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What are they doing with their results?  
On the tables, pick out papers from TUWEL you have read 
and see what they do with the results of their user 
research 
1. What are the results? 
2. How are they informing design ideas?  
3. How clear is the link from results to design?

Exercise



User research can… … provide implications for design 
- specific (features, functions) 
- general (values, qualities) 

… provide vital information about user 
- contextual, beyond a technology focus 
- reflective engagement, participatory & service design 

… inform stakeholders, policies



Questions to ask • Who is the audience for this data? 

• What do they need from you?  

• What do they want to do with it? 

• What do you need from them? 

• What is already known? 

• What installed base are we working from? 

• What skills, resources, channels, time do you have 

• for analysis? 

• for communicating findings? 

• for engaging relevant ‘stakeholders’?



Ways to present • Rich text in academic papers 

• Personas  

• Task Descriptions  
Scenarios; Hierarchical task analysis 

• Contextual Design approaches - Models 

• Soft Systems Methodology - Rich Picture Stories  

• HODI - Habitus of Design Inspiration  

• Visual Stories, Story boards 

• Design Fiction



Academic Papers



Academic Papers



Academic Papers

Implications for Design  
Lessons learnt 
Relevant Themes 
…



Academic papers 



Academic papers 



»A rich picture of an imaginary person who represents your 
core user group«   …   »Based on actual studies of users, 
observation, etc.«   (Dix et al, p201)  

So if we design it this way, how would Betty react to it? 

Personas

Betty is 37. She has been a warehouse manager for five years, and has worked for SBE 
for 12. She did not go to university but has studied part time for a business diploma. 
She has two children aged 17 and 15 and does not like to work late. She did part of an 
introductory in-house computer course some years ago, but stopped this course due 
to a promotion which meant she had less time. Her vision is perfect but her right-hand 
movement is restricted due to an accident some years ago. She is enthusiastic about 
her work, but feels threatened by the introduction yet another new computer system – 
the third in her time at SBE.



Personas



Persona Content • Name (a real name like Greg or Madeline, etc.)  

• Age & Photo  

• Personal information, including family and home life  

• Work environment (the tools used and the conditions 
worked under, rather than a job description)  

• Computer proficiency 

• Attitudes & Pet peeves and technical frustrations  

• Motivation or »trigger« for using a high-tech product 

• Information-seeking habits and favourite resources  

• Personal and professional goals 

• Candid quotes 
Source: Alan Cooper, The Inmates Are Running the Asylum: Why High-Tech Products Drive Us Crazy and 
How to Restore the Sanity, Indianapolis: Sams, 1999, Chapter Nine. (Wording condensed and modified.) 



Persona Example
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Persona Portraits

https://blog.mailchimp.com/new-mailchimp-user-persona-research/



Extreme Users



The good & bad of 
Personas

+ Empathic response to actual people 
+ Handling specific problem space 
+ Synthesises key insights 
+ Extreme users (accessibility) 

- Fosters stereotypes 
- Fringe users are left out 
- Hard to design 
- Tacit bias by authors 



Persona - Storyboards



Persona - Storyboards



Double check Personas



Task descriptions Can be used to define current or envisioned tasks 
Scenarios an informal narrative story 
Use cases  

assume interaction with a system 
assume detailed understanding of the interaction 

Essential use cases 
abstract away from the details 
does not have the same assumptions as use cases 

Hierarchical Task Analysis 
Start with a user goal and the main tasks/subtasks for 
achieving it are identified



Scenarios User- & task-oriented descriptions of use 
an informal narrative story  
simple, natural, personal  
not generalisable 

Provide examples of usage as an input to design 
Provide a basis for subsequent usability testing  

https://unitid.nl/2014/02/scenario-based-design/



Scenario & 
Persona
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Scenario & 
Persona



Scenario Example 
Ordering Process



Components in 
Scenarios

https://www.interaction-design.org/literature/book/the-encyclopedia-of-human-computer-interaction-2nd-ed/personas



The good & bad of 
Scenarios

+ specific knowledge and reflection in action 
+ communication and shared understanding 
+ design knowledge accumulates across problems 
+ supports idea generation & abandoning 
- creates a false sense of assurance 

- not all aspects are covered by a few scenarios 
- it can bias people away from the big picture 
- create obsession with unnecessary details. 
- does not create user engagement

https://www.interaction-design.org/literature/book/the-encyclopedia-of-human-computer-interaction-2nd-ed/personas



Hierarchical Task 
Analysis

• Used mainly to investigate an existing situation 

• Start with a user goal which is examined and the main 
tasks for achieving it are identified 

• Tasks are sub-divided into sub-tasks 

• Involves breaking a task down into subtasks, then 
sub-sub-tasks and so on.  

• These are grouped as plans which specify how the 
tasks might be performed in practice 

• Focused on physical and observable actions, and includes 
looking at actions not related to software or an 
interaction device



HTA Example 1. In order to borrow a book from the library 
2. go to the library  
3. find the required book 

1. access library catalogue 
2. access the search screen 
3. enter search criteria 
4. identify required book  
5. note location 

4. go to correct shelf and retrieve book 
5. take book to checkout counter



Contextual Design 1. Contextual inquiry 
2. Work modelling   
3. Consolidation   
4. Personas built with contextual data 
5. The Design Response: Visioning 
6. Storyboards 
7. User environment design 
8. Mock-up and test with customers 
9. Driving Product Development 
10. Contextual Design and Agile Development

https://www.interaction-design.org/literature/book/the-encyclopedia-of-human-computer-interaction-2nd-ed/contextual-design
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Contextual Design 
Flow Model



Contextual Design 
Sequence Model



Contextual Design 
Physical Model



Contextual Design 
Flow Model



Contextual Design 
Cultural Model



Contextual Design 
Artefact Model



Contextual Design 
Visioning



Contextual Design 
Storyboarding


