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(Abstract)

This paper’s objective is the analysis of eye-movement recording
with visual perception process, the inference of heuristic
guidelines with human information processing, and the
generation of design principles for practical works. For this
objective, it was experimented on that the user’s eye-movement
recording of interactive media with the Eyegaze Interface
System, and analyzed the visual perception process of top-down
& bottom-up processing, and inferred the design principles from
human information process. Our results provide the implications
of design through the analysis of the user's eye-movement
recording that were changed according to each menu depth of
the interactive media. And, it is proposed that the new concept of
heuristic guidelines based on each stage of action that is related
to human factors.

(Keyword)
Eyegaze Analysis, Human Information Processing, Heuristic
Guidelines, User Interface Design
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Aok A 719 FEE F} 25 AAHA A% 7). 23, F
A3 DERE A% THAY DO|=E AFZFOEA AEAT}
Aefslol g AHUA AHSE 5 UEE =& 5 vt 26 24
QA HELE A% AFHQ dolw).

2.5.3. 2A2M 1l EF3S| (Consistency & Standards)

AHgAte] EX A4 9 (Forming the Goal)E A U3k 'd@Add}
EF3e 97 5839 g2ag A3 o™ 7)5e HEE A
of gk o} ke FAolck ol AMgAY Ex A4
Ae 5gyer vl Y8 EFE3E OAUS B8 EFS X
L AHERY 71E A4o] AR Yu F7)7YE B4
@771y 852 g Adsiop sk

AEAZE 7T Qe 71E AN Ao RetEe] Edg T
L 47 oY = U=E DEH (1 A8AY 71E AY ),
AAAA Azt AAE B3 I 55E sMEA A 32 Y
#E A AA). G o] leN HHe HAz 9
Aol BdAde] glolok sin} (33 BH AAY 5L4), AR S
3 719& FANE & YRE golo dad M Fo3in
(34 AH8A F4o BEF fo)), AL B BEAS Wdsle it
Z1dle] F83EE TAAGT} 35 e dita Zldel 48). o
F3 AHRAES A dHHIA FH Ee 270& AFsA A
Zola Hilgls S RISEER AT (6 I SRS
¢ 9% QElFols §4 Ee 27).

254. S840 FHA (Efficiency & Flexibility)

AHEALS 2534 Al (Intention to Ac)E A ke 'EEAH §
B9 4FL ofd gFo] sh5d Ao hF A EAoT
HAgd A4S 13t 71 AFHoIY WE 4 A Hy,
A HA BAAAE do wEFHe AGel dE 7ord
€ 2Y 7 U=S Adslor Frt
AHEAZE AASA 2A Ul AE AT £ JIEF AT
I (@ AeA AAgE ), AF AR e B3 T15E
A £72 F Jolo} ot Pastd AAEA thA BHA A
48 lolol I (12 $4 9ol we e HY). 257 F 4
I WE RS AT (43 BF7) AF), 28 R AE AEAE
o] BF 9EE 4 UEE dibAd 4 Adsiok It @44 Ui
Fd 4 A). 4E YRH0l2E T A9 AYH A o

§ UELE RS TECD @45 A3 AP WP 957

2.55. AIZX} H|ojo} ofla] 2| (User Control & Error Management)

g2t YEEME AZSHs Bl (Sequence of Actions)E 2|93}
T AR Fol9) dlF #Ee] 9F' 2 AN Ags AL
A3 E AYAZE Adsls ZA ok AMHEATL A2 Aol
AL zkn 243 BAY + JEE F2, A5 A$E ouls
StAFAE FHlF ok Fot

AR} Al2E S HUg AojE o JTE A (51 AR
£ 9% Ao, 7|FAYEE Fasr|ivte WEFQ AAE F
8 AofE FE3T (52 7YRtke HEHA AR), AHEAY] @
F IAE Sl A2ge sy REE AASE Ao £
63 Rz 2= AA). EolF F de AFHAY Lfe g
A 4 J=E ol 0 (54 A oF ¥x), EA 3
2L A% A9 8¢ AREA] BE F Y5F AT o} dh
65 A A 3 ).

ojFgA ke ArAz 2dH P9 GAE TweE =F

g
A
A
&
o
=

O kA FrElay shol=aele AF A Y T

E AdHolx YA sleleglo g &8 T gloH,

b & AR 4 FdMe dEEols Hal]l Hrte

2oz 443 & o o Yobrl, A8 AEA S12

Z 99 At Felay slol=aelst AEAA et

& & gon, a9 #HE Aol ARl dALLaE

kg 4 97l Mo A8

$AS AT FLE 7]

