
Level of 
involvment High

:
:
:

Low

Quantitative & 
qualitative

Space + time

Exploration !

Handle 
dominant 
participants in 
groups

Mixed 
stakeholders

Design 
workshops

You can see 
what is 
happening

Artificial 
context ?

Think aloud / 
Self- reports / 
Free-recall

Interviews Semi-
structured 
interviews

Focus groups

User 
workshops

Priming

Short time 
span

Bodystorming 
with users

You don’t see 
what is 
happening

Real context
Cultural 
probes

ESM
Contextual 
needs Surveys / 

questionnaires

Lo-fi / 
sketching for 
conceptual 
feedback

Lo-fi

Drama !

Scenarios

Sketching

Storyboards

More 
longitudinal

Diaries

Automatic 
logging

Mockups

Wizard-of-oz

Hi-fi field 
protoype

Narrative 
inquiry

Hi-fi for 
detailed 
feedback

Data analysis

Hard to kill 
your darlings

Full prototypes 
– be careful!

Users may not 
know what 
they want

Efficient and 
effective 
methods are 
needed

Sick and tired 
of focus 
groups

Very early 
prototyping

Need for more 
asynchronous 
methods using 
ICT ”methods 
of the 21st 
century”

User initiate 
things

Activity in 
context

Method 
suitability

Heterogeneity 
of users

”PROTOTYPES” 
=



AUTOMATIC

Server

Scalability

Context 
logging

- intention
- emotion
- thought

Interaction 
logging

Lots of data Sensors

Few 
information

Heterogeneou
s platforms

Infrastructure

Technical 
issues
- Accuracy
- Reliability
- Has to be 
implemented

Log file 
(device)

Unobstrusive

Can be 
anonymized 
for sensitive 
data

Log file 
(server)

Team 
communication 
recording

Following 
interaction in 
ongoing 
process

Effort: 
developing

Efficient
Reproducible 

”Out of 
context”

needs to 
guess based 
on clues

Tool for 
automatic 
analysis of 
data collected

Reliability of 
interpretation

An

Visualization 
(tool)

Exploratory

Watch 
visualization 
and annotate

Finding 
patterns in 
large data sets

Effort:
- Observation
- Analysis

Ethnography

Capture the 
”feelings” of 
users while 
interacting

Flexibility for 
unforseen 
situations

+ Focus of 
user
+ Body 
language

Lots of 
information

+ Emotion
+ Social 
setting
+ Thoughts 
(think aloud)

Few data

Bias

Video 
observation 
(following, 
head mounted)

(Covered)
Observation
Notes

Planning + 
logistic with 
humans

CAPTURE ANALYSIS

Dominantly: objective 
and quantitative

HUMAN

Dominantly: subjective 
and qualitative

EFFORT 
BEFORE

EFFORT 
DURING AND 

AFTER



Response data

Application 
event

Event-
triggered

Activity event

ESM

Intrusive

Costs 
(implementatio
n, # of 
questions)

Randomly 
triggered

Repeated 
measures

Mobility

Incompletenes
s

(Participant)
Motivation

Subjective
Human 
memory 
attention

Social 
acceptability

InterpretationData recording

Surveys

Questionnaires

Rich 
description

Memory 
effects

Context event Physiologic 
event

DRM (Day 
Reconstruction 
Method)

Diaries

In situ

Prompted
Self-selected Post hoc

About past


	Early prototypes�
	Observations�
	ESM�

