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Abstract

In use tests the thinking-alowd technique can be gplied to rewed the perceptusand
cognitive procese d the paticipans durihg task performare In this pape it is
invegigate if the less interfemg tednique d tracking the eye movemestd user
ted participans can yield this type d information, basé on the essumpion tha the
point of gaze indicatea paticipants curert cognitive operdion. Trainal and naive
paticipans executal variows tasks wth a digtal room thermostagtsimulatel on a
touch sceen Eye movementsdl buttons pressedard the succesive display
contens wee logged Quartitative, overdl analyses d the eye data (e.gfixation
durdion ard saccae length) showa no systemtic differernces betveen the trained
ard naive grou a between eay ard difficult tasks However, analysi pe tak and
pe paticipart suggestd tha knowledg aou the fixaion locdions can produce
despn-relevan insight into tak performame tha adds b canmon measurs d task
performare am adion protocols.

Introduction

In consumeprodud desgn, ore d the options o evaluag the usaitity of a pioduct
or prototype is o perfom a use test Paticipants o a use teg are aske tocary out
certan tasls with the product while ther behaviour $ observed Thus a use test
gives the opporunity to stud/ the usag@ procss awl to idernify ways d use and
possibe poblems In orde to bdter understad ary desgn flaws the piodud might
haw it is importart not ony to know what the use does whan performing tle tasks
but also why s/he doesit. Far successfu redesgn, or for avoiding old problens in a
new product it is essetial to recanise wha makes the use exped tha this
paticular adion is the nex step toward the god of the curert task Pu differertly,

one woul like o know wha the use perceives ard thinks & ary momen during the
use test.

A comman goproach to map thes procese is b ak ted participans o verbdise
wha they perceive ard think during task performae the ‘thinking-aloud method.
See fo instarce Erissa ard Siman (1980 ard Boren ard Ramg (2000) In
variols usablity studies it was concludd tha this metlod can yield useful,
desgnrelevan information (e.g, Bowes & Snyder 1990 Denning et al., 1990;
Jorgensenl989 Lewis 1982) On the othe hand Lewis (1982 listed a numbe of
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