UNIT-III
Understand the Business Function

The general steps to be performed are:
Perform a business definition and requirements analysis.
Determine basic business functions.
Describe current activities through task analysis.
Develop a conceptual model of the system.
Establish design standards or style guides.
Establish system usability design goals.
Define training and documentation needs.
 
Business Definition and Requirements Analysis
 
The objective of this phase is to establish the need for a system. A requirement is an objective that must be met.
A product description is developed and refined, based on input from users or marketing. There are many techniques for capturing information for determining requirements.

DIRECT METHODS
Advantages
     The significant advantage of the direct methods is the opportunity they provide to hear the user’s comments in person and firsthand.
     Person-to-person encounters permit multiple channels of communication (body language, voice inflections, and so on) and provide the opportunity to immediately follow up on vague or incomplete data.
 
Here are some recommended direct methods for getting input from users.

Individual Face-to-Face Interview
     A one-on-one visit with the user to obtain information. It may be structured or somewhat open-ended.
     A formal questionnaire should not be used, however. Useful topics to ask the user to describe in an interview include:
     The activities performed in completing a task or achieving a goal or objective.
     The methods used to perform an activity.
     What interactions exist with other people or systems?
     It is also very useful to also uncover any:
o  Potential measures of system usability
o  Unmentioned exceptions to standard policies or procedures.
o  Relevant knowledge the user must possess to perform the activity.
Advantages
Advantages of a personal interview are that you can give the user your full attention, can easily include follow-up questions to gain additional information, will have more time to discuss topics in detail, and will derive a deeper understanding of your users, their experiences, attitudes, beliefs, and desires.
Disadvantages
Disadvantages of interviews are that they can be costly and time-consuming to conduct, and someone skilled in interviewing techniques should perform them.
Telephone Interview or Survey
A structured interview conducted via telephone.
Advantages
Arranging the interview in advance allows the user to prepare for it.
 
Telephone interviews are less expensive and less invasive than personal interviews. They can be used much more frequently and are extremely effective for very specific information.
Disadvantage
It is impossible to gather contextual information, such as a description of the working environment, replies may be easily influenced by the
interviewer’s comments, and body language cues are missing.
 Also, it may be difficult to contact the right person for the telephone interview.
Traditional Focus Group
A small group of users and a moderator brought together to verbally discuss the requirements.
The purpose of a focus group is to probe user’s experiences, attitudes, beliefs, and desires, and to obtain their reactions to ideas or prototypes. Find a skilled moderator to facilitate discussion, to ensure that the discussion remains focused on relevant topics, and to ensure that everyone participates.
Allow the moderator flexibility in using the script.
Take good notes, using the session recording for backup and clarification
Facilitated Team Workshop
A facilitated, structured workshop held with users to obtain requirements information. Similar to the traditional Focus Group
Like focus groups, they do require a great deal of time to organize and run.
Observational Field Study
Users are observed and monitored for an extended time to learn what they do.
Observation provides good insight into tasks being performed, the working environment and conditions, the social environment, and working practices
Observation, however, can be time-consuming and expensive.
Requirements Prototyping
A demo, or very early prototype, is presented to users for comments concerning functionality.
 
User-Interface Prototyping
A demo, or early prototype, is presented to users to uncover user-interface issues and problems.

INDIRECT METHODS
An indirect method of requirements determination is one that places an intermediary between the developer and the user. This intermediary may be electronic or another person.
Problems of Indirect Method
First, there may be a filtering or distortion of the message, either intentional or unintentional.
Next, the intermediary may not possess a complete, or current, understanding of user’s needs, passing on an incomplete or incorrect message.
MIS Intermediary
A company representative defines the user’s goals and needs to designers and developers.
This representative may come from the Information Services department itself, or he or she may be from the using department.
Paper Survey or Questionnaire
A survey or questionnaire is administered to a sample of users using traditional mail methods to obtain their needs.
Advantage
Questionnaires have the potential to be used for a large target audience located most anywhere, and are much cheaper than customer visits.
They generally, however, have a low return rate
Disadvantage
They may take a long time to collect and may be difficult to analyze.
Questionnaires should be composed mostly of closed questions
Questionnaires should be relatively short and created by someone experienced in their design.
 
