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Stakeholder Onion diagram: 
 

 
 
 
Stakeholders: 

 
1. Dr. Charles Wallace & Jessica Daignault 

• Dr. Charles Wallace and Jessica Daignault are the Scientists/Client of the 
application and fall under the Tertiary or External Stakeholder category. 

• They supervise the app creation process, make necessary adjustments, and 
provide the data for the Family FEW app. 

 
2. Dr. Robert Pastel (Course Instructor) 

• Dr. Robert Pastel is our Course Instructor and Executive or Tertiary 
Stakeholder.  

• He guides teams in the app creation process and keeps them in scope. 
 

3. Mid Schoolers 
• Mid Schoolers are our Primary Stakeholders as an End-User.  
• They simulate shopping for grocery items using Family Few App by balancing 

the shopping cost and FEW consumptions. 
 

4. Teacher/Parent Users 
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• Teachers and Parents are our Secondary Stakeholders as a Dependent End-
User. 

• There is variability in the expertise level of this user 
 

5. Product Owners 
• Product Owners are our Tertiary stakeholders. 
• They are closely involved with creating Family FEW and are Responsible for 

users' and clients' requirements. 
 

6. UX Experts  
• The UX Experts are the Grad Students in the team and Primary Stakeholders. 
• They are more closely involved in helping to develop a user-friendly app 

interface. 
 

7. Developers 
• The Developers are the Undergraduate Students in the team and Tertiary 

stakeholders. 
• They are closely involved with Designing and Development of the Family 

FEW app. 
 

8. Technical Manager 
• The Technical Managers help to solve the implementation concerns. 

 
 
Stakeholder Goal Influence Table: 

 
Stakeholders Generic Name Goals Influences 

 
 
 
 

Dr. Charles Wallace, 
Jessica Daignault 

 
 

 
 
 
 

Scientist/Client 

1) Supervise the 
app creation 
process make 
necessary 
adjustments, 
considering the 
interests and 
needs of all 
stakeholders. 

2) To provide the 
required data to 
be used for the 
Family FEW 
app. 

1) Creating a 
Family FEW 
app on time 
and making 
end-users 
satisfied. 

2) Teaching 
middle school 
students to 
look at the 
complex 
relationship 
between FEW. 

 
Dr. Robert Pastel 

(Course Instructor) 

 
Moderator 

To supervise the app 
creation process, 
guide teams, and 
keep them in scope. 

Help creating Family 
FEW app in time 
constraints. 
 

 
 

Middle Schoolers 

 
 

End-User 

Responsible for 
providing the initial 
feedback and 
simulated shopping 

Help improve the user 
experience by pointing 
out the missing 



for grocery items 
using the app. 

features or errors left 
undetected. 

 
 

Teacher / Parent Users 

 
 

End-User 

Responsible for 
providing feedback 
and interacting with 
the app by viewing 
their 
students/children's 
performance. 

It helps improve the 
app by providing 
feedback on the 
convenience of data 
access. 

 
 

UX Consultants (Grad 
Students) 

 
 

UX Experts 

 
To help develop the 
app's user interface 
to make it user-
friendly and 
understandable. 

Creating the Family 
FEW app with a user-
friendly interface 
simplifies the learning 
experience for middle 
schoolers. 

Developers 
(Undergraduate Team 

Students) 

 
Developers 

Responsible for the 
design and 
development of the 
app. 

Helps in software 
delivery, resolving the 
initial design and 
developmental issues. 

Technical Manager 
(Undergraduate Team 

Students) 

 
Technical Manager 

 

Responsible for any 
implementation 
concerns 

Helps in software 
delivery, resolving 
technical issues. 

 
Product Owners 

 
Product Owner 

Responsible for 
client's and user's 
requirement 
concerns 

Helps to gather the 
product data with FEW 
constraints 

 
 
The important goals for the different stakeholders are summarized in this paragraph. 
Scientist/Client Stakeholders supervise the app creation process and provide the required 
data to be used for the Family FEW app, while Moderator manages and guides teams to 
keep them in the scope of this course. The end-users are one of the most important 
Stakeholders who directly interact with the Family Few app and provide constructive 
feedback to improve the application. The UX Experts Stakeholders help develop the user-
friendly user interface for the application. The Developers and Technical Manager 
Stakeholders work together to implement software to deliver the final software. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
Personas: 
 

1. Combined Persona of Middle School Student and Middle School Teacher 
 
Name: James Smith  
Occupation: Middle School Student 
Age: 11, Height: 5’5”, Weight: 90 pounds 
Location: Austin, TX 
 
Goals: James is a middle school student who does not have an interest in studies. 
However, he likes to participate in competitions and do well. A few months back, 
there was Environmental Awareness Competition in his school, and he didn't perform 
well because of his lack of knowledge about the environmental aspects. He didn't like 
this experience and wanted to improve his awareness about the environment, but 
reading books made him bored. He is thinking of taking advice from his teacher 
about his situation. 
 
Behavior: James spends most of the time playing games on his smartphone and 
laptop. He would prefer to learn with games because this process will be fun, rather 
than reading books he finds boring.  
 
Name: Lilly Snyder  
Occupation: Middle School Teacher 
Age: 26, Height: 5’4”, Weight: 120 pounds 
Location: Austin, TX 
 
Goals: Lilly Snyder is an Environment Education teacher in the middle school, and 
James Smith is his student. Lilly Snyder likes to teach the student about her subject, 
but sometimes she really discourages when students show a lack of interest in 
learning. She thinks the reason for students' lack of interest can be the traditional 
method of teaching with books. While having a conversation with her friend about her 
problem, she was introduced to the concept of the Family FEW app. She found the 
Family FEW app ideas very interesting and wants to try this app with her students.  
 
