
User-centred design proposal
for clinical microbiology LIS

Usability study of Swedish laboratory information system

Master’s thesis in Interaction Design & Technologies

Ludvig Andersson

Department of Computer Science and Engineering
CHALMERS UNIVERSITY OF TECHNOLOGY
Gothenburg, Sweden 2021





Master’s thesis 2021

User-centred design proposal
for clinical microbiology LIS

Usability study of Swedish laboratory information system

Ludvig Andersson

Department of Computer Science and Engineering
Chalmers University of Technology

University of Gothenburg
Gothenburg, Sweden 2021



User-centred design proposal
for clinical microbiology LIS
Usability study of Swedish laboratory information system
Ludvig Andersson

' Ludvig Andersson, 2021.

Supervisor: Gordana Dodig Crnkovic, Department of Computer Science and Engi-
neering
Advisor: Evelina Lindroth, MTMIS at Sahlgrenska University Hospital
Examiner: Sta�an Björk, Department of Computer Science and Engineering

Master’s Thesis 2021
Department of Computer Science and Engineering
Chalmers University of Technology and University of Gothenburg
SE-412 96 Gothenburg
Telephone +46 31 772 1000

Cover: Description of the picture on the cover page (if applicable)

Gothenburg, Sweden 2021

iv



User-centred design proposal
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Ludvig Andersson
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Abstract

Multiple hospitals around Sweden are currently taking steps to improve the digital
systems used within their clinical laboratories. The laboratory information system
is an important program which in many cases be decades old. When there is no
suitable application purchasable on the market, the hospitals have to develop it
themselves. The systems are required to be very e�cient and the functionality and
design have to accommodate this demand.

The thesis examines how the user experience can be improved to amplify the ef-
fectiveness of a LIS. By performing user-centered design, the results are expected to
be directly interlinked with the user’s needs, and the design well-founded. A three-
pronged user study series was conducted to reveal general guidelines to use when
developing a user interface for a LIS. The series consisted of a semi-structured inter-
view, a workshop, and an evaluation. Based on the study series, seven fundamental
guidelines were derived and later applied to create an interactive design prototype.
The guidelines are derived from a very speci�c set of users within a hospital in Swe-
den, where a large part of the user base has multiple years of experience using a LIS.
Thus, the �ndings are tailored to this scenario, but the guidelines are presented as
a useful starting point when analyzing the usability of another LIS. The guidelines
are also expected to be helpful when creating a LIS where no digital environment
exists.

Keywords: LIS, re-design, usability, user centered design, Sahlgrenska, interaction
design.
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1
Introduction

The following chapter introduces the purpose of the project, its aim, and the various
stakeholder involved.

1.1 Purpose

Sweden aims to become the leading actor globally in its usage of digital healthcare,
by the year 2025 [56]. To accomplish this goal, a digital transition is being carried
out throughout the whole healthcare sector. A part of the vision is to strengthen
resources for improved independence and participation for patients in their soci-
etal life. For this vision to be realized, a high-quality digital work environment for
healthcare workers is mentioned as a key requirement. To be able to provide the
desired e-health platforms patients and medical practitioners use, all pieces within
the healthcare service needs to be up to par digitally, and work in compliance to
provide good results. This applies to systems within each hospital, as well as be-
tween hospitals nationwide. Sahlgrenska University Hospital has a leading role in
the transition as the largest hospital in Sweden.

A digitalization e�ort is being implemented based on a strategy laid out by Re-
gion Västra Götaland [29]. The digitalization of various laboratory departments at
Sahlgrenska is ongoing, to collect and keep information up to date, and to store
it in the same location. Laboratories handling bacteriology, virology, serology, and
immunology will share one laboratory information system (LIS), called MikroLIS,
that is currently under development and is in partial use. The system will handle
medical information like results for the four laboratory departments and a module
for healthcare hygiene (spread of infection) at the hospital. It will also keep track
of more administrative information, for example, order management, statistics, and
more. Parts of the system have been delayed due to the demanding circumstances
facing hospitals during the COVID-19 pandemic, but development is now planned
to resume.

The program that is being developed will only be a temporary solution for Sahlgren-
ska, whilst a bigger transition is being carried out nationwide. The electronic health
record system Millennium will become standard for many of Sweden’s regions, in
the year 2023. Sahlgrenska will transition from their own systems and instead use
Millennium together with the whole region Västra Götaland. This system will �rst
be tested in selected parts of Sweden, before becoming standard for the regions tak-
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1. Introduction

ing part in the transition. This is in line with Swedish policy to purchase already
existing solutions if they exist and meet requirements, before developing something
new. This means that design decisions within the project should be taken with
the consideration that a new system will soon replace everything. Unless decisions
are bene�cial in the short term (the remaining two years) or bene�t transition to
Millennium, they should be reconsidered.

1.2 Research question

To determine the best way to improve the user experience of Sahlgrenska’s labora-
tory information system MikroLIS, the research question for the project was:

What guidelines are of interest when re-designing a clinical microbiology LIS to ef-
fectively operate for di�erent expert laboratory personnel at Sahlgrenska University
Hospital?

1.3 Deliverable

The research question aims to determine the needs and behavior of users operat-
ing a laboratory information system and then summarize the �ndings as a set of
guidelines. Based on the guidelines, a design proposal should be produced, with the
intent to implement it into the existing system. The proposal will be a high-�delity
prototype that should show key functionality uncovered through design research and
user testing. When �nalized, the prototype should be evaluated with stakeholders to
validate that the design suits the users’ needs. The proposed changes will thus also
be part of a report outlining the various �nding. For the proposal to be functional
for the speci�c set of users with extensive experience using the prior system, the
guidelines should also cover the connection between the old program and the new
one.

1.3.1 Delimitations

The studied programs consist of many functionalities, and it would be impossible
to analyze everything in the given time frame. Thus the project has been limited
to some key features within the program. The features in question are Registrera,
Patientöversikt & Kundsvar (Translation: Register, Patient Overview & Customer
Response). The project will mainly be design-oriented and focus on the user in-
terface of the programs. Therefore, emphasis will not be placed on how additional
features might function. It is however essential that the existing functionality exists
in the design and functions e�ectively. Thus, programming aspects, program im-
provements, and more will be considered while doing the design. Feedback regarding
issues outside the project’s scope will be conveyed to the developer team, but not
examined further.
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1. Introduction

1.4 Stakeholders

The following section presents the stakeholders within the project. The stakeholders
are people or institutions that in�uence the thesis or are in some way a�ected by its
outcome.

1.4.1 Thesis author
The thesis is conducted by a student within the Interaction Design & Technology
master’s programme at Chalmers University of Technology, with prior quali�cations
in the form of a bachelor in information technologies.

1.4.2 Chalmers University of Technology
The thesis is written as part of the Interaction Design & Technology master’s pro-
gramme at Chalmers University of Technology. Chalmers is responsible for thesis
quality control and approval. The university also provides counseling by an academic
supervisor, Gordana Dodig Crnkovic, and examination by Sta�an Björk.

1.4.3 Sahlgrenska University Hospital
The thesis is carried out in collaboration with Sahlgrenska University Hospital. The
departments involved are MTMIS (Medicinsk Teknik Medicinska Informationssys-
tem) and clinical microbiology. Sahlgrenska provides expert support, counseling,
and access to the technology used in the thesis. Supervising as part of counseling
from Sahlgrenska was done by Evelina Lindroth.

1.4.4 Developer team
A small developer team is working on the program studied, MikroLIS, and provided
weekly counseling during the project. The �nal design and guidelines created during
the project will later be presented and passed on to the developers.

1.4.5 Laboratory personnel
The users for the laboratory system being studied are laboratory personnel at various
laboratories within the department of clinical microbiology. These users are both
directly a�ected by the outcome of the thesis, but were also involved as participants
during the thesis’ user study series.

3



1. Introduction

1.4.6 Stakeholder Overview
Figure 1.1 show the people that are most closely associated with the project.

Figure 1.1: A chart over the stakeholders for the project.
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2
Background

The following chapter gives context to the project, introducing the state-of-the-art
products that exist as well as related research.

2.1 State-of-the-art

Laboratory information systems (LIS), or LIMS if concerning the management as-
pect, are software systems used when recording data at hospital’s laboratories [41].
LIS:s have been commonly used for decades [14], with the �rst ones being introduced
in the 1970s [41]. They were created as replacements for the time-consuming and
error-prone manual registration processes used up until that point. In recent years,
the tools have extended their handling of laboratory informatics, to now support
data registration directly from machines, among other things. Swedish hospitals
were early adopters of the systems, with many systems being introduced in either
the 70s or early 80s. These systems have been a staple tool at the laboratories, but
they have not entirely eliminated the manual operations, since a few customers are
still using and sending paper documentation.

2.1.1 Laboratory information systems forecast
There is not one de�nitive system being used nationwide within Sweden as of yet,
with each region using a seperate system. This is about to change with the intro-
duction of the US-based Cerner Corporation system Millennium [16] which will be
used by various regions. Millennium is explained to cover the role of an electronic
health record (EHR), electronic patient record (EPR), or electronic medical record
(EMR). But the company also creates laboratory systems, which is the use case for
Sahlgrenska’s laboratories. Cerner has also been involved in creating a nationwide
LIS within Ireland called MedLIS [35], making the company active worldwide.

North America is the leading actor globally within the LIS market. Europe is not
far behind and Asia is growing rapidly. There are large groups of competitors in the
market [34], with several key companies expansion of their LIS portfolio [45]. This
is likely to rapidly improve the market. As of current, the top �ve companies are
[45]:

5



2. Background

1. Sysmex Corporation [68]
2. Roper Technologies (Sunquest Information Systems, Inc) [66]
3. XIFIN Inc [77]
4. Cerner Corporation [16]
5. Orchard Software Corporation [62]

2.1.2 Laboratory information systems in Sweden
Similar to the global situation, �nding out exact information regarding a hospital’s
LIS in Sweden is quite di�cult. Information is often not published online, and when
it is, there is mostly a mention of the system name. A closer investigation into these
systems was not within the scope of the project and would have required getting in
contact with each region, or a hospital directly.

The information gathered at Sahlgrenska and the web revealed that the follow-
ing systems are currently in use:

Lifecare is an information handling program developed by the company TietoEvry.
It manages multiple parts of the business, like documentation, decisions and �nan-
cial support [43]. The program is used within the department for clinical chemistry
at Sahlgrenska.

SymPahty is another program used within Sahlgrenska, at the department of clinical
pathology. The program was originally within the umbrella of laboratory products
made by Tieto (now known as TietoEvry) called FlexLab [1]. The program has
however since then been developed, in conjunction with four other companies, to �t
the specialized work at Sahlgrenska, with the name PATOS [71].

Sahlgrenska also uses the systems BaktLIS within the departments of bacteriol-
ogy, among others, and GMP for the department of virology. These systems will
as mentioned by replaced by MikroLIS, and in time also Millennium. They have
however been the staple at the hospital for decades.

LabVantage Medical Suite is a lab management system created by the company
Software Point [53][42], and is currently in operation within the region Skåne [54].
The LIS is used for the department of clinical pathology at the university hospitals
in Lund and Malmö, as well as the hospitals in Helsingborg and Kristianstad.
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2.2 Related work

The public research done on laboratory information systems is also very limited. And
the work done speci�cally related to the user interface, usability, or re-designing, is
even less common. The topic of UX design is quite newly created, and many pro-
grams were designed before a good design was of concern or even a possibility.
Companies have likely researched the topic, but this material is not publicly shared.

By doing an exhaustive investigation into the speci�c topic of a Swedish LIS re-
design, one can determine that there has never been a replica of the study. There
are no exact studies based searching multidisciplinary article databases like Google
Scholar and Microsoft Academic, neither can any be found on Aminer, a Computer
Science speci�c database. Thus, to �nd related work, one has to reduce the criteria
of similarity. Studies of interest were found by excluding or altering one or multiple
of the following search terms: Sweden, LIS, UX Design, User interface. This gen-
erated for example studies regarding LIS in other countries, or re-designs of other
medical systems.

2.2.1 Related LIS studies

The authors Sepulveda and Young studied the topic of creating an ideal laboratory
information system by going through literature and holding interviews with LIS
users [59]. They looked at the possibility of creating a system where the user inter-
acts with a substantially leaner interface, where the system automatically handled
activities where human errors are a possibility. The author list 12 features that
could improve the quality and cost-e�ectiveness of a LIS. These features cover the
whole system, everything from the program’s interaction and design, to functionality
and software/hardware. Some of the mentioned features are partially implemented
today, and the others are possible improvements for the future.

Two studies have been conducted on the usability of LIS:s using the system us-
ability scale (SUS), one in the United States [47] and the other in both Ireland and
Saudi Arabia [6]. The results from the study conducted in the United States indicate
that the usability is poor. Only one program scored above the benchmark value of
68 [72], with the average being 59,7. The study regarding the Irish and Saudi Ara-
bian systems did not derive a resulting value per hospital but instead compared the
hospitals to each other. The �ndings showed similar weaknesses for both countries,
despite their di�erences.

Another study analyzing the usability of the LIS was conducted on the LIS for
the academic hospital a�liated with the Kerman University of Medical Sciences in
2017 [5]. The study was done with a standardized heuristic evaluation, and 162
usability problems were identi�ed. The highest amount of problems concerned �ex-
ibility and e�ciency. The authors concluded that the system could be improved by
considering standards and principles like the heuristics used in the study.

7



2. Background

A study reviewing the e�ects of the introduction of a LIS within the laboratory
work�ow in Serbia found that using a digital system vastly improved e�ectively at
the workplace, prevented errors, saved time, and more [44]. The authors concluded
that to continue getting good results from the digital systems, the program had to
keep being improved at the rate of the dynamic laboratory. The biochemist needs
to de�ne desirable LIS characteristics and continuously suggest changes which the
laboratory needs, to the developer. This points to the importance of including the
user in development.

2.2.2 Related EMR studies
A literature review study of the usability of Electronic Medical Records (EMRs)
was conducted by Zahabi, Kaber, and Neubert [78]. The authors studied articles in
a set of databases containing the keyword EMR usability. Based on these studies,
a set of usability problems were identi�ed in the literature, and design guidelines
to address these problems were formulated. The study also presents a concept for
an enhanced EMR design. Both the guidelines and the concept aim to reduce the
usability problems in patient diagnosis and documentation.

