IT 201
CHAPTER 3

Managing Design Processes

Organizational Design and Support Usability
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Design is inherently creative and unpredictable Interactive system designers must blend

Knowledge of technical feasibility with a mystical esthetic sense of what attracts users. Hared
language
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Carroll and Rosson design characterization:
G988 J3UNS aranal Ciia g

o Design is a process, not a state
A Gy Llas 9 azanall
e The design process is nonhierarchical-
A i A apaall Lles
e The process is radically transformational
o2 Jgad dglanl) 8
e Design intrinsically involves the discovery of new goals
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Usability engineering” has evolved into a recognized discipline with maturing practices and a
growing set of standards

Usability engineers and user-interface architects sometimes called the user experience (UX)
team are gaining experience in organizational change
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There are numerous papers and reporting addressing return on investment (ROI) for usability
testing
A A pes LAY LAWY o 2 gai A0 gy )l 5 A e (3) o) Slia
The Usability Professional's Association (UPA) holds annual meetings called the “World Usability Day
AL A s allall o g dide (3l (5 s g Laial () sdiay aladinY) A seud Cppvigall dpnan

( The Four Pillars of Design) asewaill 4a; ¥ saacy)

1. (User Interface Requirements .)a23%uall dga) g lillaia

2. (Guidelines Documents & Process.)iallaall 5 ol ¥ 3l

3. (User Interface Software Tools. ) x5l dgal 5 daa y ol 50

4. (Expert Reviews & Usability Testing.)s235uall L Ll g o) pall daal e

User- Guidelines User-interface Expert Reviews
interface Documents Software &
Requirements & Tools Usability

Process Testing

User Interface Requirements adiiaal) dgal s cibilia

e Soliciting and clearly specifying user requirements is a major key to success in any

development activity
&b Bl ol 8 Ll )1 ~ U] a addiiusal) il 2p0a5 7 gaa ol 5 (bl

e Laying out the user-interface requirements is part of the overall requirements

development and management process
Allaa¥) laliia1 s 1) s Al dgdee (o s ja s aadiual) dgal s cilillia puia g
e User interface requirements describe system behavior
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AUl & sl Cauad addinall dgal 5 cilidlaia
Ethnographic observation:<é_& sy 481 5
¢ Identifying and observing the user community in action-
e a5 Jaall oL aniiivsall aaine 480 pa 5 2yaa3
e Discussed later
Laa Lgiialia
Guidelines documents and processes<biant) g 4ugaa sil) (saleal) 35
Each project has different needs, but guidelines should be considered for:
rdaY o ina 5 O (i b Y (815 ddiling cilalgal al g g e S

e Words, icons, and graphics<te sw 5 ) sa )l 5 il
e Terminology (objects and actions), abbreviations, and Capitalization
a5« jlaia¥l ¢(Dlel jayl s lils) Glallhiadl)
e Character set, fonts, font sizes, and styles (bold, italic underline)
(sbansille Jila ¢(3ale ) Lalail 5 cda shadll alaal g da ghadll 5 b jafde gana
Icons, graphics, line thickness, and Use of color, backgrounds, highlighting, and
blinking U= sllcs suall Jaslisi g clglall 5 o)) Y1 aladiial 5 cdadll o s e sas )l 5 50 )))

Screen-layout issues 4dLil) aubis JSlin

1. Menu selection, form fill-in, and dialog-box formats

2. Wording of prompts, feedback, and error messages.
M\ L'ub.u‘)j SMJ‘SJJJ SQM“J_\»A

3. Justification, white space, and margins
el sgll 5, slanll daluall 5, ) jaall

4. Data entry and display formats for items and lists
2 585 3 sully Lalall bl e 5 JB) z3la

5. Use and contents of headers and footers

Input and output devicesz!AY) s JANY) 5 ¢
e Keyboard, display, cursor control, and pointing devices
el 3 a5 diall b aSadll 5 AELA 5 mlial) da )
e Audible sounds, voice feedback, touch input, and other special devices
Lalall 3 56aY) (e Wy 5 (JRY) Gl (A guall cillaadll 5 de gana ol gual)

e Response time for a variety of tasks
pleall (e de siia Ao ganal AaiuV) (e )
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Action sequences §)aY¥) Julus

