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Abstract 

System development has been an innovational trend in the field of Information systems in 

both past and present time; and users of the system is one of the key success in the 

development life cycle of human and computer based systems. Information system is one of 

the most emerging technologies in developing countries; Nigeria as a case and the 

development of these IS is deployed in both private and public sectors of the economy for 

organizational data management. Due to some characteristics of developing countries such as 

poor communication facilities, unequal distribution of wealth, large population and so many 

others, many of these information system development has been carried out for the provision 

of services to both public and private organizations. But on the other hand, such projects have 

failed in one way or the other due to poor end user involvement in or during the development 

process. For this research, the involvement of users in developing country and more 

appropriate concepts which developers/designer could possibly use to involve users for a 

successful system were studied. The approach to this investigation was with the use of 

questionnaire which was distributed to the users of two different systems which were 

developed using different concepts of user involvement (Scenario-based user involvement 

technique and Interview-based user involvement technique). Statistical Package for Social 

Sciences (SPSS), was used for this quantitative analysis and the Independent t-test analysis 

was done to prove the significance between these systems. The findings from this study 

shows that in the developing countries such as Nigeria, these concepts of user involvement is 

also applicable and Interview-based user involvement technique seem to be the more 

appropriate method. Further research on the combination of these concepts/techniques for end 

user involvement should be considered or rather the creation of an advanced 

technique/concept for gathering end user needs and requirements for an excellent usable 

system in developing countries with respect to their limiting factors as mentioned in this 

thesis. 
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1  INTRODUCTION 

In past and the present time, system development has been a trend in the field of Information 

technology. The required solution of the system development process must consider 

economic, technical and temporal constraints as well as goals, actions and conclusive 

procedure of the system Dharrwada et al., (2007). As a system developer, a wide range of 

method and technologies relating to the profession must be considered. The ability to 

appraise new trends, to amend and broaden the repertoire for the actions taken must also be 

considered. Developers must be able to handle shapeless situations, appreciating and 

understanding the unique and exact characteristics of the problem in a given situation with 

respect to their daily work, Dahlbom and Mathiassen (1992). Developers have to work under 

in a more contractual agreement with little resources but at the same time must be able to 

communicate with the inspired demands of users Andersen et. al. (1990).  

One of the important parts in the development life cycle is the people or users of the system. 

So much study have been going on by researchers on how best to involve users in software 

and system development for a long time, mainly in the part of information systems (IS) and 

human-computer interaction (HCI) Abelein et al., (2013). The involvement of users in the 

development of an information system has been a key success of human and computer based 

system. This has led researchers and practitioners agree that to achieve good quality of final 

outcomes in a system, user involvement should be properly taken into consideration.  

Effective Technical and Human Implementation of Computer based Systems (ETHICS) is an 

idea within the interpretive paradigm could also be known as the constructivist philosophy. 

This is where a developer of an information system is a change-agent who helps to make 

sense of an emergent world (Nandhakumar & Avison 1999). It is a people oriented 

methodology used in the development of the system either in the businesses, government and 

much more. This methodology came into existence and was presented by a researcher known 

as Enid Mumford in the year 1983. According to Shona Leitch and Matthew J. Warren 

(2010) Mumford defined ETHICS as a participatory methodology which concentrates on 

people and procedures. Enid Mumford also stated ETHICS as a socio-technical approach 

which identifies the collaboration of technology and people. These produces work systems 

which are equally technically efficient with social features leading to job satisfaction. It is an 

indicative methodology which aimed at identifying cause–effect relations for solving 

problems and it could be classified as positivist by insinuation Adman et al., (2000). 

According to Shona Leitch and Matthew J. Warren (2010), David et al, (1992) the ETHICS 

approach was based on the thought of failure of many systems. These tailed more on an old 

method of considering technical and economic factors, uniquely motivating a question about 

whether or not designers and analyst held a good view of users than the one held by the users 

of information systems. Mumford thereby concluded from this thought or the observation that 

the development of information systems is not strictly for technical issues, but rather the  

structural problem which is basically concerned with the process of change. Mumford & 

Weir (1979); Mumford (1995) 
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One of the fundamental beliefs of agile methodology is the emphasis on end user 

involvement in each phase of a system development cycle (Hoffer et al 2010). Operational 

requirements of clients organization and end user acceptance of a successful developed 

system is as a result of end user participation in system development life cycle, which boosts 

the development and implementation of information systems. Some researchers’ (De 

Brabander and Edstrom, 1977; Alexander and Stevens 2002) argue that end user involvement 

in different stages of software or system development create a feeling of ownership of the 

system’s use-cases, design and resulting system acceptance. Mahmood et al. 2002 proved 

otherwise that end user satisfaction is a strong indicator of information technology system 

and end-user satisfaction is directly associated with end user involvement. It is therefore 

critical that in evaluating the success of an information system product, end users’ 

perspective to success should be primary. Chiemeke (2003) developed a user-centric model 

for analyzing software projects which aimed at predicting the success or failure of a project 

before it takes off, based on user involvement in the system development process. This 

researcher speculated that one of the primary success factors in an IT project is the 

integration and recognition of end users in the Analysis, design and implementation phases of 

the desired project. But researchers such as Hartwick and Barki, 1994; Lu and Hwang 1999; 

Winston and Benjamin 2000) related end user participation to successful outcomes such as 

greater user acceptance of the system, Usage or usability of the system and increased user 

satisfaction. End user involvement is therefore necessary for any information system project 

in other to meet the actual operational needs of the organization, because inadequate end user 

involvement in system projects could lead to deficient specifications, end user dissatisfaction, 

extra cost on the developers and over budgeted developed system. Chiemeke, (2003) 

 

 

1.1 DEFINITION OF TERMS 

Who are Users of an information system? Users of information systems are persons who 

communicate with a system through an interface to extract some functional benefit; end-users 

are used to distinguish whom a hardware or software product is designed for. Users 

contribute in one way or the other in the development life cycle of a System to a certain 

extent. This makes use of involvement and most times take the form of representation. 

According to previous research, the implementation of users in the development of 

information systems takes two distinct forms which are implemented in their respective ways. 

These are  

 User Participation 

 User Involvement 

User participation refers to the assignments, activities and behaviours that users or the 

representatives perform during the systems development process. This refers to the users who 

take part directly, indirectly, using formal meetings and teams and informal relationships with 
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tasks. It can also be performed alone or shared with others who are to participate. While User 

Involvement refers to a personal emotional state reflecting the significance and individual 

relevance that a user attaches to a given system Barki and Hartwick (1989); (1994). This is 

more on the mental level.  

 

1.1.1 USER PARTICIPATION 

The idea of participatory design started from the belief that the contribution of users’ views 

provides multiple benefits. These include increased user accountability for the system’s 

design resulting in work force commitment, reduced employee resistance to change, and 

increased job satisfaction. This approach is expected to aid intervene power relations among 

stakeholders and make possible organizational learning by inventing valuable information 

about the process change of the organization. The motivation behind this approach is that the 

adoption is clearly beneficial in the sense of having a good and successful system. But the 

issue with this approach is that users are usually captured by their immediate responsibilities 

at work or whatever they do with the system which could also be an act of non reality. They 

are not fully engaged in evaluating the new system which is to be used therefore increase in 

participation is needed. Wagner & Piccoli (2007) 

In some system for example the enterprise systems, Kwaleke & Wood-Harper (2002) 

reported that user participation is being deployed to serve the interests of the project manager 

in reporting local circumstances as the implementation project moved across different sites. 

This is achieved by indirectly involving the users with difficulties at different project sites 

with the project management team or leaders working with the project management team. 

Ideas that are raised are scrutinized before they are either developed or rejected. Although the 

users are consulted and may have a genuine input in the process, ultimate discretion resides 

with the project management.  

 

According to He & King (2008), since the origination and wide utilization of computers in 

businesses, user participation in system development has been on the peak of research 

attention. Many academics and consultants propose user participation in system development 

as an effective practice to achieve outcomes which are favourable like user satisfaction 

enhancement and increased system quality as stated in He & King (2008), Ives & Olson 

(1984), Markus & Mao (2004). Furthermore, the relationship of the outcomes of user 

participation in system development has fundamental importance to both research and 

practices, which serves as the basis of study and therefore encourages user participation in 

both research and prescriptive literatures. Kirsch & Beath (1996). It has also been identified 

that the validity of this outcome relationship is a requirement that may be used to explain 

exactly how user participation affects the success of a given developed system. Baron & 

Kenny (1986), Jarvenpaa & Ives (1991) 

He & King (2008) concluded from their work that the general unassuming (modest) effect of 

user participation recommend that user participation alone may not be sufficient to predict the 
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success of information system development projects most especially when the productivity 

outcomes are the research interest. Thus should be used in concurrence with other important 

factors to achieve a satisfactory system development outcome.  

Previous research has pointed out the problem of the gap between research and practice in 

connection with system development, which is, professionals working with the system 

development without using the techniques for increase in usability that researchers promote. 

Organizations in the field of system development are subject to change, subject to continuous 

shut down and restoration in new shapes and forms. This speedy development of technology 

places high demands on both the structure and the users in the organization. Ljung & 

Allwood (1999) 

In Ljung & Allwood (1999), described the computer consultants’ view of user participation in 

the system development process. From their study, it is difficult to take into consideration all 

the wishes of the users when a project is carried out with limited resources of time and 

money. Furthermore, if there is a definite deadline which exists in the project, the opinions of 

users are often regarded as secondary importance depending if specific resources are 

allocated for user participation then they are considered. In conclusion of their research, they 

identified that collaborative involvement can be an important approach to a successful system 

development from the consultant’s perspective and which also depends on the size of the 

system/organization.  

 

End-user Participation Studies in Some Developing Countries 

 

The research on end user involvement/participation has not been extensive in developing 

countries compared to that of the industrialized countries and continents. On the other hand, a 

number of studies on end user participation have been accomplished, with emphasis on 

finding system development methodologies that would improve end user involvement. A 

number of these studies endeavored to identify factors that could influence end-user 

participation in system development (Akinnuwesi et al. 2013)  

Below is a brief description of some of the studies of end user participation in developing 

countries as seen in Akinnuwesi et al. 2013  

 

Researcher Study Location 

Mursu et al.(2000) This research presented some special requirements 

for information system development in Nigeria 

and Africa at large based on some socio-economic 

as well as wider socio-political context. Also 

sustainability, affordability, socio-economic 

justification and community participation should 

be addressed by information system development 

methodologies, which must be highly practicable. 

These issues are critical in developing countries 

Nigeria and 

Africa 
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and they are not sufficiently addressed by existing 

information system development methodologies. 

Harris and Bala (2000) This research focused on the identification of 

users’ requirements in communities. The 

requirements are needed for the development of 

information systems that will satisfy the end-users 

needs as stated in the requirements definition. The 

authors considered developing methodologies that 

will support the development of community 

information systems in remote communities of 

Sarawak in Malaysia. 

Malaysia 

Soriyan etal. (2001) This research presented the theoretical and 

Empirical research methods for studying 

information system development as a work 

practice in a given socio-economic context. The 

methods were applied into providing a “landscape 

views” and three “in-depth portraits” of 

information system development in Nigerian 

software companies. 

Nigeria 

Gichoya(2005) 

 

The authors of this study identified and 

synthesized the characteristic challenges, which 

prevent government based ICT initiatives from 

succeeding in developing nations. The factors 

affecting ICT implementation were categorized 

into success and failure. These were further 

categorized as drivers, enablers, barriers or 

inhibitors. Vision, strategy and government 

support were considered important for success 

while lack of funds and poor infrastructure were 

considered as major failure factors. 

Kenya 

Meso et al.(2005) The authors identified factors influencing the use 

of mobile information and communication 

technology also known as Mobile ICT in two Sub-

Saharan African countries using theories of 

technology acceptance and technology transfer. 

The authors established that access to Mobile ICT, 

and cultural influences on Mobile ICT diffusion, 

strongly influence individuals’ perceptions of the 

usefulness and ease of use of Mobile ICT. 

Therefore individuals’ perceptions about the 

reliability of Mobile ICT influence use of these 

technologies significantly and as a result will 

influence the involvement of the end users’ in the 

development of the project. 

Nigeria 

and Kenya 

Tibenderanaet al. (2010) This research measured the levels of end users’ 

acceptance and use of hybrid library services. An 

acceptance and use of service model was 

Uganda 
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developed based on the Unified Theory of 

Acceptance and Use of Technology (UTAUT) 

model. The results established that relevance and 

social influence have significant effects on 

intentions to use e-library services. It was also 

established that university communities in Uganda 

are inclined to use electronic library services due 

to social demands, relevance of services, available 

facilitating conditions and benefits they expect 

from the services. The acceptance and use of 

service exhibited by the end users is an indication 

that they might be involved in the development of 

the project. 
Benson(2011) This study empirically resulted to some factors 

hindering the adoption of Hospital Management 

System (HMS) in Nigeria. These factors include: 

Lack of funding support, unfavorable government 

policies, high cost of full implementation of a 

HMS, inadequate human capital, corruption and 

poor infrastructure. If end users are hindered by 

these factors in adopting HMS, it implies that they 

may be reluctant in getting involved in the 

designing and development of HMS. 