Electronic Survey or Questionnaire
A survey or questionnaire is administered to a sample of users using e-mail or the Web to obtain their needs.
In creating an electronic survey:
Determine the survey objectives.
Determine where you will find the people to complete the survey.
Iterative survey
Consider a follow-up more detailed survey, or surveys, called iterative surveys. Ask people who complete and return the initial survey if they are
willing to answer more detailed questions. If so, create and send the more detailed survey.
A third follow-up survey can also be designed to gather additional information about the most important requirements and tasks
Iterative surveys, of course, take a longer time to complete.
Electronic Focus Group
A small group of users and a moderator discuss the requirements online using workstations.
advantages
advantages of electronic focus groups over traditional focus groups are that the discussion is less influenced by group dynamics; has a smaller chance of being dominated by one or a few participants; can be anonymous, leading to more honest comments and less caution in proposing new ideas
Disadvantage
The depth and richness of verbal discussions does not exist and the communication enhancement aspects of seeing participant’s body language are missing.
Marketing and Sales
Company representatives who regularly meet customers obtain suggestions or needs, current and potential.
 
Support Line
Information collected by the unit that helps customers with day-to-day problems is analyzed (Customer Support, Technical Support, Help Desk, etc.).
E-Mail or Bulletin Board
Problems, questions, and suggestions from users posted to a bulletin board or through e-mail are analyzed.
User Group
Improvements are suggested by customer groups who convene periodically to discuss software usage. They require careful planning.
Competitor Analyses
A review of competitor’s products or Web sites is used to gather ideas, uncover design requirements and identify tasks.
Trade Show
Customers at a trade show are presented a mock-up or prototype and asked for comments.
Other Media Analysis
An analysis of how other media, print or broadcast, present the process, information, or subject matter of interest.
System Testing
New requirements and feedback are obtained from ongoing product testing.

Determining Basic Business Functions
A detailed description of what the product will do is prepared. Major system functions are listed and described, including critical system inputs and outputs. A flowchart of major functions is developed. The process the developer will use is summarized as follows:
        Gain a complete understanding of the user’s mental model based upon:
o   The user’s needs and the user’s profile.
o   A user task analysis.
        Develop a conceptual model of the system based upon the user’s mental model.
This includes:
o   Defining objects.
o   Developing metaphors.
Understanding the User’s Mental Model
A goal of task analysis, and a goal of understanding the user, is to gain a picture of the user’s mental model. A mental model is an internal representation of a person’s current conceptualization and understanding of something.
Mental models are gradually developed in order to understand, explain, and do something. Mental models enable a person to predict the actions necessary to do things if the actions have been forgotten or have not yet been encountered.
Performing a Task Analysis
User activities are precisely described in a task analysis. Task analysis involves breaking down the user’s activities to the individual task level. The goal is to obtain an understanding of why and how people currently do the things that will be automated.
Knowing why establishes the major work goals; knowing how provides details of actions performed to accomplish these goals. Task analysis also provides information concerning workflows, the interrelationships between people, objects, and actions, and the user’s conceptual frameworks. The output of a task analysis is a complete description of all user tasks and interactions.
Developing Conceptual Models
The output of the task analysis is the creation, by the designer, of a conceptual model for the user interface. A conceptual model is the general conceptual framework through which the system’s functions are presented. Such a model describes how the interface will present objects, the relationships between objects, the properties of objects, and the actions that will be performed.
The goal of the designer is to facilitate for the user the development of useful mental model of the system. This is accomplished by presenting to the user a meaningful conceptual model of the system. When the user then encounters the system, his or her existing mental model will, hopefully, mesh well with the system’s conceptual model.