Behavior: Lilly Snyder often has a conversation with her friend Tania Sharma. While 
discussing with Tania, she discussed her problem. Tania introduced the concept of 
the Family FEW app to Lilly Snyder. She found the Family FEW app ideas very 
interesting and wants to try this app with her students.   
 

Scenario (Nominal Application Use): James was introduced to the Family FEW app by his 
Teacher, Lilly Snyder. She explained to him the main idea of the Family FEW app, which can 
be used to learn the complex relationship between FEW (Family, Food, Water) while 
shopping in a game. He found this idea very interesting and downloaded the app quickly to 
start playing/learning with the Family FEW app. The application tutorials helped him get 
started with the application and learn a few basics on FEW. He was very happy to get a 
good score and approached Lilly Snyder to express his gratitude for her. The teacher got 
excited by James' response to the Family FEW app. She explained the idea of the Family 



FEW app to other students in the class with an example of James, which other students 
praised. Later, the teacher started to conduct class activities using the Family FEW 
application to teach the students the complex relationship between FEW (Food, Energy, and 
Water) via game and monitored their performances using the Family Few app to improve 
students' learning.  
 

2. Combined Persona of Middle School Student and Middle School Teacher 
 
Name: David Johnson 
Occupation: Middle School Student 
Age: 12, Height: 4’8”, Weight: 70 pounds 
Location: Houghton, MI 
 
Goals and Behavior: David is an attentive student serious for his studies. He tries to 
always complete his work on time and enjoys playing video games in his free time. 
David has a specialty that he always gives his best in any work (studies or games).   

 
Name: Zuri Hayden 
Occupation: Middle School Teacher 
Age: 40, Height: 5'2", Weight: 160 pounds 
Location: Houghton, MI 
 
Goals and Behavior: Zuri Hayden is a soft nature environment teacher who has an 
experience of more than 15 years of teaching. She is very passionate about her 
teaching and wants from a heart that each student of her class to succeed and 
become responsible, although she doesn't show it. She sometimes also conducts 
class activities using games to teach and monitor students learning.  

 
Scenario (User Error): David is a Zuri Hayden's environment-class student. Zuri Hayden 
announces a class activity using the Family FEW app to teach students the relationship 
between FEW (Food, Energy, and Water). All students in the class activity started by 
downloading the Family FEW application on their smartphones or lab computer. Fortunately, 
this time, David was ahead in understanding key concepts of application and started reading 
about the food items in the Gameplay mode. In an attempt to finish things quickly, David 
accidentally went back to the home page in the application. Now, David got tense as he 
made good progress in the app and contacted teacher Zuri Hayden for help. The teacher 
Zuri Hayden advised, handled the situation calmly, and helped him to restore his progress 
from the automatic backup screenshot received in her email. However, she advised David to 
be careful and responsible while performing activities to avoid repeating similar mistakes. 
Finally, David got a good score in the class activity with an additional lesson along with other 
students. The class activity conducted by teacher Zuri Hayden using the Family FEW app 
helped students understand the relationship between FEW (Food, Energy, and Water), 
which was reflected in the student's performance inspection.  
 
 
 
 
 



Hierarchical Task Analysis (HTA): 
 

 
 
 

 
 

Simulate shopping for 
grocery items using Family

FEW app.

Homepage View Rules/Tutorial View
Teaches:
• Gameplay navigation
• FEW basics

Gameplay View

• Go back
• Resume shopping
• Checkout

• Go back
• Resume shopping
• Finish & get results

Receipt View

Checkout View

• Next aisle (level)
• View receipt 
• Checkout

Middle Schoolers: End-User

Interact with Family FEW
app by viewing their 

students/children 
performance.

Homepage View Rules/Tutorial View
Teaches:
• Results view navigation
• FEW basics

Results View • Save/Download results

Teachers/Parents: End-User



 
Summary (HTA) 
 
The hierarchical task analysis was conducted for the Middle Schoolers: End-User and 
Teachers/Parents: End-User in the above tree diagrams. The goal of the middle schoolers is 
to Simulate shopping for grocery items using the Family FEW app. Their goal can be 
achieved by starting with the application's Homepage View. There would be a Tutorial View, 
which explains the gameplay navigation and basics of FEW (Food, Energy, Water) 
relationships. At this point, a user is prepared to simulate shopping for grocery items using 
the Gameplay View and can validate the items and their FEW impacts on the Receipt View 
before checking out from the application. Another End-User of our application is 
Teachers/Parents. The goal of the Teachers/Parents is to interact with the Family FEW app 
by viewing their students/children's performance. Their goal can be achieved by starting with 
the Homepage View of the application and learning from Tutorial View about FEW basics. 
Further, they can proceed to the Results View, where they can download or save their 
student or children's results. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
Appendix: Notes from interview with scientist 
 
Question: Please tell us about your app idea? 
Response: Consumption of food energy and water (FEW), complex interconnected system. 
The main goal of the project is to let middle school students understand the complex 
relationship between FEW.  
 
Question: What information or content does the app show the user? 
Response: A range of food items available at store along with its food contents and energy, 
water impact. Select the items as per FEW 
 
Question: What art style in application would you like it in? Ex: cartoony, pixel art, etc. 
Response: Free for style. 
 
Question: Do you have any preference for what type of game the app will be? 
Response: Similar app: Optimization problem with shopping cart. Different sections. 
 
Question: How are we scoring the user? Do we create levels? 
Response: Score/Level: Not thought about it yet. Challenging + Interesting. 
 