e Direct-manipulation clicking, dragging, dropping, and gestures
Calela¥) g Lalins) 5 conoaall 5 il leall cae DU

e Command syntax, semantics, and sequences
Julidi g Yy el Alea oLy

e Programmed function keys

daa yall Caitla gl C_}S\AA

e Error handling and recovery procedures
salziy) Cilel jal g cUadY) dallas

Training w3l

e Online help and tutorialsiswlsill zal il 5 < iy e saelis
e Training and reference materialsiuss sl 5 4 il 3 sal)
e Command syntax, semantics, and sequencesalyll sia s «¥Ya ¢ 1Y) dlea ¢l

The Four Pillars of Design

e Provides a social process for developersg: shall Lclaial Le i 5

e Records decisions for all parties to seeié yud il LY pal bl & )l 3
e Promotes consistency and completenesstelwisl s Ly jas

e Facilitates automation of design aewill Y1 Juseall Jews

e Allows multiple levels: Rigid standardssxla julas 3assie Gl gl o
e Accepted practices Flexible guidelinesai s duga 58 (5ol 4l giiall Sl jlaal)
e Announces policies for: dal (e clulw e ples

e Education: how to get it? flede J pasl) 46 :ailail)

e Enforcement: who reviews?¢ = =i 3l iy

e Exemption: who decides? ¢, & il (e :slicy)

e Enhancement how oftenc jll axe 3 3

Guidelines creation should be a social process within an organization to help it gain visibility
and build support

pall elis Ay ) Sl e Lgiae b dalaia Jab e laial dilee Ligan 58 (53l o L3 05S0 O ha
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Developmental Methodologies 4z ghill ciliagiall

ml_w.. Understanding [ Initial Design || Deveiopment Ioouomm Lite Cycle
Matrix Opoortunity | Users ’l \

User

Engneering || of the User of Assessment Survey

Pan-Final Engneering Estabished

A kPhn Metrics | )

[ Appropriale [ Draft Detal [ Fnat

User Marketing Marketing Marketng

Requirements | Collatera Cotateral Colatkeral
S —
o e
Usage Issue
Repaort

IBM’s Ease of Use development methodology specifies activities by roles and phases
Dsals dal e Adaii¥) saas ol o (of dmgiall dpaiil aladind 4 s

Rapid Contextual Designg: sul) 4dluud) arasi

Contextual inquiry

Interpretation sessions and work modeling

Model consolidation and affinity diagram building
Personas

Visioning

Storyboarding

User environment design

Paper prototypes and mock-up interviews
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Ethnographic Observationazi & g1 Aaadlall

Preparation J:¢

Understand organization policies and work culture Jasll 43L& 5 saiil] il agd
Familiarize yourself with the system and its history.lex: )iy slaill e cluss e sy
Set initial goals and prepare questions. iy slac) 5 4 V) Calaall aass

Gain access and permission to observe/interview.ilss / 48 yal 3 e Jpasll s J pa sl

Field Study 4xilim 4l 4

Establish rapport with managers and users .oxexxiudl 5 () e 4830 4l
Observe/interview users in their workplace and collect subjective/objective
quantitative/qualitative data

Al bl e il / 2l A am e fen s cdenll S 3 ALl / (peaiinsal) 48 5

Follow any leads that emerge from the visits 3« (» z 33 1) L il dailia

Analysis Julas

Compile the collected data in numerical, textual, and multimedia databases
sa0nall Jailus gl 5 dpaaill 5 Asad 1 ULl 2o ) 8 3 Lgman o3 ) il ppen

Quantify data and compile statistics

Reduce and interpret the data

SULl) e  Jules

Refine the goals and the process used

Aaadicall dlaall g Calaaly) saa

Reporting s 4!