Nigeria 

Table 1.1 Source: Akinnuwesi et al. 2013 
 

 

1.1.2 USER INVOLVEMENT 

User involvement can be defined as the degree of psychological identification users have 

towards a system. According to Kappelman & McLean (1991), irrespective of the individual 

roles of both user participation and user involvement, there is a strong evidence in support of 

the need to recognize  user involvement as something distinct, though associated with user 

participation to understand better user satisfaction for a successful system development. It 

appears that both user participation and involvement plays a vital role because to ignore 

either the behavioural or psychological aspect of a user engagement invalidates the final 

system which is to be developed. Finally, they suggested that the psychological aspect of the 

user which is user involvement maybe more important due to the fact that the degree to 

achieve user satisfaction and probably a successful system use is at its peak. 

Kujala (2003) focused on the study on early activities in a development process and 

concluded that user involvement has generally positive effects especially on user satisfaction. 

Kujala also proved some evidence which suggested that taking users as a primary information 

source is an effective means of requirements capture. However, the roles of users must be 

carefully considered thereby needing more and efficient cost practice for gathering various 

user needs and requirements in the development context.  
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From previous research, it has been identified that users’ involvement in the design and 

implementation is highly positively related to the perception of users usefulness to the system 

(Franz & Robey, 1986). Copenhaver, (1986) states also that active involvement by the users 

in the design process infuse gradually the sense of ownership in the end product that also 

produces several benefits like better system design, increased willingness to use the system 

and a more positive attitude to computer systems. Therefore effective involvement of user 

can give a better understanding to the system development and as well as provide satisfactory 

product. 

 

User involvement is important in so many ways because in system development especially 

the feasibility study and design phase, the developers need to know what the existing 

problems are and also identify the requirements for the new system which are all gathered 

from the users of the current system, unless the developer has worked for a long period in the 

current system Dodd & Carr (1994), Sun (2013). It is also important to get the information 

from the user no matter how much the developer know because change is said to be constant 

and users are experts in their work and what they do. Again, user involvement aids the system 

developers to get fast and easy methodologies, provide more reliable ways to organize 

features into menu based on user data and makes possible for the system developers to 

understand and know users word list for easy communication using same language Allen et al 

(1993), Sun (2013) 

 

User involvement is playing a more and more vital role in the system development cycle and 

meaningful involvement of users in system development coupled with overall user 

orientation has been identified as being critical to the success of any project. Sun (2013) 

Ravichandran & Rai (1994), Sun (2013), stated that the need to improve system development 

quality is increasingly felt by information system department in organizations and the clear 

definition of system development quality is highly focused in identifying the quality 

problems in the system. User involvement can support the clear definition although 

sometimes the users will give inaccurate information to the system developers. 

User involvement is a social research technique which is used to improve effectiveness in 

system development. In this paper the method which can be used to involve users will be 

evaluated and taken into consideration if it is enough as a structured method for a successful 

system development. 

 

There are some benefits of user involvement for system methodologies which were identified 

in Dodd & Carr (1994), Sun (2013) which includes avoiding the conflicts between users and 

data services, identifying current problems which might have been neglected because of lack 

of understanding in the environment, improvement of organizations computer literacy and 

better understanding of computer based technology and system processes for users thereby 

creating better knowledgeable user community who is able to request and make use of such 

technology. User involvement is a state of mutual beneficial processes where by the user 

contributes to the system and also gains better knowledge from the system.  
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1.2 FORMS OF USER INVOLVEMENT 

There are various significant forms of user involvement which was suggested by (Carmel 

1993) that the difference between these various involvement approaches is the degree to 

which users contribute to a product development process. (Kujala, 1997) furthermore 

categorized user involvement into three distinct forms namely consultative, informative or 

participative involvement. Primarily, Users may either take active roles or maybe involved as 

providers of information, commentators or objects for observation. 

1.2.1 Informative Involvement 

This participation type, do not permit users the ability to actively influence the 

implementation phase of the system or product. Users simply make available information 

about inputs, estimated outputs and the various processes between the required inputs and 

outputs (Olson 2004). This means that the users are not properly involved in how the input is 

being processed. 

1.2.2 Consultative Involvement 

Consultative involvement seems to be deeper than the informative involvement. This case, 

users have little influence or control over the operation and output of the system or product. 

The users here are assumed to be more knowledgeable, thereby providing less ambiguous 

information which requires less or no effort to process by the designers/developers (Kujala, 

1997). 

1.2.3 Participative Involvement 

 This involvement approach places the users at the center of the development/design process. 

The users define ‘WHAT’ and ‘HOW’ the processes are to be done. Here, the information 

technology experts’ acts as the technical partners while the ownership falls on the users of the 

system. Participative involvement gives a high degree of information, control and influence 

to users thereby making the system successful but this approach could be cumbersome. 

Information, control and influence are the key words that centers user involvement (Kujala, 

1997) 

 

1.3 BENEFITS AND IMPORTANCE OF USER INVOLVEMENT 

There is a general understanding which has been that extensive user involvement is not only 

important but absolutely essential to system success. This relationship of user involvement 

for a successful systems development has been the focus of so much attention for information 

systems researchers, therefore resulting to have shown mixed results which was empirically 



9 

 

studied and concluded that user involvement in the system development process is indeed 

very important to system success. Harris & Weistroffer (2009) 

 

Some of the benefits of user involvement include avoiding expensive system quality that a 

user cannot use or does not need, improved system quality resulting from more accurate user 

requirements, high level of system acceptance, high level of participation in decision making 

for some organizations and effective use of the system which results to greater understanding 

of how the system works. Damodaran (1996) 

Furthermore Damodaran stated that the emphasis on User involvement for a successful 

system development is practically to avoid ill-effects on the users during the implementation 

of operations. Again, the major foundations of the social design approaches if not all, store up 

problems for the future when there is no effective user involvement in all stages of planning 

and design of systems.  

 

According to Barki & Hartwick (1994), Participants in the development process are likely to 

believe that a new system is important and personally relevant. Furthermore it was claimed 

that if users are given the duty to manipulate the design of a system, they will develop 

feelings of ownership, which would in turn enable them to get a better understanding of the 

new system and how it could assist them better in their job. It was thus shown that the way 

users perceive a system is largely dependent on their level of participation in its development 

process and the valuable insight on their preferred form of involvement and how their 

preference impacts the users-developer knowledge sharing process, relationship and thus the 

effectiveness of the involvement.  

 

The goal of most organizationally based information systems is to improve performance on 

the job. Unfortunately, performance impacts are lost whenever systems are rejected by users. 

User acceptance is often the pivotal factor determining the success or failure of an 

information system project 

 

 

1.4 CONCEPTS FOR USER INVOLVEMENT 

It can be seen that in the traditional IT design and development, Users are important sources 

of design information and also are partners in the design process to ensure the usability, 

usefulness, elegancy and the desirability of the technology despite the age range due to the 

fact that technology is linked to modern life (Weatherall and White 2000). According to 

LeRouge et, al., (2013), the major characteristics of the traditional IT design methodology is 

that it typically limits the user participation to a consultative role whereby the whole of the 

design decisions are determined by the IT designers /developers themselves. They 

Furthermore, noted that Requirement gathering have been problematic particularly in 

traditional systems analysis and design methods due to the fact that it does not seem to reach 

out the level of personal connection needed to capture the mind of user groups. 
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In system development design, a system which is to be designed/developed could vary in the 

sense that users of the system may choose to accept to make use of the system or not, for 

example transaction processing systems and some decision support systems. This means that 

for decision support systems, information required to build such systems are strictly 

dependent on the users therefore user involvement is of high importance. Lynch & Gregor 

(2004), Ives & Olson (1984) 

According to Lynch & Gregor (2004), It is possible for a system to be concurrently viewed as 

both successful and unsuccessful. From their research, they explored the relationship between 

user participation and system outcome and user influence was identified as important 

construct for a successful outcome of a developed system. For d success of a developed 

system to be achieved, the degree of user influence is of utmost importance which is as a 

result of both the type and depth of user participation. 

Some researchers have developed/designed some tools which can aid in the user involvement 

for system development. These concepts include interviews, Scenarios, questionnaires and 

the persona but for this research the Scenario and the Interview would be evaluated in other 

to identify which can be more appropriate for a successful system development.  

 

1.4.1 Interviews 

One way to gather information is to ask questions to people or group of people and get their 

opinion of the issue. The questions can be of product focused nature where straight simple 

questions about the specific product is asked, or can be open questions which gives the 

people confidence to tell their own stories. Britten (1995) 

Structured, semi-structured and unstructured interviews are often the three categories 

mentioned together with interviews. Structured interview is when the questions are usually 

pre written and the interviewed persons get to answer them, semi-structured is the case 

whereby the questions are asked and answered but the interviewer can ask follow up 

questions in other to get a clearer view on how the interviewed thinks and in this case deeper 

information can be captured. The unstructured interviews are open questions whereby 

qualitative data are mostly collected. 

The use of Interviews is most likely to be the most widely used tool or fact finding technique 

for user involvement; it is also the tool that involves adequate skill and sensitivity while in 

use. This technique can be used to obtain information from the management for the new 

system which is to be developed and also about their objectives for the Organization as well, 

either from the staff about their existing jobs and their information needs or from the 

customers and members of the public as possible users of the systems which is to be 

developed. 

Interviews with different potential users of a system discreetly means that the developing 

team is given different information by different people, although it can be tactful and difficult 
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while resolving these differences later and this process is time consuming. Other option can 

be the use of focus group interviews in order to get the users to arrive at a consensus on the 

subject. This agrees with (Stapleton, 1997) in Dynamic Systems Development Method which 

is a technique of carrying out systems development in which group discussions are used.  

These discussions are organized as Workshops for well-informed users with a facilitator 

whose aim is to get the users pour out their knowledge and to reach a consensus on the main 

concern of the development project. 

It can also be assumed that questionnaires are used as a substitute for interviews when the 

potential interviewees are isolated in branches and offices around the world geographically. 

The extensive use of video conferencing can change this and as well make it possible to 

interview staff wherever their geographical location is. Even then, questionnaires can reach 

more people as well. 

According to Bohgard, et al., (2008) there are both positive and negative sides with 

interviewing, the positive is that there is a possibility to ask follow up questions to clear out 

information so as to avoid misconceptions. The negative is that the person interviewed can be 

affected by the interviewer, and it can be time consuming due to the fact that the interviewer 

has to be present all the time.  

Interviews are appropriate in most projects due to the fact that they can provide in depth 

information about the existing system and about the peoples requirements from a new system. 

Interviews as a concept for user involvement for system development are a structured 

meeting between an analyst and an interviewee who seem to be a member of staff of the 

organization which is to be investigated. This may be series of interviews that vary across 

diverse areas of the interviewee’s work or that probe in progressively greater depth about the 

tasks undertaken by the interviewee. The level of construction of the interview questions may 

vary, they could be planned with a fixed set of questions that the interviewer works through, 

while others could be designed to cover certain topics but will be open-ended enough so as to 

allow the interviewer to track interesting facts as they become known. The ability to respond 

flexibly to the interviewee’s responses is one of the reasons why interviews are so widely 

used.  

 

 

 

1.4.2 Persona 

The persona is a prototype of a user which contends to give the ‘precision’ required in design 

work. This concept was introduced in the late nineties by Alen Cooper and the aim of the 

approach was for goal directed design. This interaction design concept was considered by 

practitioners and researchers to involve end users’ information in the development of an IT 
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system which helps to form the basis for evaluating the design solution. It was designed with 

the description of the goals/aim of the user, their needs and what they do which is ‘task’  

Rönkkö et al., (2004) further described methods and techniques that could be complemented 

by persona which includes prototyping, mock-ups, scenarios and contextual designs. 

Gudjónsdóttir and Lindquist (2008); Matthews et al (2012), believed that personas are not 

used for design but exclusively for communication purpose, they stated the reason because 

they believe its not relevant, it has misleading descriptions and finally has poor beginning and 

integration of the method into the design process Chang et. al. (2008); Blomquist and Arvola 

(2002), Nielsen and Hansen (2014) but they rather prefer to use scenarios to persona. 

