.  Also note that some people work in
this lab and will have higher priority access to the machines than you.  As such, you can not be
sure you will always have access to the same machine.  Therefore, you must keep your personal
files in the shared folder for this class (see below).  Finally, this lab is unavailable certain times.
We will keep a calendar with reserved hours on the door to the lab.  Unfortunately, this lab has a
lot of use, and we are unable to accommodate people that are not working for projects in this
class.

All of your personal files on the lab computers must be stored in the “CMSC 838B” folder on the
desktop.  This folder is shared by all computers in the lab.  Therefore, you can use any computer
in the lab and have access to your project files.  Please be aware that if your files do not reside in
that folder, they will be deleted.  In the class folder, you will be expected to create a folder with
your name on it, where you can place all of your files.

If you would like a copy of your files on a personal Zip disk, you can do so from at least 4
computers in the lab.  In addition, all lab computers are backed up by our support staff for
emergency purposes.  At the end of the semester, if you would like to keep any of your projects,
you will need to make a copy of your files.  The last day of the semester, all course files will be
removed in preparation for next semester.



Writing
This course involves a lot of writing.  Your writing will be graded on both the content and the
quality of your writing.  Good writing is incredibly important and is typically understressed in
Computer Science courses.  Think of this course as a wonderful opportunity to practice your
writing as well as your technical skills.  And don’t plan on getting an “A” if you don’t put effort
into your writing.

Grading
All assignments are due at the beginning of the class on the day that they are due.  The paper
part must be turned in at class, and the electronic part must be submitted by the time of the
beginning of class.  Late assignments will be strictly penalized.  Exceptional circumstances will
be considered only if discussed with me in advance. All late assignments will have points
deducted as follows:

-20% Up to 24 hours late
-50% Up to 48 hours late
-100% More than 48 hours late

This course is going to be very interactive, and a significant part of our study will occur in class.
Thus, you are required to attend class.  I will include your attendance in your class participation
grade.

All writing assignments are graded based on two equally weighted criteria: content and writing
quality. Your final grade will be computed using the following contributions:

10% Participation (in-class and on-line)
20% Paper summaries and presentations
35% Final Project
35% Project paper

It is well understood that working in interdisciplinary teams is a difficult process, but a necessary
learning experience.  The computer systems developed commercially today are primarily the
result of team collaboration.  Therefore, I encourage you to consider this development
experience.  In doing so, if there is ever an issue, or difficulty that you would like to talk about
concerning your team collaboration, please feel free to talk to me at any time.  Every effort will
be made for your team collaboration experience to be an enjoyable one!

Because commercial teams are evaluated primarily by the product the group delivers, your grade
will primarily be a group project grade.  However, I will ask each of you to evaluate your group
experience, and describe what each member contributed to the project.  I expect to give each
group member the same group project grade, but I reserve the right to give different grades to
group members.
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JPad overview
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