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Hapagurma HCI: poas nu3aiinepa
B MIPOEKTUPOBAHUU UHTepPdeiicoB
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OO «bBenopycckuii cors ousaiinepogy, Bumebck

Cmamws nocesuena ORUCaHuio napaouemsvl MeHCOUCYUNTUHAPHOLO HAYUHO20 HANPAGTEHUS! YeTI08EKO-
KomnvlomepHo2o  g3aumodeucmeus. Hayuno-npaxmuueckas 6aza HCI daem  803moducHocmyb
COBpeMEeHHbIM  Ou3atiHepam co30a8amb CUCHEMbl, NO3BOISIIOWUE Pelams NpuKiaouvle 3a0aqu
noav3osameneti, U npu 3MoM Oblmb NOHAMHLIMU U NE2KUMU 8 UCHOLb30GAHUU — O eCb TMeXHUYECKU
onepabenvuvimu U oghpexmusnvimu. Ilpedcmagnenvt ucmopuuecKue 3manvl CMAHOBLEHUS HAVKU, A
maxoice ocHosHvle HanpaesieHus pazsumus HCI ceeoous. Onucana nayunas 6asza HCI u oucyuniunvl,
KOmopbvle 6HecaUu 6KIA0 8 ee pasgumue. Paccmompenvl mpu ochogubie 2pynnbl MemoOON02UYeCKUX
noo0xX0008 6 HayKe, 6 MOM uucie (QYHOAMEHMAIbHbIL Memo0 NPOCKMUPOSAHUS — YUK «300aya-
apmegaxmy. Ilpusedena obwas kiaccuguxayus unmepgheiicos. OCHOBHOe GHUMAHUE YOENeHO
epaguueckomy norvzosamenvckomy unmepgpeticy (GUI).

Tloxazana ponv ouzaiinepa 6 npoyecce npoexmuposanuu GUI, npoananuzuposanvl smansi npoyecca
NPOEKMUPOBAHUS, A MAKNHCe PA3IUYUS MedHcOy Ousalinepom novzogamenvckoeo onvima  (UKX),
npoexmuposujukom e3aumooeticmeusi (IxD) u ouzatinepom unmepgetica (Ul).

Knrouesvle cnoea: uenosexo-komnviomeproe gzaumooeticmsue (HCI), ucmopus HCI, npoexmmuuvle
Memoobl, 8uobl unmepghelicos, noavzoeamenvckutl unmepgetic (Ul), ouzaiin, smanvi npoexmuposanusi.
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The article centers round the description of the paradigm of the interdisciplinary scientific direction of
human vs. computer interaction. The scientific and practical base of HCI makes it possible for the
contemporary designers to create systems which allow solving applied tasks of users and, at the same
time, being understood and easy to use, that is technically operationable and efficient. Historical stages
of science maturation as well as basic directions of HCI development today are considered in the article.
The scientific base of HCI is described as well as disciplines which contributed to its development. Three
main groups of methodological approaches in science are considered, includinges the fundamental project
method — the “task-artifact” cycle. A general classification of interfaces is presented. Main attention is
paid to Graphic User Interface (GUI).

The designer’s role in projecting GUI is presented, stages of the design process are described as well
as differences between the user experience (UX) designer, the interaction designer (IxD) and the interface
designer (UI).
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