Consider multiple audiences and goalssaazic Cilaaly jalaall ks
Prepare a report and present the findingsziliill asis y )& slac)

Participatory Design (cont) S Ll sl

Controversial J3ll s
More user involvement brings: s aaiiiall 48 jLaall (e 2

more accurate information about tasksalesl e a8dall o slaall (10 2 3
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e more opportunity for users to influence design decisions e il (reasivall (a &l e 3y 3l
) ) asana

e asense of participation that builds users' ego investment in successful
implementationzalll il & Liind) Cpeadivud) WY iy o 48 5Ll by

e potential for increased user acceptance of final system
Aaill ALl (e padiiall J g 834 ) Jlaial

On the negative side, extensive user involvement may:

e be more costly i i)
e lengthen the implementation period sl 5 yi
¢ build antagonism with people not involved or whose suggestions rejected
Cla) JBY) (i sl SOl e palaiY) as slaall Ly
e force designers to compromise their design to satisfy incompetent participant
e yie o Hlhe Al lgaraal Y 5 a8l rasadll 3 8
e build opposition to implementationssl i jladll ol

e exacerbate personality conflicts between design-team members and users
Oexdiunall 5 (3 8 araral eliac] G duad il Cile) juall 8l
e show that organizational politics and preferences of certain individuals are more

important than technical issues
Jiloce 48l ye draal ST 0 3Y) (oany @D Lalli ¢ duandaill) Aululd) (o s

Participatory Design (cont)
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Scenario Development_shill g L

Day-in-the-life scenarios 3ball (A a g1 g1 il

alge (a3 sad (preriinall ¢lal Lavie ¢y Le Ciuag
ecan be acted out as a form of walkthrough
Jad JET e S8 Jia o (S
emay be used as basis for videotape
sen Ty 81 Gl aadid o Sy
e Useful toolssiie < s

ulal) Jiud 5 ol algall s e el e arivall Cladiaal Jsaa
e table of task sequencesaiell Julus J 52

e Identify the stakeholder’sialadl laial yaas
o |dentify specific benefitssaass 2 s yaas
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echaracterize what happens when users perform typical tasks

e table of user communities across top, tasks listed down the side

e flowchart or transition diagramdJEay) iy avy ol ahis

Social Impact Statement for Early Design Review S C 5 8 avauail) daal jall Lelaia¥) S ol

Describe the new system and its benefitsex) s 5 waal) JUaill Caa

e Convey the high level goals of the new systemaaall slaill 5 siwdl dad 5 Calaalyl Jis




Address concerns and potential barriersilasdll & gl 5 Je 3l Aallas

e Anticipate changes in job functions and potential layoffs g iy <ailds oIl alea 3 O st £8 53
Salainall Jleall

e Address security and privacy issuesgl sie (¥ 5 dua seadll L

e Discuss accountability and responsibility for system misuse and failure

dﬁéj 6ew‘ e\d&:\u\ B;Lm;‘ u.c UJM\J :’\j;\.umj\ 4.:0314.4

e Avoid potential biasesdaisall juaill st

e Weigh individual rights vs. societal benefitsl sl Jilas 4.0 &l § ggall G 4 5) sal)

e Assess trade-offs between centralization and decentralization 48 el G Alalial) v
48 2l

e Preserve democratic principlesihl jiwall sabuall e ddadladl)

e Ensure diverse accessic siwll J pagll (o

e promote simplicity and preserve what worksdes L e dadlaall 5 ddalilly (1 5l

Outline the development processicill dudasl ica jall L shaall

e Present and estimated project schedules :idly Mall & 5 piall a3l Jgaal)

e Propose process for making decisions<l ) jall das) dlee -1 )

o Discuss expectations of how stakeholders will be involved claal ) sSu caS g e ) Ll
&l off daliadll

e Recognize needs for more staff, training, and hardware ¢ S 2xe clalial e Gl
&_I\JMM} “_L\J.lﬂ\} ‘U:\SL‘}A“.

e Propose plan for backups of data and equipmentiuss il s ililull (e dkliia) il das ~ )

e Qutline plan for migrating to the new systemaasll Usill ) Juisy) ddadd sy ol L shall

Legal Issuesis sid LiLzad
Potential Controversiesildisall cilidAll
What material is eligible for copyright? falsdl Ga e Jsasll dla 50 ol ol 2 L
Are copyrights or patents more appropriate for user interfaces?
flgal 5 andiall dae Dl ST o1 AV ey 5l il g padall (553 o
What constitutes copyright infringement?

il a e ol JS5 L
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Should user interfaces be copyrighted?¢siud) cilgaly il s adall (§soa o angy
Evolving public policies related to: L L ddaiall dalall ciluland) sk ;

