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Level 1: Failure to correctly perceive information

Data not available
Data hard to discriminate or detect
Failure to monitor or observe data
Misperception of data
Memory loss
Level 2: Failure to correctly integrate or comprehend
information

Lack of or poor mental model

Use of incorrect mental model

Over reliance on default values

Other
Level 3: Failure to project future actions or state of the
system

Lack of or poor mental model
Over—projection of current trends
Other
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