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“design-in-use” continuum that permits the creation of
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through the portal, communicate with their customers. 

The sales manager wants to tailor the software environments to be 
used by the associate companies, maintaining a consistent style of 
documentation and interaction. On its side, each company wants 
to define the environments to be used by their customers. This is a 
typical case in which the meta-design approach of the SSW 
methodology can be successful. The Web portal is then developed 
as a network of different workshops, each one specific for a 
community of users, where users can perform the EUD activities 
they require. The sales manager will work in a meta-environment 
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The variety of roles and accesses requires different workshops for 
accessing and managing the different information. The identified 
SSW network in the case study of CIDD is represented in Figure 
1. At the meta-design level (the top level) there is a SSW (“SE” in 
the figure) used by the software engineers to shape the tools to be 
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Figure 1. The SSW network in the case of CIDD.  
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