A Swedish thesis was created to make a UX redesign of a digital healthcare tool
[67]. The authors used a human-centered design process to re-design the system
and develop a new improved prototype of the program. The prototype was evalu-
ated with 12 test participants and was shown to provide better usability than the
original.

2.3 Interaction design guidelines

The study aims to produce a set of interaction design guidelines speci�c to a LIS.
Raising universally accepted guidelines and heuristics, within the �eld of interaction
design, is an important step to create a foundation for the research. These can
later be built upon to create ones speci�c to a LIS. There is a myriad of di�erent
guidelines and heuristics that have been proposed over time, but the ones proposed
by Schneiderman and Nielsen have gained traction within the �eld and are commonly
referenced in the literature.
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2.3.1 Schneidermans’s eight golden rules
In the book Designing the User Interface: Strategies for E�ective Human-Computer
Interaction, Schneiderman introduces the reader to eight golden rules of interaction
design [57]. These rules have since then been re�ected by some of the largest tech-
nology companies in the world [76] to produce what we consider to be the pinnacle
of today’s modern design. The rules are intended as a tool to learn design but have
been used as a tool to analyze the design to �nd possible �aws [13]. The eight golden
rules are:

� Strive for consistency
� Seek universal usability
� O�er informative feedback
� Design dialogs to yield closure
� Prevent errors
� Permit easy reversal of actions
� Give users the control
� Reduce short-term memory load

2.3.2 Nielsen’s ten usability heuristics
Nielsen’s ten usability heuristics have been created to be able to evaluate a design
and �nd �aws within it. The heuristics were created together with Molich, but have
later been re�ned by Neilsen to the set we use today [50]. What Nielsen created were
so-called heuristics, not guidelines [50]. The intention was to provide general rules
of thumb, as opposed to strict rules. The strength of heuristics is their universal
character. They can be applied to most interactive interfaces for a well-made design.
The heuristics are:

� Visibility of system status
� Match between system and the real world
� User control and freedom
� Consistency and standards
� Error prevention
� Recognition rather than recall
� Flexibility and e�ciency of use
� Aesthetic and minimalist design
� Help users recognize, diagnose, and recover from errors
� Help and documentation
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3
Theory

The following chapter presents the theoretical foundation for the project and involves
relevant topics for the whole process.

3.1 Design theory

As designers, the decisions made regarding a product should be based on theory,
and not artistic preferences [64]. The lines between the �eld of interaction design
and that of artistry can however get blurry on occasion, especially when expanding
a research sector. Coming up with new ideas consists of both prior work, but there
is also an element of personal creativity. But the main point of the design is to
build upon established concepts. Design theory is as such, about answering the
question �Why am I designing it this way?� with references and facts [64]. To be
able to do this accurately, di�erent relevant subtopics of design need to be studied
and understood, before any design decisions are made.

3.1.1 Design research
Based on the research by Frayling, there are three types of design research [28]. The
�rst is research for design, where you research using user interviews, stakeholder
interviews, or diary studies, to create a design. The second is research into design,
where the designers themselves, or the work they conduct, are studied. This type
of research aims to understand how designers work or how their investigations and
experiments are conducted. The third type is research through design, where design
is used as a tool to �nd out something or to solve a problem.

Frayling’s work has since its creation been developed further to match modern design
work. The boundaries that he set up have started getting erased. Today’s projects
typically involve work in iterations, and this work is no exception, where you begin
by gathering knowledge for a design, but the results are rarely a �nalized product.
Instead, a prototype is used to evaluate a concept, and based on the results, another
iteration of user research and ideation begins. There becomes a cyclical structure,
where the research is for design, becomes through design, and then goes back to
being for design once again.

For the following project, de�ning which type of design research is being used, is
subsequently quite tricky. The project was not structured in a way where a product
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was developed, evaluated, and changed in multiple larger iterations. Neither was it
quite as linear as Frayling’s de�nition of research for design. Instead, an adapted
type of research for design was used, with in�uences of the iterative-based structure
of modern design projects.

3.1.2 Four basic activities of interaction design

Pierce et al. present four basic activities used to create good design [55], which were
used in the project. These activities are staples in many design disciplines but are
essentials of interaction design.

Establishing requirements is the process of gathering knowledge about the users,
capturing their needs and wishes are before starting any development. By collecting
data about the user, educated design decisions can be made and backed up with
research. What is considered a requirement is up to the designer and the project,
but the activity is meant to uncover both requirements-related functionalities, as
well also feelings, emotions, frustrations, and more.

Designing alternative is the core activity of design, where ideas are suggested
to meet the requirements established within the �rst activity. Pierce et al. men-
tion that there are two sub-activities, conceptual design, and concrete design [55].
The conceptual design focuses on how a product can be used and how you interact
with it. While concrete design revolves around the details of the product, like color,
sound, images, and more.

Prototyping involves creating something that can be shown to stakeholders and
later evaluated. Pierce et al. specify that a prototype should be interactive, but
not necessarily software-based [55]. Other authors like Cooper et al. and Hartson
& Pyla do not specify the need for interactivity, with Hartson & Pyla especially
mentioning non-interactive low �delity prototypes [18][31].

Evaluating is the process of determining the viability of a prototype [55]. Eval-
uation is typically done directly with the users, with them giving feedback on the
design. It can however also be done within a development team, using methods like
heuristic evaluation. By involving the user in the process of designing, the evalua-
tion is likely to have a satisfactory outcome with the prototype being acceptable.

The completion of one activity will enable a designer to start with the next. This
is repeated in iterations, both within each step, but also going through the whole
activity multiple times. For each iteration, more knowledge about the user and the
design is collected. This will gradually create a better and more appreciated design.
The project was structured around one iteration with all of the four activities being
present. Within each activity, there were multiple smaller iterations done, where
di�erent types of methods were used. For example, multiple types of observation
were done during the establishing requirement phase. Each session of observation
built upon the prior one, to improve and adapt it.
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3.1.3 User centered design
Interaction design is essentially about creating a product that works for a user. Thus,
applying a user-centered approach, where the users are involved in the project, is
crucial to achieving this goal. Real users, with real goals, are the driving force of
development, not only the technology [55]. Well-designed products make use of the
knowledge the user possesses. No matter if the user is an expert with very speci�c
needs and opinions or a beginner that has di�culties grasping how the design is
intended to work. The designer can always gain perspective by listening to a user
and letting them guide the process.

Gould and Lewis created three principles that later became the basis of user-centered
design [30]. Early focus on user and tasks, meaning that a designer needs to observe
the user performing their normal tasks, study the nature of the tasks, and then
involve them in the design [55]. This process is about understanding the users and
their behavior, as well as their characteristics. Secondly, empirical measurements,
where the characteristics as recorded before and during the project, to make it pos-
sible to compare results. Lastly, Iterative design, where problems that might arise
during development are �xed and the process starts over once again to see if the
design is improved and if it can become even better.

This project is said to take on a user-centered design approach to �nding guide-
lines for a LIS. Thus, the project involved the users right away with observation and
interviews. They were also involved directly in the design of the program during the
design workshop. And �nally, they also gave feedback on the developed design pro-
totype. The users are also expected to have a role during the program’s development
going forward, as it progresses through multiple iterations.

3.1.4 Design thinking
Design thinking, similar to user-centered design, puts the user at the core of the de-
sign. Whilst user-centered design involves the user in di�erent steps of the process,
design thinking is about focusing the creation on the users [32]. By applying the
design thinking methodology, anyone can, no matter the discipline, create better
products that are suited to the users. When tackling ill-de�ned and complex prob-
lems, the methodology can be used to focus the investigation on the human needs
[19].

Norman emphasizes �nding the right problem. He mentions that engineers and
business people learn to solve problems, but they never stop and question if the
problem is what should have been solved [51]. In the real world, the questions don’t
come neatly de�ned, a good designer has to explore the problems and �nd the real
issue to solve. Thus, design thinking is about applying a process to ��nding the
right problem and meeting human needs and capabilities� [51].

When re-designing a LIS for expert users, countless issues need addressing. The
users know the programs inside and out and have repeated requests of things to
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solve. But they think of the problem from their point of view, the e�ects of the
problem. As a designer, by applying design thinking, the actual issues need to be
addressed, the cause of the issue.

To �nd the cause of the problem, there are di�erent types of methods one can use.
Norman explains it as a process of a root cause analysis, where you repeatedly ques-
tion the answers given to a problem until the actual root cause has been identi�ed
[51, p.165]. Dam & Siang give a �ve-stage process for applying design thinking [19],
originally proposed by the Hasso-Plattner Institute of Design at Stanford (d.school).
These steps are as following:

1. Empathise
2. De�ne
3. Ideate
4. Prototype
5. Test

These two methods of �nding the cause of a problem and solving it will be used
whenever a complex issue arises.

3.2 Patterns, guidelines, or heuristics

The goal of the project is to create a set of guidelines that one can apply when
re-designing a LIS. Thus, �nding out the de�nition of guidelines is appropriate.
Guidelines are a common use strategy to present research and gives a reader a tool
to apply to future work. But the word guideline is often used interchangeably with
another term like pattern or heuristics. But when does it become patterns or heuris-
tics?

The dictionary de�nition of a guideline is: �information intended to advise peo-
ple on how something should be done or what something should be� [21]. When
breaking this into pieces, one can see that a guideline does not have to involve any
information given to any person. This is very broad and gives room for interpreta-
tion. A pattern is similar, with the de�nition declaring the particular way something
is done [23]. A heuristic on the other hand stipulates that a student uses the knowl-
edge to discover things, rather than them being told something [22].

Like any word, the context it is used within makes a di�erence. Nielsen, the author
of some of the most commonly used heuristics within interaction design [50], writes
that his heuristics are to be considered "Rules of Thumb", and implies usability
guidelines to be stricter. This does not exactly correlate with the earlier mentioned
de�nitions.

The word guideline will be utilized within this project, with the meaning "a non-
speci�c rule or principle that provides direction to action or behavior" [73]. The
word pattern has in many situations the expectation of an underlying model. And
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a heuristic implies that one should use the �ndings as tools for learning or discovery
[49], not wrong for the thesis, but not as accurate as of the de�nition for guidelines.

3.3 Prototyping in interaction design

Prototyping is the use of accumulated design research results, with the intent to
evaluate the feasibility of a not fully developed product. The prototype can use
di�erent mediums and serve di�erent purposes.

3.3.1 Fidelity of the prototype

Pierce et al. describe a prototype as the manifestation of a design, to allow stake-
holders to interact and explore the suitability of a design [55, p. 386]. This design
manifestation can be of a range of di�erent levels of detail, often expressed as the
�delity of the prototypes.

A low �delity prototype, or commonly referred to as a lo-� prototype, are pro-
totypes far from the �nalized design in look and functionality [55, p. 389]. Benyon
simpli�es the lo-� prototype as simply made of paper [12], while Pierce et al. in-
clude other simplistic materials like cardboard or wood. The lo-� prototype is used
to quickly present ideas, which can later be discarded [12]. Methods usually asso-
ciated with creating a lo-� prototype are storyboarding and sketching. And wizard
of oz is typically used to simulate functionality.

A high-�delity prototype, or hi-� prototype, is much closer to the actual prod-
uct. The medium used is typically more permanent and can often be the same as
the one used for the �nal product. Both Pierce et al. and Benyon explain that
hi-� prototypes are often used to sell an idea or concept [55][12]. By being close to
the actual product, with slight compromises, the design can be evaluated for tech-
nical aspects. Since a hi-� prototype is both time and resource-intensive to create,
it is made in the later stages of designing. Ideas and concepts have �rmed up and
been decided, reducing the occurrence of problems that impact the feel of the design.

For a project done over approximately 20 weeks, developing multiple hi-� proto-
types would not be possible. Instead, a few lo-� prototypes will be created to guide
development on one larger hi-� prototype, that will be presented as the result of the
thesis.

3.3.2 Interface design principles

In the interest of building upon existing research regarding interface design, and not
studying already established concepts, design principles were studied. This would
also be of use as pointers when creating guidelines for the speci�c purpose of a LIS.
Areas within the �eld of graphical and interface design were within the scope of the
research.
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3.3.2.1 Typography

The principle goal of text within a user interface is to help the user read the infor-
mation on the screen. The rules for typography is the same for digital interfaces,
as it is for newspapers or books. And these rules have not signi�cantly changed for
hundreds of years, as pointed out by the author Kahn [36]. As long as the human
visual system and the roman lettering format is unchanged, so will the rules for
typography. The medium presents di�erent challenges and possibilities, and it is up
to the designer to adapt.

Cooper et al. write that people mainly recognized words by their shape, making it
possible to quickly pick up very condensed information [18]. On the other hand, if
the text is poorly shaped, it can create confusion and complicate the reading of an
interface.

Both authors emphasize the need for contrast within the text, as well as the impor-
tance of picking a correct letter size and shape [36][18]. The contrast between the
type and its background is what makes the text visible [36]. High contrast without
using complementary colors, around a contrast value of 80%, is the golden standard.

The use of typography can be seen in the �nal design, with the use of di�erently
sized titles, headers, and paragraphs. The use of high contrast can be seen in for
example in the use of white text on dark blue backgrounds, and black text on the
creamy white backgrounds.

3.3.2.2 Size

The relationship between objects is all about context. An object is compared to
the overall size of a screen, but also about its relation to the information around it.
Larger objects draw more attention in relation to smaller objects [18]. The users also
assign relative quantities to an object based on size and sequence them according
to the one with the highest value. A larger bolder text is thus read �rst, whilst
the smaller thinner text is read after. The larger object appears to be closer on the
screen and has thus higher importance [69]. The �nal prototype within the project
has a grid structure, where the di�erent elements have been given di�erent sizing
based on their context and importance.

3.3.2.3 Color theory

The study of color theory gives a collection of rules and guidelines that a designer
can use to communicate with a user [27]. Picking the right colors for a design is
not, as it might seem, guesswork [61]. The choice of colors a designer makes should
be based on the user’s goals, the context, environment, and the brand [18]. But
importantly, how the colors are perceived by the user is based on human perception,
not exact qualities. What can help guide this process of �nding and creating a color
palette is however understanding the properties of colors.