02 289 + ik

26. 2l
A ANE B9 JdF DA FuA

AN T Il - A - WA 2Y

-

2dg 2A= @
Fel2g rlel=gRle Z2EA N ik A9e] gAlg AAZ
A2tk ke AES 7 Aok dErte A

o]
<

5
=]
T

ZHA M YA AR AdePS A A

2o gede B4l gl7) BEel, 2ud 2o o A
Aol AuAe AP nelstel Felay selmels 4

4HE FEI= Zlo] HAsith oY3 BHAAM FaRE
(Rasmussen)> 7% - 8 - AJ4)(Skill, Rule, Knowledge) Zdl-&
53 AgEel H23E FPste U AAHLR A

E JAFR] AR S AZA BAR distiuid 1z

3, AEGordon) 0| 7| - F8 - A B9 T Y4
3 FEA Ede AN A4 At B TG
B o 2ol AXSAT) (21 6]

2.6.1. =&El 7|59 Y (Skil-based behavior)

old gl v 2d AFEL £UY P4 DAIM AT
Hog FRANE Y5 Hrh o]EL oAy BMES FHal
A A dart glon, Fhed e A 19d 9sw
gt A3 Fogoz A TS 5}y Wi, Y §
802 AAA e ‘A=< uhg-o] £ (Stimulus-Response Associations)’

o oa) ool

12) Rasmussen, J. Skills, rules, knowledge: Signals, signs, and symbols

and other distinctions in human performance models. IEEE Transactions
on Systems, Man, and Cybernetics, 13(3), 257-267. 1983.

13) Gordon, S.E. An Information-Processing Model of Naturalistic Decision
Making. Presentation at Annual Meeting of the Idaho Psychological
Association, Sun Valley, Idaho. 1997.
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dg P9 gACN FPE PP ARvke A9 S99 o
24 o] Al kA ©A AlolE ebd S&E Age APath
Aol AW ZAW e Ao] WAL A9, ATk Ty
2 254 A4 B9z AVeN A2 FAY. 47€ 99
WAOA dehte dele Zoge oe xo) 2ug 499 o
239 #=d FYHE ATHA FPEME Wafete AFolA
£ 5 3tk

2.6.2. HIEE 79| 49| (Rule-based behavior)

+ ol gzad Agatds g A9 de AeEe &
o 99 WA A FBIG. A% A3 SJulE Signs
o4 WolEY %, A9 A AL Mges 248 frz'oi
U Fddl wet A4 #3884 ok olH @ #A% #8294
B AF% a9 HEE AT Aol rxAH wte 23
(If-Then Associations) o] £]&}] o] Fo] At}

r 2EATL FES B ASHA HEE oW 2 FFAE H9
89 49 AN sHIA AAS FYSA Bt 28 A
2 A3 SXA HE oA 257 A2 P9 ¢AZ F A
gaA dok g9 P9 AN dede dee 42e 2R
wdste] ARE 7S H8 A4l veidoh

2.6.3. THA X|Alo] 39| (Knowledge-based behavior)

Ag W AR A ATES o8 FYolN AW 73
& s 7k gk ol u 2RAE AdY 9 dAlA
244 48 $aaA 9ok

* Adg A9 BN BASE ot AgE WVl @,
Yot 7M. MY AP, AAFY A3t Zo] 44
Q) Al #EE o vebdth

4UEo) ohe 4 P99 wAE FA2Y solsgag 48
oA 9% 9P £g0) Bk AWHE YAsT ARt B¢
He hke zudsl Ave 94aq eAdA 3 9By
3w dg AL, 43 BE) 2T A )

FaAe AE 2 vedR 234, 4 L1349 HaY 9
22 A9TY, 439 A 5 BTOE W ol
Ae 2Bt A3 BRRA A% AY SLHY NG4S
A7) A3 ‘1 A A=WH 5 A8 Aclst oY B
o 958 A9
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580 AL RS BAFRC, 5U9
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24% ok 4 AT

3.1, A8 2 slEx2l AIMER J|8
3.1.1. AstRE|o] AlM

3.

-

AGRE 23 WP A424 9 FADY UEAD o
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[28 71 243 2249 49
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Zotel 2WE AMo] 4f3 F4L AMHA ddsks AL | A WA W ol U Aol BAY o
238 ¥gaim gon, $zo nye Hud Fao AT B FE e F Adg sk A3 72
& AR AWRE A8 Baaz 2459 gk 2 4 gtk oA Blaag Fd 99 WE

v A WA A oA ez o 9Xg ofn] BHF AgAE FBo @
(Bt 2 533 gag 53 3 e B3 Ax w=3 44 Ay ¢
AHD B2 s, doke AR A The AAS HoZ: AMEH 728 U

e} g (e v B,
45 Me ude 98 958

< 2% gJ% + vk A

X gk
o A WA Ag o)A ¢ A AL A
& Jlsol HEY FriEn Yo = 7]

A HEL FuM ise # (Hard Key) ¥H4le] 71872E Holut 2427
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