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Abstract. In applications where individuals in different contexts interact with a 
technology system, cultural issues present complex challenges for developers 
attempting to understand context of use. Three features of culture stand out: in-
dividuals embody overlapping cultural memberships; cultures and roles inter-
act; and individuals make erroneous assumptions of others’ cultural member-
ship. This paper illustrates how the Contextual Scenario Framework (CSF) can 
address these cultural challenges. The CSF is a tool that supports scenario-
based design by structuring, organizing and automatically recalling contextual 
information. The mechanisms of the CSF enable exploration of human activity 
in context, linking characters within scenarios to contextual influences discov-
ered in primary field research and secondary analysis. 
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1   Introduction 

As technology becomes more ubiquitous and more mobile, assumptions about a 
user’s cultural surrounding that could be made in the past are becoming less viable. 
According to Agre [2], Institutions – persistent structures of human relationships – are 
losing their ties to Architecture – the built environment. 

Complex systems, particularly for cooperative work, are likely to be multi-actor en-
vironments, and so embody multiple viewpoints. In such systems, “differences among 
actors’ views cannot be conceived as affecting only narrowly circumscribed do-
mains… but involve actors’ whole cultural order” [Mantovani [10], p. 257]. 

This paper will describe the Contextual Scenario Framework (CSF) and how it ad-
dresses three challenges with exploring contextual influences related to culture. The 
CSF is a scenario-based tool for the structuring, organization and automatic recall of 
contextually-relevant information during systems design. It takes advantage of the 
existing ability of scenario-based design to support iterative and experimental design 
practices [5], but adds structured connections between scenario characters and contex-
tual factors identified in primary field research and secondary analysis.  

This paper uses data from a semester-length qualitative study conducted in the Fall 
of 2007. The study, “The Lived Experience of Sandwiched Caregiver Families” 
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(www.id.iit.edu/833/), gained deep appreciation of the experience of a small number 
of participants through ethnographic observation and a participatory design-based 
workshop. The pilot study was of “sandwiched” caregivers, defined as adults who 
provide parental care to their own dependent children or stepchildren, while simulta-
neously caring for a dependent elder relative living with a chronic condition. In the 
following analysis, the data are used for illustration purposes only.  

The CSF is part of our ongoing goal of developing contextually-rich research and 
design methodology for complex information systems. 

2   Three Complexities in the Contextual Influence of Culture  

Individual Embodiment of Multiple Cultures. Individuals do not participate in just 
one social world at a time; they belong to multiple social worlds simultaneously [8]. 
Such social contexts not only surround an individual, but also lie within [e.g. 10]. As 
a result, individuals can be made up of a metaphoric cacophony of voices [11].  

The term “cacophony” highlights the complexity that simultaneous membership 
entails. Just as noises interact in a cacophony, an individual’s multiple social worlds 
can interact and even clash. A tool for supporting multiple cultures must permit two 
things: the ability of human actors to embody multiple social worlds simultaneously, 
and a means to see interactions among factors arising from those social worlds. 
 

Interaction Between Roles and Cultures. Knowing that an individual is a member 
of a culture is not enough to understand their culture. Individuals can embody differ-
ent roles within a culture, and those roles can entail very different perceptions and 
actions. “[R]oles and the taking and making of roles are seen as fundamental to the 
process by which social groupings become more than mere aggregates of people” [7, 
p. 231]. A tool that addresses this must be able to differentiate roles within a culture, 
and must allow for differing combinations of roles and cultures.   
 

Erroneous Cultural Assumptions. In real situations, individuals have only imperfect 
information about the worlds of others with whom they interact. People can easily 
operate under a false assumption about the cultural background of another, after mis-
interpreting some culture cue. In distance work, for example, global team members 
improperly interpret conventions about dress as personality cues: “Mexican engineers 
in khaki shirts and sunglasses looked suspicious to the shirt-and-tie U.S. engineers. 
Silicon Valley engineers in t-shirts and blue jeans and Big Five consultants in their 
formal corporate wear made incorrect attributions about each other” [12, 170]. 

Here, point of view matters. In a realistic model, a false ascription of culture from 
one person’s point of view (e.g. a “shirt-and-tie U.S. engineer”) would not be negated 
by the cultural reality of the person in focus. The “error” must be preserved. 