� Value - How light or dark a color is [18].
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� Hue - The appearance of the color [27].
� Saturation - The intensity of a color, a saturated color appears pure, while a

non saturated color is pale [70].
� Tint - The mixture of white to a pure color, making it appear pastel-like [10].

Figure 3.1: Visual illustration of color properties: value, hue, and saturation [20]

Finding the right set of colors, and applying it to an interface is a process explo-
ration [60]. With knowledge of which colors exist and how they interact, the creative
process can begin. The earlier mentioned rules and guidelines can here help make a
structure to the process, but not create a step by step guide for success. Using rules
of thumb like the 60-30-10 rule [24][4], originally introduced for interior design, one
can create a design that has balance. But it does not guarantee success. It is up
to the designer to either improve the visibility of the interface with the colors or to
apply them all over and create a mess.

When a speci�c set of colors, that match and form a palette, has been found, they
can be applied to di�erent elements on the page to create focal points on the screen.
Similar to the handling of size, colors can create a sequence for the user to follow
when looking for information, starting with the most prominent color.

The work studied about color theory was the base for the prototype’s color palette.
It was also essential for the creation of the guideline Modernizing the design.
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3.3.2.4 The Bouba/Kiki e�ect and its generalization

The Bouba/Kiki e�ect is traditionally a linguistic or psychological concept where the
human brain attaches abstract meanings to words. The word Bouba is likely to be
paired with a rounded shape and the word Kiki a pointy one. The phenomenon was
originally invented by Köhler in 1929, using slightly di�erent words [40]. Though
the research is divided on the topic, studies have shown that small children, or even
infants, also apply meaning to the words and shapes [48]. This indicates that the
phenomenon might be innate in humans. However, the e�ect is smaller or absent for
some communities that uses di�erent types of languages [65]. Similarly, the e�ect
was greatly reduced among individuals with autism [52].

The theory has later been applied to various design areas such as character design,
logo design and UX design [39]. The way a designer works rounded shapes is no
longer a trend, but an industry-standard [7]. It has been found that rounder shapes
are easier on the eyes, and the Bouba/Kiki e�ect tells us that it also a�ects the user’s
perception of an interface [39]. Applying this approach can a�ect the overall feel of
a design. Sharp edges can make a design feel reliable, whilst too much sharpness can
be perceived as aggressive. Rounder shapes can create the feeling of friendliness [39].

The user of a program subconsciously shapes their overall impression within sec-
onds [39]. By reducing the design into di�erent shapes, the physiology of the design
can be revealed. Shapes such as squares and rectangles create the feeling of security
and reliability, whilst circles, ovals, and ellipses can be perceived to be magical and
mysterious [9].

For a medical related system like the one studied in this thesis, the intention is
to �nd a middle ground between the feelings the shapes provide. There needs to be
a neutral feeling, where the program is reliable and secure with square shapes. But
also somewhat fun and inviting. An aim is to remove the boring connotation many
medical applications can have, by for example using some rounder shapes and also
colors.
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This chapter discusses the various methods and techniques used within the project,
as well as some possible methods that were considered as alternatives.

4.1 Research Methods

User consultation concerning MikroLIS, and older programs BaktLIS & GMP, had
not been documented. The developers resolved issues as they got reported, but no
decisions were ever recorded. This meant that to be able to assist during develop-
ment, the information had to be uncovered once more. Some information could be
gained by asking the developers, but the rest would have to be re-discovered through
studies. Performing the research once more also ensured that information was up
to date, and had not changed over time.

The interface of the program and its usability is the main focus for this project
and is one part of the prior mentioned e�ort to understand Sahlgrenska’s LIS. This
area had been down-prioritized as of yet in the development of MikroLIS, in order to
have a working program during the pandemic. Especially some less crucial parts like
visual design had been postponed. This enforced the need of once again studying
the user, to de�ne how they needed and wanted the design to look. And also how
it should function.

Making the project purely design-focused was initially the intention, but one quickly
realized that to be able to understand any of the requirements for the program, the
project also had to consist of learning the basics of biomedical analysis. The user
research was thus twofold, picking up wants and needs, and at the same time learn
how everything functions. The research thus stretched beyond the digital space,
and to the workplace and the people within it. Something that would also end up
being bene�cial for when looking at the digital aspects, for example how the system
behaves in a busy environment when the phones constantly ring.

The project was user-centered, with the users being involved in the project through-
out a user study series consisting of three parts. The users were also involved in the
initial requirement gathering, where observation and heuristic evaluation was used.
That lead to a questionnaire that was sent to the lab managers for distribution to
the personnel. The results from these guided the user study series which started
with group interviews, and later also a workshop where the participants got to draw
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their ideal LIS.

After all the research and user-involved methods, the interview was transcribed,
and all the results collected were analyzed using various a�nity diagrams. The
project then went into a new phase where a design prototype was to be developed
and a set of guidelines created. This process consisted of the methods of ideation,
sketching, and prototyping. To ensure the prototype’s validity, it was later evaluated
using a system demo and a SWOT analysis.

4.1.1 User centered design process

The driving force behind product development should go beyond technology and
directly involve the real users and their needs and goals. This means to make the
most of human skill and judgment by directly involving them in the design [55,
p. 327]. This philosophy of design will make sure the system will support rather
than constraint the user [55, p. 327]. It is an especially good idea for any project
that re-designs a program since there will be a large set of expert users with invalu-
able insights.

According to Williams, a user-centered design (UCD) process consists of three
phases: research, design, and evaluation [74]. The goal here is to involve users
e�ectively at critical stages within a project. Firstly by identifying the users and
their needs, then involve them in the designing, and �nally by getting their feedback
through evaluation. These steps closely resemble the four basic activities of inter-
action design presented by Pierce, Rogers, and Sharp: establishing requirements,
designing alternatives, prototyping, evaluating [55, p. 331]. The notable change
here is the addition of an iterative process of designing alternatives, which is simply
a broadened view on the second step, design, presented by Williams.

Methods to use to actually achieve a UCD di�er from project to project. Research
can be for example questionnaires, interviews, or observation. Design can be a work-
shop or card-sorting. And evaluation can once again be an interview, a focus group,
or usability testing. Methods utilized within this project are presented below.

4.1.2 Heuristic evaluation

Heuristic evaluation is a method developed by Rolf Molich and Jakob Nielsen, with
the intent to create a method that could assist to identify problems associated with
the design of user interfaces. The method is structured around a set of heuristics
that helps to evaluate to �nd issues with a design. The heuristics are a set of agreed-
upon best practices within user interface design, or usability �rules of thumbs� [46].
A common set of heuristics are the 10 main ones created by Jakob Neilsen [50]. The
method is traditionally done with experts, reducing the need for users. It can also be
used as a design tool, where you can, by using the heuristics as a baseline, identify
any missing usability elements from a design. This helps the designer to examine a
design and to recognize anything that might have been overlooked or missed.
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4.1.3 Observation
There is a myriad of methods that could be considered to be under the umbrella term
of observation, from direct observation in the �eld to indirect observation where you
track users’ activities [55, p. 263]. What type of observation that is performed is
thus determined by the degree of participation. The degree of participation chosen
depends on the goals of the exercise as well as the practical and ethical issues that
constrain and shape it [55, p. 255]. For all types of observation, the goal is to observe
the participant performing their regular task. One method of observation where the
researcher tries to stay as neutral as possible is the �y on the wall [8] approach. This
method simulates being a �y on the wall, that is simply observing and taking notes,
without interacting with the participant. Another common approach is to let the
participant perform their regular task and explaining their actions using the talking
out loud method. This approach acknowledges that a researcher is present and
making use of it by going complementing the participant’s actions with commentary.

4.1.4 Questionnaire
A common approach for gathering a large set of data is to send out a questionnaire.
The method is a survey instrument designed to collect self-reported information from
participants [46]. The method collects written information about the participants’
characteristics, thoughts, feelings, perceptions, behaviors, or attitudes [46]. The
information is typically collected using digital tools, where participants are sent a
survey to �ll out at their own discretion, without any constraint of location, making
it a very practical method quantitative data accusation, but it can also be used to
gain qualitative data as well.

4.1.5 Interviews
Interviews are regularly divided into types based on how structured they are and how
much they follow a set of prede�ned questions. These "conversations with a purpose"
[37] can be either held in groups or with one participant at a time [55, p. 233]. What
type of structure appropriate is determined by the purpose of the method and at
what stage in the lifecycle of the project [55]. The researcher has often decided on
a guiding set of topics to be discussed [46], and if the interview is structured, a set
of predetermined questions are also de�ned. The goal of an interview, in contrast
to for example a questionnaire, is to gain a deeper understanding of a particular
participant. The method involves picking up visual and audible details to paint a
more complete picture of a person’s opinions. The method also makes it possible
to ask follow-up questions to gain a deeper understanding. After the interview is
�nished, there are multiple ways of analyzing the results, with di�ering precision.
What method is chosen depends on the questions asked. Open-ended questions
might be well suited for a summarizing method and structured questions could be
ideal for deeper evaluation and comparing. The process of analyzing an interview
typically starts by doing a transcription of the recording. This can be done at
di�erent levels of detail. Standard verbatim where you lightly edit the transcript to
make it easier to read. True verbatim where you capture everything, from �ller words
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to non-verbal communication. Or lastly, intelligent verbatim where the transcript
is highly edited to correct grammatical errors or improve sentence structure [33].

4.1.6 A�nity diagram
One method of analyzing data is the a�nity diagram. The method is a process of
identifying meaningful clusters within data collected during research [46]. The �rst
step of quantitative analysis is to look for patterns [55, p. 291]. These patterns
might have already emerged during research, but can also be found or re-con�rmed
during sorting of the data. 50-100 points of observations can typically be the basis
for the analysis [46]. By looking for similarities within data points, themes emerge
which in turn create groups. These groups can be seen as research-backed insights
that can later be utilized during further research, or during designing.

4.1.7 Workshop
Design workshops can be a great tool to engage the user within the design. By
allowing the participants to co-design the product, they feel more invested in the
result and are likely to contribute a wealth of insight unattainable from simply
asking questions. The method requires the participant to think about the task in
a more creative way. Whilst this can be challenging, it can also produce unique ideas.

The workshop can be designed in di�erent ways but starts o� by organizing a session
with multiple participants at a location that is convenient to all, likely the work-
place [46]. They are then presented with materials and one or multiple tasks and
are asked to collaborate to design something. The facilitator presents the agenda
and the task, this is later followed by group discussions and a plan of expectation.
An important aspect of the workshop is to allow the participant an opportunity to
present their creation and to gain feedback. It is also common to later present how
their insights were used to produce something concrete. When asking a participant
to be involved in the design, it is important to show that their e�ort was helpful
and possibly directly impactful.

4.1.8 Prototyping
Having established requirements, the next step is to test whether or not the design
decisions have been the right ones. This is where prototyping comes in. A prototype
is a way of demonstrating a design and allows stakeholders to explore its suitabil-
ity [55, p. 386]. A prototype can be of varying complexity and completeness, and
di�erent prototypes serve di�erent goals. More hastily created prototypes, or low
�delity prototypes can be rapidly created and tested. High �delity prototypes on
the other hand allow for more in-depth investigation, testing design decisions that
are very similar to the intended �nished design. These of course takes more time to
create and are likely more expensive.

A prototype can in fact be anything from a simple sketch to more or less a �-
nal product, and everything in between. The medium is also adaptive and can be
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something physical like paper, Styrofoam, or wood. But it can also be digital, like
for example simple software program.

4.1.9 Sketching
Sketching is a very �exible method that can be utilized early on in the design when
ideas simply need to be materialized. But they can also be used later in the design,
being very detailed and serving as a prototype. Sketching is simply the process
of putting pen to paper and translating an idea into a drawing. Sketching is also
a terri�c method to do when holding a workshop with a non-designer since it is
relatively easy to pick up.

4.1.10 Evaluation
Evaluating research is an important step in the design where real potential users
test prototypes, products, or interfaces [46]. The goal of evaluation is to gauge the
human perception of a design, determining if what has been created is desirable,
useful, and usable. Ideally, this process is done iteratively, with the user testing a
design after their feedback has been processed and implemented. There is a bal-
ance between having a practically �nished design that is expensive to change, but
without ambiguity, and one that is less �nalized which can easily be changed. The
decision should be taken depending on how many iterations are possible. Evaluation
should however never be reserved only for the �nal design since changes will be too
expensive and time-consuming [46].

Evaluation becomes critical when dealing with very complex systems where the
user’s needs can not easily be anticipated. The competence of medical practition-
ers, or in this case biomedical analysts, will be invaluable when gaining feedback on
the design. Their needs are more advanced than that of traditional users of other
programs.

4.1.11 SWOT analysis
A SWOT analysis is a way to analyze, for example, a company, based on four distinct
characteristics. These four categories are Strengths, weaknesses, opportunities, and
threats. The goal of the method is to assess a topic and to discover and overcome
weaknesses and threats, whilst also leveraging strengths and opportunities [58]. The
method is often done in larger groups where each participant is allowed to present
their feedback and then combine it with the �ndings of the group. Traditionally
the results are presented using a cross-shaped grid, to easily observe the di�erent
�ndings between each other.
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5
Planning

The following chapter introduces the plan and scope of the project, laid out before
its start. The few minor alterations throughout will also be presented.

The project was planned to be performed over 22 weeks during the �rst half of
2021, with an o�cial starting date set as the 18th of January 2021, and a �nish-
ing date of June 15th. The project was de�ned as being within the Interaction
design and technologies master program held at Chalmers University of Technol-
ogy, Gothenburg, Sweden. The project would mainly be done remotely with weekly
supervision from both Sahlgrenska and Chalmers being carried out digitally. But
certain activities like the user study and observation would be done on-site.

5.1 Activity plan

In table 5.1, the activity plan for the project is shown, displaying how many hours
each activity was planned to take. As can be seen within the table, the project
consisted of four di�erent types of activities: academic work, research, expert &
user studies, and design work. The activity types mainly follow a linear structure,
but importantly, design- and academic work are iterative activities and were thus
planned for a longer period. These activities also overlap with other activities like
user studies.

