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(Abstract)

This study aims to clarify the nature and properties of
multimedia interface design, and to identify direction of
multimedia interface design research. It also focuses on
forecasting boundaries and major trends in current
researches on multimedia interface design.

The two jargons, ‘interface’ and ‘interaction’, are distin-
guished clearly to show the definition and boundary of
multimedia interface. The multidisciplinary nature of
multimedia interface design is identified as a result of
examination and analysis on major researches. Nine
research cases have been selected and categorized into
two directions as the theoretical approach and the
technical approach. Major characteristics of each case are
examined in terms of subjects and methodologies.

Findings on current states of the multimedia interface
design research are: (Dincreasing importance of context-
uality; @emerging tendency for perceiving the content as
one of interacting subjects; @providing idiomatic
interface context; and @paying much attention to the
meaning of minor actions. Those findings can be possible
as a result of expansion of boundary of multimedia
content with rapid distribution of multimedia in recent
years. The study concludes that further researches can be
activated on the basis of the concept of content-based
multimedia interface.

(Keyword)
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2) Gonzalez, C.: Visual Design of Interaction, Dialog, or Interface?,
SIGCHI Bulletin, Vol.27, No.1, 1995.1., pp.12~13

3) Baecker R. M., Buxton, W. A. S., ed.: Readings in
Human-Computer Interaction: A Multidisciplinary Approach,
Kaufmann, M., 1987, p.40

4) Gonzalez, C., op. cit., pp.12~13

§) ACM, Curricula for Human-Computer Interaction, ACM SIGCH!
Hompage, 1996 (http:/fwww.acm.org/sigchifedg/cdg2.htmis2_1)
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6) Whitehorn, A., et al,, 0|M01 82 Zego/Cjof 29 ZIEo/
(Multimedia: The Complete Guide), &M &AL 1996, p.70

7) Grudin, J.: The computer reaches out: The historical continuity of
user interface design. In- Proceedings of CHI 90, ACM SIGCH!
Conference, ACM [Kuutti, K.: Activity Theory as a Potential
Framework for Human-Computer Interaction Research. In Nardi, B.
A., ed.. Context and Consciousness: Activity Theory and

Human-Conputer Interaction, 19960{jA] x|t}
8) Cooper, A.: Your Program's Posture, Visual Basic Programmers’
Journal, 1995.2.
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Ack. Az 279 wEAPL HE 7RI HFEHMT
(non-western)A}3| o] AlES] PFE MW A §F
(insight)S @71 3 Wy ot thA] ZaM AZE] A3
Ae ALY B4 dolx9 AF, MFHA HAlel g #
A, AREY AFE Dedl 7183e 3o ohlel 1g]
A4z 1 e P99 o4, o" 4FEL A= IF
g digt £ g5 FA 5& AT HHEAL A
E7h uiE RSEAYe Alz7t @ Aotk

olgigt AP L vuF AFE JTE R e Y
ARAES AT ZEnido] AFe ALE yeE BAZoz
A AFE Y9 F53AY(Computer Supported Cooperative
Work; CSCW)oll AHGElE AZEd}o) QEs]olA tia g
Addhe dlo] AREIAU HEuo] AES AMSEE &
A Ageel AREY &S B39 AgHl: dal
o A&gozM B}t 483 JdHIYME FEdle Ho AL
Hu gtk

3.2.3 AU2i(scenario) 7|Hol BiEtS &
Ade| s Aoy A &olA AdHAY AP duY
ARIEY AR FAOt AvEleE nAY 9 38
3l Folllgle Aol ohz o|d §4 2 &oA gtez &
ME & Sle ARIEY g FAWME Yotgozy v
ol HAE AAE] s v ZAs7] A Holth3e)
qF 73 ZHM B9, Al P52 A(task) T A4
E(artifact)olgte F 74A) S 08 TAET oW A
Eo] d3le AAL JYEY AR VTS a7 NES
JAAES] 7]52 A A2 BHe 7Hsae AFsic ¢4
02 WEAQ FY-ANE & Btaskeartifact cycle) o7
H4g37

32) o| U, XEAFBHSR, — A, 1997, pp.18~21

33) Biomberg, J. L., Ethnography: Aligning Field Studies of Work and
System Design, in Monk A. F., Gilbert, G. N. eds. op. cit.,
pp.175~197

34) Ibid.