The use of persona is also considered much necessary in the development of information 

system because of its advantage of cognitive friction reduction in the development of 

applications or systems. This concept was coined by Allen cooper in his book ‘Inmates are 

Running Asylum’. The advantages include provision of precision in the definition of a user, 

that is a detailed description of the user is provided and which is the target. Secondly it 

proves a shared foundation for communication and lastly it provides scenarios for 

recognizing and testing political and social assumptions about users Rönkkö et al., (2004). 

Furthermore, they stated a disadvantage which the persona has which is that the persona does 

not capture the elastic users, that is a user who might be twisted and expanded to adapt to 

technical contingencies. Cooper believed that the detailed user description can lead to 

accuracy which is important in the involvement of users. Grudin and Pruitt (2003) agreed 

about the detailed description of user which is important in a persona but said it shouldn’t be 

used in the expense of accuracy because accuracy is achieved by the means of using both 

qualitative and quantitative information which the persona does not completely entail Rönkkö 

et al., (2004); Sinha R (2003). 

Dharwada et al., (2007) describes that the constant presence of a user which is known as the 

participatory design or user participation on the team enhances the user thereby making the 

designers focus more towards getting a better description of the user during the development 

of a system more than simply referring to a general user with no specific reference. 

Furthermore stated that what the persona does is that it enhances the interface development 

process until the system which is being designed or developed qualifies for testing. They 

went ahead saying that the user testing is very important which the persona cannot replace 

during the development stage. 

In the aspect of system development, it have been found that personas are beneficial and 

often use even from the beginning of the development of a system to the end most especially 

at the initial phase because everything about the use of the system need to be considered 

while designing and development of a particular product. 

 

Depending on the type of system which is to be developed, it has been noted that the persona 

does not provide suitable instructions of use if the system or the audiences who will use the 

system is international. When it comes to such systems, the languages across the countries 
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need to be considered and it has to be culturally diverse and to achieve this also, the 

collection of the data will be very difficult and time consuming. Sometimes the data which is 

being collected might not be enough or appropriate for the system Nielsen and Hansen 

(2014).  

 

Source http://www.werner-puchert.com/wp-content/uploads/2008/07/persona_todd-zaki1.jpg 

Fig 1.1: Example of a Persona 

 

1.4.3 Scenario 

Scenario-based design has been an important tool for products and system 

design/development and there has been series of research on the use of scenarios as seen in 

(Kolli  1993, Caroll 2000, lacucci et. al., 2002) . Scenario-based design offers important and 

distinctive influence on some of the major quality and difficult challenges of design work; 

they call to mind, reflections in the content of design work, assisting developers/designers 

coordinate design actions and reflection. Scenarios are same time real and flexible, aiding 

developers/designers manage the flexibility of design situations. Scenarios can also be vague 

and branded, aiding developers/designers to recognize, capture, and reuse overviews, and to 

address the challenge that technical knowledge often lags. Carroll (2000) 

http://www.werner-puchert.com/wp-content/uploads/2008/07/persona_todd-zaki1.jpg
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Scenarios are short comprehensive, imaginary stories a developer /designer write to describe 

a characteristics of a visitor of a certain application or product, the challenges they face and 

the information they need to be convinced to buy the firm’s products or services. The more 

details included in the scenarios, the better the developer/designer will be able to satisfy their 

user’s needs. 

In addition, scenarios are used in future studies to sum up the results of research about 

alternative possible features; also it can be created to depict current situations as well. Again, 

due to the fact that scenarios can be used for a series of purposes, the definition thereby varies 

a great deal depending on the context. (Ylirisku 2004). Furthermore, the aim of the use of 

scenario is to keep product details in the background while the focus is set on Users’ 

activities and contexts. The meaning of different designs is conveyed by putting them in the 

use context including users, their intentions and environment with the promotion of scenarios. 

A scenario can explain the function of a system, service or product in a brief, concise and 

engaging way. Unlike drawings and mock-ups, scenarios are good for communicating casual 

relationships due to the fact that it describes happening events over time, thus making it an 

ideal tool for communicating the useful functions of a product. 

 

Scenarios can be said to be clear descriptions of a theoretical procedures regarding a product 

during a certain phase of its life cycle (Miedema et al., 2007). According to (Rosson and 

Carroll, 2002), Scenarios consist of the Actor, Setting and event of a particular product 

interaction as well as information about the mental activities like the goals, plans and 

reactions of the users of the product. 

These can be conveyed by the means of images, text, movies or animations. It can also be 

expressed by exhibiting a prototype which can be either real or virtual in an environment 

which can also be either real or virtual (Van et al., 2008). Furthermore, Scenarios are used to 

report problems, requirements, limitations and potentials during the design process of a 

certain product. 

During the design phase, the use of scenarios enhances clear communication of design 

material amongst involved users; furthermore, it can be very beneficial in dealing with 

adjustments amongst opposing design goals as they may allow making decisions but at the 

same time keep open options. 

According to (Carroll, 2000), a scenario describes what happens in a specific situation 

without constraining to details on exactly how things happen. In addition to, Scenarios also 

permit incorporating the effect of the environs on the operation of a product and the 

functioning of a product on the influence of the environs in the development process by 

clearly foreseeing the co-evolvement of the environs with product interactions. 

Scenarios consequently allow involving the requirements placed on the product to its use 

environment, even if the use environment is dynamic for instance real time systems (Brouwer 

and Van der Voort, 2008). 
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Source:  http://www.slideshare.net/OMShare 

Fig 1.2: An example of a scenario. 

According to Wang et al 2008, Scenarios form the foundation for the design, development, 

and evaluation of a system due to the fact that they believed scenario-based design increases 

product success through valuable user insight 

 

 

http://www.slideshare.net/OMShare
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1.5 INFORMATION SYSTEMS AND END-USER INVOLVEMENT IN 

DEVELOPING COUNTRIES 

Nigeria possesses many of the characteristics of a developing country. According to 

Weatherby, et al (2006) these characteristics’ of a developing country include lack of capital 

and appropriate technology, poor communication facilities, delayed modernization, high 

illiteracy level, lack of skilled personnel, large population and unequal distribution of wealth.  

Furthermore, Akpan-Obong (2009) stated that while these features are common in many 

developing countries, for years they were mixed in Nigeria by other conditions such as 

Militarism, religious and ethnic conflicts. The interchange of these factors possibly creates 

major challenges to the application of ICTs as tools for socioeconomic development in the 

country.  

Nigeria is the most populous country in Africa, representing about 20% of the entire sub-

Saharan African population. It is one of the largest countries in Africa with a population of 

over 150 million people and information technology is one of the emerging technologies. 

This development is speedily deployed in both private and public sectors of the economy for 

the processing and management of organizational data (Akinnuwesi et al, 2013). Several IS 

projects have been carried out for the provision of services to both private and public 

organizations. On the other hand, many of such projects in Nigeria failed in one way or the 

other due to poor end user involvement in system development process (Egbokhare and 

Onibere, 2008; Chiemeke, 2003). In spite of the efforts by the Nigerian government to 

harness the massive human capital in the IT sector for planning and development of 

Information system projects, there have been several implementation setbacks, of which 

some are attributed to poor end users involvement in Information system projects. 

 

1.6 RESEARCH QUESTION AND THESIS OVERVIEW 

End user involvement and methodologies has been an issue which has generated broad 

discussions since the 1960s but still remains a topic with a number of unresolved issues in 

developing countries. And some questions still remain largely unaddressed in the context of 

developing countries. The key question, which this research seeks to provide answer to, is;  

Is interview based user involvement technique a more appropriate concept than scenario 

based user involvement technique with respect to end user satisfaction for system 

development in developing countries?  

Chapter one of this research is the introduction to system development and user involvement 

in developing countries, literatures regarding various user involvement techniques. Chapter 2 

presents research methodology and tools for data collection. Theory of the thesis and research 

model is presented in the 3
rd

 chapter. The 4
th
 chapter presented with the empirical study 

showing the case descriptions, data analysis and data collection of this thesis. The 5
th

 chapter 
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discussed the results/findings of the study so far and conclusions were drawn in the final 

chapter where further research is stated as well. 

 

1.7 OBJECTIVE AND BENEFITS OF THE STUDY 

The main objective of this study is to evaluate user involvement concepts or methods 

(Scenarios and Interviews) of developed systems used by designers to meet the requirements 

and ideas of users during the development or design phase of any system. Other objectives 

are also to ascertain which method is more appropriate and make necessary recommendation 

for a successful system development. 

The end-users of the case study in this research would be considered to be able to know how 

good and easy to use of these systems to the various users which can also be equated as user 

satisfaction. 

The benefits of this study include the following: 

 

 It helps developers/designers to identify current problems that can be neglected due to 

environmental/organizational misunderstanding. 

 It helps to improve end-user productivity to achieve a certain task. 

 It also helps to decrease system support 

 It provides better understanding of computer-based technology and the overall 

improvement of the computer literacy level of an organization.  
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2  METHOD 

A survey on the research question mentioned above was done to evaluate which tool 

(Interview based user involvement technique or scenario based user involvement technique) 

should be a better end user involvement approach when developing a new or existing system, 

since there is no clear difference between them. An evaluation of which approach to use and 

the relationship between them will also be investigated. Investigation of the Satisfaction of 

the system based on the user's perspective was done with respect to the outcome of the 

system by the users.  

 

2.1 QUESTIONNAIRES 

The questionnaire was used for the users of the system which are a large sample of people. 

The usage of this questionnaire helps to gather data on a wide variety of topics, easy to 

administer to get both qualitative and quantitative data and it’s relatively cheap. This 

questionnaires can be administered by mail, as handouts, telephone, electronically or face-to-

face interview, depending on the resource available. This method can be used when resources 

are limited and a large sample of people are involved which makes it very relevant for this 

research. The Questionnaires also helps to gather data based on the knowledge, belief, 

attitudes and behaviours that is unique to each respondent which gives similar pros of using 

interview as a tool. Interview can be very expensive and time consuming to be done on large 

sample of people which make questionnaire a better option for the collection of data from the 

users of the system. 

Questionnaire was administered to users of age 18 years and above in order to get specific 

information and views of the respondent on usage of the system. The responses of the 

questionnaire was used to measure the performance of the existing systems to the users, 

based on its efficiency, ease of use and also if the goals and needs of the users were captured 

properly. The reason for using questionnaires is to reach out to a larger number of people 

who made a good sample and were involved in a given systems. Their involvements were 

evaluated from the responses given with the aid of their performance of efficiency and ease 

of use with the systems. 

The questionnaire for this thesis consisted of three main parts. The first section was used to 

collect demographic data of the respondents and job related data; while the second section of 

the questionnaire generally measures user's usability and learnability of the website. Lastly 

the third section generally measures the quality of the system, information quality of the 

system and interface quality of the system when using the website. Majority of the questions 

(especially the second and the third section) were designed using a five point Likert-type 

scale. 
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2.2 TOOL FOR DATA COLLECTION AND ANALYSIS 

For this research, the questionnaires were designed with the use of google forms which made 

it easier to send electronically to randomly selected respondents’. The results of the 

respondents were exported to Statistical Package for Social Sciences (SPSS) which was used 

for this quantitative analysis.  

SPSS offers advanced techniques in an easy to use package to help one find new 

opportunities improve efficiency and minimize risk. It is an integrated family of products that 

aids to address the entire analytical process, from planning and data collection to analysis, 

reporting and deployment. This comes with more than a dozen fully integrated modules to 

select from, you can also find the specialized capabilities you need to increase revenue, 

outperform competitors and make better decisions. 

In this study, Independent t Test analysis was used for the comparative analysis between the 

forms of end user involvement in order to answer the research question. It compares the 

means of two independent groups in order to determine whether there is statistical evidence 

that the associated population means are significantly different. The Independent 

Samples t Test is a parametric test. 
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3  THEORY 

Features of Information system success have been grouped by previous researchers into 

measures such as system quality, software quality, data quality, information quality, and 

service quality. Some of these measures are closely related, as system quality and software 

quality relate to the technical aspects of a software system. Information quality, which is 

dependent on data quality, deals with the presentation format and the information content 

provided to the users’ of a certain system.  Below is the description of constructs used for this 

research.  

The theoretical foundation of this research is based on previous scientific study on 

information system success. Alloway (1980) developed 26 criteria for measuring the success 

of a data processing operation. The efficiency of hardware utilization was among Alloway's 

system success criteria. Other researchers have as well developed numerous measures of 

system quality. Swanson (1974) used several system quality items to measure MIS 

appreciation among user managers. His items included the reliability of the computer system, 

on-line response time, the ease of terminal use, and so forth. For this thesis, successful 

information system will be measured using 5 constructs of which has also been studied by 

different researchers for User Satisfaction of a certain product or system including Adrian 

Garcia (2013). These constructs include Usability, Learnability, System Quality, Information 

Quality and Interface Quality. According to Adrian Garcia who is a user researcher stated 

that Standard Questionnaires were designed to measure these constructs so as to:  

 Allow practitioners and researchers to report results in finer details than they could by 

using personal judgments. 

