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Reflection #1: Analysis
Human to human interaction and human to system interaction are existing phenomena that are evident across almost all the industries today. Some of the scenarios that exhibit these types of interactions include the drone pilot systems, public relations industry and the computer industry. The drone pilot system has human to system interaction where the aircraft pilot controls the unmanned aircraft from the different location via a secure network. All the control is done via a computerized system that simulates all the drone functionalities in real-time. The environment in which the pilot controls the drone must be conducive thus a comfortable chair is put in place. The pilot is able to control the UAV effectively and efficiently. However, operating for over 50 hours every week at the same position becomes tiresome and unhealthy (ITL, 2011)
 	All the necessary buttons or controls are usually colour coded. Colour helps in easy identification of controls and makes the environment-friendly. However, if any colour blinded pilot was to operate, there would be a confusion of controls. The equipment in the control room has to be well positioned. The positioning helps in mobility, contributes to the effectiveness and efficient control of the drone. In the public relations world, human to human interaction is inevitable. The individuals in the profession have to be presentable, have good interpersonal and public speaking skills. Being presentable provides understanding and trust to the clients. Good interpersonal and public speaking skills promote confidence, good judgement and good decision making on the professional’s side.
Computers have been in use for a long period of time. Security, minimum power consumption and speed have been the prominent design features. Security ensures data integrity, privacy protection and recovery of lost data. Speed contributes to faster transactions and is time-saving. Less energy is used in operating computers. All these computer design features have led to low operational costs and increased profit margins in the business world.
Reflection #2: Smart Car Software
The smart car software is for a mid-sized technology organization whereby the application will enable users to report car accident immediately either manually or through an auto response module. Geolocation capability will be available to enable the police to trace the victims. The software can be operated by the users on their smartphones or in the car mainframe via buttons. The company has allotted much significant time to the project that is being driven by 20 team members each with a specific role. The smart car software is trying to reduce cases of deaths in situations that a health practitioner could help save the victims’ lives. On time accident reporting will save lots of lives. The best method of prototyping is physical mock-up due to its physic capability. The tasks to be involved will involve simulations of car accidents and immediate accident reporting either manual or automatic. The physical mock-up will enable testing of the low-fidelity buttons in the car that aid the user in activating the stress signal (ITL, 2011)
The physical mockup is better than true programming prototyping. It is important for the software users to understand the core function of the smart car software. The actual reporting feature of the software needs to be understood otherwise the existing problem will continue to exist. The integration of smart car software with pre-existing car software poses a major challenge since there are some compatibility issues. High quality software modules seem to be out of reach due to the budgetary constraints. Physical mock-up prototyping binds well with cognitive walkthrough as a method of evaluation. The development team needs to know the users’ thinking patterns towards the high fidelity prototype. What do they think when the response is activated manually or automatically? Are there any variables that we may have missed during our development? What is the expected user response in case of an accident? The evaluation is less concerned with the heuristics thus heuristics based evaluation would be an insignificant method to be applied. We are less concerned with the graphical user interfaces of the application. The user’s actions are important in solving the problem since most of the application’s features are familiar with the users (Forouzan, Mosharraf, 2012)
Reflection #3: Evaluation Design
The HCD research study will be based on the e-commerce industry where customers can make a purchase using online media or physically visiting an e-commerce store. The independent variables will involve a comparison of the online e-commerce purchase method and the traditional shopping method. The dependent variables for the research study are shopping experience and efficiency (costs). The controlled variables of the research include the age of customers and customer experience with online e-commerce shopping. The first hypothesis (H1) is that the shopping experience of online e-commerce purchase is less involving than for traditional shopping method.  The second hypothesis (H2): Online e-commerce purchase is more efficient than the traditional shopping method. The third hypothesis (H3): The customer experience with online e-commerce shopping does not alter the costs or efficiency involved.  



On the participants’ management side, a laboratory environment will be used as the methodology for this research study.  The lab participants will carry out a series of tasks including ordering specific products via an online e-commerce site and ordering the same products in a local shopping store. A simulation of the local shopping store will be done inside the laboratory to allow customers to purchase products using the traditional shopping method. The metrics to be measured in the two tasks will include efficiency and shopping experience. Efficiency relates to the cost (monetary and non-monetary) incurred during the shopping process. The shopping experience is what the customer feels after shopping. Does the customer appreciate the shopping experience? These metrics will aid us to know how fulfilling our involvement will positively change the shopping experience on the customer’s side.  
The lab participants will be asked a series of questions through interviews. The questions will be based on their opinions, what they prefer and what was displeasing to them. In the analysis, we need to keep in mind of the different ages of the participants. The results may also be affected by the varying user demographics. Involvement of a large number of participants with different demographics will improve the project efficiency. The shopping experience and cost will be the main determinants if the hypotheses are true or not. “The design and development stage will have to be based on the results of the hypotheses.” (Forouzan, Mosharraf, 2012)
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