3   Existing Methods for Reusing Situated Data  

Complete Methodologies. These systems development methodologies have been 
designed explicitly to incorporate contextual understanding at all stages of design. 
Their raison d'être is to develop contextually-centered systems. 
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Contextual Design was developed to maintain customer-centered focus throughout 
the front end of systems design [6]. It starts with Contextual Inquiry and Work Mod-
eling stages to understand current work of the customer. Consolidation follows creat-
ing a map of the customer population and to show the underlying structure of their 
work. Work Redesign integrates ideas, while User Environment Design and Mockup 
and Test with Customers create the system.  

Soft Systems Methodology (SSM) addresses “real-world problems in which known-
to-be-desirable ends cannot be taken as given” [7, p. 318]. Phenomenological in 
stance, SSM concerns itself with human activity systems. It builds a rich model of 
“the situation in which there is perceived to be a problem” [7, p. 163], leading to a 
concise description of the human activity system (from a particular point of view).  

Contextual Design and SSM share the goal of creating systems around holistic 
models of their contexts of implementation. The two methodologies differ in scope: 
Contextual Design on specific technology systems; SSM on human activity systems, 
in scales up to an entire society. These methodologies could be complemented by 
tools that enable moment-to-moment exploration of context by accumulation of detail.   
 

Scenario and Use Case Modeling Tools. These focus on integrating an understand-
ing of work practices as activities into the software development processes. 

Coherence is an integrated approach to social and object-oriented analysis [15]. It 
uses multiple forms of modeling to represent the learnings of ethnographic methods 
regarding work processes. Coherence uses standard industry approaches (use cases 
and UML) as the means to integrate the social modeling with industry standard mod-
els, as well as a Viewpoints model that elaborates concerns in descriptive prose. 

Scenario-Based Requirements Engineering (SBRE) [14] contains both a method 
and a software tool for scenario-based requirements engineering. It integrates with use 
case approaches to object-oriented development. It models a use case with a struc-
tured language, enabling the use of abstract libraries to discover generic requirements. 
Exception types (including extensive varieties of human error) are applied to normal 
event sequences to suggest possible abnormal events. Scenario paths are automati-
cally generated and validated using rule-based frames.  

Both models formalize contextual data, with SBRE being the more strictly formal. 
While formalization makes integrating material with systems design processes easier, 
even modest formalization bears the risk of stripping contextual data of its interpretive 
qualities. There is opportunity to re-introduce the interpretive by pairing the systemati-
cally-created scenarios of SBRE or the semi-formal UML Use Cases of Coherence 
with a mechanism for adding contextual content to scenarios. 

4   A Scenario-Based Framework for Reusing Contextual Data  

The CSF is a mechanism for the structuring, management, and utilization of contex-
tual data in support of scenario-based design, including the iterative design of human-
computer interaction. It is designed to address complex situations, such as those in 
which multiple people interact with a technology (e.g. CSCW).  

Previous literature suggests several challenges in working with contextual data in 
human activity. For example, both the sources of contextual effect and the effects 
themselves often remain hidden from direct observation. Much of what is contextual 
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arises, in part, from elements internal to the experience of the individual [9, 4]. Such 
“internal” contextual effects are not necessarily causes in themselves, but are brought 
out based on the individuals’ relationship with elements in the “external” world [1]. 
Additionally, the effects of context are dynamic and self-interactive [9]. Even within 
the context of a scenario, changes in the situation can result in changes to the context, 
which then further change the situation [10]. Finally, domain research which gener-
ates contextual understanding (e.g. ethnomethodology) is often interpretive, rather 
than quantitative, which does not lend itself to formalization [3].  

4.1   Structuring Contextual Data for Reuse 

The CSF takes advantage of the scenario author’s third-person omniscient perspective 
to explore contextual data. With this perspective, the scenario author has the power to 
declare that a human actor embodies some combination of contextually relevant fea-
tures, even if those features could not be directly observed. A contextual feature that 
took careful observation and analysis to comprehend in the source data can be, subse-
quently, reused in a scenario merely by declaring that a character embodies it.  

The CSF uses structured natural language to preserve some of the interpretive qual-
ity of the source contextual material. All contextual data in the CSF is structured into 
a single, standard data type: natural language sentences, called Contextual Factors 
(Fig. 1). Each Contextual Factor reflects a link between some potential element of 
context (indexed to its Triggering Situation) and some potential effect identified from 
real data through research and analysis (its Contextual Influence). 
 