35) Greatbatch D., et. al.. Conversation Analysis: Human-Computer
Interaction and the General Practice Consuitation, in Monk A. F.,
Gilbert, G. N., eds. op. cit., pp.199~222

36) HAS, oMol 2, otaetE A, 1999, pp.186~194.

37) Carroll, J. M.: Artifacts and Scenarios: An Engineering Approach,
in Monk A. F., Gilbert, G. N., eds. op. cit., pp.121~127
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% P M BT P A)2E F AL SPe
YAl 2AE AW Alze] Y% g BeHoE 247
Jd Hog 2R &)W, 53 A8 A9 48e A3hoz
T AR E £3 23 HHL AROZH A1 3
53 1 ARAAE TRl haos Aed. tajeluisol
AvEle NMe £Ustel ARE0] AALBoNN B $F
S GAE BASH 59, ARSA A2 B F Ro) 89
A7}E Az 4 A "ee Aol

AdeleE BAE F8 7lgold 948 dHe) tholoay,
tHal(comic strip), 29, AR(ZL FA4A1F) 52 53 €
g Aot txelus AU, AMA AP #AE
Hol o), 4EH oz txlsolol & o] Azte A%
2 AN s AERA oYE F8S eAE g
A H o) FHoE AZAL HAY & AE 54
2 A2HTM

33 UM 7iYel FHS UB #T

Vg3t o] ol@AQ P23k WAZ, 2AY Aeselx
e AN A% Qe A77h ol U 2sh
Ze Pase J1E 2eide Arsels R 24
& ysdE UL 1 #$2%E AN Y F @A

ol239l Agte]l IXA g1 AAHY HALE AAAY

7S AAZ TN e dA 998 28 U
33.1 H3YH ALEA Qg dolA
(Adaptive User Interface; AUI)

19800 dc) Futel A 1990 ) el HA @A dAFE
AUle ZFEZF ookt 943, AT A3A g A
EEA 23 g devite] dEHo]2] tarl
Ag z2adg £EAM fdste & FEE FO) o
HHE gEuTY] AFo] Ay AHEAIE] ZA e AY
A Uze AR #7d vt geiAe 23e 1elEd, T
FHoE A3AEAHQ F5ol FPHA 2HE & A== o
AQH oot A4S wgog du go. AUls 93
A 9n)e] ‘A%¥ <Al H o) A(intelligent interface)’ 9} &}
A FEHAE Yotk JZERE Y|P 3|(Hartmut Diete-
rich) §& AUlY 58 =&Y AlA¢(Intelligent Help
System; THS)S} 258 g Al2(Intelligent Tutor System;
I15)& 718 A& A%5¥ Ae o g Hdgct)

38) Design Scenarios, Special issues in Innovation, IDSA, all 1997,
pp.4~53

39) Adaptive Design, in User Interface Design: A Structured
Approach, Plenum, New York, 1994, pp.291~325

Sanderson, D. P.: Adaptive User Interface Design and Its

Dependence on Structure, in Schneider-Hufschmidt, M., Kuehme, T.,
Malinowski, U., eds.. Adaptive User Interfaces: Principles and
Practice, North Holland Elsevier, Amsterdam, 1993, pp.241~267

40) Dieterich, H., et al., Siemens Corporate Research &
Development: State of the Art in Adaptive User Interface, in