The academic work section is comprised of activities for the university, from writ-
ing a planning report to the �nal thesis text. This section also includes smaller
tasks like preparing and being an opponent during presentations, as well as holding
a presentation. The research section includes work during the early stages of the
project, and is aimed at planning everything with the company, Sahlgrenska, and
then preparing the material needed for a successful project. This is later followed
by structured user studies, both including experts and users. A notable change here
is the removal of pilot studies. The time planned for the pilot study was instead
used for evaluation, which took longer than expected. The last section is the design
work, which includes ideation and prototyping. These activities focus on the �nal
design, an interactive prototype.
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Figure 5.1: An overview of the activities within the project

5.1.1 User study series
A large part of the thesis was dedicated to a user study series. The series contained
three parts, a semi-structured interview, a workshop, and a presentation with eval-
uation.

5.1.2 Ideation and prototyping
Due to the lengthy user study series, the ideation and prototyping parts of the project
were relatively short. Shorter ideation methods were utilized, but no structured
iterations were possible in the limited amount of time. Within the �nal weeks of
the project, an interactive prototype was developed as a tool to present the �ndings
visually. Work on the prototype was however developed as part of the preparation
for the second user study session, the workshop. Since a part of the workshop was
inspirational material and visual aids during the discussion, the material created
could be tweaked and reused for the �nal prototype.

5.1.3 Report and presentation
The master thesis report has been developed throughout most of the project, with
the material being gathered and stylized to be presented within the report. The
related text has been mainly written in the latter weeks after the methods were
executed. The �nal week before the presentation revolved around �xing small details
within the report, creating a presentation, and preparing for the opposition.
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5.2 Timeline

The following section presents the timeline created for the project and when various
activities were planned to be done.

5.2.1 Gantt Schedule

To easily view how the di�erent activities are planned out during the project, a Gantt
schema was created. This schema illustrates how di�erent activities are spread out
over several weeks and how they overlap. For any week, the schema shows what
activities are planned, but does not specify how much time should be given between
them. A separate design for the schema was created to estimate approximately how
much time each activity should take for a speci�c week. Two or three activities are
approximated for each week, resulting in the 40h being divided between them. A
black rectangle is therefore around 13h of work but could be anything from 5 to
30 hours. The schedule was followed quite closely thanks to the milestones pacing
the project. But time approximated hours for each box were not followed. Another
inaccuracy is the planned completion of the report. To ensure that deadlines for the
various milestone gates could be ful�lled, writing on the thesis was mostly relocated
further into the project, and written at a higher pace.

Figure 5.2: Gantt planning schema for the project
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5.2.2 Milestone Gates
To pace the project, milestones were created and spread out at di�erent notable
events throughout. These milestones are notated as �Gates�, which emphasizes their
function as stopping points in the project. During the gates, the material would be
presented to the people involved in that material. These people mainly consisted of
supervisors, but could also be developers, examiners, and the department head. If
the work presented was approved, the work could continue. The exact completion
dates are once again not exactly accurate. Through weekly meetings were planned
for the project, having decided upon milestones as well would make it easier to
communicate when working from home. Having time dedicated to evaluating how
the project progressed, would make it easier to make sure everything functioned as
expected and that nothing was overlooked.

Figure 5.3: Milestones gates used within the Gantt schema and during the project

5.3 Risk Analysis

A risk analysis has been made, assessing the main factors that could negatively a�ect
the success of the project. The analysis has been made to help anticipate potential
risks and their likelihood of occurring in the project. These risks have then been
given a rating based on the consequences, which has then been derived into a risk
value. Proactive and reactive actions have been set up to be prepared for a negative
event happening. A probability value of 1 indicates a low risk and 5 the highest risk
(1=probably not going to happen, 5=likely to happen). The same structure has
been used for consequence values; 1 means a low consequence and 5 means a high
one (1=small inconvenience, 5=potentially delaying the project). The values have
been derived by weighted them against each other.

Several project-related risks scored a risk value of eight or more, see whole anal-
ysis as Figure 5.4. These have either high consequences, are likely to happen, or
both. In any of these cases, the risk needs a comprehensive solution plan if they
occur.
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As with almost any project that involves the user, �nding willing and available
participants is a big concern. This issue is likely to delay studies and if done with
a low amount of testers, lead to insu�cient �ndings to make any well-established
claims. The current laboratory systems have quite a large set of expert users that
are ideal testers since they will become users for the new system as well. This makes
the biggest hurdle in establishing contact with the right people and deciding when
studies can be safely held during a pandemic. The users are vital personnel, and
only a few people can leave at a time, or the laboratories can not work normally.
This will require substantial planning and should be done as soon as possible. The
�rst step will be to get in contact with department managers, and then allowing
them to pick a suitable date. This �exible approach will hopefully result in as many
available testers as possible. I also have contact with experts of the system that can
help out more regularly.

Three project-related risks are related to working on a large project alone. I will
likely face scenarios when my knowledge will not be enough to make good deci-
sions. Involving as many relevant stakeholders as possible and looking through
prior research will ensure that personal bias is removed. Asking the right people for
assistance, for example, supervisors will also make getting the right knowledge eas-
ier. Involving people, having controlled deadlines, and a clear schedule will ensure
that work is carried out and unproductiveness is avoided.

Figure 5.4: Risk analysis for the project. (1 = low probability/consequence, 5 =
high probability/consequence)
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6
Process

The following chapter goes through the process of the project, how the methods pre-
sented in the prior section were used. The chapter also presents the results from the
three user study sessions and the questionnaire, as well as an explanation for how
the methods in�uenced the following ones.

6.1 Literature study

A short literature study was conducted in the early stages of the project, both to
establish a foundation for the work, but also as a part of the planning report. The
goal of this study was to establish prior work within the �eld and to research what
methods had been used with success within similar projects. The study consisted of
inquiring relevant literature on the subject, then reading through and summarizing
its content. Mainly the methodology and results were analyzed. The topics cov-
ered concerned LIS, LIMS, academic writing, modern UX design, and user-centered
design.

6.2 Observation

As mentioned in the method section, a big part of the project was understanding
the digital systems within the laboratory environment at Sahlgrenska. To be able to
handle all clinical lab examinations at Sweden’s largest hospital, many departments
have to e�ectively operate and collaborate. For any modern hospital, this means
that technology becomes a core part of the work�ow. This complexity had to be
observed �rst hand, and the programs used had to be inspected at di�erent levels.
In the beginning, it was about getting acquainted with the personnel and what they
worked with. Then it became a question of understanding the core functionality of
the older programs BaktLIS and GMP. The last part before performing user stud-
ies was to identify possible areas for improvement, and this meant more in-depth
observation using structured methods. All activities together served as improving
my understanding of the operation, and to be able to hold user studies collecting
background knowledge.

A challenge during this phase of understanding the systems was the fact that I
could not have personal access to the systems in use, due to patient discretion. I
was allowed to observe when a professional used the system with test-patient data,
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and I was also able to obtain pictures of the system. Though I had signed an agree-
ment to be allowed to view, but not record or publish, any patient information. I
had not undergone the required training to handle the programs on my own. An
exception was however MikroLIS since it was still under development and could be
separated from the database of up-to-date patient information.

The beginning phase of observation contained a tour of the facilities and basic demos
of the programs. The observation was also combined with explanations from di�er-
ent users and administrators. Any di�culties perceived during the observation, or
possible issues with the program, were annotated during the observation. The notes
later served as the basis for the user study questions. The next step of observation
was done by using methods similar to the �y on the wall technique [8]. The user
operating the program was quietly observed. A slight deviation from the method
was however the use of follow-up questions.

6.3 Heuristic evaluation

To identify any issues with both MikroLIS and GMP, a heuristic evaluation was
conducted together with a system administrator for GMP. For each area of interest
within MikroLIS, a corresponding functionality within GMP was identi�ed. Within
the areas of concern, for example, registration, the process was de�ned. This was
then broken down into smaller sub-tasks with a few simple steps to analyze. For
each task, the 10 heuristics presented by Nielsen were used for the evaluation [50].
By going through the steps within the task, problematic design elements were un-
covered and noted. When repeated problems got highlighted for multiple tasks,
some heuristics were skipped. This was done to save time and be able to go through
all areas of interest. Similar to the prior observation, these �ndings were used as
the basis for the user study series, speci�cally what questions to ask.

6.4 User studies

A comprehensive user study series was held during the middle parts of the project,
with participants from a majority of the laboratories that plan to use MikroLIS. The
series included a semi-structured interview, a design workshop, and an evaluation.
All studies were held within the laboratory building at Sahlgrenska.

6.4.1 Gathering participants for the study
Advantageous for the project, the user group for the program is known. Finding
participants for the study was therefore as simple as contacting the right people to
spread awareness that the study was taking place. To do this, contact information
to all the managers for the various laboratory departments was supplied by the
supervisor at Sahlgrenska. These department managers had already been informed
that the study has taken place. An opportunity to present the study was given
during their planned manager meeting. After this session, information regarding
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the study was forwarded by the managers to their sta�, and in some cases directly
to people that might be relevant participants. Names and contact information was
handed back by the managers.

6.4.2 Interviews

The �rst session in the user study series was a group interview with three par-
ticipants, with a total of four di�erent groups. The interview was planned to be
semi-structured, with the participants mainly discussing the programs and their
opinions of them each other. To ensure that the session would gain a good �ow, the
responsible coordinator was planned to ask follow-up questions when an interesting
topic was presented, practically being a part of the discussion. A �exible booking
schedule was used to ensure that the busy laboratory personnel would have a suit-
able time to partake in the study. Each group picked a date and either a morning
slot or a time after lunch. A room was later booked for the decided time.

Some questions were prepared based on the observation and heuristic evaluation,
in case the participants felt stuck during the discussion. However, during the �rst
session, it became clear that the planned structure was too loose and would not yield
any insights. The participants were not sure of what to discuss, and changes had to
be made. The questions prepared became the leading topics for the interviews. Any
discussions that arouse around the questions were however allowed and encouraged.

The session was planned to take place within the workplace, within a spacious con-
ference room, or a lecture hall. It was important that the participants felt that they
could keep appropriate distance considering the ongoing pandemic. It was also im-
portant that the recording of the session would be audible, making seating a concern
as well. Masks were worn during the whole session according to hospital guidelines.
Each session consisted of three participants, a coordinator and a secretary.

Since the study would collect information both in writing and using audio, it was
important to get written consent from all participants. It was also important to pro-
vide the necessary information to them, to ensure that they felt comfortable with
how their data would be used and stored. A translated version of the consent form
used and details surrounding it can be found in Appendix B.

The topics covered during the interview were prior knowledge of MikroLIS and
why it is being developed, how the programs are used today, what are the most
pressing issues with the programs, and how you learn the programs. For each topic,
there was a moderate amount of verity among the questions. The interview was
�uent, meaning that depending on how the discussion progressed, the questions got
asked in a di�erent order. How much time each topic reserved also changed for each
group.
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6.4.3 Workshop

Around the halfway mark in the project, the second session in the user study series
was planned, a workshop. The session was originally planned to be strictly a dis-
cussion of prepared design options. But considering that the �rst session ended up
being quite restrictive, the aim changed and the session turned into a workshop. In-
stead of simply asking participants, the goal was to gain more insights by involving
them in the design process. The workshop was thus decided to instead become a
design thinking workshop [15]. The idea was to let the participant �rst de�ne how
they wanted their dream system to work and then draw it. The time scheduled
for the session was extended, but due to the participants being occupied with very
important work, only 1 hour and 30 min could be planned. This meant that the
content of the workshop had to be condensed into merely the most important tasks.
The important thing had to be skipped, like for example having icebreakers, looking
at multiple areas within the design, doing iterations, and further develop their ideas.

Figure 6.1 shows the physical material used during the workshop. Basic equip-
ment like a pen, paper, and eraser had been prepared at each seat, to allow the
participants to easily begin the exercise. It also guided them to a suitable place-
ment to be picked up by the audio recording and to keep some semblance of social
distancing. The participants were also given two papers with inspiration. These
papers can be seen as �gure 6.2 and 6.3. This material had been custom made to
�t the creation of a LIS system and to easily be understood by non-designer. Using
a common language that anyone could understand. One of the pages consisted of
commonly used icons that they could copy or view to come up with design ideas.

Other useful tools had also been supplied and placed in reach for all participants.
Everything from colored pens and markers, to scissors and glue. These materials
were not expected to be massively utilized, but to give the opportunity to possibly
create something great.

Figure 6.1: Workshop setup with di�erent types of material prepared
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Figure 6.2: Printed inspirational material: Design elements

Figure 6.3: Printed inspirational material: Icons
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A digital slideshow had also been prepared to introduce the task, clarify any ques-
tions they might have, and show digital inspiration. The slideshow pictures can
be viewed in Appendix C. The inspiration consisted of pictures showing programs
that share commonalities with a LIS. These pictures were strategically chosen to be
familiar and to show some particular feature, whilst also being well designed.

Holding a workshop with non-designers can be challenging due to the participants’
unfamiliarity with designing. Whilst they often could illustrate their ideas without
any issues, there is an inherent barrier to get started. The participants are unsure
of where to begin, which often results in them dodging the task in favor of more
comfortable alternatives like writing or talking. All the material prepared was aimed
to help reduce this feeling of insecurity and to instead make the participants feel up
for the challenge. This, combined with assistance and encouragement, was done to
help the participants achieve the best results possible based on their abilities. If at
any point a participant felt that they needed to simplify the task and instead write
words, that was accepted.

Two tools were chosen to de�ne the at hand. The �rst one was a presentation
task, where participants were asked to explain what they need when completing
the task of "customer answering". The di�erent things they felt they wanted were
written on a whiteboard for everyone to see. This later served as the basis for the
drawing part of the workshop. Another tool that was prepared was insight notes.
Notes containing di�erent useful insights that had been collected during the inter-
views were presented in a "how could we do this. . . " structure. This was intended to
make the participants recall the feedback they (or other groups) had given during
the interviews but structured as an action to design a solution.

The �nal section of the workshop consisted of the planned discussion over possi-
ble design alternatives. Di�erent design options regarding issues like navigation,
lists, and tutorials were presented. The participants were asked which optioned
they preferred and why. The digital presentation consisting of the discussion topics
can be found in Appendix C.