Contextual Factors. A Contextual Factor joins a simplified situation, applicable to an 
individual human actor, to Contextual Influences arising from it. A Contextual Factor 
has two parts: (1) zero to many Contextual Influences, (Fig. 1, lower box) and (2) one 
Triggering Situation indicating when they apply (Fig. 1, upper box). 
 

Contextual Influence. A Contextual Influence is a contextual attribute of a human 
actor derived from domain research. It describes an alteration in (or setting of) the 
way an individual thinks, feels, perceives or chooses to act, in the form of a sentence 
with the implied subject, “A human actor in a similar situation” (Fig. 1, lower box).  
 

Triggering Situations. A Triggering Situation is the set of conditions that elicit, for a 
specific character within a scenario, the Contextual Influence for a Contextual Factor 
(Fig. 1, lower box). Each Triggering Situation consists of one Primitive Situation (PS) 
or more than one PS connected with AND or NOT (Fig. 2). Triggering Situations act 
as indexes, linking each character in a scenario to his or her relevant contextual data. 

 

Fig. 1. A Contextual Factor and its Elements 
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Fig. 2. A Triggering Situation and its Elements 

Primitive Situations. A Primitive Situation is a very simple situation–a relationship 
between a single human actor and one element of a scenario. It consists of one Sce-
nario Element Primitive (SEP) and one Actor-Element Relationship. (Fig. 2). 

Table 1. Categorization of Scenario Element Primitives and Actor-Element Relationships 

 

 
SEPs represent a single aspect of an entity or state within a scenario, in the form 

of a noun. A Scenario Element may have more than one SEP. A smart phone, for 
example, may be a “Mobile Phone,” an “Electronic Calendar” and a “Techno-Status 
Symbol.”  

SEPs fall into categories based on the type of scenario element they represent. 
Each category has a defined list of relationships a human actor might hold with them - 
their Actor-Element Relationships (Table 1, middle). SEPs act as the predicates of 
sentences with “this human actor” as the implied subject (Fig. 2; Table 1, right). 
  

4.2   Creating Scenarios with Contextual Data 

The CSF connects scenarios with contextual data from the research by generating lists 
of contextual influences for each scenario character. This occurs in three phases. 
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Fig. 3. Creation of a Character’s Aggregate Situation 

Phase 1: The Scenario Author Assembles Scenario Elements. The author begins 
by creating the scenario by identifying the Scenic Elements - elements of the scenario 
with real-world equivalents, be they observable or internal, that are present at the start 
(Fig. 3, column 1). Next, the author identifies an appropriate set of Scenario Element 
Primitives (SEPs) for each Scenario Element (Fig. 3, 2nd column, italic text). 

With the SEPs in place, the author now builds each character’s Aggregate Situa-
tion.  The Aggregate Situation is the set of Primitive Situations applicable to a charac-
ter at a specific event in the scenario (Fig. 3, boxes). To create this, the scenario  
author determines the relationship (if any) between each character and each SEP, 
assigning them Primitive Situations describing that relationship (Fig. 3, dashed lines). 
 

Phase 2: CSF Aggregates Influence Lists from Primitive Situations. At this point, 
one Aggregate Situation has been created for each character (Fig. 4, left boxes). The 
CSF compares this list of Primitive Situations with the Triggering Situations (Fig. 4, 
middle column) in the database of Contextual Factors (Fig. 4, two rightmost col-
umns). When the Triggering Situation of a Contextual Factor matches some combina-
tion of a character’s Primitive Situations, that Factor applies to that character. The 
CSF appends its Contextual Influence to a list for that character (Fig. 4, right boxes), 
aggregating contextual influences from that character’s point of view.  
 