Guidelines for Designing Conceptual Models
Reflect the user’s mental model not the designer’s: A user will have different expectations and levels of knowledge than the designer. So, the mental models of the user and designer will be different. The user is concerned with the task to be performed, the business objectives that must be fulfilled.
Draw physical analogies or present metaphors: Replicate what is familiar and well known. Duplicate actions that are already well learned. A metaphor, to be effective, must be widely applicable within an interface.
Comply with expectancies, habits, routines, and stereotypes: Use familiar associations, avoiding the new and unfamiliar. With color, for example, accepted meanings for red, yellow, and green are already well established. Use words and symbols in their customary ways.
Provide action-response compatibility: All system responses should be compatible with the actions that elicit them. Names of commands, for example, should reflect the actions that will occur.
Make invisible parts and process of a system visible: New users of a system often make erroneous or incomplete assumptions about what is invisible and develop a faulty mental model. As more experience is gained, their mental models evolve to become more accurate and complete. Making invisible parts of a system visible will speed up the process of developing correct mental models.
Provide proper and correct feedback: Be generous in providing feedback. Keep a person informed of what is happening, and what has happened, at all times, including:
Provide visible results of actions. o Display actions in progress.
Provide a continuous indication of status.
Present as much context information as possible.
Provide clear, constructive, and correct error messages.
Avoid anything unnecessary or irrelevant: Never display irrelevant information on the screen. People may try to interpret it and integrate it into their mental models, thereby creating a false one.
Provide design consistency: Design consistency reduces the number of concepts to be learned. Inconsistency requires the mastery of multiple models. If an occasional inconsistency cannot be avoided, explain it to the user.
Provide documentation and a help system that will reinforce the conceptual model: Do not rely on the people to uncover consistencies and metaphors themselves. The help system should offer advice aimed at improving mental models.
Promote the development of both novice and expert mental models : Novices and experts are likely to bring to bear different mental models when using a system.
Defining Objects
Determine all objects that have to be manipulated to get work done. Describe:
o   The objects used in tasks.
o   Object behavior and characteristics that differentiate each kind of object.
o   The relationship of objects to each other and the people using them.
o   The actions performed.
o   The objects to which actions apply.

Developing Metaphors
A metaphor is a concept where one’s body of knowledge about one thing is used to understand something else. Metaphors act as building blocks of a system, aiding understanding of how a system works and is organized.
Design Standards or Style Guides

A design standard or style guide documents an agreed-upon way of doing something. It also defines the interface standards, rules, guidelines, and conventions that must be followed in detailed design.
Value of Standards and Guidelines
Developing and applying design standards or guidelines achieve design consistency.
This is valuable to users because the standards and guidelines:
o   Allow faster performance.
 
o   Reduce errors.
 
o   Reduce training time.
 
o   Foster better system utilization.
 
o   Improve satisfaction.
 
o   Improve system acceptance.
 
They are valuable to system developers because they:
o   Increase visibility of the human-computer interface.
 
o   Simplify design.
 
o   Provide more programming and design aids, reducing programming time.
 
o   Reduce redundant effort.
 
o   Reduce training time.
 
o   Provide a benchmark for quality control testing.
 
Document Design
 
Include checklists to present principles and guidelines.

Provide a rationale for why the particular guidelines should be used.

Provide a rationale describing the conditions under which various design alternatives are appropriate.

Include concrete examples of correct design.

Design the guideline document following recognized principles for good document design.
Provide good access mechanisms such as a thorough index, a table of contents, glossaries, and checklists.
 
Design Support and Implementation
Use all available reference sources in creating the guidelines.
Use development and implementation tools that support the guidelines.
Begin applying the guidelines immediately.

System Training
 
System training will be based on user needs, system conceptual design, system learning goals, and system performance goals.

Training may include such tools as formal or video training, manuals, online tutorials, reference manuals, quick reference guides, and online help.

Any potential problems can also be identified and addressed earlier in the design process, reducing later problems and modification costs.
 
Documentation
 
System documentation is a reference point, a form of communication, and a more concrete design—words that can be seen and understood based on user needs, system conceptual design, and system performance goals.

It will also be Creating documentation during the development progress will uncover issues and reveal omissions that might not otherwise be detected until later in the design process.







