PASE software development methodology

(Post-Its Assisted Software Engineering)

· also known as "paper prototyping"

•  the problem:  there are no rewards in life for being the first one with the wrong answer.  We need to ensure that we come up with the best answer, quickly…

•  and, surprisingly, one good way to do that is LOW tech!

Reference:

Marc Rettig, “Prototyping for Tiny Fingers”, Communications of the ACM  37/4, 1994, p. 21 – 27. 

PASE supports user involvement in design:  design FOR, WITH, and BY users

· Designing FOR users—with them in mind

May not actually involve real potential users

Users and their interests may be represented through usability experts, domain (application) experts, information processers, …

How well do we really understand them?

· Designing WITH users

Users as an information source—for requirements analysis, testing, implementation planning

Users may have direct or indirect involvement (work with designers directly, or as info source)

· Designing BY users

Users directly, extensively involved in design 

Users have significant influence

Interface prototyping:

•
paper mock-ups of individual screens

•
doesn't have to be beautiful…
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Building a paper ‘demo’:

· concept design: explore different metaphors, interaction strategies

· interaction design: organise the structure of screens, navigation between screens

'storyboard' typical navigation through system


think in terms of the 'storyline', the flow of action/work


read Brenda Laurel, Computers as theatre (Addison-Wesley, 1993)

· screen design: initial design of each individual screen

· testing: refine general 'narrative', navigation, individual screen layout
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Clip 1: Wide Angle (WA) Time-lapse
shot of sun rising over London, with

motorwa

Clip 5¢:
building.

Clip 11: CU Clock showing time
passing quickly. (Doesn't pan out this
time).

Clip 2: Mid-shot (MS) Speeded Up shot
of cars driving.
or park below. Music begins.

WA ...and swoops down side of

Clip 6: WA Shot of skyline from car
travelling fast.

Clip 12: WA Shot of skyline at night
from car travelling fast.

car going down motorway at night.

CTip 3: M5 From above, people walking
speeded up.

Clip 7: WA Time-lapse shot of sun
setting over London, with motorway or

park below. Music changes tempo (?)

3
)

Clip 12: CU View from side of moving

HND MMP 2001

Clip 4: Close Up (CU) View from side of
moving car going down motorway.

Clip 8: WA Time-lapse shot of moon
rising over London, with (possibly
different) motorway or park below. Music
changes tempo (?)

Clip 13: WA Horizon shows sky getting
lighter, signifying another morning.

Music fadesffinishes.

Clip 5a: CU Clock showing time
passing quickly. Pans out rapidly to...

Clip 9: WA Shot from motorway bridge Cli
of cars driving. (Maybe) time-lapse to
show the lights of the cars in 'streams'. moving.

Clip 14: End credits.

Storyboard for Video Assignment, version 1.
THEME: Musical Interlude TITLE: Urban 24/7

Clip 5b: MS ...revesl room/ofice. Then.
camera swings round 180° and exits out
of window...

10: WA Busy Oxford Street at
night, filmed from high up. People + cars





Testing the paper demo:

•  assign one group member to be the "computer"

•  user(s) interact with paper demo, "computer" 

example,  paper demo of a word processor:  

User touches the  word "File"

Computer puts down sticky containing File menu

User touches the "Open" option

Computer puts down large sticky with Open dialog box

…

•
best to let user(s) interact with realistic, structured tasks and observe (scenarios)


(asking "how do you like it?" directly can give misleading results)

•
other group members are busy taking notes

•
all group members confer, think of ways to improve the interface…

•
construct paper demo of improved interface, and test it with user(s)

PASE is useful as:

· a communication tool ( between designers, between designers and clients, clients and designers, ...)

· a technique for defining requirements

each iteration helps generate requirements

real users, so tend to uncover more accurate requirements

· a technique for developing, recording specifications

working  model to demonstrate the interface

formal methods specs hard to understand--PASE prototypes can be

“read” or  "used"  to understand how the system should work

Using hi-tech for paper prototypes:

· Post-its, colored pens, hiliters, etc. work great

small screen elements (buttons, pull-down menus, etc.) on post-its,

small bits of paper

· Re-use backgrounds, graphics, etc. through the magic of Xerox

make many copies of screens for user tests

Why use PASE, when you can just program up a demo?

· good fit with EP:  evolution of interface follows evolution of goals,understanding of users

•
paper demos faster to construct

•
paper demos infinitely cheaper to construct: very minimal resources required (time, hardware, etc.)

· avoid wasting time and resources on executing bad designs

•
immediate information about/from real users

•
can manage interface risks by focussing earlier on usability, acceptability; facilitates regular, incremental usability testing

•
less emotional investment in a paper demo—easier to discard, modify

· software demos:  we fixate on getting them to the point of being usable,and then do usability tests (when it's too late to change much)

•
faster prototyping/testing cycle

"We've seen teams completely redesign their products, literally overnight, after learning that their current design was headed for disaster."

· software demos (ex: Tkl/Tk) can be misleading to a user—it looks like the software exists, why can't it be used NOW?

· when a software demo breaks or its ‘edge’ is reached, the testing stops

•
for large projects, allows non-tech members of development team to participate directly (engineering, marketing, end users, technical writers, …)

· testers tend to focus on the big interface issues (task ordering, functionality), not the small ones (icon size, color)

· as team members test their own prototype, they see the system through the user's eyes

Limitations

•
paper prototypes crude:  don't support evaluation of fine design detail 

•
can't be used to simulate system response times 

•
"computer" must be fully aware of the functionality of the intended system 

•
not appropriate for extremely complex application with numerous screens (may need to demo a portion of the system at a time)

· does not show animation

· does not show results of mouse roll overs (such as micro or bubble

help)

· be careful to ensure that the walkthrough doesn’t lead the users
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