Phase 3: The Scenario Author iterates through a Scenario. Dynamic contextual 
change can be discovered by stepping through a scenario event-by-event and altering 
the actions of its characters based on their accumulated contextual influences. Event-
to-event changes occur in three ways: adding or removing a Scenario Element (and its 
associated SEPs); adding or removing an SEP (and its associated Primitive Situations); 
and changing the assignment of Primitive Situations to Scenario Characters (Fig. 5).  
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Fig. 4. Aggregate Contextual Influences, as Generated by Aggregate Situations 

 
Fig. 5. Iterating through a Scenario 

Changes within a scenario can cause the author to add or remove a Scenario Element, 
such as when an actor enters or exits the situation, when a tool is no longer in use or 
when the physical location of the scene changes. A Scenario Element Primitive can be 
added or subtracted to reflect a change within a Scenario Element, such as when there 
is a change in conditions, such as a character’s mood, the weather, or a person’s role. 
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Finally, a character can change his or her relationship to a Scenario Element, which 
the analyst reflects by selecting a Primitive Situation with a different Actor-Element 
Relation between the actor and the SEP.   

5   Application Case 

Throughout this article, we have been using data relating to our application case:  a 
two person over-the-phone interaction regarding setting up an online medical record. 
The scenario of use (Fig. 6) involves a form of remote cooperative work not com-
monly considered Computer Supported Cooperative Work: phone support for an 
activity done online.  
 

The CSF and overlapping cultures. Two features are necessary to address the over-
lapping of cultures within an individual: the ability of characters within a scenario to 
simultaneously embody multiple social worlds, and a means for users of the tool to 
see interactions among factors arising from those social worlds.  

Within the CSF, no structures limit the membership of a character to a single social 
world. In Fig. 3, Diane is linked to two social worlds simultaneously: Caregiving 
family (multi-gen) and College graduate. This reveals potentially interacting Contex-
tual Influences: “May believe strongly in caring for own parents over caring for self” 
and “May have ambitions to move beyond world of own childhood.” The author ex-
plores this interaction in the scenarios’ next-to-last sentence (Fig. 6), where an already 
troubled interaction is worsened as Diane experiences the frustration of conflict be-
tween her role in family culture and her ambition as an educated adult. 

 

 

Fig. 6. Scenario Created by Iterating through Aggregate Lists of Contextual Influences 
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CSF and the relation between roles and cultures. The ability to differentiate among 
roles within a culture is necessary to address the complexity of culture.  
 

In the application case, Joseph embodies both a culture, Hospital employee (region 
system) and a role, Call-in support staff (Fig. 3, lower right). When Joseph interacts 
with a sandwiched caregiver; the combination of Primitive Situations matches the 
Triggering Situation for the Contextual Influence “In a culture likely to value adher-
ence to bureaucracy”. Change Joseph’s role to Medical Practitioner, though, and that 
influence disappears – reflecting, perhaps, a surgeon’s ambivalence to bureaucracy.    
 

CSF and erroneous cultural assumption. Embodying individual points of view is 
necessary for handling errors in cultural assumption. During the course of the sce-
nario, Joseph comes to embody an erroneous assumption about Diane – that she is 
only a High-school graduate. (This dynamic mid-scenario change is represented in 
Fig. 3 and Fig. 6 by dashed-line boxes). Joseph’s error has no effect on the Scenic 
Elements linked to Diane, just as, in real life, someone else’s mistake does not auto-
matically cause another person to change. Conversely, the reality of Diane’s Scenic 
Element link of College graduate has no effect on Joseph’s error. Joseph’s error leads 
him to an improper choice in using the e-medical record administrative interface tool 
– using a ‘novice’ instruction script when an ‘internet savvy’ script might have been 
more appropriate. This worsens an already awkward situation. 

6   Discussion 

The contributions we have described in this paper are twofold: the ability of the Con-
textual Scenario Framework to act as a mechanism for dynamic reuse of contextual 
information and the ability of the structures within CSF to handle complexities raised 
by issues of culture. The latter demonstrates the flexibility of the CSF to work with 
data generated using interpretive research methodologies. 

Still to be determined, however, is the degree to which the structured information 
formats capture and reproduce contextual information accurately, appropriately and 
efficiently. Can Contextual Factors capture a broad range of categories of contextual 
information? Would data in a large CSF database prove to be accessible and useful as 
a project, or an organization, evolves? And what are the trade-offs in time and effort? 

In further work, we would like to integrate the CSF with existing systems devel-
opment methodologies and tools. We would like to extend the scope of research to 
large-scale systems development projects, to explore its scalability.  
 

