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Lab vs. field

Field studies
Realistic use context

Difficult to control

Complex and time consuming

o
o
® Complicated data collection
°
°

Safety and ethical issues

Laboratory studies
® Experimental control
® High quality data collection
® |ack of realism
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Simulating mobility
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6 techniques compared

Problems detected

|. Sitting at a table

2. Walking on a treadmill with constant speed

3. Walking on a treadmill with varying speed

4. Walking at constant speed on a changing track
5. Walking at varying speed on a changing track
6. walking in a pedestrian street

Technlque

® More usability problems found on average when seated at a table

® Physical mobility in the lab triggered identification of unique
interaction problems also found in the field

® Added value in relation to e.g. layout and button sizes
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Simulating the
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How well did the simulation work!?

® Very well - at least not for usability problem identification

® However, the field provided additional information on
real world user experience
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Studying in context

Jomfru Ane
Gade

Gravensgade '
- C.W.Cbels \, / Nytorv

Tquv\slu

//-

Plads o
Ir
Gammel
/ /

® Recorded with a camcorder
® Difficult to capture good images of screen

® The “bodyguard” effect
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Bringing the lab with you
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Lab = a lot of equipment

Lapel microphones
and belt-pack
transmitters
Video recorder and

monitor

Audio receivers
and pre-amplifier

Video Quad splitter
(modified for battery
driven operation)

Video receivers

- for two wireless

Mobile device with cameras

two clip-on wireless

cameras o

Camcorder for
__— 3 person view

& L
Headphones \

Hesgbpoue2 = /

e 2. berzon Alcwn ‘(

" )
‘Aﬂ.afortc




ouU n26.L

ocn

Jesper Kjeldskov & Mikael B. Skov centre for socio-interactive design - UNIVERSITY




Bringing the lab with you

2 kg and measuring 18x14x25 cm
Facilitating high-quality data collection
Facilitating control and realism

Still restricted to traditional “snapshot of use” methods
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No observation, no task
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