® Privacyiss saill
e Liability related to system safety/reliabilityas sisall / Aadtadl alaiy (3l 44 5 5use
e Freedom of speech il 4 a

ddi)
Chapter 3 Multiple Choice Questions
1. Which of the following is an example of how not to specify a requirement?
a. “The user shall choose between regular, mid-grade, and premium gasoline within 10
seconds.”
b. “The pump shall permit a user 10 seconds to choose a fuel grade.”
c. “The ATM shall permit a user five seconds to select a withdrawal amount.”
d. “The application will ask if a user needs password help after two incorrect entries.”
2. Fictitious characters that represent the different user types within a targeted demographic that
might use a site or product are called
a. Personalities
b. Human models
c. Personas

d. Storyboards

Created By Shawadi, Edit By Huda Albasheer
| Pagel0




3. The process of planning for, preparing, and then conducting field interviews to observe and

understand the work tasks being performed is known as

a. Environmental design
b. Task modeling

¢. Models of development
d. Contextual inquiry

4. Careful observation of users in their workplace is called

Q

. Ethnographic observation

b. Work Modeling

(]

. Paper prototyping

d. Scenario development

(93]

. Storyboarding is

Q

. Sharing typical user experiences as a story.

b. Using pictures and graphs to describe the initial user-interface concepts, business rules,

and automation assumptions.

c. Conveying the high-level goals of the new system

d. Weighing individual rights versus societal benefits

6. The direct involvement of people in the collaborative design of the things and technologies they

use is called

a. Social impact statement
b. Scenario development
c. Participatory design

d. Model consolidation

7. Describing situations that portray typical needs of potential users is called
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a. Scenario development

b. Participatory design

c. Social impact statement

d. Model consolidation

8. Which of the following is not a benefit of creating a social impact statement?
a. Preventing problems that could be expensive to repair.

b. Improving privacy protection

¢. Minimizing legal challenges

d. Streamlining the design process

9. The process of reviewing and “walking” the consolidated data and sharing the personas created
is called

a. Visioning

b. Storyboard

c. Expert review

d. Participatory design

10. One successful method for determining user-interface requirements is to use
a. Visioning

b. Storyboards

c. Ethnographic observation

d. Social impact statements

11. Which of the following is not true about participatory design?

a. More user involvement brings more accurate information about tasks

b. Participatory design is inexpensive to carry out compared to other methods.
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c. Participatory design may generate antagonism from people who are not involved or
whose suggestions are rejected.

d. User involvement may lengthen the implementation period.

12. The “Four Es” of creating a guidelines document are

a. Ergonomics, Education, Execution, Evaluation

b. Education, Enforcement, Exception, Enhancement

c. Entertainment, Evaluation, Execution, Elaboration

d. Evaluation, Exception, Enforcement, Ethnographic

13. Which of the following is not true about design?

a. Design is a process; it is not a state and it cannot be adequately represented statically.

b. The design process is strictly hierarchical; it must be accomplished from the bottom-up
c. The process is radically transformational; it involves the development of partial and

interim solutions that may ultimately play no role in the final design.
d. Design intrinsically involves the discovery of new goals.

14. Customers and users can be given a very realistic impression of what the final system will look
like when designers use

a. A printed version of the proposed displays

b. User interface software tools such as Flash, Java, or Visual Studio
c. Proper guidelines documents

d. Personas

15. Legal issues regarding user interface design include

a. Effectiveness, Usability, Profitability, Sustainability

b. Access, Piracy, Ergonomics, User rights

c. Privacy, Safety/Reliability, Copyright, Freedom of Speech

d. Ownership, File sharing, Libel, Security
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16. Day in the life scenarios are helpful to

a. Characterize what happens when users perform typical tasks.

b. Identify inconsistencies in the design.

c. Prevent legal issues from occurring.

d. Consider multiple audiences and goals.

17. The four pillars of design are:

a. Identify Business Needs, Determine Costs, Expert Review, Evaluation

b. User-interface Requirements, Guidelines Documents and Processes, User-Interface
Software Tools, Expert reviews/Usability testing

c. Return on Investment, Role Specialization, Legal Issues, Social Impact

d. Project Schedule, Project Process, Planning for Migration, Evaluating Results
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