6.4.4 Evaluation

An evaluation of the �nal prototype was planned as the �nal step in the user study
series. This session was planned to be held late in the project, and feedback was only
going to be presented as part of the thesis. This meant that there was no planned
iteration of the design based on the feedback given during the evaluation. This
decision has some quite problematic repercussions since the only user feedback to
a�ect the design came during the workshop discussions, in the middle of the project.
Presenting the �nal design was thus going to be a big unknown. But to have time
to complete the other steps in the user study series, this was a decision that had
to be made. To gain some sense of direction whilst designing, continuous feedback
was given by the developers. This helped guide the design through various stages
of completeness, but could never fully replace direct feedback from the users.
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The evaluation itself was a presentation of the developed design, combined with
a discussion and SWOT analysis. The participants were also allowed to try the in-
teractivity of the design. But due to the limited possibilities within the prototyping
tool, this was not the main focus of the evaluation. The presentation was a live demo
of the system combined with explanations for how di�erent things would function.
The participants were allowed to ask questions at any point, and a discussion after
the demo was encouraged.

One bigger session was planned with all participants present, unlike the workshop
and interviews that had been in smaller groups. During the evaluation, the partic-
ipants were supplied with sticky notes and a paper for the SWOT analysis. The
idea was to allow the participants to write their opinions of the design based on the
categories. The paper also had written examples on it to make it clear what the
categories could consist of. These could later be transferred to the whiteboard for
everyone to see their combined thoughts.

Figure 6.4: Material used for the SWOT analysis
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6.4.5 Analyzing the user study material

To be able to analyze the large quantity of qualitative data from the user studies,
a version of a�nity diagramming was used. Whilst a traditional a�nity diagram is
created by basing the groups on their natural relationship [11], the data analyzed
here were gathered using discussion topics. This meant that the data was always
going to be focused on speci�c topics, which naturally became the main candidates
for themes in the diagram. The focus of the method was instead to combine and
sort the �ndings from the di�erent groups. The discussion did not always go in the
same direction for each group, and thus the �ndings had to be processed to �nd
relationships. A version of the a�nity diagram methods was used after both the
interviews and the workshop, these can be seen as �gure 6.5 & 6.6.

Figure 6.5: Overview of how the a�nity diagram was used for analyzing the four
di�erent interviews, and how they all combined to one main diagram

Figure 6.6: Overview of how the a�nity diagram was used to analyze the four
di�erent workshops, their combined result, and the �ndings from the discussion

points
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6.5 Findings from user study

The following section presents the results from the questionnaire and the user study
series. These results are directly connected to the results of the thesis.

6.5.1 Questionnaire
The questionnaire served mainly as a tool to get to know the workers at the labo-
ratories and understand their opinions of the systems as a whole. A small section
regarding possible improvements was also done to get additional inspiration going
into the interviews with relevant questions.

Who were the participants that answered the questionnaire?

The results indicate that the questionnaire managed to reach a broad range of users
of the system. For example, all possible age brackets had at least one participant
as a representative, this can be seen as �gure 6.7. However, the answers contain no
representation from the bacteriology lab. I suspect that the questionnaire did not
reach the intended respondents even after multiple requests for distribution. This
is a large set of users not being shown in the data.

The topic lab system experience also covered all possible options. Participants hav-
ing a lot of experience were represented, but also the users that started with the
system within the year. A possible caveat is however that about half the participants
had prior experience with a LIS at a di�erent hospital. When cross-referencing prior
experience at another hospital with a usage time of Sahlgrenska’s LIS, half of the
novices had worked at another hospital. This reduced the number of users with
less than 1 year of LIS experience from 4 to 2. The experience data can be seen in
�gure 6.9. The users also perceived their computer abilities as quite high, scoring
an average of 7.85 on a scale from 1 to 10. This is in line with the hypothesis that
the users can handle the program well.

Figure 6.7: The age of the participants - a range from below 30 years to above 60
years old.
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Figure 6.8: The laboratory the participants works at.

Figure 6.9: How much experience the users had with a LIS.

Figure 6.10: How the participants would rank their computer skill.
1 = Novice & 10 = Pro�cient.

Looking at the speci�c programs, the participants once again had high experience
with each program. Most participants had used two programs, with the most com-
mon combinations being MikroLIS and one of the older programs (MikroLIS + GMP
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or MikroLIS + BaktLIS). This ensured that each program would get enough answers
to make an educated guess for the overall opinion of it. The number of answers was
too low to make any de�nitive conclusions, but high enough to at least avoid one or
two outliers skewing the result. The results were still analyzed with the knowledge
that the sample is low. The usage data can be viewed in �gure 6.11.

Figure 6.11: How many participants that have used the di�erent programs.

When exploring how well each program is working currently (see �gure 6.12), you
can see that the users are appreciative of the newly created MikroLIS. It scored
slightly higher than GMP and got a much higher score than the not as appreciated
BaktLIS. When looking at reasons for why the participants did not give MikroLIS
top score, they refer to the program as occasionally getting slow and that the con-
nection to the old programs stops working. These are some known issues while the
programs are being incorporated, and can hopefully be �xed. The two most press-
ing concerns for MikroLIS were given as The program is running slowly or freezes
- 5 votes and Being able to remember buttons and short-commands - 5 Votes. The
second issue is something that directly concerns the user interface and thus became
a topic during the interviews.

The reasons for why BaktLIS is considered problematic were given as �Illogical -
pressing ESC to save instead of ENTER� and �The program is limiting in its us-
age�. These topics were once again discussed further during the interviews. GMP,
which got a higher score, got many comments saying that the program was slow or
buggy, especially under the higher pressure during the pandemic. It was also de-
scribed as �Frail - a miss-click can cause all answers to be sent out without getting
a chance to look at them�. The program being slow due to an increased amount of
data is another indication that an improved modernized program is needed. And
the frailness issue is possible to solve with a better interface, which makes it a topic
to discuss during the interviews.
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Figure 6.12: How the participants felt that the program is working. 1 = Poorly
& 10 = Perfectly

Whether the pandemic had impacted the program’s usage in any way was asked
for each program. No participant had experienced any increased usage of BaktLIS
during the pandemic. Not too surprising given that the illness is caused by a virus.
Multiple participants did however con�rm that their usage of MikroLIS and GMP
has either increased somewhat or increased signi�cantly. This is in line with the
cause for the program slowing down. The older systems were not designed to handle
the level of usage, and regularly have to index the database to allow more data.
Indexing had previously only been done monthly and is now done closer to a weekly
basis.

The possible improvements for the di�erent programs, answers to the last question
in the survey (can be found in the appendix A), were also used during the interviews
as topics to be discussed. The ones mention about MikroLIS were directly addressed
within the �nal design, like �more clearly mark what is acute work to avoid having
to go through everything to check� and �use a traditional menu navigational system,
it is easier and quicker to �nd what you are looking for�. The ones mentioned for
the older programs were also considered as possible improvements to make to the
design. But unfortunately, no intention to �x them within the older programs were
made as part of the project, as the focus laid on developing the new system instead.

6.5.2 Interviews
The results of the interview were compiled into themes using the a�nity diagram
method. As mentioned, these themes share great resemblance with the question
topics that served as a foundation for the whole interview. These interview topics
were derived from the observation done before the study. They also take inspiration
from the research conducted on electronic medical records interface designs [78], a
comprehensive study in a related area. This does by no means imply that these
topics will cover everything problematic with the programs. But it is reasonable to
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believe that it covers a large section. Importantly, it also helped cover any knowl-
edge gaps experienced up to that point in the project.

A challenge with analyzing data for di�erent programs was keeping track of which
program the insights belonged to. When going through the requests for improve-
ments, one might focus on the wrong program and not get the right understanding.
To address this issue, the interview started with the participants declaring what
program they use. Despite this, in the cases when the participants used multiple
programs, some di�culties distinguishing the information occurred. Possible im-
provements related to a speci�c program were not sorted into the a�nity diagram
question categories, but instead got sorted for each program. The notes related to
MikroLIS were directly discussed and passed on to the developers, whilst the others
were considered when doing the �nal design, but not investigated further.
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Figure 6.13: First four groups of �ndings from the interviews
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Figure 6.14: Findings group �ve through eight, from the interviews
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Figure 6.15: Final two groups of �ndings from the interviews

There were as mentioned also a lot of insights that related directly to the speci�c
programs. These vary from comments regarding a user’s opinion about a program
to speci�c requests about new features. There were also two larger categories of
possible improvements and positives with the di�erent programs. The feedback
helped create an understanding of the program and guided the design. Unfortu-
nately, many of the comments were also feature-focused, and out of the scope of the
project. These have been presented to the developers for further investigation, but
will not be analyzed in-depth within this project.

The following are some of the interesting examples for each program:

Problems with MikroLIS
� Still very limited and have to use old programs to solve a complex task
� When you navigate back within registration there is a bug where you lose the

information inputted into the system
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Problems with GMP
� The program gets slow or stops when there is too much data
� A lot of information could be removed
� Too many buttons, aimlessly clicking things to try and �nd the right location
� Requires very precise input to work, no leeway
� A very old look

Problems with BaktLIS
� There is no manual and no way to look for help
� Di�cult to �nd wanted statistics
� Have to adapt input to allow it to be searchable later

Possible improvements for both GMP and BaktLIS
� Fewer prompts, simply skip most out of habit
� Remove unwanted information regarding other labs
� Di�cult to follow deep searches into the system
� Add support for combinatory searches (name + customer)

Positives with MikroLIS
� MikroLIS helps with data entry and di�erent hints along the way
� Quick access with short-commands
� The program logs everything that has been done within it
� MikroLIS is easy to learn and get started with

6.5.3 Workshop
A set of insights were gained based on all the information gathered from the in-
terviews, the observation, and the developer presentations. These insights took the
form of the most important �ndings (up to that point) and structured them as calls
to action. By using a �How could we� structure, the participants in the study felt
empowered to �nd a solution, and not just see it as an issue. The addition of the
word �we� creates a feeling of inclusiveness and made the participants start to think
of the problem as something commonly shared between all users. To make sure that
the questions were understood the right way, some of them were combined with a
short explanatory text why the issue is relevant in the �rst place.

Insights - structured as questions to improve the interface
1. How can we make history and past choices visible and easy to understand?
2. The program needs to be fast, and therefore uses shortcuts. How can we make

these easy to learn or �nd?
3. It is important to know where you are in the program. How can we make it

clear where you are and how to move forward?
4. How can we allow the users to have control over their data? (Filters, sorting,

etc.)
5. When making a mistake, the consequences can be severe. How can we reduce

the number of permanent errors, or allow users to correct their mistakes?
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6. �The phone is ringing�, how can we design to allow a person to pause their
task and navigate to a new place, without losing their data?

7. It is di�cult to understand the program as a new user. How can we make it
easier to learn in the beginning?

8. How can we reduce the amount of information on the screen without remov-
ing/making it more di�cult to access important features?

6.5.4 Evaluation

The results from the evaluation were easily analyzed as they were already sorted.
Each participant was asked to give a response within the SWOT categories
(strengths/weaknesses/opportunities/threats). This made it easy to see what oppor-
tunities to improve the design the users felt most important and which weaknesses
had to be addressed right away. A set of actions were created based on the feedback.

The six actions created were as follows:

� Change color in the navigation menu to increase contrast and make them easier
to look at

� Take a closer look at �elektronisk registrering� and how to design for automatic
registration

� Add a noti�cation feature to registration to indicate that a patient has a prior
test that is relevant for the current one

� LID number needs to be improved during registration
� Add information during registration related to where a test was initially recorded
� Create examples for customization options

Figure 6.16: Structure used to illustrate the the SWOT analysis digitally
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6.6 Designing

The design process started when the programs were introduced. With every inter-
action, insights were gathered and stored using either notes or audio recordings.
Whenever a possible improvement was observed, its quality was assessed to deter-
mine if it was something to develop further. In case the idea had some merit, it was
either discussed with the developer team or became a part of the user study. If the
idea passed this stage, it became something to consider during ideation. Since there
had been ongoing development of MikroLIS for some time, most ideas had been
either already implemented or discarded by the developers. This meant that just
a few speci�c ideas were worth pursuing. Despite throwing away most ideas, the
ones left could potentially have a signi�cant impact on the design. A very special-
ized system where each functionality is being used countless times a day, any small
improvement could help. As the project is design-focused, and it also being the
lacking area within the system, most ideas revolved around changing the program’s
arrangement and style.

6.6.1 Ideation
The ideation phase, like the design process as a whole, began right away. But the
use of methods like sketching, braindumping, and mind-mapping took place quite
late in the project. Since such a large emphasis of the project had been placed on
understanding the system and its users, ideation took a backseat role. The goal of
the project was to mainly identify guidelines, creating something new was not the
main goal. Instead, it served as a way to express the �ndings visually to the devel-
opers and to evaluate them with the users. The program had also been partially
developed, making these initial ideation methods less useful. There was not a need
to radically change the program, but simply improve parts of it.

Sketching was used during the workshop, and naturally, the method was also ap-
plied to the �nal design. Based on all the user study insights and requirements
collected, a sketch of the program’s appearance was created. This was done quite
basic, placing down the necessary functionality and observing what would �t and
where. The sketch was moved from pen and paper and instead developed digitally.
By going digital, the structure could be re�ned, whilst still not focusing on things
like color.
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6.6.2 Prototyping
The �rst stage of prototyping was developing a color palette. A big request from
the developers was to �nd a way to modernize the design, and the �rst step to
accomplish this is to introduce color. Digging deep into color theory would have
been useful, but it quickly becomes a rabbit hole. Instead, the goal was to get the
basics right. Some examples included color contrast, what feelings colors express,
complementary colors, and keeping it familiar. Color selection methods by G. Gunn
[3][2] were used to develop and expand on the color scheme used by Sahlgrenska.
This was done to make the program gain an identity, whilst still being familiar as a
program within the digital hospital environment.

Two other big topics to look at to make the program feel more modern, apart
from changing the structure, were to introduce more icon support and to expand
upon the font clarity. The icons used during the workshop had been gathered from
various places, but for the prototype, the base icons were chosen from the standard-
ized icons from Google [26]. Some of the icons were however altered to better �t the
theme of the page.