Schneider-Hufschmidt, M., et al., eds. op. cit., pp 13-48
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[337] HEXQ UIMSe| JHEts
AUl 7]8hg & dAFe F2 HAEHE FHolA H3y A
299 2ZEHo] 729 FHE AFIAY YT &
Holx AL FAsle Ehd 2AHE Do guh dHY
3] So oj3td AT o]FolF AUl B AFE A AR
2 Y(user modeling), #% EdH(task modeling), 3} ¥
d¥(dialog modeling), A8 UA(plan recognition)¢] 7]& %
Wlol @A BREAY AR 5 g5
olgig ZHES zte Y9 AUl 97« 718302 HEln|
tol AZAA AeiElel: QAEE B, 283 A8
Alejgol~ #el A2e(User Interface Management Systemy
UIMS)elgks 7d¢ wiege g sla 9o (237 UIMSE 4
ZEYo AU AHFH| &S FEdhe FES ERALL
24 Bo fdstn H33A 434S sisA e Fd
A g Yog Zeod) £, AU 3t 323 ol Al
45 A AN Jy Fu Az g2 Br)ng 5
A3 FRe £E NS /I /713 B FA2 39
Foe g & £ Utk TF AA ARAY AHI 9
go| QAeHo]29 FEAY FLE Fre LS A
€ 3z ¢ onisle gelgln @ 4 gl
3.3.2 w=4 ole{H 0] A(Tailored interface)43)
AUl7} 2ot 23¢ Jel2 228 QEsolA o] &(separable
interface theory)& F& F Aok F&¥ dgHo|20|EL
7oz e Rde o FHY LTEJold AEE &
om, A8z AMAE AT B Aeslx e BE
& AN Acke AoA derEgl UIMSe) wRdch gyt
A UIMSe &he] 2ZEdo] oA g el RgY
EA4E B33 e AL FHez dx l7) gEel) 8
o]z 2(Reynolds)= ol o2& shutez ARgz ALY
40 gt M2 & Udgdo)AE AFE 4 e Ue
|2 2% di3)ltailoring interface agent)& #|otéti, 18
3t djayatoll ofaf sPshe AREAIA FolT U HoAE
+23) ¢1E]H| o] Aftailored interface)Ztn Bolstgh HEA

o o

N,

41) ibid., pp.34~38

42) Bass, L., Coutaz, J.: Developing Software for the User
Interface, Addison-Wesley, 1992, pp.146

43) Reynolds, C.: A Critical Examination of Separable User Interface
Management Systems: Constructs for Individualization, in SIGCHI
Bulletin, 29(3), 1997
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EEYA @38
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§ 2| 28
®
P

HE Men

&N

[D&6] &Y lE(Hoja AAY

Lpersona)2t HHE o] Aeldo]x %F Ay “Fo
A A& QoM AHgALY BE A5 JYE £A%T 9
€ A2 AA 2d72 AoHs, AHEaie /1% UEH
ol @7 Aolold UFe Hei(filter) HEL BAxE AR
a0 [248]

2EY QEsoj&s Zo] ARIStE dEsHo]2d) #E A7
€ 2FHoE ‘HAIY YEIHX'E FHSEE ol
BEHA el digle] dig waRoz YAY Hol
g1 & # Ut F Jeolag A7 YEA “ABoe
FRPEE AR dAAEN A2 A2 why -e
Aol A7lE Folth. 272 2 oW 'AEH WaAd 2
FE fojde s e ABH U Ho|2E 7))
A AbadaAs 24, 2T 2843 wiAE vgeg AA
2 298 AdEFoj2rE &Y + Yohe AL S whe)
T Rojgn & § Yo AEHoz 2EY JEHAE
AHEAZE 718 M2 AAlE QE#H ol s Hzue A
28 e FF APAE Fo2M ARSALY] whgo) ujg)
A dtH delFel2E AME F UEE 3] A A
ot}

3.3.3 &}o|iH 7| A E(HyperContext) 2445

o] 2dg “HFEe 1 R HI% W ual g2 3
AE F dd'e 7R AEE ulEoE wEAR Aoz,
53] 94de #d ARE Bl A(browsing)dhe dtolHE A
E(hypertext)8] EiFo]2o] A Aolth el Yalo
E9 ARARI o]§ T2 ZHA ALEHI glE sojHdA
Eg, H¥A0E d5dHe A5FHQ) "2E0 vl e
AF2E AFE 7t AT AEAE WEE #Ho)
e o Aie H2EZR YA o858 4 9% B ol
A8 T3 FAZ o158 2 £ Utk FHAY, oFE A
27t 2 & WES vhedE ukE £ Y] fEel gE
239 ZAZ WA F At F AR Aol RS
31 YA=AE AAY 7lekd Ag 4S Ut vk
ok b AR ALY ALE WEhg Q1AEkL, A gd da
L % dRE 7FNE RAFozH oyt A

B

XY 28

A
Zo

T o 2

E
(o]
KR

O

44) Teasly, B., et al.. Cultural Diversity in User Interface Design:
Are Intuitions Enough?, SIGCH! Bulletin, 26(1), pp.36~40

