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Synopsis of techniques in “Usability Engineering” especially SBD <scenario based design> by Rosson and Carroll

(Chapters 1-3)

Scenarios are descriptions of people using technology, allowing discussion of the system before it is built. Scenarios have characteristic elements:

Table 1.2 Characteristic elements of user interaction scenarios.

	Scenario
Element
	Definition
	Examples

	Setting
	Situational details that motivate or explain goals, actions, and reactions of the actor(s)
	Office within an accounting organization; state of work area; tools, etc., at start of narrative

	Actors
	Human(s) interacting with the computer or other setting elements; personal characteristics relevant to scenario
	Accountant using a spreadsheet package for the first time

	Task goals
	Effects on the situation that motivate actions carried out by actors(s)
	Need to compare budget data with values questioned in memo

	Plans
	Mental activity directed at converting a goal into a behavior
	Opening the memo document will give access to memo information; resizing one window will make room for another

	Evaluation
	Mental activity directed at interpreting features of the situation
	A window that is too large can be hiding the window underneath; dark borders indicate a window is active

	Actions
	Observable behavior
	Opening memo document; resizing and repositioning windows

	Events
	External actions or reactions produced by the computer or other features of the setting; some of these may be hidden to the actor(s) but important to scenario.
	Window selection feedback; auditory or haptic feedback from keyboard or mouse; updated appearance of windows


Explicit usability objectives (i.e. 20% reduction n performance times) are needed to guide the usability process

Tradeoff – Analyzing current tasks is essential in designing useful and useable systems, BUT new designs change what people do and how they choose to do it.

Here is the process the book uses for scenario-based design (SBD):
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Figure 1.6 Overview of the scenario-based framework used in this book.




The analysis and refinement of scenarios is stimulated by claims:

Statements that list important features of a situation and their impacts in user experiences. Claims are related to the general notion of tradeoffs in design in that they always analise both positive and negative usability impacts

Design process has three rough substages:

· Activity scenarios – narratives or critical services that people will seek form the system

· Information scenarios – details about the information that the system will provide to the users

· Interaction scenarios- describe the details of the user action and feedback 

Analysis of current work practices (three dimensions):

· Activities of the workplace actions
· Artifacts of the workplace tools/artifacts
· Social context for the workplace roles
An approach to the activities analysis is the hierarchical task analysis – break each task down by decomposition. Other approaches include ethnography and activity theory.

In analyzing the current work practices one needs to keep in mind the tacit/implicit knowledge that the users have and the dual perspectives of the ‘organizational, explicit’ view and the <actual> ‘activity –oriented, tacit” view 

Techniques in probing existing practices:


Contextual inquiry: observe vignettes of people’s actions and stop from time to time and probe for context of that action. 


Participatory analysis: Observe a working day and then at the end initiate a discussion of what was observed with the participants 

An interesting observation that not all stakeholders will actually use the proposed system, nonetheless they have a say in the design and use of the system. 

One way to approach the stakeholders is to create a list of:

· Background

· Expectations 

· Preferences

For each stakeholder group.

Additionally this information can be represented in a graph like this:
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Figure 2.6 Relations among stakeholders in science fair.




Developing scenarios:

· A useful way to start is to describe in some detail several hypothetical stakeholders and use them as actors in the scenarios that you develop

· In SBD scenario writing is always interleaved with claims analysis where features of a situation that have important effects in the actors are identified and written down, including good and bad effects.

· Rules of thumb:

· Write at least one scenario fro each group of stakeholders

· Analyze at lest one or two claims for each scenario

· For stake holders with many tasks or tasks that are complex write multiple scenarios

Problem scenarios (above) are transformed into activity design scenarios (a new design) thru brainstorming design ideas, reasoning from previous claims, and working thru the general concerns of activity design

Another useful design technique is to look at the system from the point of view (POV) of each system object – this exposed the strengths and weaknesses of the underlying metaphor for that object. The key is to look at the software object as an intelligent agent.

<<< end of chapter 3>>>