 Have a standard generalization of findings from a sample to a greater population 

 Easy to compare different design iterations throughout the development process. 

 Easier for researchers to communicate their findings. 

 

USER SATISFACTION 

Researchers in different fields have proposed numerous models and theories to signify 

different levels of user information system adoption. This is based mainly on observations in 

cognitive psychology, the business area and research studies in the social sciences. According 

to Hadji & Degoulet (2016), the existence of a bi-directional relationship between satisfaction 

and profession-adjusted use was tested, in a 14 years longitudinal analysis evaluating the 

evolution of the factors of satisfaction and use over time. The outcome of the analysis was 

that satisfied end users are susceptible to use an information system more appropriately and 

equally, that satisfaction ought to increase with usage. Aggelidis & Chatzoglou (2012) further 

explained that end user satisfaction can be described as the information system end user 

general affective and cognitive evaluation of the pleasing level of consumption, related 

fulfillment experienced with the information system. 
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Cyert and March (1963) who were the first to propose the concept of user satisfaction as a 

substitute of system success, suggested that for an information system that meets the 

requirements of the users strengthens their satisfaction with the system. In Bailey & Pearson 

(1983), Doll & Torkzadeh (1988) user satisfaction is frequently used as an indicator of user 

perception of the effectiveness of an information system which is related to other significant 

constructs regarding systems design and analysis. In Aggelidis & Chatzoglou (2012), Bailey 

& Pearson developed the most often used instrument for end-user computing satisfaction and 

identified 39 factors that can be used to measure computer user satisfaction in information 

systems. This model was first evaluated and redefined by some researchers in the year 1983 

and 1988 respectively and as a result, a new condensed model was then developed consisting 

of 13 factors, which can be broadly grouped into three main scopes:  

1. Information quality of which typical measures include accuracy, relevance, 

completeness, currency, timeliness, format, security, documentation and reliability. 

2. EDP (Electronic Data Processing) staff and services, of which the measures consist of 

a level of support, training, staff attitude, ease of access and communication. 

3. User Knowledge or Involvement which the typical measures mainly comprises of user 

understanding and participation, user training. 

Additionally, two other dimensions, namely System Quality and Interface Quality were also 

proposed by some other researchers as in Suh et. al., (1994), Etezadi-Amoli & Farhoomand 

(1996), and Mahmood et. al, (2000) from the information system attribute lists. Aggelidis & 

Chatzoglou (2012) further explained that the latter category denotes the interaction between 

the end user and the computer system, which entails the hardware devices, software, and 

other telecommunications facilities. While most measures in the former category are 

characterized by engineering-oriented performance, such as speed, upgrade flexibility, 

robustness, and features. Conclusively, these two groups consist of variables which 

DESCRIBE the efficiency of an information system, which has a significant impact on the 

satisfaction of end users.  

As user satisfaction has been identified by numerous researchers to be the most useful 

measurement for a successful system, Delone and Mclean identified three reasons why user 

satisfaction has been widely used as the single measure of information system success. 

Firstly, it gives a high degree of face validity, secondly it is a conceptual weakness and 

unavailability of other measures and lastly, it is the development of reliable tools for a 

measure. Soliman et. al., (2000) 

According to Gelderman (1998), the measurement of user satisfaction will treat the very 

unsuccessful systems as unreal but it’s easier to distinguish between information systems that 

are used. User satisfaction measurement assumes that users of a system know their own 

information needs and this introduces the necessity of multiple goal integrations between the 

user and the system. Furthermore, it is assumed that if the system meets the Users 

information needs, improved performance will automatically follow. This does not infer that 
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satisfaction causes performance rather, performance and user satisfaction are both caused by 

the extent to which information needs/requirements are met. In Yin et. al., (2012), a 

successful information system means: 

 For system designers, the system is implemented and completed on time and its 

operations and functions tally to the original project. 

 For managers, the system is capable of risk reduction while utilizing occasional 

resources effectively and  

 For users, the information system can help them improve their work performance. 

User satisfaction is a significant dimension for evaluating information system success 

through an association to user behaviours and affective response to information technology, 

thus, user satisfaction is appropriate for use as a key to evaluating the system performance 

according to users’ needs and to point to user’s perceptions of an information system. This 

may successfully reflect users’ intentions to adopt the information system Palvia (1996), 

Delone and Mclean (1992). The result of user satisfaction contributes useful information to 

improving the information system design and to examining the extent of impacts on 

organizational decision making, benefits, and operational efficiency Yin et. al., (2012). 

EASE OF USE 

Davis (1989) proposed two antecedents to predict users’ attitudes towards information system 

and its adoption which is the concept of usefulness and ease of use. Usefulness refers to 

people’s belief that using a particular technology will enhance their work performance and in 

the field of information management, this has been widely utilized. Ease of use means using a 

particular system free of effort. System accessibility, reliability, accuracy and availability are 

highly related issues to ease of use. According to some researchers, ease of use of an 

information system determines the users’ acceptance while some others pointed out that 

users’ perceptual value of an information system comes from its supporting of degrees of 

making decisions Yin et. al., (2012). 

 

3.1 INFORMATION QUALITY 

Researchers and practitioners have addressed the importance of information processing in 

traditional information systems; whereby wealthy information from various internal and 

external sources are being collected, processed and utilized due to the capability of modern 

organizations Xu & Koronios (2005). 

Thus Klein (1998) justified possible approaches to this problem by validating information as 

they are being inputted or warehoused into databases and to depend on the users to identify 

and correct errors. Fox et. al., (1994) & Huang et. al., (1999) stated different scopes on 

information quality that have been recognized to address information quality problems, in 
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different types of businesses and the information system which is being used. Therefore, the 

base of any information quality initiative are however dependent on some generic 

dimensions. Information quality is not affected only by the system but also other factors such 

as whether the information reflects the real world conditions and also if the information can 

be easily understood and used by the information user. ‘‘If the information is not 

interpretable and accessible by the user, even accurate information is of little value’’. Xu & 

Koronios (2005) 

When users perceive the product and the information as being of high quality, this implies 

that they quickly find the exact information they need on the question they have. Hargis et. 

al,. (2004) stated that vast majority of users testified that information quality affect both their 

views of the product/system and their overall product/system satisfaction. Furthermore 

information quality has a significant impact on users’ business decisions. Quality information 

addresses users where they are, for example in the user interface; it helps users accomplish 

real goals rather than forcing them to figure out how to accomplish their goals in the system. 

Hargis et. al,. (2004) added in their study that technical writers must be users’ activist 

throughout the process of system development. This implies that writers must relate their own 

skills and capability based on their solid research and proven methods. To ensure information 

quality, engaging users in the development process alone cannot be appropriate but also 

access of the writer to the users throughout the process. 

According to Clikeman (1999), the processing of information systems is related to the 

processing in product manufacturing companies. If information is not conveyed on time and 

the information does not conform to the needs of the users, then the user will be dissatisfied. 

Quality data is the heart of information quality in the sense that poor data quality results in 

poor information quality. Redman (1998) stated that poor data quality and hence poor 

information quality has contrary effects on system operations. Hence, employees will lack 

operational satisfaction due to inaccurate or incomplete information and customers (users’) 

will be dissatisfied as well. 

Characteristics for quality information must reveal what users want and expect from the 

information. Based on observations from users and on experience in writing and editing 

technical information, Hargis et. al., (2004) have found that quality information has the 

following characteristics: 

1. It should be easy to use. This means that a quality information need to be task 

oriented which implies that the information should be focused on the users’ goals and 

indicate a practical reason for the information. For information quality be easy to use, 

it also needs to be accurate and complete. This implies that the writer/developing team 

will make in-depth research before writing, avoid introducing inconsistencies, make 

user interfaces self-documenting and include enough information which is necessary 

2. It should be easy to understand. This means that information quality of a system or 

any product should be clear, concrete and styled. It is important for the developing 
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team to focus on the meaning of the information, avoid ambiguity, use specific 

language and as well consider the skill level and need of the users’. 

3. It should be easy to find. This implies that information quality of a system should be 

well organized, retrievable and visually effective. It is important to place information 

where users expect it and arrange elements to facilitate navigation. 

And these characteristics are applied when writing on a user interface. Thus leading to the 

following questions in the study of this thesis for measuring information quality. 

 Q17: Whenever mistakes are made while using the school website i could recover 

quickly. 

 Q18: The information available on the website is clear. 

 Q19: It was easy to locate the information i needed on the school website. 

 Q20: The information on the school website was useful in helping me complete my 

task. 

 Q21: The organizational display of information on the school website was clear. 

 Q22: The interface of the school website is pleasing. 

This brings the proposition P1: 

Information quality has a positive significant effect on user satisfaction towards using, 

controlling for quality of the system 

 

3.2 QUALITY OF THE SYSTEM 

Generally, software quality may also mean system quality according to Gorla et. al., (2010). 

Software not serving its intended purpose, prone to errors, not being designed as specified 

and have few security provisions resulting to high cost are generally lower software quality 

Torn (1990). Gorla et. al,. (2010) added that a flexible system can be modified easily and 

quickly, thus meeting changed user information needs efficiently and quickly, leading to 

relevant and updated information outputs to users, which implies high quality information. 

Their opinion above led to the statement that a high flexibility of system quality which 

includes useful features of the system and maintainability, leads to high information content. 

Furthermore, a system that utilizes graphical user interface (quality interface), can present 

information to users in an easy to understand format, permitting the users’ to make effective 

use of information systems. Nelson et. al,. (2005) assumed system quality to have received 

less formal treatment than information quality in previous literatures on information systems 

but Gorla et. al., (2010) concluded that, a well-integrated system provides comprehensive and 

precise information so that its outputs will be useful for users’ daily jobs and applicable for 

decision making. System quality in the case of information systems has however been shown 

to be positively associated with perceived benefits in terms of ease of decision making 

Wixom &Watson (2001). 
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Elements of system quality are often combined with scopes that are closely related to service 

quality and ease of use for instance in Baily & Pearson (1983) included varieties of system 

dimensions such as completeness, degree of training, reliability and many more that relate to 

information system services of user satisfaction. Also, operational measures of ease of use are 

equated to system quality as in Rai et. al., (2002). According to Nelson et. al., (2005), all 

these constructs are clearly related but are not the same. A system that is perceived to be easy 

to use may also be perceived to be high quality; therefore the consequences of system quality 

maybe ease of use. Similarly, systems bundled with a high level of interface quality and 

information quality may be viewed to be of higher quality, making user satisfaction a 

covariate to the quality of the system. These interrelationships are the cornerstone of 

information system success as stated in Seddon (1997). These interrelationships made it 

important to ensure conceptual clarity in the specification and distinction of constructs. 

Nelson et. al., 2005 in their work suggested unique dimensions that act as antecedents to 

system quality that are different from either ease of use or service factors. 

Thus leading to the following questions in the study of this thesis for measuring information 

quality. 

 Q11: Generally i am satisfied with how easy it is to use the school website. 

 Q12: I was able to complete the task speedily using the school website. 

 Q13: I feel comfortable using the school website. 

 Q14: It was easy to learn to use the school website. 

 Q15: I believe i could become productive fast using the school website. 

 Q16: The school website gave error messages that specify how to solve the problems. 

This brings the proposition P2: 

Quality of the system has a positive significant effect on user satisfaction towards using, 

controlling for information quality, efficiency and ease of use. 

 

3.3 INTERFACE QUALITY 

For a computer-based system or product, the user interface is disputably the most important 

element. It shapes a user's judgement on the quality of the system. The users’ ability to get to 

the computational power of an otherwise well designed application, may be strictly hindered 

if the interface is poorly designed. A well-designed user interface allows people who 

understand the problem area of the work with the application, without having to read manuals 

or undergo training (Hassenzahl et al. 2000). 
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Mahanti, R. (2009) used the Quality function deployment (QFD) approach in a medium-sized 

software organization to reduce errors and improve customer satisfaction so as to improve the 

quality of the user interface. In his study, user interface design errors were found to be the 

cause of users’ dissatisfaction. Software professionals believed that Quality Function 

Deployment approach could be used to increase user interface quality, in which various key 

factors in deciding the users’ interface quality were identified. These factors include 

learnability, ease and speed of use. 

Learnability-: The speed of learning is hindered by difficult syntax of the command issue 

procedures. A good user interface should be easy, quick to learn and should not need its 

users’ to memorize commands. 

