S-72.2510 User-Oriented Design of Telecommunications Services

Closed-book exam,
16™ of May, 2011

1. Briefly describe the following UCD methods i) Contextual Enquiry and ii) Parallel design.
List in bullet points their strengths and weaknesses.

2. Your task is to create a user centric design process in order to develop portal applying social
media for elderly. i) Give two alternate process suggestions. ii) List in bullet points their strengths
and weaknesses.

3. Based on the figure below, indicate the methods that are recommended for i) limited
time/resources, ii) no direct access to users and iii) limited skills/expertise. Reply to this question by
ticking the respective cells in the table given in the next page. This assignment is graded such that
you get 1 point from each correct selection and — 1 point from each wrong selection. So, please
don’t make any guessing if you don’t know the answer.
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