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	Modeling and system development

Pensum: Garrett: 3, 4


Systemdevelopment (look back on 1.semester : How do we develop the ‘right product’ ? )

Fundamental System development methods:

1) “Wild West” method:

Vision => Implementation => debugging/ test       (Do the customer accept/buy the product ?)

2) Waterfall method:        (“We build the product that is required “)

Vision(objectivs) => 

Analysis (Concept description, specifications) => Design (diagrams of the concept) => Implementation (code) => Test (do the product follow the concept description ?)  

3) Prototyping method:

“Learning by creating and evaluating” , “We involve the customer, users etc. in the proces”
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Some terms:
Prototypes: Paper prototypes, Digital prototypes (horizontal(page focus), vertical(task focus),
 lofi and Hifi prototypes.

Tests: Functionality (black box test, white box test), user evolvement, usability test, 
Refinement through iterations (version 1,2,3,4,5)

Requirement specification, 

Method considerations (How will we develop the right products ?):

Complex versus simple product
Price, time, quality

Team tradition, skills, experience
Stakeholders
Required documentation
Conceptual framework (HOME, Workflow that works, JJG’s elements of user experience etc.)

Intro task: Develop the “Toscana travels site“ ???
Intro to Jesse James Garrett’s conceptual framework. 

Reference: Jesse James Garrett “The Elements of User Experience”
(elements.pdf)
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1) The Strategy Plan (vision document)

Discuss and describe: 

Who is the potential users of the site and what are their needs ?  
Answers: Segmentation, understanding user needs, making personas/user profiles

What could be the sites objective?  What do we (the developer, the client etc.) want to get out of this product/site? 

Answers: results of SWOT analysis, answer the problem formulation, solve the task.

Describes: “why are we making this site ?”

2) The Scope Plan (Function Specifications and Content Requirements)

Questions: What should the site do? What should it not do?  Features? What Content? Browser versions etc. ? 

Answers(Gathering requirements): Make user scenarios to the personas. Analyze the user’s scenarios.  Look/analyze at competitors.

Describe: “What are we going to make?”.
Some general rules apply to writing any kind of requirements: 

· Be positive

· Be specific

· Avoid subjective language

· Prioritize the requirements  (e.g. high=must have , low= wish to have)
See also “Mastering the requirements process” at http://www.systemsguild.com/GuildSite/Robs/MRP.html
3) The structure plan (Modeling/diagrams)

Develop a conceptual structure for the site/product 

Use for example formal visual diagrams/models like:
 -Sitemaps,
 -Flowcharts, 

 -JJG’s visual vocabulary.
Or use more informal conceptualization like metaphors, pseudo code and hand drawings. 

Think about error handling (validation, feedback on errors), information architecture

4) The Skeleton Plan (page interface design)

Describe with: Wireframes 

Focus on :

Interactive elements: Forms, menus, links etc. 

Composition: Screen size, %, pixels, mediaelements 

5) The Surface Plan (Visual Design, presentation design) – Style, fonts, colors, composition etc.