Ease of use and Speed of use-: for software to be useful, it does not need lots of graphics, 

colour options and graphically interesting window designs. It needs to be user oriented, 

instead. This implies that it needs to be simple in organization, easy to learn, easy to navigate, 

and possess a comprehensible logic that is learned, relearned, and rehearsed as the user 

employs its various features. 

The following questions were used to measure the interface quality of a system in this thesis. 

 Q23: I like using the interface of the school website. 

 Q24: The school website has all the functionalities i expect it to have. 

 Q25: The school website has all the capabilities i suppose it to have. 

 Q26: Generally i am satisfied with this school website. 

This brings the proposition P3: 

Interface quality has a positive effect on user satisfaction towards using, controlling for 

efficiency and ease of use 

 

3.4 LEARNABILITY 

So far the study for a successful information system development of product by researchers 

and practitioners has included learnability as a key construct for user satisfaction. Rockwell 

and Bajaj (2005) empirically tested readability using COGEVAL theory for conceptual 

models. They added that conceptual models are important in the area of information system 

development.  Clowes (1969) states that due to the indication of structural theories of pattern 

recognition, patterns that have important relational information missing are more difficult to 

detect. This means that it is more difficult and error-prone to restructure the requirements 

from representations where important relational information is missing. This led to the 

proposition by Rockwell and Bajaj (2005) that the higher the lack of relationship information 

in a model, the lower the readability effectiveness and efficiency of the model. 
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Nielsen (1993) considers learnability or rather ease of learning as one of the five basic 

attributes of usability in his classic script. Furthermore, Shneiderman (1998) recognized 

learnability as an important metric when task are performed using a system. These led to the 

definition of learnability (Rockwell & Bajaj, 2005) to be the advancement in the dimensions 

of effectiveness and efficiency of readability, over successive tasks. 

Hoffman et. al., (2010) agreed that readability of information system support documentation 

is useful in the assessment of learnability but in their study measured learnability in a 

different approach using a single test statistics; I scale which interpreted learnability. Their 

strategy provided their sponsoring agencies performance efficiency measure and at the same 

time serving as a fast path for the assessment of the goodness of the technology. This is to say 

that Learnability has a strong basis in traditional human computer interaction. 

For this study, the questions which were used for the Learnability construct to measure the 

ease of learning and efficiency of the cases systems are as follows: 

 Q04: I think i will need the help of a technical person to be able to use the school 

website. 

 Q10: I needed to learn a lot of things before i could begin using the school website. 

This brings the proposition P4:  

Learnability has a positive significant effect on User satisfaction towards using, controlling 

for interface quality, efficiency and ease of use. 

 

3.5 USABILITY 

Following some study on information systems, usability is the main design quality in user 

interface. According to ISO 9241-11 (ISO 1991), usability is the ‘‘extent to which a product 

can be used by specified users to achieve specified goals with effectiveness, efficiency and 

satisfaction in a specified context use’’. Karat (1994) pointed out several potential benefits 

that could be brought by a high degree of usability. These include: 

 Increased productivity: whereby a usable interface permits users to focus on their 

work rather than the tools they use. 

 

 Increased efficiency: to get more work done in less time is the reason for often 

introduction of systems. When a system is not usable, users will use excess time 

struggling with the interface thereby making them less efficient at work. 

 

 Increased safety/Reduced errors: a significant percentage of the errors users of a 

system make can be associated to poor design. In some cases, these errors may cause 

dangerous situations for both individuals and environment. 
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 Reduced training: when a system thoroughly matches the tasks humans have to 

perform and the issue of learnability has been taken care of, the need for extensive 

training is reduced. Hence, the reduction of costs and timings. 

 

 Reduced support: when a usable product do not or cause fewer problems to the users, 

hence there will be a reduction for the need of product support. 

 

 Improved acceptance: users are more likely to accept and use a certain product if the 

users like the product due to the fact that it is usable. 

 

 Increased sales: because a certain product is usable, a certain system/product can have 

a competitive edge over the other systems/products. 

Furthermore, for information systems to be useful, systems need to be user oriented which 

implies that it should be simple in organization, easy to learn, easy to navigate and hold a 

comprehensible logic that can be learned, relearned, and rehearsed as the user engages in its 

various features. Information systems should be designed so that in a relatively short time, a 

novice is able to learn the most essential elements of the system. System features should be 

organized and presented to users such that the most elementary features required by 90 to 95 

percent of users would be available and obvious immediately, while the more complex 

features remaining would be delegated to a secondary position. 

The basic guideline in evaluating system friendliness is that the simpler it, the better. For this 

study, the questions which were used for the Usability construct to measure how usable the 

cases systems are as follows: 

 Q01: I feel i will like to use the school website. 

 Q02: I find the school website unnecessarily difficult. 

 Q03: I thought the school website was easy to use. 

 Q05: I found the various functions in the school website were well integrated. 

 Q06: I thought there was so much inconsistency in the website. 

 Q07: I would imagine that most people would learn to use the school website very 

quickly. 

 Q08: I found the school website very burdensome to use. 

 Q09: I felt very secure using this school website. 

This brings the proposition P5: 

Usability has a positive significant effect on user satisfaction towards using, controlling for 

efficiency and ease of use 
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Fig 3.1 Rough Model 
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Fig 3.2 THE USER SATISFACTION MODEL 
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4 EMPIRICAL STUDY 

In research, the availability of information than its overabundance is often less the issue at the 

moment and the access to quality information for diverse users and uses. The task is to filter 

what is most useful out of the huge quantity of information available that is to select, 

evaluate, describe, store, retrieve, manipulate, and finally put out the information in all its 

forms, sound and numeric data, including text, moving and still images. The aim is to 

provide, not just simply data, but also information that enriches understanding. 

 

4.1 CASE DESCRIPTIONS 

The cases which were used in this study are secondary schools in Nigeria. There are various 

secondary schools in Nigeria comprising of the Public schools and the Private schools.  The 

private schools were selected for this study due to the fact that the public schools still make 

use of the manual systems and there are very few public schools which have migrated to 

using the IT system. The use of Information systems in the public schools is a gradual 

process due to the factors of developing countries mentioned in the previous chapter in this 

thesis. For this research, two different private schools were chosen in two different regions of 

the country which is the eastern part of Nigeria and the Western part of Nigeria respectively. 

The reason for selecting two out of many other private secondary schools is that almost all 

private schools have the same IT system due to the fact that their school software were 

developed or designed by same software developing company therefore having same users. 

 

CASE A (Breakthrough Academy Schools) 

There are numerous functionalities of this information system. These include the major 

modules of the system comprising the Admin module, Student portal, Parent Portal and 

Teachers Portal. The admin Modules takes care of different functionalities such as the Human 

resource which deals with the creation of employees and staff management, accounting, 

payroll and general ledger for payment management and financial activities of the school, 

parent and student management module for students and parents records, staff attendance, 

grade book for approval of results for publication and pending results for approval from 

teachers are done. Invoice/fees payment for billings, generation of invoices and pending 

payments. It also comprises the library for cataloging and management of borrowing/returns 

of books. The admin also setup and manage time table, school Calendar and as well assign 

teachers to class and subjects. Then for the student module, it takes care of the attendance, 

assignments, grade book, class timetable, school fees invoice and payment. The teacher’s 

portal involves Attendance, assignments, class time table and grade book. Lastly the parent 

portal encompasses of the view student records module, attendance, assignments, time table, 

School events, grade books and school fees invoice and payments. 
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CASE B (Gods Own Academy group of Schools) 

For this case, the functionalities are almost same as Case A. These include the student 

management module where activities regarding new and old students are managed. Others 

include the result module where student results are edited, saved and dispatched. The class 

module is another function where activities relating to classes are managed, example merging 

of class, creation of new arms of classes and class subjects. The grading systems where 

students grades are created, viewed and edited as well, news and messages for sending 

messages and newsletters to the remaining users of the system, behavior where assessments 

of students are carried out, personnel where the employees of the school is managed, finance 

where the fees and employees payments are managed and general setup. All of these 

functionalities are found in the Admin Module for the Administrative staffs of this system. 

Almost same from the Case A goes to the teachers, the students and parents but in this case, 

the teachers only have the attendance of the students, creates assignments for students. The 

student views their attendance, submit their assignments and view their results while the 

parents only view their wards performance. 

 

For these two cases, Case A has billing module or system where invoices are created and 

dispatched to whoever is involved. Parents can also make their wards fees payment to the 

school which are not found in Case B. Case A also has numerous functionalities on their 

Human resource module which also includes management of loans which is not found in 

Case B. Again for case A the functionalities seem to be visible and accessible on the webpage 

due to the fact that the information displayed are detailed example the scheduling where 

generation and publication of time tables are displayed, also events for the school are created. 

In that of Case B, these were not incorporated rather have a news and message module where 

messages are sent to the people concerned.  

The Admin Module manages the three other sub modules which is the parents, teachers and 

students module respectively. This management is performed in a general setting where 

certain configurations are done (School Manager). For example when expansion of the school 

needs to take place by having several branches, how their grading systems can be or differ 

from previous branches, the resumption dates and also how their registration processes can 

be. All these functionalities aid to decision making for the school management and this is 

applied to that of case A which case B do not have. 

The methods for end user involvement for Information system development of these cases are 

different. For Case A, a field study in the form of Interviews for user involvement was used 

to develop this system while that of Case B, the visualization of fictitious users in the form of 

Scenarios for end user involvement was used to design/develop the system. 
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4.2 SAMPLING 

Sampling is concerned with the collection of a subsection of individuals from within a 

statistical population to estimate characteristics of the whole population. It is also known as 

the process of selecting units, for instance; people and organizations from a population of 

interest so that by studying the sample one may fairly generalize results back to the 

population from which they were chosen is known as Sampling.  

 

The target population of the main questionnaire survey for this study was selected randomly 

and it was restricted to educational users in private schools. The users are made up of 

secondary school students, the Administrative staff, the teachers/academic staff and finally 

the parents who have a secondary school child/ward. The respondents were randomly 

selected from two private secondary schools in different cities in Nigeria, of different regions 

which is the south-eastern region and the south-western region. The regions studied are part 

of the major developed regions with regards to highly patronized private secondary schools 

and in information technology as well. The private secondary schools were chosen due to the 

fact that the public secondary schools still make use of the manual system of education 

because they are owned by the government. Furthermore, two private school systems were 

selected as the cases from many due to the fact that most of their systems were 

developed/designed by same developing company, which means that most of them use the 

same system. 

 

The private secondary school systems are owned by individuals, who understand the need of 

moving to the Information Technology era and can as well afford the cost of having an 

Information system. The government owned secondary schools does not meet this criterion 

due to the underlying characteristics of a developing country which includes lack of capital 

and appropriate technology, poor communication facilities, delayed modernization, high 

illiteracy level, lack of skilled personnel, large population and unequal distribution of wealth.  

 

The questionnaires were distributed via e-mail to the respondents. Using a simple random 

technique, a huge number of the questionnaires were administered but a total of one hundred 

and twenty six (126) were returned from both systems which were studied. For the Scenario 

based user involvement technique, 43.8% of Academic staff, 48.4% of Administrative staff, 

44.4% of the parents and 61.1% of the students returned their questionnaire while for the 

interview based user involvement technique, 56.3% of the Academic staff, 51.6% of the 

Administrative Staff, 55.6% of the Parents and 38.9% of the students returned their 

questionnaire. 
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4.3 DATA COLLECTION 

Data which was gathered for this study is derived from two different Secondary School in 

Nigeria namely Gods Own Academy Group of Schools and Breakthrough Schools.  

Gods’ Own Academy Group of Schools is a group of school comprising of the Nursery, 

Primary and Secondary school while the questionnaire was for the staffs and the Secondary 

school students with their parents inclusive who are the target users of the school website. 

The website was designed by envisioning the uncertain future task of the users which can be 

known as Scenario. 

 

 

Photo Credit: http://godsownacademy.abiaps.com/admission.html 

Fig 4.1 Some of the Senior Secondary School Students of Gods’ Own Academy Schools 

 

The same goes with Breakthrough Schools but in this case, the school website was designed 

using field study by the development team in the case of Interviews. 
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Photo Credit: http://www.breakthroughacademyng.org/picture_gallery.aspx 

Fig 4.2 Some of the Senior Secondary School Students of Breakthrough Academy Schools 

The questionnaire was distributed electronically with the use of a created link to the users of 

the school website. The users comprised of the Administrative staffs, Academic staffs, the 

students and their Parents. The minimum of 100 responses were to be collected for the 

analysis which was achieved despite the fact that more than 150 questionnaires were 

distributed.  

In addition to background information, the questionnaire included items that asked 

respondents about their perceptions on Usability of the system, Learnability of the system, 

quality of the system information quality of the system and interface quality of the system.  

