CSC484-S08-Lab4.2

CSC 484 Lab Notes Week 4, Part 2
Questions on this Fornight’s Readings

1. Whatdo the two papers hee in common?

2. Whatare the significant differences between the papers?

3. Whatare the "perspeets" of the papers, i.e., where are the authors coming from?

4. How do the authors state orveal their perspeoctes?

5. Whats the "buzz word coefficient” of the papers, i.ewhmnary unexplained terms or acronyms doythuse?

6. Do either of these tav papers support or refute the followingawdmilar claims cited directly or indirectly in
chapter 2 of the textbook:

* 1996 Liddle quote (on Page 51):

"The most important thing to design is the user’s conceptual model. ... That is almost exactly the opposite of
how most software is designed.”

» 2002 Johnson and Henderson quote (on Page 26 of the cited paper froimt&ietions magazine):

"... our experience with our clients indicates that conceptual models of this sort are almost completely
unknown outside of the HCI community, especially among Web designers and software programmers."”

7. Areeither of the tw papers trying do pre a establish ag particular hypotheses, about storyboarding or sce-
narios in particular? Do either or both do so, i.e., dg finevide appropriate evidence?

8. Do either or both of the papers address the issue wfthgrogress from storyboards, and other higrelle
requirements representations, into the concrete design and implementation ofaat? aBifiouldhe papers
address this?

9. Which,if any, of the authors would you hire as artistic consultants on yoursteryboarding project®hy or
why not?

10. Which,if any, of the authors would hire as requirements analysis consultants on yolarge-scale softare
development project? VWAhor why not?

11. Doeither or both of the papers addresg ergnitive aspects of the users?