45) Staff, C.: HyperContext: A Model for Adaptive Hypertext, in
Jameson, A., Paris, C., Tasso, C., eds.. User Modelling:
Proceedings of the Sixth International Conference, UM97,
Springer, 1997
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Aet7] A S AAET Je o) viE H3 Y
8~ E(adaptive hypertext) Fopolch 19} Z& gy &
o, So|HPHAAE Rde QJFX|5(Artifical Intelligence;
Al) FopoA AjzR el 2d F A A F9
shigtn & & Qi
go|H AL 2E RdoA 2 (object)E T 23 (profile)o]e}
E 71EE $4% 7K SloN AR AR F3FE
g o) 2 o] A @ o]oj(presentation layer), A #o
of(object layer), A% g oloi(structure layer) & M 7
7t dge) e ¥ES BT & ARRAlE °1“1§} He &
oM A & AR} 1 A HYPsioin AZHE d2
B5AEE ey yoprt Bt AHtsittn Azshks o
2 MAE 1 98 &0 TYANL FE Yot

Aeisfo]l 29 A oA AMEStE 749 Heto] nlx
£ 9% B8 dFE o)H E(Abbe Don)d) 2J&) o}FolA
. & F¢ U2ElH(oral narrative)o}e] H@EHL &
AR 724} WSS AR o diAte) o o8
dgg 53 AT 2 ARNE  de AAE AT
Azchss) 3H ZHE w2l (Robert W. Bailey)w= 17to]
A2EE AMESte Holl YoM 2 B8RS ZAshe 842
A QIZte] UYWAY Ay ZH, 83 = 2 AHE X
g8k oju]e] ALY, Deln 2 Yo} o]FojAe e
AArehe Q1 7h-#) 9)-ul SHhuman-activity-context) 2 o] 0]
217> &4 2d(human performance model)}g A t}47)
3.3.4 2Ie{Z&) 0| A(Interplace)4s)
EntA o8& (Thomas Erickson)& 3743 K (spatial infor-
mation)d] taiA ATHIL e vHE sk AEA ARY
#Aol4 “Hxﬂi/ﬂw] AFE HE3ta Qeso] 29 HFS
e A2E dARlE & e 54E AN e
=329 Eﬂr?—rﬂl ojw g F7Hspace)o] U] AFEFEA o™
G «lul‘“- Ade Ziplace)2 A= d 3¢ 2 &
Av 7R YuEA] & Aoz AlET AR, ARER A
F9 JyPP L frEIhE Aotk
e olad dA4Y HEA Atdl2A4 MUDMulti-User Dim-
ensionf9gh= 7H3e] FA ol AREE JejB Az
2 ERS B4 e5¢ JeHAolA dAlY AHA
£ o A3 F@Ho|x] ¥& MUDE ‘MUD ——3'?'-‘7"013}—“— s
£ g AEE FAAFY NE FL AT )R
7} 23 gle 991H A @ (first-person expenence)50)7£1?_l /‘37_3,
gelx, MUD Ao BAME 4 (AAHolAx o,
AR A4H HRE Fwstn A FodE)e o Fo
Age] ZA He vzt ARHoE Aol EEAHS

3to]

46) Don, A.: Narrative and the Interface, in Laurel, B., ed.: The Art
of Human-Computer Interface Design, Addison-Wesley, 1990,
pp.383~391

47) Bailey, R. W.: Human Performance Engineering, Prentice Hall
PTR, 1996, pp.9~14

48) Erickson, T.: From Interface to Interplace: The Spatial
Environment as a Medium for Interaction, in Proceedings of
Conference on Spatial Information Theory, 1993

49) Muiti-User Dungeon; Multi-User Dialog S22 i UA7|=
siCh.