Most of the questionnaire items were given on a 5-point scale (1 = Strongly Disagree, 5 = 

Strongly Agree) while few are on demographic data. 

 

Respondents returned their questionnaire by using the submit button due to the fact that it 

was designed using Google Forms which made the collection much easier. A reminder was 

sent to non-respondents along the line due to time factor. Approximately less than 100 

surveys were not usable because they were not completed and not received. The received 

responses resulted in a total of 126 with 63 responses each for the different cases/ schools. 

Despite the inaccessibility of internet facilities for some of the respondents a total of 126 

responses were gathered. 
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4.4 DATA ANALYSIS 

The analysis of the data was achieved using the Software Package for Statistical Analysis 

(SPSS) software. The use of descriptive statistics was used to summarize respondents’ 

demographics in the first part of the analysis, while the analysis of the prepositions was tested 

in the second part of the analysis. The reliability of the constructs included in the analysis 

was measured using the Cronbach’s alpha. Cronbach’s alpha shows an indication of internal 

consistency; which is based on the average correlation of items within a scale or an 

instrument. 

  

Table 4.1: Summary table for research constructs 

Constructs Source 

Information Quality Delone and McClean (1992),  

Gorla et. al., 2010 

Quality of the System Delone and McClean (1992),  

Gorla et. al., 2010 

Interface quality of the system Mahanti (2009) 

Learnability Rockwell & Bajaj (2005),  

Hoffman et. al., (2010) 

Mahanti (2009) 

Usability Karat (1994) 

 

 

 

 

Test for reliability  

A Cronbach’s alpha coefficient was assessed to examine the internal consistency of the items 

for each construct. The reliability for the 5 constructs are acceptable in this research due to 

the fact that they were all above 0.60/0.70 which is recommended by Nunnally & Bernstein 

(1994). 

 



37 

 

 

CONSTRUCTS VARIABLES RELIABILITY 

Usability Q01, Q02, Q03, Q05, Q06, 

Q07, Q08, Q09 

0,932 

Learnability Q04, Q10 0,758 

Quality of the system Q11, Q12, Q13, Q14, Q15, 

Q16 

0, 957 

Interface Quality of the 

system 

Q23, Q24, Q25, Q26 0, 935 

Information Quality of the 

system 

Q17, Q18, Q19, Q20, Q21, 

Q22 

0, 960 

Table 4.2 

 

GROUP 

  

I am a/an 

Total 
Academic 

Staff 
Administrative 

Staff 
Parent Student 

SCENARIO 

Count 14 15 12 22 63 

% within GROUP 22.2% 23.8% 19.0% 34.9% 100.0% 

% within I am a/an 43.8% 48.4% 44.4% 61.1% 50.0% 

INTERVIEW 

Count 18 16 15 14 63 

% within GROUP 28.6% 25.4% 23.8% 22.2% 100.0% 

% within I am a/an 56.3% 51.6% 55.6% 38.9% 50.0% 

TOTAL 

Count 32 31 27 36 126 

% within GROUP 25.4% 24.6% 21.4% 28.6% 100.0% 

% within I am a/an 100.0% 100.0% 100.0% 100.0% 100.0% 

Table 4.3 

 

The above table shows the percentages of individual respondents who participated in the 

research. It could be seen that a higher percentage of the students responded for the 

system which was designed using scenario while the Academic staff were higher in the case 

of Interviews. 
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GROUP 

 

Location 

Total 
City 

Rural 
Village 

Small 
Town 

Town 

SCENARIO 

Count 11 8 22 22 63 

% within GROUP 17.5% 12.7% 34.9% 34.9% 100.0% 

% within 
Location 

26.8% 57.1% 66.7% 57.9% 50.0% 

INTERVIEW 

Count 30 6 11 16 63 

% within GROUP 47.6% 9.5% 17.5% 25.4% 100.0% 

% within 
Location 

73.2% 42.9% 33.3% 42.1% 50.0% 

TOTAL 

Count 41 14 33 38 126 

% within GROUP 32.5% 11.1% 26.2% 30.2% 100.0% 

% within 
Location 

100.0% 100.0% 100.0% 100.0% 100.0% 

Table 4.4 

Table 4.3 shows respondents with respect to location. It could be seen that respondents who 

reside in the city are more for the system which was designed using the Interview method 

which shows that there is a high percentage of involvement than that of the scenario. 

 

GROUP 

 

Age 

Total 
11- 20 21 - 40 41 - 60 

61 and 
above 

SCENARIO 

Count 17 22 23 1 63 

% within 
GROUP 

27.0% 34.9% 36.5% 1.6% 100.0% 

% within Age 65.4% 40.7% 51.1% 100.0% 50.0% 

INTERVIEW 

Count 9 32 22 0 63 

% within 
GROUP 

14.3% 50.8% 34.9% 0.0% 100.0% 

% within Age 34.6% 59.3% 48.9% 0.0% 50.0% 

TOTAL 

Count 26 54 45 1 126 

% within 
GROUP 

20.6% 42.9% 35.7% 0.8% 100.0% 

% within Age 100.0% 100.0% 100.0% 100.0% 100.0% 

Table 4.5 
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The table above shows that a higher percentage of the age group 21-40 seems to make use of 

the system more for the system designed with the method of interviews while that of the 

scenario is 41-60 years of age.  

 

GROUP 

 

Gender 

Total Female Male 

SCENARIO 

Count 35 28 63 

% within 
GROUP 

55.6% 44.4% 100.0% 

% within 
Gender 

51.5% 48.3% 50.0% 

INTERVIEW 

Count 33 30 63 

% within 
GROUP 

52.4% 47.6% 100.0% 

% within 
Gender 

48.5% 51.7% 50.0% 

TOTAL 

Count 68 58 126 

% within 
GROUP 

54.0% 46.0% 100.0% 

% within 
Gender 

100.0% 100.0% 100.0% 

Table 4.6 

 

The table above shows that there are more females who make use of this system than the 

male for both methods. 
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5 RESULTS AND DISCUSSION 

The result of the field study shows that these constructs are necessary for end user 

involvement in a school website development which user satisfaction is the outcome. These 

include the usability of the system, the learnability of the system, the quality of the system, 

information quality of the system and Interface quality of the system. The table 5.1a below 

shows a group statistics showing the mean and standard deviations of the various constructs 

for the Scenario based user involvement technique and Interview based user involvement 

technique studied. 

 

Group Statistics 

 GROUP N Mean Std. Deviation Std. Error Mean 

Usability 
SCENARIO 63 3.8571 7.79962 .98266 

INTERVIEW 63 11.9241 4.56626 .57530 

Learnability 
SCENARIO 63 6.4444 1.99821 .25175 

INTERVIEW 63 5.1401 2.10415 .26510 

System 
SCENARIO 63 16.4526 6.00249 .75624 

INTERVIEW 63 22.8139 5.81338 .73242 

Information 
SCENARIO 63 17.1198 5.57179 .70198 

INTERVIEW 63 22.6751 6.04312 .76136 

Interface 
SCENARIO 63 11.43 4.047 .510 

INTERVIEW 63 15.37 3.906 .492 

Table 5.1 

 

Table 5.2 below presents the independent sample tests, which provides two statistical tests. 

First, is the levene’s test for equality of variances for the assumption that the variances of the 

two groups are equal (assumption of homogeneity of variance). The F-statistics and its Sig. or 

probability value are used for the Levene’s test. The results of levene’s test determine the 

basis for the t-test for Equality of Means. The second test is the t-test for equality of means. 

This test evaluates the mean scores of the groups based on a null hypothesis that the mean 

scores are equal. The t-statistics and its sig. or probability value is used for the t-test for 

equality of means. 
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Levene's Test for 
Equality of Variances 

t-test for Equality of Means 

F Sig. t Df Sig. (2-tailed) 

Usability Equal variances 
assumed 

18.756 .000 -7.085 124 .000 

Equal variances 
not assumed   

-7.085 100.033 .000 

Learnability Equal variances 
assumed 

.313 .577 3.568 124 .001 

Equal variances 
not assumed   

3.568 123.671 .001 

System Equal variances 
assumed 

.918 .340 -6.042 124 .000 

Equal variances 
not assumed   

-6.042 123.873 .000 

Information Equal variances 
assumed 

.187 .667 -5.364 124 .000 

Equal variances 
not assumed   

-5.364 123.191 .000 

Interface Equal variances 
assumed 

.427 .514 -5.568 124 .000 

Equal variances 
not assumed 

  
-5.568 123.845 .000 

Table 5.2 Source: formatted by Researcher from SPSS Independent samples results 
 

USABILITY OF THE SYSTEM 

From the table above, the F-statistic and it sig. value for usability stood at 18.756 and 0.000 

respectively. This indicates that the test is statistically significant at 5%, since the sig. value, 

which is the probability value is less than 0.05. Thus, the row “Equal variances not assumed” 

under usability is used for the t-test for equality of means. 

The t-test result for the Equality of Means of the two groups shows that there is significant 

difference between the mean score of interview and the mean score of scenario on matters 

relating to usability. This is because the sig. value of the t-test (0.000) is less than 0.05 alpha 

levels. Considering the group statistics of the independent samples test in Table 4.5a, the 

mean score of interview is 11.9241, while the mean score of scenario 3.8571. This tells the 

value of the two means compare by the t-test. 

This agrees with the proposition stated above that Usability of the system has a significant 

positive effect on User Satisfaction using an appropriate user involvement technique for 

system development. From the group statistics table in 5.1a above, it is clearly seen that the 

mean score of the interview based user involvement technique is higher than that of the 

scenario based user involvement technique, which shows that the former is a more usable 

system and leads to user satisfaction. 
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LEARNABILITY OF THE SYSTEM 

Evaluating the groups based on learnability, the f-statistics and its probability value of 0.313 

and 0.577 respectively, indicates that levene’s test for equality of variances is not statistically 

significant. This implies that the study cannot reject the assumption of equal variances. 

Therefore, the t-test for equality of means is assessed under the row “equal variances 

assumed”. 

The t-test for equality of means for learnability indicates that the value of t-statistics is 3.568 

with probability value of 0.001. This suggests that there is a significant difference between 

the mean score of interview and scenario, since the probability value of the t-statistics is less 

than 0.05. The group statistics indicates that the mean score of scenario is 6.4444, while the 

mean score of interview is 5.1401.  

This also agrees with the proposition that learnability has a positive significant effect on user 

satisfaction. This implies that when the school web page is readable and easy to navigate 

thereby not having a need to learn how to navigate the webpage by the educational users, 

there will be satisfaction on the side of the users. For the system which was developed using 

the Interview based user involvement, the mean statistics is lower than that of the Scenario 

based user involvement technique. The lower the users need to learn, the better the system 

and the more satisfied the users are. 

 

QUALITY OF THE SYSTEM 

Based on the levene’s test of equality of variances, the t-test for equality of means is 

evaluated under the row “equal variances assumed”. This is because the levene’s test for 

equality of variances is not statistically significant at 5% level, since the F-statistics 

probability (0.577) is greater than 0.05. 

The t-test for equality of means for system suggests that there is a significant difference 

between the mean score of interview and scenario. This is because the t-statistics is -6.042 

and its sig. or probability value is 0.000, which is less than 0.05. 

Here, the proposition above is accurate stating that the quality of the system has a positive 

significant effect of User satisfaction. From the group statistics table 5.1a above, the quality 

of the system which was designed using the interview based user involvement technique has 

a higher mean values compared to that of the Scenario based user involvement technique. 

This shows a better system and leads to having satisfied users. 
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INFORMATION QUALITY OF THE SYSTEM 

The levene’s test could not reject the assumption of equality of variances as indicated by the 

probability of the F-statistics for information. The f-statistics probability is greater than 0.05, 

thus, indicating that the t-test for equality of means be conducted on the assumption of equal 

variances. 

The t-test for equality of means indicates that t-statistics is -5.364 and its probability value is 

0.000. Thus, implying that there is a significant difference between the mean score of 

interview and the mean score of scenario. From the group statistics, the mean score of 

interview is 22.6751, while the mean score of scenario is 17.1198. 

From the result statement above, the significant difference between the mean score values of 

interview based user involvement technique and Scenario based user involvement technique 

corresponds to the proposed statement that information quality of the system has a positive 

significant effect on user satisfaction. If the appropriate method is used to involve users of a 

certain system, the users will appreciate and be satisfied if the information provided on the 

web page is useful to what they need. 

 

INTERFACE QUALITY OF THE SYSTEM 

The levene’s test for equality of variances indicates that there is equal variances, since the F-

statistics probability is greater than 0.05. Thus, for the t-test for equality of means the equal 

variances assumed row is used. 

The result of t-test for equality of means shows that t-statistics is -5.568, and its probability is 

0.000. This implies that there is a significant difference in the mean scores of interview and 

scenario, since the probability value is less than 0.05 alpha levels. 

