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Low-fidelity prototypes are usually paper-and-pencil
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of jumping into designing online, gives the team a chance
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can also incorporate a workflow diagram, make users real for the design team.
DO 00 poOf which is a good way to show the process

behind how users does their work.

User Scenarios

are stories about how real people do

DESIGN
phase

their work. They often contain specific
people's names and data about how a
task is done. Scenarios aid the design
team in focusing on real-world
people and tasks and can be used

in a walkthrough to evaluate

Walkthrough

In a walkthrough, the design team and users

meet to step through a design concept and evaluate

how well it works with actual tasks. Various walk-

through techniques can be used to evaluate early
concepts and designs.
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= Field studies

are an excellent way to obtain information about

the users' environments and how they do real work in

those environments. Field studies can include both
interviewing users and observing their behavior. However,
these studies are always conducted in the users' workplaces.
Data from field studies drives development of user profiles,
task analysis, scenarios, and usability testing protocol.

The Usability Life Cycle

Any project, even a small project, benefits from incorporating usability early on. During the Analysis phase, set

goals and determine who will use the product for what purpose. The Design phase s iterative. That is, the design

team continuously evaluates whether the design works for users. Ongoing emphasis on usability throughout

the Implementation and Deployment phases helps maintain a user-centered focus during last-minute changes

and when planning for the next version. As you plan the project, determine what usability steps will best meet .
your user and business needs— the darker the square, the more important the step.
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Multidisciplinary team

The design team should include expertise in usability, human

factors, marketing, graphic design, technology, engineering, quality

assurance, and performance support. Collaborating with each discipline

during the analysis, design, and implementation phases will ensure the design

meets usability needs; accomodates the technology being used; portrays the interface in
away that will not jeopardize branding; and reflects the intended functionality.
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