50) Laurel, B. op. cit, pp.112~123 #=
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goli dol slddie Ae BaEn ok

deed Fart AP F¥2 viAe 242N G5
22 9%S ¢ & o F3Y

CABSE ANANES AAHAY 2BNY £ At
3L Ade odY 95 FEU & A

- Ee] R4E0] BAE ANHeE ATHEE
el 24 4 Am.

cH2E AT BEY J15H 95 olele A
g guig £ Yok
« Aol oulo} 4
g AXE = Ak

olg Bl a2 "AFH A2"dA FTH FRE I
& FFHE QY AFALe] FRA4D FAHA ¥
E 254 e BRAQ 4% ¥ 4 I FFSG o
g & o9 YFa FAE AP ol Age AHe
A7 AHsol29 AHA, AR 249 gu|E Rode
ol JHPAY LA HA e L Fue AME
AT lon, EFHQ AR ‘vo]laRATE
(Microsoft Boby 9] UEi#]o]& YRS F& F TS
3.3.5 2lo| =A E2 X(Lifestreams)52)
dlo]dl AYE(David Gelernter)= QEMle] Ykl AL 2
o2 e NUAHU AFH A5ES F)de ¥ 7}
Ao WEEE ol4d A Ax #Y R FAA=ZE @
A7 Qo #3383, A2 AdY As B2/ &4 A2d
9] ‘gho] LA E PZ(Lifestreams)’ S AU} PYo|TAEYR
Z2AEE ALATL AT A AR B8 G} ARES
A5k, ALRAPE BoE & o 249 V1Y &9 U 2
AR AME F7HE Folo N A Hile Ae 2E F
SIES s Aol ol & U] ofE A=g 2] 9
st dotelE A A dEE 7)doA Rete A
128 £ AT &, 7129 GEAY A2 Bel/ 4 B
A diZzzag(desktop) =AY FIHAHRAYC)E 329
£) Ansjolaske A8 ge PA AQH(emporal) <)
Ej#o]2 o]t}
TdgC 1:’1(Donald A. Norman)& o]Z& £32] <ol
29 disjA “uj¢ = Fojut, ATt} 719 & A& o
Y 71A W] Fo] SvbAwtE g wyrelztm sHA
IV AYe AP A PYrolRn WA, Ao
& d4(Jakob Nielsen) 9] 18} A AL FYHF v}
At W go|Z2EY=RE ATAQ] S| A o2
2 9L A oj@d FLo] 53] W% 49 ARE ¢
2 535S F 5 Aue AT AT £ ¢ 17
g sto|HALAE B nlArtA 2, AHgAIY AIRHY 2
of o}Fo 1 AEE T AEdtE Ho £3& Eoe A
& golZ2EYR FEGUE 3 olo

>.

&
A

=
=)
r
&

Ae ggozm B3 489 29

51) Mandel, T.: The Elements of User Interface Design, John
Wiley & Sons, 1997, pp.17~30, pp.364~372

52) Steinberg, S. G.: Lifestreams, in Wired, Issue 5.02, 1997.2.,
(http:f//www.wired.com/wired/5.02/featuresffflifestreams.htrnl)
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3.3.6 2|U M =(RealThings), 2/
7to| =2}o159)

IBM] HCI tARQIgE 23 R o AHEalEo] B 47
AFEE AT F ASF 37 3N, AA AA F53
o2 d&Hn ARFHo e A QXY AHEI)d 2A4¢
49 AMEA Adesol2 dAe Foslo A A
A" o] ZZAEE F4 7|E 9= L2 QEHo)29 giF
Al F2Q WIMP, & 9x%(windows), o}o]&(icons), ¥
(menus), ZIE|(pointers)Z o]Fo}Z QA Ho)A7 T ¥
4501z A2YHolE FE AN TH AHEA} Qo
£ 932 7] ghAE Eohe(puldown) WS AdaA
gsdstop gk *ﬂxd°l UgdE EFstn 2y
Aol A77t iR WIMPE 402 & GUIY 223
Ao F4E T2 USE HH ok 2EL old Yg o
dog i Ale 8% BAES 10z THE Lads
SEZTEOYeE ojFo| AFE #A[1F9L ALsgch
o] ZZHEZL A MANA zlo] oFA A1EE AAs}
3 gujE Rofstertel gt o B P2l /‘]Eﬂﬁ
Z AR AAE JIFELE # AEY YA 2
279 ¥ AHEEl 21 J' MZ U /I5ES @9—1
AL 28 2 Hd(work plane) MdS E¢3td AHeA}

Z20) Al X (RealPlaces)

oh
3-
z“;l.