This means that there is a positive significant effect of interface quality of the system on User 

satisfaction.  

 

5.1 THEORETICAL ANALYSIS/DISCUSSION 

Preposition 1: Information quality has a positive significant effect on user satisfaction 

towards using, controlling for quality of the system; as shown in the model in Fig.3.2 above 

and based on this preposition, Delone and Mclean (1992) stated that information quality is 

one of the numerous criteria for User Satisfaction. Furthermore, they stated that information 

quality constructs for user satisfaction is based on; “Informativeness” comprising of 

relevance, comprehensiveness, recentness, accuracy and credibility; “Accessibility” 

comprising of convenience and timeliness; Lastly “Adaptability”. These agree to the 

questions which were asked to the respondents during the study of this thesis as specified in 

Chapter Three above. From the results in this study, considering two techniques of user 
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involvement which is the interview based user involvement technique and scenario based 

user involvement technique, which can be an appropriate method for end user involvement 

during the development of either a new or an old system. There is a significant difference 

between Interview based user involvement technique with mean value of 22.6751 compared 

to that of scenario based user involvement technique with mean value of 17.1198. This result 

agrees with previous research making the preposition to be true. 

Preposition 2: Quality of the system has a positive significant effect on user satisfaction 

towards using, controlling for information quality, efficiency and ease of use; in the model 

Figure 3.2 above, Torn (1990) stated that software not serving its intended purpose, prone to 

errors, not being designed as specified and have few security provisions resulting to high cost 

are generally lower software quality. Thereby Gorla et. al,. (2010) generally agreed that 

software quality is same as system quality. Gorla et al. (2010) further added that a high 

flexibility of information system quality which includes useful features of the system and 

maintainability leads to high information content. According to Delone and Mclean (1992) 

efficiency and ease of use were a successful criterion for System Quality in Information 

system development. Also from the results in this study, interview based user involvement 

technique has a mean of 22.8139 while that of scenario based user involvement technique has 

a mean of 16.4526 indicating that quality of a system has a positive significant effect on user 

satisfaction due to the fact that the system designed using interview based user involvement 

technique has a higher mean values compared to that of scenario based user involvement 

technique. Thus agrees with previous research and as well with the stated prepositions in this 

research and the model. 

Preposition 3: Interface quality has a positive effect on user satisfaction towards using, 

controlling for efficiency and ease of use; some researchers has proved that interface quality 

has positive effects on User satisfaction directly or indirectly as displayed in Figure 3.2 

above. Hassenzahl et al. (2000) stated in their study that a well-designed user interface allows 

people who understand the problem area of the work with an application or a system, without 

having to read manuals or undergo training. Furthermore Mahanti, R. (2009) identified that 

poor interface quality leads to user dissatisfaction, thereby used an approach known as QFD 

to reduce errors and increase user satisfaction. In his approach, various key functions were 

identified to increase interface quality and these included learnability, speed and ease of use 

of a certain system. These previous research corresponds to the results of this study 

considering the appropriate method for end user involvement for a successful system. From 

the results above, the interface quality for the system which was designed using interview 

based user involvement technique has a higher mean value of 15.37 than that of the system 

designed using Scenario based user involvement technique of mean value 11.43.  

Preposition 4: Learnability has a positive significant effect on User satisfaction towards 

using, controlling for interface quality, efficiency and ease of use; in reference to the model 

shown in Figure 3.2 above, Rockwell and Bajaj (2005) empirically tested readability and 

proposed that the higher the lack of relationship information in a model, the lower the 

readability effectiveness and efficiency of the model. This led to their definition of 
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learnability to be the advancement in the dimensions of effectiveness and efficiency of 

readability, over successive tasks. Hoffman et. al., (2010) agreed that readability is useful in 

the assessment of learnability and at the same time a fast path for the success of an 

information technology system. From the results above, the Learnability construct of the 

system which was designed using interview based user involvement technique is on the lower 

scale with a mean value of 5.1401 while that of Scenario based user involvement technique 

has a mean value of 6.4444. This is due to the fact that the questions poised to the 

respondents are on the negative end. This implies that the users who do not need the help of a 

technician or learn a lot before using the school systems are lower than that of those who 

needed to learn more before using the system. 

Preposition 5: Usability has a positive significant effect on user satisfaction towards using, 

controlling for efficiency and ease of use; Usability is generally an important key construct to 

a successful system which leads to User satisfaction as shown in the model displayed in 

Figure 3.2 above. Karat (1994) pointed out several potential benefits that could be brought by 

high degree of system Usability. These benefits includes increased efficiency, increased 

productivity, increased safety/reduced errors, reduced training, reduced support, increased 

sales and improved acceptance. Furthermore, for an information system to be useful, the 

system has to be user oriented, easy to learn, hold a comprehensible logic that need to be 

learned and relearned, finally it should be easy to navigate. From the result above, the 

Usability construct for interview based user involvement technique has a very high mean 

value of 11.9241 while that of scenario based user involvement technique has a lower mean 

value of 3.8571. 

Conclusively, this analysis shows a great relationship between the model, the proposed 

prepositions and the results generated from the study indicating that user involvement is of 

great importance to User satisfaction during information system development 

notwithstanding the type of system in particular. These also agree with various previous 

research/ literatures as well. 

 

5.2 DISCUSSION 

The objective of this study is to determine which end user involvement approach is more 

appropriate for system development in a developing country. The results of the study show 

that the use of interview-based user involvement technique as in Case A is better than 

Scenario-based user involvement technique as in Case B. Users’ usability and learnability in 

this research are generally used to identify efficiency and ease of use of the school website; 

this measures the success of any IT system directly known as User satisfaction.  

 

From the findings, the users of the educational webpage system which was designed using 

interview-based user involvement technique (Case A) had a better Usability and learnability. 

This implies that most of the users’ always felt like using the school website due to the fact 

that it is easy to use, not burdensome, it is secured and the functions which they needed were 
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well integrated. Also they believed that they do not need to learn a lot of things before using 

the school system and do not require any technical personnel as well. Generally they believed 

that most people will learn to use the school website very quickly without any aid; all these 

factors qualify for users’ satisfaction.  While that of Scenario based user involvement 

technique (Case B), the Usability and Learnability is poor due to the fact that they felt 

insecure of using the website, tend not to find most of the functions which they need, very 

burdensome and generally not easy to use which makes it boring to always use the webpage 

to carry out their task as an educational user. Also they believe that some users might need 

the help of a technical person to be able to use the school website. This shows that the school 

webpage designed using Scenario-based user involvement technique (Case B) is usable for 

some of the educational users’ while most of the Users’ are not satisfied. 

 

This can be identified in the group statistics table 5.1a above considering the mean values of 

Scenario-based user involvement technique (Case B) and Interview-based user involvement 

technique (Case A). Usability and Learnability has a higher positive effect on users of the 

educational website which was designed using interview-based user involvement technique 

(Case A) respectively, and this shows that the product is useful and beneficial to the users. 

This is also applicable in Delone and McLean (1992) which says that System efficiency and 

ease of use is the degree to which the system is easy to use and this can also be related to the 

quality of the system. 

 

There are individual constructs which were used to measure system success in this research 

viz-a- viz Quality of the system, information quality and interface quality of the system. All 

of which can be equated as Users’ satisfaction, which is the most significant measure in 

determining system success as stated in Kim et., al. (1999). Furthermore, Bailey and Pearson 

(1983) stated perceived satisfaction in a certain condition as the sum of one's feelings or 

attitudes toward a range of factors affecting that condition. This Satisfaction has been 

measured indirectly through information quality, system quality, and other variables like 

interface quality. 

 

From the interpretations of the findings using the independent sample t-test table above, it 

could be seen that these factors: quality of the system, information and interface quality of the 

system were significantly different between the mean scores of interview and Scenario 

respectively. This shows that there is a necessity to involve users’ while or during the 

development process of a project either new or existing system. Again, the results from the 

independent t-test above can be agreeable with the hypothesis which was carried out by Gorla 

et., al. (2010) that quality of a system is a measure of the extent to which the system is 

technically sound, easy to learn, user friendly, well documented, flexible and error-free. They 

also found out that the better the services that are provided by the IT department by providing 

reliable services and ensuring that users’ have error free records, the more productive users 

will be which leads to better organizational performance. And this can be outputted to system 

success.   
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6 CONCLUSION 

In this study, the nature of end user involvement and its benefits were discussed. Particularly, 

the purpose is to understand the necessity of end user involvement in IT system development 

for developing country using Nigeria as a case study. As introduced in the earlier chapter, 

system development has been a current trend in the field of information systems as well as a 

growing trend in developing countries.  According to Dharrwada et al., (2007), the required 

solution of the system development process must consider economic, technical and temporal 

constraints as well as goals, actions and conclusive procedure of the system. People or Users 

of the system is considered to be one of the important parts in the development life cycle. The 

implementation of these people or users of an Information technology system could be 

considered in two distinct forms either by involvement or participation. User Involvement is 

referred to be a personal emotional state, reflecting the significance and individual relevance 

that a user attaches to a given system. While User Participation is referred to the activities 

and behaviours that users or representatives perform during the systems development process. 

This refers to people who take part directly or indirectly, using formal meetings and informal 

relationships with tasks. The scope of this thesis is to identify an appropriate technique which 

could be used for User involvement in system development for developing countries. Field 

study was carried out on two of these user involvement methods and was also compared in 

other to identify which could be a better approach to achieve a successful system for 

educational users’ in Nigeria. For this research, the school website was used for the field 

study. The research aim has an attentive and clearer relation to obtaining an in-depth 

understanding of what the current state of end user involvement is in practice in Nigeria and 

the development and implementation factors that influence a successful system.  

The expectations of various end users activities were compared as related to the constructs 

that measure user satisfaction based on different concepts of user involvement. It was found 

that the expectations of end users can be well aligned within the design process and there 

could be more clarity of what is expected from the end users of a system using appropriate 

concepts for involvements in different stages of project development. The findings from this 

study provide a deeper understanding on the need to involve users during any information 

system development. It created awareness to practitioners in developing countries, where 

Nigeria is a case. For a usable information system the end users needs and requirements are 

to be considered in a good method not just by envisioning what their needs could be. 

From this study so far, it could be summarized that during the design phase most times the 

scenario-based user involvement technique and the Interview-based user involvement 

technique can go hand in hand with each other but the interview-based user involvement 

technique still supersedes the scenario-based user involvement technique. Due to the fact that 

the scenario-based user involvement technique is usually the first method used to design the 

system but for successful improvement the interview-based user involvement technique is 

introduced. The reason for this is that the scenario-based user involvement techniques are 

based on the needs that are discovered during user research, and they illustrate and describe 

the envisioned feeling of using the new system. Scenario-based user involvement techniques 
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are usually the first design efforts in a project and are also the result of several important 

contributions like the end-users’ needs and desires, the ideas the design group has 

accumulated through research and analysis of user research, and lastly, the limitations of the 

design space. 

Furthermore, it could also be realized that the concept of using scenario-based user 

involvement technique alone during the development/design phase of a system is applicable 

but not same as when the interview-based user involvement technique concept is used. The 

use of scenarios alone can result to some deficiency in the use of the system with regards to 

the end users’ satisfaction which is a key to a successful information system. The findings 

from this research will not only aid practitioners in Nigeria to improve the process around 

development and implementation of agile concepts of End user involvement but also 

understand the End users and direct them on how they can contribute to system development 

effectively.  

 

6.1 FURTHER RESEARCH 

This research can be taken further by examining the combination of these concepts or rather 

create an advanced concepts for gathering end user needs and requirement for a better usable 

system in developing countries with regards to the case in this thesis. In this study, the 

differences between these compared concepts are not so strong which warrants the need for 

advanced concepts considering the misfortune of developing countries and how they could 

assess the end users as well. 

 

6.2 LIMITATIONS OF THE STUDY 

The target end users of the system initially were not reachable but I tried to find a way to 

distribute the questionnaires through a link which was sent to the respondents by both email 

and some others through the social media. I was unable to get their responses at a given 

period of time due to unavailability of resources and poor communication facilities for the 

respondents. 

 

I was unable to interview the respondents directly for a deeper understanding of how they 

interact with the system which they use to have individual understanding of how satisfied or 

not the educational users are. Perhaps, interviewing the end users would have given more 

specific construct details. This led to the use of one method for this survey. Distance as well 

is also a limiting factor. 
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APPENDIX 2 

GET 

  FILE='C:\Users\Ogechi\Downloads\Diadem Adjusted.sav'. 

DATASET NAME DataSet1 WINDOW=FRONT. 