The prototype was created using the free online picture editing program Figma
[25], which also allows for prototyping. This was done due to its familiarity to me as
a designer, but also to allow the design to be intractable. To make sure the naviga-
tional aspects of the design were able to be mimicked by the designers, importance
was placed on making the prototype navigable. Another advantage of using Figma
as a tool is its ability to give cascading style sheets (CSS) information on the design.
This makes it easy for any designer to simply copy the style to the actual program,
which in this project also uses CSS. Figma also allows for responsive scalability to
be created for the design. This was decided, In consultation with the developers, to
not an of high importance. It was thus not included in the prototype.
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The following chapter presents the results from the project in the form of seven
guidelines and a design prototype

7.1 Guidelines

Applying modern user interface guidelines to any program will most likely improve
its quality. The guidelines, in their nature, have been studied and found to be ef-
fective for a large majority of programs. There are however often more than one
standard that could be followed, and one risks creating confusion by mixing di�erent
ones. These standards are also adapting and improving as the computers become
better. The best solution is to �nd one or possibly a few standards and keeping to
them as much as possible, whilst being consistent for the whole program. There are
of course situations when standards are not the best solution and a designer has to
adapt and break the standard. Deviating from what has been studied has to be a
contentious decision that is evidence-based. For most programs, the evidence can
be on the level of user feedback or results for a usability test. The most important
thing is that the choice is not made on a hunch that is likely to be wrong but is
instead well though-through.

The guidelines presented in this section have been conceived through observation
of the system, or via consultation with the developers. They have then been in-
vestigated within the user study series, tested in the design prototype, and �nally
analyzed during the last part of the user study series, described in section 3.1.2. The
guidelines are based on mentioned essentials of interaction design and standards for
user interface design. On some occasions, deviations have had to be made, but in
most cases, these guidelines are simply a way to highlight what is most signi�cant
for laboratory informational systems.

The guidelines presented below are given in no speci�c order.
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7.1.1 Creating an e�cient program

Laboratory personnel have been observed to rapidly navigate their advanced pro-
grams with ease and have shown an ability to �nd the quickest way to solve their
task. They are true experts of their craft, but this means that e�ciency becomes
of the utmost importance. The users have articulated how any ine�ciency is exag-
gerated by repeating the nature of their tasks. Thus the �rst guideline is to create
a very e�cient system where tasks are solved as fast as possible, to the level of
counting the number of clicks it takes to complete a task. The appropriate action to
take when designing for these guidelines is to closely analyze every step in a task to
see if any of them can be automated. If not, create as little manual input as possible
by having the system suggests alternatives and auto-complete follow-up sub-tasks.

The experienced users have also been observed to prefer keyboard navigation due
to its speed advantage compared to a mouse, as well as ergonomic advantages. Ac-
commodate the design to support rapid keyboard navigation using the standard
navigation keys TAB or Enter, as well as supporting a large set of short commands
for the most commonly used functionality. Place input elements in a structure that
makes tab navigation easy to predict and that follows a linear structure, one-click
after the other.

7.1.2 Easy navigation through the program

The program needs to be easily navigable, another part of the guideline to keep the
program e�cient. The use of keyboard navigation should once again be supported,
both through sub-tasks, but also when swapping between pages in the program. The
users of the LIS explained how they mostly stick to one page when working in the
program, but that when someone asks a question or they a call, they abruptly have
to stop their task to navigate to another place in the system. This rapid swapping
creates a need for easy navigation back and forth between the functionality in the
program. The guideline also covers easy navigation through large sets of data.

The creation of a tab navigational system similar to a web browser is an attractive
solution, but that lacks the necessary security needed for medical work. Creating
multiple tabs of the same window, for example, "registration" is not allowed. Tab
management is also a concern since a tab should never be closed without complet-
ing the task. Thus, a better solution is a layering approach, where programs are
"opened" on top of each other, and the others going idle. When a task is closed, the
prior one is re-activated and presented again with any stored data. To keep track
of the stack, a suggested solution is a restrictive breadcrumbs approach, where you
can never navigate back further than a task that needs completing. Also, emphasize
using clear titles within the system to make sure any re-opened page is quickly rec-
ognizable, in line with theory regarding typography [36][18]. Other considerations
are scrolling lists instead of slower "page swapping" within the list, the use of a
navigational menu, and access to quick searching within the program.

52



7. Results

7.1.3 Modernizing the design
Modernizing the design was a big topic that the whole project got structured around.
Based on requests from developers and repeated calls from users during the studies,
this was certainly a topic to focus on. The system in use is very old, a recurring issue
worldwide, in Sweden, and at Sahlgrenska, based on the research done on similar
systems. The most obvious issue for the systems at Sahlgrenska is the old computer
operative systems the programs run on. The solution for this is the reason for cre-
ating a new system in the �rst place. By moving to modern technology, a large part
of the issues are solved. But when porting the program to new updated software,
modern design decisions can be made as well.

It was di�cult for the users to express why they felt that the design of the older
programs looked outdated. They were too adapted to the design to be able to look
beyond it. It was described as �ancient� by multiple di�erent participants during
the study, but the reasons were simply explained as a feeling. The solution was to
give examples of how modern systems usually tackle design decisions, and that way
get con�rmation of design decisions. The most appreciated ideas were compiled as
solutions for this guideline.

To create a more modern feel one should focus on removing smaller windows, reduc-
ing clutter on the screen, and utilize modern ways of displaying data (lists, graphs,
maps, etc.). There are also aesthetic improvements that can be made like introduc-
ing more colors than simply using gray, applying icons and visual indicators, and
working with attractive fonts in di�erent sizes. The older programs simply did not
allow for this level of detail in the program, something modern programs have no
problem doing. These suggested topics concern theory regarding Typography, Size
and Color theory.

An issue when modernizing a program that has been used for a long time is do-
ing to radical changes. What can be seen as modern solutions in general might be
wrong for a large set of users. For example, by changing how a program to simplify
learning, a large part of the user base is still required to learn something new. Whilst
if the "inferior solution" was chosen, most people could have picked it up right away.
That was especially true for this specialized system with lots of experts. Doing a
change had to be justi�ed both in terms of it being an improved solution, as well as
how long it would take to re-learn. Would it be a su�cient improvement compared
to learning time, given that the system has a limited life-span.

7.1.4 Assisted learning
A concern is how long it takes for a new user to learn the program. With a lot
of di�erent special-made solutions, it can take time to learn, and it can require ex-
perienced personnel to spend a lot of time instructing how to operate it. During
the studies, the participants explained how they have lectures teaching the system
before they are allowed to operate it. Then you move on to shadowing an experi-
enced user, followed by operating the program alone, but with supervision. Still,
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after all these steps, the system was hard to understand for experienced users, and
mechanics, short commands, and similar were discovered after several years.

To assist learning, one should apply tooltips over suitable UI elements, have ac-
cess to help functions/texts, create manuals that can be accessed in the program,
and create tutorials. By allowing the user di�erent levels of help within the program,
they can solve issues on their own, reducing the need for asking others, or in rare
cases not solving a task due to lack of understanding. Another important step in
assisting learning is to keep the program consistent. By using the same design and
solutions for the whole program, it will be easier to pick up new tasks when you
have familiarity with something that works similarly. It is also good to use static
elements within the program that never change, like buttons to access help. If these
are always available in the same location, the user can easily �nd and use them.

7.1.5 Customization
One of the most requested improvements mentioned on the older programs was �l-
tration, which is here categorized as a way to customize data. Since there is a lot
of data within a LIS, it is important to have good ways to �lter data in di�erent
ways. Whilst you could simply add options to �lter freely, a better approach is to
create specially made �lters that users can pick from. Other ways that one should
be allowed to customize is by sorting data within lists and have the program adapt
based on who is logged in.

The system is shared among di�erent laboratories that handle di�erent types of
patient/test information. By having the data, and the operations one the data,
custom based on the title of the person logged in, you save a lot of time. You should
be able to access relevant information from other laboratories when needed, but the
standard should be simpli�ed by only showing what is most relevant.

7.1.6 Error prevention
Errors within laboratories can cause very severe real-life consequences. The program
needs to make sure that any error that can realistically be prevented, should be
prevented. Based on the user studies, the personnel is doing very extensive work to
make sure no errors happen. The results also indicate that it is working well, with
few errors now and then. Thus, preventing errors within the system is more about
reducing the checks a user has to do to make sure nothing is wrong. If you can rely
on the system to spot errors, you can speed up work and accuracy. This of course
has to be balanced so that there is not the opposite e�ect where the system is relied
upon too much, causing mistakes that way.
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Some ways to create a design that prevents errors are di�erent levels of the sys-
tem response to inputted information. The system should give small indications
when something went right, and when something seems o�. When something seems
wrong, the reaction can be to solve it automatically, mark it with a color, use a
question to con�rm intent or the most drastic reaction to using a modal window
with a warning. These options should be used depending on the severity of the
mistake. Asking for veri�cation too often, or using too many warnings can have the
opposite e�ect, making the users simply skip by habit. Thus, avoiding disruptions is
preferred, with the system �nding a solution. The program should be smart enough
to �nd these automatic solutions when it is 100% certain and should realize when
the data is strictly impossible, and ask for a change.

Other ways to avoid mistakes are to have clarity of information within the pro-
gram, use familiar standard practices, and have good color contrast to aid visibility.
This makes the design good enough to make sure no mistakes occur, and thus again
reducing the need for the program to intervene with warnings. Thus, applying theory
regarding Color theory can prevent mistakes from occurring, for example applying
a 60-30-10 color composition on the page, to allow speci�c colors to be distinct [4].

7.1.7 Access to the right information
Expert users tend to prefer having as much information as possible, crowding the
interface with every piece of information that might be useful. This view can cause
problems they might not have thought of. More details can lead to less overview
and control [63]. Designing a clear overview of the most important information, and
allowing easy access to the rest is a better approach. Not �tting everything on one
page does not mean that it should not be easily accessible.

Based on the workshop, the users felt that expandable views might be a good so-
lution to the issue of not overcrowding a page. Other solutions that can be useful
are close access to a navigational menu, quick navigation using short commands, or
adapting the information based on scenarios. With that said, the users of a LIS are
experts and can generally still use a program with more information without any
problem.

7.2 Comparing the guidelines to similar studies

When comparing the guidelines to similar studies within the area, some similarities
can be observed. A review of recent literature regarding electronic medical record
(EMR:s) formulated a set of guidelines based on studies made within the topic [78].
Though this is not the same �eld as a LIS, the �ndings are still very much related.
Note however that some inspiration was taken from the study, and overlaps can be
attributed to this reason. An article describing how to design for expert users [63]
also share some similarities to the guidelines presented in this thesis.
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Authors Zahabi, Kaber, and Neubert describe the importance of consistency within
an electronic medical record [78]. Ways to address this topic are said to be the use of
basic colors and to have a uni�ed form layout. These pieces of advice are presented
within this thesis as assisting learning. The authors also write extensively about
how to prevent errors, and similar to the same guideline within this thesis, suggest
using color coding, automatic data entry, veri�cation dialogues, and con�rmation
windows.

Beyond that, there are additional similarities to be found in the areas of e�cient
interaction, e�ective information presentation, and customizability/�exibility. E�ec-
tive interaction concerns the reduction of steps, customization, and short commands.
This has been covered in this thesis under the guidelines of customization and easy
navigation through the program. E�ective information presentation relates to the
use of icons and higher resolution displays to increase e�ciency, a topic covered here
as modernizing the design. Lastly, the topic of customizability/�exibility is about
letting the user see the information based on their speci�c needs. This is very similar
to the topics covered in the guideline for customization.

Słgaard writes how to design for an expert and presents some similarities to the
�ndings within this thesis [63]. She mentions that one should focus on e�ciency
and speed, to be able to view a large set of information at once and use a keyboard
instead of a mouse [63]. These are all topics covered within this thesis.

7.3 The resulting design

Note: The whole prototype uses Swedish as the chosen language. The data within
the system is arbitrary and of no importance to the design. It was therefore chosen
that a translation would not be necessary. The data presented can also deviate from
the actual work�ow, making it not 100% accurate. The prototype is also shown in
one size (apart from the login page) since the development of re-sizing was planned
to be implemented later on and thus not crucial at this stage

Figure 7.1 is the �rst screen presented to the user when they open the program.
The motive is a custom-made vector illustration of the west coast of Sweden where
the system will be used. The login page was identi�ed as the main location to cre-
ate an identity for the program. Thus it presents a quite extravagant picture as
the background. The idea is to allow this picture to be updated over time, giving
the program a welcoming feel when the user opens the program. Though this page
allows for some more artistic liberties, the main focus is still the function of logging
in to the program. Thus, importance was placed on the login feature itself, making
it the center of the page. The text has high contrast with the rest of the imagery,
applying the concepts from the section Color theory. The illustration mainly uses
color chosen within the palette to make it feel connected to the rest of the views
within the program.
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Figure 7.1: Page 1: Login page

The second page of the prototype is the home page, see �gure 7.2. The window has
now been maximized to present the prototype as how it is most regularly going to be
used. This view was not a main focus of the study but was created to illustrate how
to access the three main features of registrering, patientöversikt, and besvaring. The
guideline of Easy navigation through the program can here be seen as the program
uses a navigational menu in the left-hand corner to navigate to any desired location.
The user also has quick access to a search �eld at the top of the view, static for the
whole prototype. The search �eld is intended to allow the user to search for either
a location in the program or some sort of data. When for example a registration
number is entered, the program will navigate to the desired location where that data
is typically used. The user will also have access to a list with tasks to complete.
This list will reduce the need to go through the program to search for un�nished
work, instead make it quick to see what is not up-to-date and what is time-sensitive
to �nish.
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Figure 7.2: Page 2: Homepage

The third page shows the �rst main feature studied, Registrera (see �gure 7.3). This
functionality is already in use for many of the laboratories and has been tested and
adapted to �t the needs of the user. Thus, the page was evaluated during the user
study, instead of looking for a new design altogether. The main focus was instead
to make the page �t with the design theme aesthetically. The focus was to create
a modernized appearance, in keeping with the guideline Modernizing the design.
The page has the same static elements of a navigation menu (collapsed to the left)
and a navigation bar. The colors chosen are no longer gray and instead follow the
chosen color palette. The whole program has been designed as one window instead
of multiple smaller ones. The layout of the input �elds has not been changed. They
already closely match the user’s work�ow. They have instead been given a new
appearance.

