Chapter 3 Discussion Topics with Answers
1. A new start-up, DTUI Inc., is designing a system for hospitals that will allow receptionists to check in people at the hospital faster. They wish to develop an interface that meets both the receptionist and patient's needs. Describe in detail a design methodology of 4-8 stages to facilitate proper design of such a system. Be sure to include early stage data gathering, design processes, user testing, and final stage issues. 
Write your answer in the form of a management plan for this project. For each stage, indicate the number of weeks that should be allocated. 
Consider a wide range of acceptable answers, as long as a complete design methodology is present like those illustrated in Figure 3.2 (IBM’s Ease of Use development methodology) or Table 3.1 (Rapid Contextual Design methodology). Ensure that the answer is written as a true management plan, where there is a specific project title, overview, scope or mission of the development team, responsible individuals, duration, possible cost estimate, development facilities, milestone delivery dates, customer acceptance or sell-off process, etc., following a good project planning discipline. 
For questions 2-4, refer to the following scenario: 
The State of Maryland is developing a web-voting interface. For selecting the candidates, one design (RB) is a set of radio buttons and another is (CB) a combo-box (drops down when selecting the scroll arrow icon), both using standard fonts at 10-point size. 
2. Compare these two designs when there are 4 candidates and predict the relative speed of performance and error rates. Support your choice by a thoughtful argument. 
Sketch out one design/diagram each for the radio-button based solution as well as the combo-box-based solution. Handwritten is fine. List 4 candidates running for office. One method to obtain the answer is a very lightly controlled set of experiments, where you time a few people running through the election process. Also consider obtaining a fresh (unbiased review) from a friend, classmate or colleague who can provide objective feedback. If time permits, prototype this interface and see if the machine-executable solution changed your view from the paper-driven, low fidelity prototype.
3. An expert reviewer complains that both designs may work with young users who are familiar and expert in using a mouse, but that there will be problems for elderly and motor-impaired users who have difficulty controlling a mouse. The reviewer recommends a new design (UU) that includes a larger font (20-point size) and a numbered list to allow selection by keyboard easily. 

Describe a Participatory Design or Social Impact Statement process that might clarify this issue with elderly users. 
Summarize why this is important. For example, with medical breakthroughs, there is an aging population who may have physical limitations but still desire to vote. These voting systems need to achieve universal usability, otherwise you risk disempowering the voter and biasing the result to only those who are familiar with the technology. These socio-technical systems are important challenges for today’s user interface designer.
4. Design an experiment to help resolve the issue brought up in Question 3. Assume you have substantial resources and access to subjects. 
As in 2 above, you need to visualize the interface, drawing or prototype what this new interface would look like, and again perform experiments with potential users. It would be ideal to obtain representative users, such as older individuals, to compare the new design with the old. 
5. Provide a definition of participatory design. Give three arguments for and three arguments against participatory design. 
Participatory design is the direct involvement of people in the collaborative design of the things and technologies they use. Many arguments are in favor when dealing with user interfaces, such as obtaining feedback from representative user communities, ensuring ease of use, and verifying marketability. Risks include personalities and politics, where one example is where the user community suggests one solution while the sponsors (e.g. venture capitalists or marketing department or senior management) prefer another approach. Hopefully a suitable compromise can be reached. 

 See Section 3.6 of the book.
6. Draw a sketch of the four pillars of successful user-interface development. Also provide a brief description of each pillar. 
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See Section 3.3 of the book.
7. Consider a system that does not yet exist. An example is a totally automated fast-food restaurant, where customers order via touch screen interactions, pay by swiping their debit or credit cards, and then pick up their food—analogous to the self-check-out at some supermarkets, but even more extreme. Discuss how you conduct a contextual inquiry for a system that does not yet exist.
Recall the definition of a contextual inquiry: Plan for, prepare, and then conduct field interviews to observe and understand the work tasks being performed. Review business practices. However, note the system does not yet exist! So, you will need a prototype or even a series of sketches with a scenario, to talk potential users through your vision of what the system will do and how it will perform. Then, you capture the observations much like that of an existing system, formulating results and trending responses. 

CASE STUDY: Evaluate an existing system where you would propose improvements to the user interface. For example, visit the local mass transit station (e.g., the subway) and observe users purchasing tickets. If possible, interview users regarding their preferences for improvements in usability. One method to facilitate user cooperation may be to solicit fellow students or colleagues who are new to your community and have not yet taken a ride on the subway system. Plan for contextual interviews by developing questionnaires. Conduct the contextual interviews, then tabulate the results and analyze them with an eye to understanding the demographics and skills of the user community. Then follow the remaining steps outlined in this list, eventually developing storyboards and prototypes to evaluate with users.
Consider tailoring this assignment that is doable as a team homework assignment to be completed in about one week. Ensure the students are performing in a safe environment both for their own personal safety (picture your students randomly approaching strangers at a subway station ;-) and make sure the subject are also reliable, representative users of such as system. When my university chose to implement automated information kiosks on campus to help visitors and new students find their way around the campus, I chose that as a class evaluation project rather than the local subway station. We were able to perform most of the steps required in the case study above, in a safe environment where students wanted to help my students pass the class and complete the assignment. Students can develop questionnaires by taking sample questions from QUIS (see Section 4.4.2 of the text), but often were time-constrained and had to just develop a few, quick, poignant interview questions to capture feedback.