RELIABILITY 

  /VARIABLES=Usability Learnability system Information interface 

  /SCALE('ALL VARIABLES') ALL 

  /MODEL=ALPHA 

  /STATISTICS=DESCRIPTIVE SCALE CORR 

  /SUMMARY=TOTAL. 

 

Reliability 

Notes 

Output Created 21-JUL-2016 12:43:50 

Comments  

Input Data C:\Users\Ogechi\Downloads\Diadem 

Adjusted.sav 

Active Dataset DataSet1 

Filter <none> 

Weight <none> 

Split File <none> 

N of Rows in Working Data 

File 
126 

Matrix Input C:\Users\Ogechi\Downloads\Diadem 

Adjusted.sav 

Missing Value Handling Definition of Missing User-defined missing values are 

treated as missing. 

Cases Used Statistics are based on all cases with 

valid data for all variables in the 

procedure. 

Syntax RELIABILITY 

  /VARIABLES=Usability Learnability 

system Information interface 

  /SCALE('ALL VARIABLES') ALL 

  /MODEL=ALPHA 

  /STATISTICS=DESCRIPTIVE SCALE 

CORR 

  /SUMMARY=TOTAL. 

Resources Processor Time 00:00:00.02 

Elapsed Time 00:00:00.01 

 

[DataSet1] C:\Users\Ogechi\Downloads\Diadem Adjusted.sav 
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Scale: ALL VARIABLES 

Case Processing Summary 

 N % 

Cases Valid 126 100.0 

Excluded
a
 0 .0 

Total 126 100.0 

 

a. Listwise deletion based on all variables in the 

procedure. 

 

Reliability Statistics 

Cronbach's 

Alpha 

Cronbach's 

Alpha Based on 

Standardized 

Items N of Items 

.847 .689 5 

 

Item Statistics 

 Mean Std. Deviation N 

Usability 7.8906 7.54419 126 

Learnability 5.7923 2.14597 126 

system 19.6333 6.69557 126 

Information 19.8975 6.42564 126 

interface 13.3993 4.42855 126 

 

Inter-Item Correlation Matrix 

 Usability Learnability system Information interface 

Usability 1.000 -.689 .875 .831 .832 

Learnability -.689 1.000 -.532 -.538 -.518 

system .875 -.532 1.000 .948 .925 

Information .831 -.538 .948 1.000 .934 

interface .832 -.518 .925 .934 1.000 
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Item-Total Statistics 

 
Scale Mean if 

Item Deleted 

Scale Variance 

if Item Deleted 

Corrected Item-

Total Correlation 

Squared 

Multiple 

Correlation 

Cronbach's 

Alpha if Item 

Deleted 

Usability 58.7223 259.906 .831 .839 .767 

Learnability 60.8206 576.704 -.604 .507 .957 

system 46.9796 264.723 .961 .931 .717 

Information 46.7154 277.320 .936 .923 .728 

interface 53.2136 345.648 .934 .890 .764 

 

Scale Statistics 

Mean Variance Std. Deviation N of Items 

66.6129 519.016 22.78193 5 
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T-Test 

Notes 

Output Created 11-MAY-2016 23:17:29 

Comments  

Input Data C:\Users\IBE HAPPY 

C.S.A\Desktop\desktop\M.SC 

2016\NGEREM\Diadem Adjusted.sav 

Active Dataset DataSet1 

Filter <none> 

Weight <none> 

Split File <none> 

N of Rows in Working Data File 126 

Missing Value Handling Definition of Missing User defined missing values are 

treated as missing. 

Cases Used Statistics for each analysis are based 

on the cases with no missing or out-of-

range data for any variable in the 

analysis. 

Syntax T-TEST GROUPS=GROUP(1 2) 

  /MISSING=ANALYSIS 

  /VARIABLES=Usability Learnability 

system Information interface 

  /CRITERIA=CI(.95). 

Resources Processor Time 00:00:00.02 

Elapsed Time 00:00:00.02 

[DataSet1] C:\Users\IBE HAPPY C.S.A\Desktop\desktop\M.SC 2016\NGEREM\Diadem 

Adjusted.sav 

Group Statistics 

 GROUP N Mean Std. Deviation Std. Error Mean 

Usability SCENARIOS 63 3.8571 7.79962 .98266 

INTERVIEWS 63 11.9241 4.56626 .57530 

Learnability SCENARIOS 63 6.4444 1.99821 .25175 

INTERVIEWS 63 5.1401 2.10415 .26510 

system SCENARIOS 63 16.4526 6.00249 .75624 

INTERVIEWS 63 22.8139 5.81338 .73242 

Information SCENARIOS 63 17.1198 5.57179 .70198 

INTERVIEWS 63 22.6751 6.04312 .76136 

interface SCENARIOS 63 11.43 4.047 .510 

INTERVIEWS 63 15.37 3.906 .492 
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Independent Samples Test 

 

Levene's Test for Equality of Variances 

t-test for 

Equality of 

Means 

F Sig. t 

Usability Equal variances assumed 18.756 .000 -7.085 

Equal variances not assumed   -7.085 

Learnability Equal variances assumed .313 .577 3.568 

Equal variances not assumed   3.568 

system Equal variances assumed .918 .340 -6.042 

Equal variances not assumed   -6.042 

Information Equal variances assumed .187 .667 -5.364 

Equal variances not assumed   -5.364 

interface Equal variances assumed .427 .514 -5.568 

Equal variances not assumed   -5.568 

 

Independent Samples Test 

 

t-test for Equality of Means 

df Sig. (2-tailed) Mean Difference 

Usability Equal variances assumed 124 .000 -8.06697 

Equal variances not assumed 100.033 .000 -8.06697 

Learnability Equal variances assumed 124 .001 1.30431 

Equal variances not assumed 123.671 .001 1.30431 

system Equal variances assumed 124 .000 -6.36124 

Equal variances not assumed 123.873 .000 -6.36124 

Information Equal variances assumed 124 .000 -5.55530 

Equal variances not assumed 123.191 .000 -5.55530 

interface Equal variances assumed 124 .000 -3.945 

Equal variances not assumed 123.845 .000 -3.945 
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Independent Samples Test 

 

t-test for Equality of Means 

Std. Error Difference 

95% Confidence Interval 

of the Difference 

Lower 

Usability Equal variances assumed 1.13868 -10.32073 

Equal variances not assumed 1.13868 -10.32606 

Learnability Equal variances assumed .36559 .58070 

Equal variances not assumed .36559 .58068 

system Equal variances assumed 1.05278 -8.44498 

Equal variances not assumed 1.05278 -8.44500 

Information Equal variances assumed 1.03559 -7.60502 

Equal variances not assumed 1.03559 -7.60515 

interface Equal variances assumed .709 -5.348 

Equal variances not assumed .709 -5.348 

 

Independent Samples Test 

 

t-test for Equality of Means 

95% Confidence Interval of the 

Difference 

Upper 

Usability Equal variances assumed -5.81321 

Equal variances not assumed -5.80788 

Learnability Equal variances assumed 2.02791 

Equal variances not assumed 2.02793 

system Equal variances assumed -4.27750 

Equal variances not assumed -4.27748 

Information Equal variances assumed -3.50557 

Equal variances not assumed -3.50544 

interface Equal variances assumed -2.543 

Equal variances not assumed -2.543 
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Crosstabs 

Notes 

Output Created 12-MAY-2016 02:50:40 

Comments  

Input Data C:\Users\IBE HAPPY 

C.S.A\Desktop\desktop\M.SC 

2016\NGEREM\Diadem Adjusted.sav 

Active Dataset DataSet1 

Filter <none> 

Weight <none> 

Split File <none> 

N of Rows in Working Data File 126 

Missing Value Handling Definition of Missing User-defined missing values are 

treated as missing. 

Cases Used Statistics for each table are based on 

all the cases with valid data in the 

specified range(s) for all variables in 

each table. 

Syntax CROSSTABS 

  /TABLES=GROUP BY Iamaan 

Location Age Gender 

  /FORMAT=AVALUE TABLES 

  /CELLS=COUNT ROW COLUMN 

  /COUNT ROUND CELL. 

Resources Processor Time 00:00:00.08 

Elapsed Time 00:00:00.08 

Dimensions Requested 2 

Cells Available 174762 

 

 

[DataSet1] C:\Users\IBE HAPPY C.S.A\Desktop\desktop\M.SC 2016\NGEREM\Diadem 

Adjusted.sav 
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Case Processing Summary 

 

Cases 

Valid Missing Total 

N Percent N Percent N 

GROUP * I am a/an 126 100.0% 0 0.0% 126 

GROUP * Location 126 100.0% 0 0.0% 126 

GROUP * Age 126 100.0% 0 0.0% 126 

GROUP * Gender 126 100.0% 0 0.0% 126 

 

Case Processing Summary 

 

Cases 

Total 

Percent 

GROUP * I am a/an 100.0% 

GROUP * Location 100.0% 

GROUP * Age 100.0% 

GROUP * Gender 100.0% 

 

 

GROUP * I am a/an Crosstabulation 

 

I am a/an 

Academic Staff Administrative Staff Parent 

GROUP SCENARIOS Count 14 15 12 

% within GROUP 22.2% 23.8% 19.0% 

% within I am a/an 43.8% 48.4% 44.4% 

INTERVIEWS Count 18 16 15 

% within GROUP 28.6% 25.4% 23.8% 

% within I am a/an 56.3% 51.6% 55.6% 

Total Count 32 31 27 

% within GROUP 25.4% 24.6% 21.4% 

% within I am a/an 100.0% 100.0% 100.0% 

 

 

 

 

 

 

 



71 

 

GROUP * I am a/an Crosstabulation 

 

I am a/an 

Total Student 

GROUP SCENARIOS Count 22 63 

% within GROUP 34.9% 100.0% 

% within I am a/an 61.1% 50.0% 

INTERVIEWS Count 14 63 

% within GROUP 22.2% 100.0% 

% within I am a/an 38.9% 50.0% 

Total Count 36 126 

% within GROUP 28.6% 100.0% 

% within I am a/an 100.0% 100.0% 

 

 

GROUP * Location Crosstabulation 

 

Location 

City Rural Village Small Town 

GROUP SCENARIOS Count 11 8 22 

% within GROUP 17.5% 12.7% 34.9% 

% within Location 26.8% 57.1% 66.7% 

INTERVIEWS Count 30 6 11 

% within GROUP 47.6% 9.5% 17.5% 

% within Location 73.2% 42.9% 33.3% 

Total Count 41 14 33 

% within GROUP 32.5% 11.1% 26.2% 

% within Location 100.0% 100.0% 100.0% 
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GROUP * Location Crosstabulation 

 

Location 

Total Town 

GROUP SCENARIOS Count 22 63 

% within GROUP 34.9% 100.0% 

% within Location 57.9% 50.0% 

INTERVIEWS Count 16 63 

% within GROUP 25.4% 100.0% 

% within Location 42.1% 50.0% 

Total Count 38 126 

% within GROUP 30.2% 100.0% 

% within Location 100.0% 100.0% 

 

 

GROUP * Age Crosstabulation 

 

Age 

11- 20 21 - 40 41 - 60 

GROUP SCENARIOS Count 17 22 23 

% within GROUP 27.0% 34.9% 36.5% 

% within Age 65.4% 40.7% 51.1% 

INTERVIEWS Count 9 32 22 

% within GROUP 14.3% 50.8% 34.9% 

% within Age 34.6% 59.3% 48.9% 

Total Count 26 54 45 

% within GROUP 20.6% 42.9% 35.7% 

% within Age 100.0% 100.0% 100.0% 
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GROUP * Age Crosstabulation 

 

Age 

Total 61 and above 

GROUP SCENARIOS Count 1 63 

% within GROUP 1.6% 100.0% 

% within Age 100.0% 50.0% 

INTERVIEWS Count 0 63 

% within GROUP 0.0% 100.0% 

% within Age 0.0% 50.0% 

Total Count 1 126 

% within GROUP 0.8% 100.0% 

% within Age 100.0% 100.0% 

 

 

GROUP * Gender Crosstabulation 

 

Gender 

Total Female Male 

GROUP SCENARIOS Count 35 28 63 

% within GROUP 55.6% 44.4% 100.0% 

% within Gender 51.5% 48.3% 50.0% 

INTERVIEWS Count 33 30 63 

% within GROUP 52.4% 47.6% 100.0% 

% within Gender 48.5% 51.7% 50.0% 

Total Count 68 58 126 

% within GROUP 54.0% 46.0% 100.0% 

% within Gender 100.0% 100.0% 100.0% 

 
GET 

  FILE='C:\Users\Ogechi\Desktop\Interviews Data.sav'. 

DATASET NAME DataSet2 WINDOW=FRONT. 

DATASET ACTIVATE DataSet1. 

DATASET CLOSE DataSet2. 
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