There are several ways that the program helps the user, in line with the guide-
line Assisted learning. Firstly, the user can access either a manual or a tutorial
using the book icon in the navigation bar. While hovering any element for a short
amount of time, a tool-tip is shown to very shortly describe what it is. If the user
needs a quick reminder of what for example what should be written in an input �eld,
the button F1 will reveal an explanatory text. All short-commands for a page are
revealed in a list when a user clicks the i-icon that is in the top left corner of each
view. In case information is not entered correctly, or missed, the system highlights
the error and shows an explanatory text. This is covering the guideline Error pre-
vention. The view Registrera in particular has lots of checks and special solutions
to make input quicker and more secure.
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The Registrera page also introduces the �rst instance of the customized breadcrumbs
feature. Just below the navigation bar, up to the left of the screen, there is the text
indicating how the user navigated to the current page. This system shows the
program stacking views on top of each other and making the ones below idle. The
user can easily navigate to another location in the program, but always have to
return and make a decision for the started view below. This ensures that no errors
occur but mainly allows for Easy navigation through the program, another guideline.
This customized breadcrumbs feature is located on all views within the program,
making it an important part of moving back and forth at any point.

Figure 7.3: Page 3: Registrera

The fourth and �rth view in the prototype functions di�erently but shares many of
the same design decisions. The Patientöversikt, �gure 7.4 shows patient informa-
tion and prior tests stored in the database for that patient. Whilst Aktuella prover,
�gure 7.5, is where a worker fetches material to work with. The same action is how-
ever made from a technical viewpoint. The user is looking up information from the
database, gets it presented within a list, and possibly makes a selection from the list.

These two views are all about presenting the right data to the user and making
it clear and obvious to interpret. The guidelines Customization and Access to the
right information are closely followed for this view. The views have clear and rel-
evant information presented in rows that are separated by using di�erent colors.
Information that is occasionally useful has been collapsed and can be easily ex-
panded when needed. The list has multiple options for sorting or �ltering to adapt
its content to the user. The user can either select a speci�c �lter from drop-down
menus besides the lists or sort it by clicking the title for the columns. The list
themselves also only present the right information based on the user who is logged
in.
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Figure 7.4: Page 4: Patientöversikt

Figure 7.5: Page 5: Aktuella prover

The last view, Kundsvar, is the most advanced within the program (see �gure 7.6).
Data presented in the view must show various connections and be adapted to the
user. The di�erent laboratories have di�erent information that needs to visible in
the view, but the program needs to have one structure that works for all. The data
presented in the list to the left can change based on the laboratory, with numbers
(being analysis series) sometimes being written as letters instead of numbers. The
actual results inputted in the view are also very di�erent from user to user. Thus, a
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measure/result takes the form of a line of data. These can later be opened for closer
investigation and allow for data input.

Based on the changing nature of the view, Customization and Access to the right
information are ones again the main guidelines to consider. Though the page also
uses di�erent icons and markings to allow simple observation of the data. Examples
include the letter icons presented during the period before an answer is transferred
to a customer, or when it is sent. A blue rhombus shape indicates that there is
something of interest to view. These features follow the suggestions for the guide-
lineModernizing the design.

Figure 7.6: Page 6: Kundsvar

Creating an e�cient program has emerged in connection to any UI element within
the views. But the program is planned to have full keyboard support, with a well-
thought-out path to use TAB to navigate through any window. It will also allow for
most of the short-commands used within the older programs, with slight changes to
accommodate for possible clashes when the programs are combined.
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8
Discussion

The following chapter discusses the project and its results. The chapter also presents
possible improvements and future work.

8.1 User study series

The aim of the user study series was twofold, to understand how the personnel and
the workplace, and to research how a user interface for a LIS should be designed. It
was believed that the initial research conducted through the brief literature study,
in combination with the di�erent types of observation methods, would be su�cient
to be able to take in the users’ feedback. But as it turned out, the task of famil-
iarizing oneself with the system was quite a bit more complex than expected. The
observation had given good insights into how the system was being used, but not
necessarily covered the �ne details of a user’s tasks.

Gaps in knowledge were expected to surface during the �rst user study, it was
as mentioned planned to be a session for understanding the program. But the some-
what lacking groundwork made before the �rst session made it harder to make the
best use of the time. Limited understanding of medical terminology, specialized
tasks within the programs, and the workplace situation were all expected to emerge.
But when the participants in the interview had to stop and explain for example how
the environment looked, or basic details of the programs, it felt like the time was too
short. It also signi�cantly shortened the time left for discussions of the program’s
design.

A speci�c oversight was not looking deeper into the older programs, BaktLIS and
GMP, beforehand. Observing these programs was problematic due to the need for
an authorized user to collaborate. But spending more time and e�ort into investi-
gating these programs would have been a valuable time investment. The users were
very familiar with these programs, and the feedback during the interviews mostly
referred to them. Increased knowledge would have made the user response easier to
pick up and could have created more insightful follow-up questions. A time-sensitive
project always requires the prioritization of tasks. But in this case, spending more
time on the older programs would have reduced the need for analysis of the interview
�ndings, and would likely have sped up the project as a whole.
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8.1.1 Prioritizing the user interface

Articulating that the topic of the project was UX-focused turned out to be a chal-
lenge throughout the whole user study series. Some participants might not have been
fully aware of what constitutes UX design, or even what is included in a user inter-
face. Thus, explaining that they should give feedback relating to the user interface
was quite vague. An attempt was made to explain more in-depth what things were
of interest and to actively steer the conversation towards the topic. Still, the con-
versation often ended up being focused on speci�c features or functionality. Looking
back, this was not a surprise. Even the participants with a clear understanding of
the distinctions might have chosen to focus on the functionality of the program,
with it being the most critical issue to �x. Functionality is very useful information
to understand the users’ needs and things to pass on to the developers. Thus, the
decision was made to let these types of topics continue. It did however take up a
lot of the time during the user study series, particularly the interviews.

Finding a suitable amount of time to be involved in the functionality and program-
ming of the program was tough. The older programs required a lot of improvements
to functionality, but MikroLIS had already improved many of these issues. Limiting
the project and the studies to not involve any of these aspects would be very limit-
ing. Being a part of the development of functionality is a part of the design process,
especially within smaller teams. Not understanding the basics of how a feature was
planned to be implemented would not have worked. But �nding a good threshold
of involvement was important to have enough time to create a complete design.

8.2 Guidelines

The guidelines have had inspiration from other authors in the �eld due to question
interviews, which had been inspired by various pieces of literature [78][50][57]. This
does not reduce the integrity of the study or its �ndings, but there is important
to acknowledge any notable in�uences. The guidelines presented in the thesis are
based on responses from participants and it is their feedback that has guided the
work. Had the study worked as originally intended, with the participants starting
the topics, the results might have been di�erent. Had this alternative path been
taken, the results would not necessarily be of higher quality. Due to the hesitation
from participants noticed during the interviews, the original structure continued
seemingly would have given a worse outcome.

The guidelines are based on the feedback from a small set of 11 users, for one
LIS, and at one hospital in Sweden. The participants of the user study series were
compared with the participants of the survey and no notable di�erences could be
observed. This sample size of 13 was however also quite low and no in-depth analysis
of the users of the LIS was done. This means that there is no way to say that the
sample was representative of the user base. Based on that the participants were
asked to participate in the study, and no random selection was made, the sample
could be thought to have some biases. One factor to consider is that the users that
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participated felt con�dent to give feedback on the system. Thus, users with less ex-
perience or ones with low computer skills might have declined. These are important
users to consider when designing, which might not be represented.

The design created with the guidelines was only evaluated once, without the users
using the system themselves. The program has not been in operation with any
of the recommended changes implemented. It is thus advised that the guidelines
are used as a starting point for the development of a LIS, or as a tool to study
the topic further. The guidelines are also created for an already experienced set
of users. Caution must be taken when applying the recommendations for beginner
users. The design is intended to simplify learning of the program but has not been
studied in an environment where no users have prior experience. Based on the topic
of knowledge gathering, the users indicated that when a problem occurs, they are
likely to prefer asking an experienced user as the �rst way of �nding a solution. In
case this chain is broken, the system might need even more focus on allowing the
users to �nd solutions within the program itself.

8.3 Design prototype

The design prototype was intended to be a visual aid for the guidelines and a tool
to evaluate the �ndings. It was thus never planned to consist of everything that had
been studied. The most important design decisions are presented within the result
section chapter of the thesis, but this presents an even more stripped-down version
of the prototype. Many of the decisions are either glanced over or not presented at
all. The interactions within the prototype presented during the evaluation are also
not visible. What was found to be of interest was the direction the design presented
for the program as a whole. The three main features presented as the design proto-
type can be built upon with the same structure. Elements like the static header or
the navigation bar will be the same throughout the whole program. Other things
like the color scheme or the design of UI elements can be mimicked or adapted for
the other views.

Note that the prototype is the �rst �nalized iteration, with slight changes made
since the evaluation. This means that it is still subject to change and should only
be viewed as a proof of concept.
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8.4 Ethics

The following section presents some ethical concerns with the design and the user
study series and how these ethical concerns were addressed or prevented.

8.4.1 Data privacy
When digitizing data, user privacy is a big ethical concern. The concern is men-
tioned in the e-health vision from the Swedish authorities [56] and is also in line
with GDPR, General data protection regulation law [75] of EU, based on the EU
Charter of Fundamental Rights [17]. The project does not directly handle the stor-
age of sensitive information but has a role in how it is presented. This makes the
transparency of utmost importance. Any confusion caused by a poorly designed
interface, that leads to a mistake, can have severe consequences. Thus, the system
is designed extra carefully to make sure no data could be misinterpreted or leaked
from the system because of the UX design.

Since the program will be used by all the di�erent laboratories, the data will be
combined and has to be somewhat restricted. A part of the discussion when cre-
ating the design was thus what data the di�erent users will have access to. Only
showing the data that is necessary for a worker to complete their task. This makes
presenting the right data an important step in the design, and also how to possibly
get access to more data when authorized. This issue is presented under the guideline
for customization and partially within error prevention.

The sensitive user data was also a concern when creating the actual design. Whilst
I could access data from patients, none of that would ever be presented or used for
the design. The prototype was instead �lled with made-up information that follows
the same structure as the actual data.

8.4.2 Accessibility: Creating an accessible design
The study was held within a Swedish hospital that uses Swedish as its o�cial lan-
guage for its systems. The personnel is expected to know the language, and no
further investigation was made into the possibility of translating it into other lan-
guages. This is however a big topic for improvement given that it can be created
without causing any possible confusion. Translating medical terminology can be
tricky, and there is occasionally not a good translation. It would not be acceptable
for mistakes to be caused by miscommunication. Further investigation is needed
into translating the program into other languages, or perhaps to change the base
language to English.

Another big topic when making a program inclusive is creating options for a color-
blind person. The program was designed with colors that are generally appropriate
for the most common types of color blindness. The program does however make
use of green and red as an indicator when, for example, antibiotic resistance. A
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possible improvement for this would be to make an option to change these colors on
a user-by-user level within personal settings. This would be a quick improvement
for anyone with color blindness, whilst still being able to use red and green for the
other users.

Other potential improvements that could be made to make the program more in-
clusive would be to consider how someone with reduced hand/arm mobility could
use the program or someone with impaired ability to view text and numbers. This
could be either a person with dyslexia or someone elderly that has a hard time seeing
smaller text. These topics have been mentioned during development, and requests
from users for an option to change the size of the program have been noted. It has
not been extensively covered in the user study or the design. But one could imagine
that creating a system with larger text for the ones with impaired eyesight and a
program �xing typos, would be not too advanced to implement in the future.

8.4.3 Diversity within the user study
Reaching a diverse group of people to partake in the study makes for richer feedback.
People have di�erent backgrounds and can see problems from various viewpoints,
capturing this is thus very helpful. Unfortunately, the size of the studies only al-
lowed for smaller groups of people, and getting representatives from the di�erent
laboratories was priority number one. Anyone was welcome to partake in the study,
but no speci�c e�ort was made to get any speci�c representation from people with
speci�c backgrounds at the labs. The participants were asked to take note of prob-
lems any co-workers had during the day, to get a fuller picture. This makes the
study a little more in-depth but is far from an ideal situation.

8.5 Future work

To allow the developers to easily implement the design, continuous updates have
been given during the whole project. But to ensure that the �nal prototype is un-
derstood during eventual implementation, an explanatory design document will be
created. This document will go into depth into details that are lacking explanation,
like margin sizes, font types, and the color palette. This will also be combined with
an annotated map to show ideas not fully implemented.

Furthermore, a longer user study with a larger set of participants would be ad-
visable. There are aspects like accessibility and diversity that have not been fully
studied, along with concepts like adding options to swap language. The prototype
has also only been evaluated once. To ensure that it is what is needed, it needs to
go through multiple iterations, letting the users test it with di�erent tasks and with
real data.
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Multiple already existing technological solutions could be applied to further improve
the program. The simplest would be to create a tablet version of the program with
touch support. The personnel at the laboratories spoke about using paper lists
to complete a task and then returning to the program after. If the program was
portable, this would reduce the need for paper and printing material. It would re-
quire the design to be adapted to �t a smaller screen with another type of input.

Another suggested solution to reduce the handling of paper would be scanning.
In case the customer does not have digital systems, instead of manually writing the
data into the system, the information could be entered using scanning. The simplest
solution would be to see the scanned version as a picture. But more advanced so-
lutions would allow for the data to be automatically interpreted and entered. This
task could require specially tailored AI solutions to translate the written text. Since
the written text that arrives at the system comes in di�erent formats, regular AI
solutions would not be su�cient for this task. But the technology is already invented
for this to be a possible improvement for the system. AI could also be used to sim-
plify the result handling by �nding patterns in the data, though this is a completely
di�erent area of study.
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The following chapter concludes the report by summarizing the project and answer-
ing the research question.

The study is one of the �rst to examine the user interface of a laboratory infor-
mation system in Sweden. Similar studies have been made on closely related topics
such as electronic medical record systems, which have a slightly di�erent user group.
These studies share similarities, but the speci�c topic of UX design within a LIS
has largely been neglected for the Swedish market. The systems in use are often old
and in need of modernizing, especially amidst ongoing strain due to a pandemic.

