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Identifying needs and establishing requirements
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Usability
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User Satisfaction Effectiveness Efficiency

Efficiency is
"Doing the thing right"
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User Satisfaction
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Learnability Memorability
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Task Description Task Analysis
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Task Description
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Use Case Unified Modeling Language Scenarios
(UML) Use Case
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EXAMPLE USE CASE DIAGRAM FOR ATM

Insert ATM Card

//“_’__—‘\
Enter PIN No
/ Subn nit Request

\ Sy51 em
Actor
Check Balance

Receive Amount
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EXAMPLE HIERARCHICAL TASK ANALYSIS

0. In order to borrow a book from the library i€ juid dal e
1. go to the library 4l Cladl
2. find the required book <€l s
2.1 access library catalogue 4w jdl s ) J )
2.2 access the search screen cadlails J Jadl
2.3 enter search criteria (sl ()l siall) Cndl julas Ja]
2.4 identify required book Aeidl (s ¢ sllaall QK s
2.5 note location < Il e ad sall waas
3. go to correct shelf and retrieve book msall il sl
4, take book to checkout counter Js el (il s
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