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Pouzitelnost (Usability)

’ "The extent to WhICh a product can be used by specified users to achleve speC|f|ed goals W|th
ﬁ effectiveness, efficiency, and satlsfactlon in a specified context of use.'
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B. Shneidermann: pouzitelnost patfi pod uzitecnost a sklada se z:

e Learnability: How easy is it for users to accomplish basic tasks the first time
they encounter the design?

e Efficiency: Once users have learned the design, how quickly can they
perform tasks?

e Memorability: When users return to the design after a period of not using
it, how easily can they re establish proficiency?

e Errors: How many errors do users make, how severe are these errors, and
how easily can they recover from the errors?

e Satisfaction: How pleasant is it to use the design?


http://en.wikipedia.org/wiki/Learnability

K definicim pouzitelnosti

P. Booth: definice pouzitelnosti typicky zahrnuji alespon jednu z nasledujici oblasti

e UziteCnost (Usefulness)

o Efektivita (Effectiveness), Ize chapat také jako
produktivita

e Pozitivni dopad uceni (Learnability)

e Obliba (Attitude, Likability)
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Cile zjistovdni pouzitelnosti

o zjistit stav a jeho vyvoj

e ziskat konkurencni vyhodu
¢ racionalizovat ndklady

e zvysit obrat a zisk

e minimalizace rizik

e porozumét trhu skrze uzivatele

| PROE FROGRAMOWAT , SPRAINE" 7 |
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Omezeni a rizika

® zminime zatim jen velmi zbézné...

e omezeni maji vsak i funkéni vyznam

e testovdni se zpravidla déje za ne zcela redlnych podminek
e Uspéch testu neznamend automaticky Uspéch v produktu

e Spatnd volba cilu, metod, indikdatord, metrik, Spatny design
experimentu

e spatnd volba subjektt, nepopsané, nereprezentativni
skupiny

¢ interpretace
e validita

e rUznd mira rizik a omezeni pro rozné metody



Posldni metod a technik pouzitelnosti

e metody a techniky pro dosazeni pouzitelnosti

e metody a techniky pro hodnoceni pouzitelnosti

NS ZAJimA PRIMARNE DRUHA SKUPINA



Testovdni pouzitelnosti

co chci zjistit

na kom to chci zjistit

na cem to chci zjistit

k cemu to bude

jak se to bude zjistovat

jak se to bude vyhodnocovat

jak budu prezentovat vysledky




Typy metod pro zjistovdni pouzitelnosti

e Exploracni (Exploratory)
e Hodnotici (Assessment)
e Ovérovaci (Validation)

e Ex-post studie

TYPY METOD Z HLEDISKA LICELY
TESTOUANI POUZITELNOSTI



Exploracni metody

e typicky ve vyvojové fdzi projektu

e casto v rannych fdzich

e situace: prozkoumat, vybrat z moznosti, nasmérovat
e cil: pfedchdzeni chybdm

e malo formalismu, jednoduchost, rychlost

e subjektivita, minimalni validita

o “Quick-and-Dirty”

o typicky kvalitativni data dlmmms ‘

e obvykle se aplikuje na makety (mock-up) i prototypy - tzv. ploché
prototypy (horizontal prototype)

e metody: prichod (walk-through), interview, focus-group, pen-and-pencil

VZPOIMENTE NA PERSONY



Exploraéni metody: typické otdzky

e Jsou zifejmé vztahy mezi objekty ¢

e Jsou dobfe prezentovdny informace?
e Je koncept interakce srozumitelny?

e funguje navigace 2

e Je struktura rozhrani srozumitelnd ¢

o Dokdze vzivatel snadno zjistit, co zde miUze délat 2

| KONCEPTY, My3LENKY, |
| Wirnoy, sTRunTuRA |
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Exploracni metody: jak na to

e potrebujeme plochy prototyp
e diraz na koncepci a strukturu
e stanovime oblasti zdjmu, typicky hlavni funkce

e je mozné se zamérit i na maly pocet funkci, u kterych pujdeme hloubéji
(prototyp toto musi umozinovat)

o exploraéni metody jsou typicky bud’ zalozené na interview nebo plnéni
ukold subjetkem - think aloud protokol

e experimentdtor a subjekt prosté sedi vedle sebe



Hodnotici metody

zfejmé nejfrekventovanéjsi typ
typicky v priobéhu vyvoje projektu
nastupuji po tzv. high-level fazi
zaméreno na CAsti

zaméreno zejména relativni srovndni

hodnoceni na prototypech

| INTERANCE UZIVATELE, DESIH |
diraz plnéni Gloh uzivateli, ROZHRANI, NAVRH fLOH |

omezend interakce s experimentdtorem
méla by prevazovat kvantitativni data (sic!)

metody: A /B testovdni, dotazniky (standardizované, individudlni), rozné
observacni metody



Validacni metody

typicky v pozdni fazi projektu, téZ po nasazeni, mezi verzemi a
podobné

zejména komplexni prisup s ddrazem na formdlni provedeni
e diraz na proces, metody, metodiku, zpracovdni vystupu
e validita
cilem je overeni a to zejména v kontextu celku
porovndavani
zaméreno na Cdasti i celek
zpravidla minimdlni interakce s experimentdtorem
mnoho vhodnych metod
experimentdlni vyzkum (v principu stejné i podobné metody i

oblastech mimo pouzitelnost) TRENINK V6. ZiiPn



Validaéni metody

e zde je fidicim prvkem pldnovdni
e diUsledné, komplexni (obvykle)
e drahé, casové ndrocné

e podrobné studie, reporty



e Studie po uvedeni produktu
¢ Follow-up studie

e Provozni studie (Field Study)



¢ |laboratorni vs redlné (field-studie)
e subjektivni vs objektivni

e kvalitativni vs kvantitativni

e design vs implementace

e formdlni vs neformdlni



Hewlett-Packard HF Activities

identify need for product by
studying user, task, and work
environment characteristics,

Specify requirements product must
satisly lo meet user needs.

Define system usability goals.

Identify and characterize target
user population,

identify and analyze user tasks.

identify users’ physicat and
organizational enviranment.

identify usability problems on
similar or existing products.

identify users' product feature list.

[dentify ergonomic or market-based
regiiremants.

Define and develop product usability
and acceptance goals,

Define criteria for measuring usability
and accaplance,

Develop product localization plan,

Develop usability lesting schedule.

Case Studies / Customer Visils
Survey

Focus Group

Task Analysis

User Diaties

Conceptuat Modeling

Rapid Prototyping

Literature raview of:

- Previous product usability
specifications.

- Human Factors standards.
- Market Research data.

- Compefitive research data.

Assist Markeling in the
identification and investigation of
users and their needs.

Provide Marketing with information
regarding product requirements that
will satisfy user needs.

Provide R&D with information on
usersftasks and helps 1o scope the
design, davelopment, and test

Work together with R&D o specily
usability requirements, goals, and
acceptance critetia.

al{o]

Assist Quality in the analysis of
competitor products,

Wark together with Quatity to
determine usability metrics for the
produst,

Provitie Leaming Products with
information on usersAasks and
heip to scope the design,
development, and test processes.

Waork with Leaming Preducts to
identify support raterials that wilf
facilitate leaming and effective use of
the praduct.
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zdroj: J. Rubin: Handbook of usability testing




Develop product specifications to
meet previcusly identified usability
requirements and performance
objectives.

Test product with target user
population performing
representative tasks to ensure a
usable/tunctional product,

Develop product interface
raquirements.

Define mental models desaribing
system from the user's perspactive.

Determine afiocation of functions
between user and system,

Iitegrate Human Factors data,
principles, and guidelines.

Test conceptual models.

Provide technicat support in the
development of product prolotypes,

Review production prototypes for
ergonomic compliance.

Test usability of HW, SW, and
{eaming Products.

Provide feedback {including design
regommendations) to designers
based on resuits of usability test.

Incorporate previous usability test
data, Corporate Human Faclors
specifications and Human Factors
terature and standards.

Observefinterview targs! users.
Audio/Video faping.

Structured walk-throughs
{conceptual testing).

Usability test of:
-Simutations or mock-ups.
- Early prototypes.

- Production prototypes.,

Early versions of Learning
Products.

Get assistance from Marketing to
define target user population and
identify represantative lasks for
usability testing.

Work with R&D o explore the
usability implications of proposed
designs.

R&D creates conceptual models for
structured walk throughs.

OCbtain HW and SW prototypes and
technical support from R&D for
usability testing.

Help Leaming Products fo integrate
support materiais into the
development process.

Obtain product selup guides, on-
board documentation or onfine help
messages/screens from Learning
Products for usability tesfing.
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zdroj:

Hewlett-Packard HF Activities

. Rubin: Handbook of usability testing



Hewlett-Packard HF Activities

Verify that the product meets previously identified customer needs.

Gather information for future product development.

Review final production specifications to ensure agreed upoen usability
recommendations have heen satisfaciorily implemented into the product
design.

Conduct on-site custorner evaluations to determine product usabifify and
how effectively the product meets user needs and expectations.

Provide Marketing with usabillity advantages of the product.

Analyze field dala {or next generation products.

Beta-Site customer evaluations.

Analyze Beta-Site data for future product specifications,

Work with Marketing io collect field data regarding product usability in order
to sunport the marketing, sale, and support of the product.

Work with R&D fo coordinate Beta-Site fleld testing.
Obtain production HW and/or SW from R&D for Bela-Site evaluations.

Obtain updated HW and SW as nacessary/ffeasible from R&D and provide
updates for field evaluation.

Assist Quality in monitoring Beta-Site test data relative to previously set
product usability metrics.

Asgsist Leamning Produets in conducting Bete-Site customer evatuation.

Obtain updated support materials as necessaryffeasible from Learning
Products and provide updates for field evaluations.

zdroj: J. Rubin: Handbook of usability testing



Prehled typU technik

Inspekéni (Inspectional)
Pozorovaci (Observational)
Dotazovaci (Query)

Experimentdlini (Experimental)

POZOR, TOTO DELENI JE Z POPSTATY NEOSTRE
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