[2219] IBM 2|Qux/2|HdE0|A|=
Jtol=ajel
(@) #3-34-2E2 Y OB
7}EICh
) M| 7158 ste SRZEIY2
S0 g2t WEg + Ack

QlojgE

(A IBM RealThings/RealPlaces Guideline,
1997)

53) IBM HC! Design Team, RealThings Guidelines, 1BM Co., 1997
IBM HCI Design Team, RealPlaces Guidelines, IBM Co., 1997
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7b &8 38 SN AALYA FAYo] ojFojA £ e
PSS B 42 S £ Uk £§ o] ZEAE
A A AFEE BEFgoz Al AYPA AL
e AEHME, $8Z2g9 AZEYHY
FHE 4dg 2ol AR NEEEANY ANE T2
A Poh FH SEA(virtual reality; VR)op} Z7@A
(augmented reality) 7]&& o]&8 7M3 QAR Ho|A §75)
T olg Zo] AL adi2 HEF Aol AdE
71€4Q) FReM H2e Al & + o

538 o] ZAEAE "R HHEY FHL §
(Focus on content, not control)’E= RA& ZFZ3l1 YoiA,
ol AFEH A2WE AMse d QoA Az AlnFe
Aol AN&ElY Ay #E] Pz F2 BYL TIAHLR o
A9 gl Ao} WA FEER itk

34 FQ UAHN

oldellX duie Hejutio] AgFolx Tl HT W
3 a2 o] W7, 2gjx Ay dFES nFY dgz B
3 y&e os ¥ 7iAg HeEdE £ ok

341 Hefyol Zex 3

~l> rir Jku

o] o]l e YEFHolA TARIY A7 WS B
é}"E]Q— ZZEI ok WA F43% 48 FRE= 54
€ 23 3o A-FFE ALDE o]@FHo|w EAAQ #
Yoz Y3e Aol ope, Ahg 33#’49% #FgdAo o o
Fd2 9%e 123l Z AEHolx ake EAS BE
Nz %74] A ggke FA8tn %lE} Z 2grigo] g
Hol2g HAlshe e

@A) sl ojolEolut ol
£ A ojyza nE ol 3
VI o] AEL A
old Y& A3, ojH on)
grgo] olFojA 1 i)
am J. Baﬂmﬂ)c’i ASHET A4H

'1"?:—1% 34 g 4 g U™y
ol& tzRle] UzE M oM BEE Fal =2
ok g 7/&56)0 U 2t} 2d(Brenda Laurel)o] A&z}
3 e Uesloj2xtt AMge] Wt xad)
AeHoj27 B4 o EgFo|gxn 3 AMHE uA4E
gck AR WEn QEdFoj2Y] AEAo]l MZ E7bE
Al ke AL ojn] FolHAL2E Telol} WU e
T-39)-ag BddME 39 vl gl

342 HHEES 4sXE FAHRAM 214
71&9 HCAAM= A7¥3 ‘AFE(IAY o 45284 <t

e
49 Holorzare a7
U ojolE Ee Holoho
AA W) vzo] ¥ o)
g AAE7h e 2an

2o

54) Mohnkern, K.: Beyond the Interface Metaphor, SIGCH! Bulletin,
1997.4. 2%

55) Fisher, 8. S.: Virtual Interface Environments, in Laurel, B., ed.:
The Art of Human-Computer Interface Design, Addison-Wesley,
1993, pp.423~438

56) Bannon, L. J.: From Human Factors to Human Actors: The Role
of Psychology and Human-Computer Interaction Studies in System
Design, in Greenbaum, J., & Kyng, M., eds.: Design at Work,
Cooperative Design of Computer Systems, Lawrence Erlbaum,
1991, pp.25~44

57) Laurel; B. op. cit, pp.102~105
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e FALY, HA AFHE AHSo 442 O9%A sHe
W, & ARESS 45age gy #4o] Figa ok
PEolgoA Fer o] Aol A HE HFHE wis)
2 3 3 %(computer-mediated activity)F t)AQlehe Aoz
He Az ogg HFolgt & AHojr}5) ojn] =% nlg}
o] dFol@oie AFH A2WL Agste YE FA
(AHEZH7F ARE A29E 58 AA(RPE)NA 9L 0
HA old Ax(de AUE)Z HWiAse AYoE 138
% & ZAFEHE AR S AdxE dBAIE YYE 2
Baol& fAlez & 4 o, of 3YdA E4He &
T 7lEe B FYEER U IHE B0 sgHow @
FE Aok Aotk B Aok 1 £F FAog 3R
SE2A OE Y99 AbEE FUL e E e A
£+ AF3sa Qi

ol¢} e #Y L AFEHE 43249 FAH Yoz 2
AL 28 b Alokg AFHE £ Utk F AR
GFI e dido] ojmdt SFAA FYoly yHE 7
Zo s FEsEs ¥FE Fe RAo) op, APET}
ol A& Zta gl=ue] F4& o9 £ BHYse A
FE 239 AZEole AF g AeHo|AE 71E F4
o §ie Rolh

