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Chapter 3 [Rosson, 2002] p. 79

Activity design


Tradeoff 3.1 [Rosson, 2002] p. 82

Technological innovation can transform tasks in exciting and satisfying ways,

BUT incremental change to existing practice are easier to understand and adopt

Tradeoff 3.2 [Rosson, 2002] p. 83

The goal of software design is to provide computer-based support for tasks,

BUT some needs are better supported by physical or social features of the situation

Tradeoff 3.3 [Rosson, 2002] p. 84

General purpose design solutions increase reuse and consistency in a system, 

BUT any given task may be best supported with specialized functionality

Concept
Mental model

Tradeoff 3.4 [Rosson, 2002] p. 86

Designers must anticipate and support mental model construction by users,

BUT the psychological processes that create mental models are not observable

Concept
Metaphor

Tradeoff 3.5 [Rosson, 2002] p. 87

People seek to understand the world in familiar terms,

BUT they must go beyond the familiar for developing new and improved ways of acting

Tradeoff 3.6 [Rosson, 2002] p. 89

Automating tedious and error-prone steps improves job satisfaction,

BUT automation of some activities may undermine motivation and self-esteem

Tradeoff 3.7 [Rosson, 2002] p. 90

The people who use systems are motivated by personal goals and needs,

BUT software must also be designed to support collaborator’s goals and needs

Model
Business objects and rules
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