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Hw 14: User Modeling, Learning on Demand, and HFAs

1.


I found the most interesting aspect of this article to be the section relating to high-functionality applications as they directly relate to my interests in computer science.  I think there is a good movement in HFA and agree that we must move away from an all knowing “expert” structure (where one person is relied upon more than all others) and instead move toward collaborative user participation. I also agreed with the fact (through my own experiences) that software designers are responsible for writing diverse platforms that handle a large variety of inputs.  The only part of the article that I did not find particularly interesting was the conclusion. I wish it touched on some possible practical uses for user modeling as well as the predicted impact. 
2. 


The main message of this article is that while many potential challenging problems currently prevent us from a perfect implementation of user modeling through the process of identifying these challenges we will be able gain new insight into the design of future modeling techniques.

3.

Recently I have seen an abundance of user modeling components in computer games. Often times, before the game lets you begin the campaign it will require you to complete a tutorial so that you become familiar with the commands, controls and environment of the game.  I usually find these tutorials to be very beneficial as I learn things that I would never otherwise discover by my usual process of “playing around.”  I think a user modeling component could be feasible for the wiki and could benefit users in the same way as described above.  For example, I noticed a “chat” feature on the swiki.  An interactive tutor could teach users about features that they would otherwise never know existed.

