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Establishing Requirement



A simple interaction design lifecycle model
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Overview

= The importance of requirements

= Different types of requirements

= Data gathering for requirements

= Bringing requirements to life
- Personas
- Scenarios / Customer Journey Maps

= Capturing interaction with user cases

User Case




What, how and why?

What is the purpose of the requirements
activity?

Explore the problem space

Establish a description of what will be
developed

How to capture requirements once discovered
In prototypes or operational product
Through structured or rigorous notations

Different capturing mechanisms emphasize
and de-emphasize different aspects



What are requirements?

A statement about an intended product that

specifies what it is expected to do and/or how
it will perform

Different forms and different levels of abstraction

User stories (most prevalent in agile development contexts)
Format:

As a <role>, | want <behavior> so that <benefit>

Example user stories for a travel organizer
might be:

As a <traveler>, | want <to save my favorite airline for all my flights>
so that <I will be able to collect air miles>

As a <travel agent>, | want <my special discount rates to be
displayed to me> so that <I| can offer my clients competitive rates>



Establishing Requirement

Requirements




Establishing Requirements (for your design)

= Functional Requirements
= What the product should do

= Data Requirements

= Type, volatility, size/amount, persistence, accuracy
and value of the required data

= Environmental requirements (Context of use)
= Physical environment
= Social environment
= Organizational environment
= Technical environment
= User characteristics
= The key attributes of the intended user group
= Persona



Users — Who are they?

Characteristics: nationality, educational
background, attitude to computers

System use: novice, expert, casual, frequent
Novice: prompted, constrained, clear
Expert: flexibility, access/power
Frequent: shortcuts
Casual/infrequent: clear menu paths

User profile



Persona

Capture a set of user characteristics
User skills, attitudes, tasks and environment

NOT real people, Synthesized from real people
based on user research

Should NOT be idealised, be Realistic

Bring them to life with a name, characteristics,
goals, personal background
Relevant to product under development

Develop a small set of multiple personas with
one primary



Persona

Good persona helps designer with design decisions and
reminds team about who will use the product

https://spotify.design/article/the-story-of-spotify-personas



Example Persona #2

Developed using Xtensio Templates



https://xtensio.com/templates/

Scenarios and personas



Persona A&

Originally introduced in the HCI field by Alan
Cooper

To create hypothetical archetypes of real
users in order to avoid designing systems
that supposedly fit everyone but in the end fit
no one

Personas are based on actual users, and
represent them in the development project

Personas should be precise and specific

Perso_nas are both a communication tool and
a design aid




A : Alan Cooper
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£ : About Face (2014)

Cooper, A., Reimann, R.,
Cronlin, D., & Noessel, C.

(2014). About Face: The
Essentials of Interaction
Design, 4th Edition. Wiley.
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Goal-Directed Personas
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Persona
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Persona vs. Market Segmentation
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Persona

Develop a precise description of our user
and what he wishes to accomplish
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{1 (¥ FHPersona Look at your users
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Design for ONE (persona) vs.
Design for All (real users)
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Persona (User Profile with a Story)

Story: Stories in user experience are not made up
fairy tales; they are grounded in good user
research and other data.

Persona start with data, organized into user
profiles. It is the stories that turn a good user
profile into a persona, that is, adding the
emotions, detailed personal characteristics, and
specific background or goals that make a persona
come alive.

You cannot tell much of a story about a stick figure. However, if you imaging

Jason, who is leaving high schooal, is interested in computers, and loves his

local sports team, you can begin to think about what kind of experience will

\évor_k well for Jason and how he might interact with the product you are
esigning.



Persona




Persona



Misuse / Myth of Persona

It's a technique to “Facilitate” design

instead of guiding-the-design

In many occasions, more consideration
should be taken ahead (e.g. launching
pressure, marketing competition)

You're not doing a user research only for
persona, you're doing a user research for
business.



Persona How-To
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P.3 Exercise

1. Think of all possible users who will be interested
in your design. Write them down on page 3
individually.
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P.4 Exercise

2. Talk to your group members about the users
goals (explain why your users would have interests
in your design, what do they want from it).

2.1 Check if any user goal is common among
different users types. If yes, merge users.

2.2. List 3-4 kinds of users. And decide what is the
most important type of users?

25 minutes
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Individual personas

P1 P2 P3 P4
Selected To be included or
Personas accounted for in
design
\
Identify best choice

as design target

Design1 (P1) Design3 (P3)

Design2 (P2) Design4 (P4)

Primary Persona

Primary focus of
specific design



P.10 After-class verification

3. Use your data to support if the needs and goals
of the primary users represent typical.

After-class



P.11 Construct your primary persona (profile)

4. Describe in details about this typical user.

4.1 How do people know of this person (first impression)
4.2 What are this typical user’s motivation and
ability to interact with our design?

4.2.1 Any current workarounds that proves
his/her motivation? (journey)

25 minutes



P.12 Construct your primary persona (scenario)

5. Any stakeholders who will influence/
interfere/impact the primary user’s use? How?

6. What is the context / environment / settings of
the primary user’s use? (write a story)

7. How this primary user is related to other types
of users?

After class



