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Agenda

• Introduction
• Software development
• Usability engineering
• Methods

– Styleguide development
– Conjoint analysis
– Paper Prototyping: Idle screen study
– Laddering interviews
– Field observations

• Lessons learned
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Introduction

• Two worlds clash together
– Language
– Expectations
– Processes
– Culture
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Software Development

• Classical 
Software Development
– Waterfall (right)
– Spiral- model

• Modern Software Development 
– XP (below)
– SCRUM
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User Centred Design as a Process
International Standard ISO 13407

2. Specify the
context of use

4. Produce
design solutions

1. Plan the human 
centred process

5. Evaluate
design against
user requirements

Meets
requirements

3. Specify user
and organisational
requirements
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Release

Inkrement

Feature

Featureliste

Release
Planung

Release
Evaluation

Inkrement
Planung

Inkrement
Evaluation

Feature
Design

Feature
Evaluation Feature

Entwicklung

• Context of Use Analysis 
• Collaborative Session 
• Conjoint Analysis
• Laddering Interviews
•Styleguide Development

Featureliste

Software Development & UCD

• Personas >> Roles
• User Scenarios >> Tasks
• User Stories >> Features

• Taskanalysis >> Task Cases
• Wireframe Models >> IA, ID
• Paper Prototyping

• User Feedback Session
• Expert Feedback Session

• Usability Test
• Field Trials  

• Card Sorting
• Feature Priorisation

• User Feedback Session
• Usability Test
• Expert Feedback Session
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Methods

• Styleguide development
• Conjoint analysis
• Idle screen study
• Laddering interviews
• Field observations
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Styleguide Development

• Goals
– Embody good practice in UI design
– Increase the consistency between screens
– Reduce the development time
– Improve the quality of the interface

• Description
– Style guides are used to provide a consistent 

look and feel. They should be defined as part of 
usability requirements and conformance should 
be monitored during development
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Styleguide Development
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Conjoint Analysis
• Goals

– Provides information on the relative importance of a 
particular feature compared to other features

• Description
– Participants choose between two products with 

varying attributes. The attributes are varied 
systematically. Statistical Analysis provides a 
picture on the users preferences and the 
importance of features.
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Conjoint Analysis

Example Attributes 
•Battery Capacity
•Price 
•Camera 
•MP3 Functionality
•Memory
•Internet
•mobileTV
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Paper Prototyping: Idle Screen Study

• Goals
– Which services are liked/hated by a majority of the study 

participants?
– Where do the users prefer to use specific services?
– How could these services be presented to the user in an 

unobtrusive, useful way on the active idle screen?

• Description
– Four navigation concepts were presented to the users
– In a task-based study, users explored the four concepts 

using paper prototypes and chose the most attractive one
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Paper Prototyping: Idle Screen Study

1 2 3 4
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Laddering Interviews

• Goal
– Identification of user‘s goals and values

• Description
– Means-end theory & laddering interviews
– Result: Hierarchical Value Map (HVM)
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Laddering Interviews - HVM
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Field Observations

• Goals:
– How do users behave in a real world setting?
– Which context of use has to be considered?

• Description:
– Contextual Inquiery
– Structured Observation
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Field Observations
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Lessons learned

• Agile (modern) SW development and UCD share 
same goals

• Cultural problems can be solved
• Careful placing of  methods supports high-quality 

outcome
• Success in combining UCD and agile SW 

development roots in social competences of project 
team members
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Industrial User Interfaces: Publications

• Accepted (selected):
– Geven, A., Strassl, P., Ferro, B., Tscheligi, M., Schwab, H. (2007). 

Experiencing Real-World Interaction _ Results from a NFC User 
Experience Field Trial. Proceedings of the Ninth International Conference 
on Human Computer Interaction with Mobile Devices and Services, 
MobileHCI 2007, pp.192-195.

– Geven, A., Schrammel, J., Tscheligi, M. & Mayer, M. (2008). Cell Phone 
Design for Teenage Use. In: Proceedings of the IASTED-HCI 
Conference, 17-19 March 2008, Innsbruck, Austria.

– Geven, A., Tscheligi, M., Sefelin, R., Mayer, M.: Always-on Information -
Services and Applications on the Mobile Desktop. Tenth International 
Conference on Human Computer Interaction with Mobile Devices and
Services, MobileHCI 2008 (in press)

– Leitner, M., Wolkerstorfer, P., Sefelin, R., Tscheligi, M.: Mobile 
Multimedia: Identifying User Goals Using the Means-End Theory. Tenth 
International Conference on Human Computer Interaction with Mobile 
Devices and Services, MobileHCI 2008 (in press)

• Submitted (selected):
– Geven, A:, Schrammel, J., Sefelin, R., Tscheligi, M., Mayer, M.: Mobile 

Touch Screen Interaction for Teen Use. Submitted to the NordiCHI2008
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Hauffgasse 3-5
1110 Wien
http//:www.cure.at

Mag. Reinhard Sefelin, MSc
sefelin@cure.at

Thank you for your attention!!!