The project began with various types of observation. This later guided a user study
series consisting of semi-structured interviews, workshops, and an evaluation. The
material collected was analyzed and turned into guidelines. Information from the
user study series, together with the guidelines, was later used to create a design pro-
totype with limited interactivity. Based on the evaluation, the prototype underwent
one additional iteration.

Research question this work is answering is: What guidelines are most impor-
tant when re-designing a clinical microbiology LIS to e�ectively operate for di�erent
expert laboratory personnel at Sahlgrenska University hospital.

Seven fundamental guidelines were created based on the information collected from
the user study series held at Sahlgrenska University Hospital and meetings with the
developers of the program.

� Creating an e�cient program
� Easy navigation through the program
� Modernizing the design
� Assisted learning
� Customization
� Error-prevention
� Access to the right information

A deeper explanation for each guideline can be found in the result section 7.2.
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A
Survey - Personnel background &

Laboratory system usage

Appendix information:

In order to establish how familiar the laboratory personnel were with the various
laboratory systems in use at Sahlgrenska and to determine their perception of each
system, a survey was created and sent out via email. The survey was intended to
con�rm the validity of creating a new design for the laboratory system, create a
baseline for where to focus the user study, and to assess whether the selected user
study participants where representative of the overall user group for the system.
The survey was divided into two larger parts. The �rst part determined the back-
ground of the participants. The second one focused on the three main programs
used at Sahlgrenska’s laboratories: BaktLIS, GMP & MikroLIS. The second part
was thus divided into three smaller parts with identical questions, where partici-
pants answered for the system they know or use.

In this appendix, the questions for each part in the survey are presented. The
original study was conducted in Swedish and has then been translated into English.
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A. Survey - Personnel background & Laboratory system usage

A.1 Questions

The questions sent out to the laboratory personnel using google forms.

A.1.1 Consent
Before starting the survey, a participant was required to agree to their data being
used within the dissertation, presented anonymously. By consenting to the given
information, the �rst section of the study was revealed.

Survey - Laboratory system

The study is held as part of a master thesis with the aim of improving the interface
of the laboratory system MikroLIS used at Sahlgrenska University Hospital. The
laboratory systems MikroLIS, BaktLIS, and GMP will be the basis for the questions
and the form will be adapted based on the program(s) used.

All data collected is anonymous and no information regarding identity will be dis-
seminated in any way. The data collected will be generalized and presented in the
dissertation as general conclusions. Thus, no information from this form will be
presented at the individual level.

The form will take between 5 and 15 minutes to complete and is divided into two
larger parts. The �rst part is about general experiences of the lab systems, and the
second part is about opportunities for improvement for the various systems. One
section is dedicated to each program. If a system is not familiar, the survey will
adapt and skip the subsequent second related.

Requirements to participate in the study:
Experience with any of the following programs: MikroLIS, BaktLIS, GMP.

Participation in the study is completely voluntary and free of charge. It is also
possible to terminate participation at any time during the study, or on request af-
terwards. For more information or questions about the study / project, contact
responsible - Ludvig Andersson: Ludvig.Andersson@vgregion.se.

*Compulsory

II



A. Survey - Personnel background & Laboratory system usage

A.1.2 Background
The �rst section of the study, establishing relevant background information of the
participant. The answers in this section helped create a sense of who got the sur-
vey and decided to answer it. It also helped give a sense of who is working at the
di�erent laboratories.

Building up a picture of the participant by asking which department a participant
works at, their age, and how often they use the various programs gave a limited but
useful a view of the person. This information could later be used to build a more
accurate understanding when combined with the data obtained from the program
sections within the survey. An example would be if an elderly GMP user answered
that the text in the program where di�cult to see, indicating that one might inves-
tigate customized sizes for text within the �nal design. This example is something
that would be easily missed during user studies where younger users with more
computer experience participated, since it is not something they necessarily think
about.

Section 1: Experience with laboratory systems

The laboratory systems in question are MikroLIS, BaktLIS, GMP at Sahlgrenska.

1. Which department do you work in?

� Serology

� Bacteriology

� Molecular bacterial diagnostics

� Molecular virological diagnostics

� Other...

2. How old are you?

� Below 30 years

� 30 - 39 years

� 40 - 49 years

� 50 - 59 years

� 60 years and above

III



A. Survey - Personnel background & Laboratory system usage

3. In general, how would you assess your own computer skill?

4. How long have you been working with Sahlgrenska’s laboratory system?

� 0 months - 6 months

� 6 months - 1 year

� 1 year - 2 years

� 2 years - 5 years

� 5 years - 10 years

� 10 years - 15 years

� More than 15 years

5. Do you have previous experience with laboratory systems at another hospital?

� Yes

� No

IV



A. Survey - Personnel background & Laboratory system usage

A.1.3 Con�rming experience with system
To be able to correctly adjust the questions presented to the participant based on
his/her experience, a simple question prompt was used. The participants were halted
before proceeding and were asked whether they have experience with the program in
question. This was done before presenting questions for each program. If the answer
was entered as �no�, questions for that program was skipped in the survey. To make
sure the participant did not hastily answer the question due to the repetitive look
in the survey, the name of each program was highlighted in the text at di�erent
locations. Each question in the respective program’s section was also asked using
the program’s name within question to avoid any confusion.

Section 2: Opinions of the laboratory system MikroLIS
Note that this section will be speci�cally about MikroLIS. If you do not have
previous experience with the program, you will be forwarded to the next section.

1. Do you have experience with the program MikroLIS?

� Yes

� No

V



A. Survey - Personnel background & Laboratory system usage

A.1.4 Opinions of the laboratory system(s)
Each program, MikroLIS, GMP, and BaktLIS, were designed with a more or less
identical structure. These sections contained questions regarding how often people
use the program, their opinions of it, and points of improvement. The choice to
create similar questions for each program was purposeful and allowed simple com-
parisons between the programs. This approach made it possible to see what program
people preferred and for what reason. It also made it possible to see if the partici-
pants felt that the functionality launched within MikroLIS so far was satisfactory.

The survey was not designed with the intention to make statistical claims. The
number of participants ended up far to low. Statistical claims can be useful for
�nalized systems, but since the survey mainly aimed to focus on MikroLIS, a pro-
gram in development, these claims would not be helpful. The functionality of the
program and its design will radically change, rendering any statistical claims use-
less after some time. By not focusing on statistical claims, the questions could be
designed to be more investigatory, and asked in a way that would give insightful
but di�ering answers. The answers intended for these types of questions would be
helpful during the project as guidance for where to investigate further.

Section 2: Opinions of the laboratory system MikroLIS
Note that this section and its questions are speci�cally about the programMikroLIS .

1. How often do you use MikroLIS?

� Majority of the day

� Multiple times during a day

� A few times a day

� A few times a week

� A few times a month

� Other...

2. How well do you think MikroLIS works today?
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A. Survey - Personnel background & Laboratory system usage

3. Do you feel that your usage of MikroLIS has changed during the ongoing
pandemic?

� My usage has increased signi�cantly

� My usage has increased somewhat

� No change

� My usage has decreased slightly

� My usage has decreased signi�cantly

� I have stopped using the system

4. How well do you feel that MikroLIS has worked during the pandemic?

5. If MikroLIS has been perceived as de�cient, what is the biggest reason for
this? (ex: speed, data handling...)

� Your answer...

6. Do you have problems with any of the following at MikroLIS?

Multiple choices allowed - (feel free to add your own option if something is missing)

� Clearly see text

� Finding things in the system

� The program is slow or stops

� I’m losing where I am located

� I’m unable to remember what buttons or short-commands do

� The functionality I need is missing

� Other...
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7. If I encounter problems in MikroLIS, I’ll probably do the following:

Multiple choices allowed - (feel free to add your own option if something is missing)

� Attempt to solve the issue myself

� Look for explanations in the program

� Ask a colleague

� Ask a manager/supervisor

� Read a manual

� Contact tech-support

� Very rarely or never encounter problems

� Other...

8. What are the main improvement opportunities with MikroLIS right now?

Multiple choices allowed - (feel free to add your own option if something is missing)

� Appearance

� Understanding

� E�ectivity

� Speed

� Functionality

� Other...

9. Do you have other opinions on the user interface at MikroLIS?

� Your answer...
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Consent form for user study series

Appendix information:

The study series was conducted within the hospital with approval from responsi-
ble department directors, but getting written consent was still an important step
during the study, to ensure that any and all participants felt safe with how their
data was being handled and used. The study was conducted on private software used
within the hospital, without using any patient information. Thus it was decided that
it did not have to comply with the newly set up regulation for medical technology
within Sweden and the EU [38]. It was still important to follow the guidelines set up
by the EU as part of the General Data Protection Regulation (GDPR). The consent
for served as approval for all three user study sessions. The �rst page presented the
study and why it was being done. The second page functioned as written informa-
tion about the participants rights regarding user information collection and storage.
The participants were presented this information both in speech and were given a
signed written copy.
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B. Consent form for user study series

MikroLIS user study
Improvement of the interface for Sahlgrenska's laboratory system MikroLIS

Information for participation in user study

The study is done as part of a degree project in interaction design at Chalmers University
of Technology in the spring of 2021, in collaboration with MTMIS at Sahlgrenska Uni-
versity Hospital. The project is about evaluation, and proposals of improvements to the
user interface for the program MikroLIS. The project's method is to involve the program's
users and let their opinions guide the development. As MikroLIS will replace the older
systems BaktLIS and GMP, these programs will also be part of the study. The project
will focus on the main features of registration, patient data and customer responses. This
will thus also be the focus of the study.

The study is divided into three sessions, a semi-structured interview, a workshop, and
an evaluation. Each session will be conducted in groups of three research participants, a
responsible coordinator / researcher, and a secretary. The sessions will be approximately
45 minutes long and will be recorded for documentation within the project.

The �rst session is a semi-structural group interview. Participants will have access to
the programs they usually work with (MikroLIS, BaktLIS & GMP) to be able to point
and display during the interview (When the system handles patient information, for pri-
vacy reasons, screen will not be visible during recording). Prede�ned questions will be
asked to then lead to a general discussion about opportunities for improvement and wishes
for the program's user interface.

The second session is a workshop where the same groups will get to take part in dif-
ferent design proposals that have been developed based on previous responses, opinions
from developers, and conventions in interaction design. It will be an opportunity to dis-
cuss the pros and cons of the di�erent solutions, combine di�erent suggestions, and select
favorites.

The third and �nal session will be an evaluation of the �nal design developed for MikroLIS.
This will be a prototype, a design proposal with limited interactivity. Participants will
be given time to study what has been developed and then let each one ask questions and
give criticism. This response will then be the basis for a discussion in the �nal report.

As experience of MikroLIS is not a requirement for participating in the study, questions
will be adapted to the group's knowledge. The second and third opportunity of the study
is speci�cally about MikroLIS and the survey will then be adapted with questions that
can be answered by a user who is classi�ed as a beginner.
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B. Consent form for user study series

MikroLIS user study
Improvement of the interface for Sahlgrenska's laboratory system MikroLIS

Consent for participation in user study

ˆ I have had reason and purpose for the study explained to me and had the opportunity
to receive the same information in written format. I have also had the opportunity
to ask questions about the study.

ˆ I acknowledge that even if I participate now, I can withdraw from the study at any
time or refrain from answering questions without any consequences. I also have the
right to recall all personal information within two weeks after completing the study
and thus have all data deleted.

ˆ I understand that my participation involves giving personal opinions about the com-
puter program MikroLIS and (if applicable) related programs BaktLIS & GMP. I
will give my own honest opinions without direct in�uence from another person or
company.

ˆ I accept that my interview will be recorded for revocation within the project, but
that no recording will be published. I also agree that my data will be stored in
a private storage location (google drive) until the related report is completed and
approved.

ˆ I understand that excerpts from the interview or other parts of the study can be
quoted under hidden identity in the �nal report.

ˆ I understand that all information I provide in the study will be treated con�dentially.

ˆ I understand that on all occasions when results from the study are published, my
identity will be anonymous. My name or other possible attributes will be hidden,
as well as the people I may be referring to.

ˆ I understand that I am entitled to access the information I have provided by con-
tacting the person responsible for the study, Ludvig Andersson.

ˆ I understand that I am free to contact the person responsible for the study for
clari�cation or additional information related to the study.
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C
Workshop - Slideshow

Appendix information:

The following appendix presents the slides used to present the content of the work-
shop. These slides have been created with the intent to quickly and accurately
present information during a workshop with limited time. They are also designed in
a way to inspire creativity and at the same time reduce stress and pressure associ-
ated with doing a unfamiliar task. The user group that participated in the workshop
had no prior design experience, and making them feel comfortable was upmost im-
portance get useful sketches during the workshop. All groups either mentioned that
they believe themselves to be bad at design, or indicated it using their body lan-
guage. That is why reinforcement in the form of visuals and encouragements were
crucial.

The slides are written using simple and sometimes informal language. The design is
intended to be fun and playful, using lots of simple shapes and colors. Everything
to make the task at hand seem less serious.
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C. Workshop - Slideshow

C.1 Introduction

Slide 1: Introductory slide

Slide 2: Introducing session speci�c motive
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Slide 3: Info & Answering possible concerns

Slide 4: Agenda for the workshop, containing activities and allocated time
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C.2 Scope

Pictures with examples for how their drawings might look. Highlighting aspects like
color, annotation, and details level.
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Slide 9: A summarized view of what they were expected to focus on and what not
to

Slide 10: Showing the scope of the project, and highlighting the functionality they
should draw
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Slide 11: Explanation that breaking down the task into smaller sub-task might
simplify their drawings.

A section showing di�erent programs to take inspiration from followed,
these have been excluded for containing copy right protected material.
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C.3 Discussion slides

Discussing preference using the old system to have multiple smaller windows, or
merging the content into one window.
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Discussing preference of using tabs, or to have breadcrumbs where windows are
stacked on top of each other.
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Discussing how the system should handle longer lists. Either with a list that scrolls,
or using pages
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Discussing if a tutorial would be bene�cial the �rst time a user opens the system
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C. Workshop - Slideshow

Two additional questions were discussed without pictures showing a representation
in the program. These were:

� How do you work with the �work list�, should it be together with the answering
function, or separate?

� Multiple labs will share a system, how should data related to a patent be
presented? Only relevant, everything, or perhaps toggleable?
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