343 HEH0l QlE{Ho|A Mato) I
Fejrtlo} Qe Hol2 TRl M2 AFe, o
AHEET lE 7189 EF |29 vlwslE o, ARgal
AL, A8 me Qe Holx s4e YL I
Aotk & 7} /i AHERE UEUE olgjdt a4 &
A% 71EE M2 ASE AT F438E Aotk E(Don
e x4 7]¥Hmultimedia knowledgebase)& <1E]H
o|AE B3 THsbw dio UM 2 dHHIAE Yelle
FA, AHEA, WA, 28] go] N2 Al 9F¢E &
O 4 o Aok FF AEHo| A AFE ol HE
3o, JRIEE g2 4" 4 s A8 dE
ol tjdl, AEjHo|~E HAE & Y= FEHU 71E 24
§ F7stele Aotk & #AEAQ YHH 2 YFe FH2
Aoz AFFozN &S 53 5849 ANE Traok
githe Aotk

=8 AggeA F2 dRojAe dF9 FEFA N )
A, & U2 % Hu(internal plane of actions; [PA)60)o]
U 414 Ed(mental model)p)& o]2{gt £&ol 7|Eo th3t
A7 8 4 Stk 3 (Cooper)e QA Ho]2 ARl o)
grige] 71& 2t d(technology paradigm)oll Al &4 =2
Th¢)(metaphor paradigm)© 2 W3E oL, ol A #&
w2t} (idiomatic paradigm)e 2 wslsjol dcin FA43ct
Iv FHFQ &4 7146 wet d2A 848 4 e F

e
ox
)
lo

ob
N

o

¢

)
o

0
o o A o u

év

58) Kaptelinin, V.: Computer-Mediated Activity: Functional Organs in
Social and Developmental Contexts, in Nardi, B. A, ed. op. cit.,
pp.45~68

59) Don, A., lbid.

60) Kaptelinin, V.:op cit., pp.52

61) Norman, D. A.: The Design of Everyday Things, Basic Books,
1988, pp.189~191
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287402 od), §42 4 & Anselasl FIHoz
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344 HHE SS9 oju| 1

2oz N8R B Ansola a9 AAE B2 ehpe
orig mesel okt otk 7129 Assolx e
22804 TEE wsh ol SRS WEE WA g
NRE 7 4 29 AAB FEe ol27A o s
2o &3 BAs f0n 2 4 Aok 2@y Qesela
Rzt o4 SEsA ghe AgAle HRHoln FB3,
AL Hge) Y53 2 ) g@ BAe vny A2
o olzd PFolest uFAYl HEe E Y2 5 54
2A408 deddn £ 4 Stk E8 A 7Y 94
249 % ololtio} £ZelA WA 22HA £ AeHo)
29 AH¢ Y5 MGLEAH 3 AFHY UL A
oz gagch

$2%, Wejriel ABM|AE FH Are ARUAY
AN skl FAQ AR AL olsh 2ol ARF
$ao) W 227 o FolAT YE WY, OE BuY 74
Q) AAES) 4RH G5 ABHol2d & P40l B
HRHY TE 2 $5F Aol Aotk el 2
289 e 525 ANEY 424D 58, 77, A7) Y
£ HUNE FFL 2 4 9ok TeA el o
A olaf P gEo) £28 LAYl HAY, wzE
FAE 28 & & Ase AEAT dahe S Ao
203 ¢ 4 Yk a8 7129 Beuite) gsel~ 2
FoAE o|dF Lobe THAY ‘2B TAz A
Al Aol YIFED o2l AL Ardola FHE
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Media), 7{RUACIH 8=, 1997, pp.25~46
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