Acknowledgements. This research was made possible by Rethinking Health initiative 
(www.id.iit.edu/828/), launched August 2007, thanks to a generous gift from Robert 
Pew, Chairman of the Board of Steelcase and Chair of ID's Board of Overseers. 

References  

1. Agre, P.: Changing Places: Contexts of Awareness in Computing. Human-Computer Inter-
action 16(2/4), 177–192 (2001) 

2. Agre, P.E.: The Dynamic Structure of Everyday Life (PhD Dissertation), UMI Order 
Number: AITR-1085, Massachusetts Institute of Technology (1988) 



126 E. Swanson, K. Sato, and J. Gregory 

3. Akman, V.: Rethinking Context as a Social Construct. Journal of Pragmatics 32, 743–759 
(2000) 

4. Bainbridge, L.: The Change in Concepts Needed to Account for Human Behavior in Com-
plex Dynamic Tasks. IEEE Transactions on Systems, Man, and Cybernetics 27, 351–359 
(1997) 

5. Bardram, J.: Scenario-Based Design of Cooperative Systems: Re-Designing a Hospital In-
formation System in Denmark. Group decision and negotiation 9, 237–250 (2000) 

6. Beyer, H., Holtzblatt, K.: Contextual Design. Academic Press, San Diego (1998) 
7. Checkland, P.: Systems Thinking, Systems Practice. John Wiley & Sons, New York 

(1984); reprint with 30-year retrospective (1999) 
8. Fitzpatrick, G., Mansfield, T., Kaplan, S.M.: Locales Framework: Exploring Foundations 

for Collaboration Support. In: OzCHI 1996, p. 34-4 (1996) 
9. Greenberg, S.: Context as a Dynamic Construct. Human-Computer Interaction 16, 257–268 

(2001) 
10. Mantovani, G.: Social Context in HCI: A New Framework for Mental Models, Coopera-

tion, and Communication. Cognitive Science 20, 237–269 (1996) 
11. Nielsen, L.: From User to Character – An Investigation Into User-Descriptions in Scenar-

ios. In: Proc. DIS 2002, pp. 99–104 (2002) 
12. Olson, G.M., Olson, J.S.: Distance Matters. Human-Computer Interaction 15(2-3), 139–178 

(2000) 
13. Sato, K.: Context-Sensitive Approach for Interactive Systems Design: Modular Scenario-

Based Methods for Context Representation. J. Physiol. Anthropol., Appl. Human 
Sci. 23(6), 277–281 (2004) 

14. Sutcliffe, A.G., Maiden, N.A.M., Minocha, S., Manuel, D.: Supporting Scenario-Based Re-
quirements Engineering. IEEE Transactions on Software Engineering 24(12), 1072–1088 
(1998) 

15. Viller, S., Sommerville, I.: Ethnographically Informed Analysis for Software Engineers. 
International Journal of Human-Computer Studies 54, 169–196 (2000) 

 


	Exploring Cultural Context Using the Contextual Scenario Framework
	Introduction
	Three Complexities in the Contextual Influence of Culture
	Existing Methods for Reusing Situated Data
	A Scenario-Based Framework for Reusing Contextual Data
	Structuring Contextual Data for Reuse
	Creating Scenarios with Contextual Data

	Application Case
	Discussion
	References



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles true
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (Photoshop 4 Default CMYK)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Error
  /CompatibilityLevel 1.3
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJDFFile false
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.1000
  /ColorConversionStrategy /sRGB
  /DoThumbnails true
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 524288
  /LockDistillerParams true
  /MaxSubsetPct 100
  /Optimize true
  /OPM 1
  /ParseDSCComments true
  /ParseDSCCommentsForDocInfo true
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo true
  /PreserveFlatness true
  /PreserveHalftoneInfo false
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts false
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 150
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 600
  /ColorImageDepth 8
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.01667
  /EncodeColorImages true
  /ColorImageFilter /FlateEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 150
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 600
  /GrayImageDepth 8
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.01667
  /EncodeGrayImages true
  /GrayImageFilter /FlateEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 1200
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 1200
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 2.00000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName (http://www.color.org)
  /PDFXTrapped /False

  /SyntheticBoldness 1.000000
  /Description <<
    /DEU ()
    /ENU ()
  >>
>> setdistillerparams
<<
  /HWResolution [2400 2400]
  /PageSize [595.000 842.000]
>> setpagedevice




