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TASK DESCRIPTION



Scenario
This assessment involves the development of a prototype interface design for a College course enrolment.  
All applicants will have been interviewed prior to enrolment and given an enrolment number and pin.  The applicant can now use the Enrolment kiosk to self-enroll onto a course.  The enrolment process involves:
· Taking the Applicant ID photograph.
· Input Biographic:
·  Details (Name Address, DOB, Tel Number, Mobile Number, Email)
· Evidence scan (Passport, Driving license)
· Input Qualification Grades
· Evidence Scan (Certificates)
· Allow applicant to select course based on qualification
· Complete Questionnaire (Sex, Ethnic origin, religion etc.)
· Take payment (Cash, Card)
· Record Signature 
· Product Enrolment Card (Picture, Applicant ID and Name, Course ID and Title)
· Print Enrolment Details 
(Name, Address, Course Code, Course Title, Start Date, Start Information Payment details, Signature) 
Your task is as follows (each numbered point should correspond to a section in your report):
1. To provide a brief introduction and background to the area of interface design for the college self-enrolment kiosk. Appropriate references are important here and please include academic sources.
2. To investigate your target user group's requirements via an appropriate method such as Task Analysis.
3. To present a paper prototype design using the outcomes of the design.
4. To analyse the application of Human Factors theory in your paper prototype designs. This should include an explanation of your application of theory of visual perception, human memory and human reasoning. Analyzing the use of metaphor in the design is a requirement here. This is another section where referencing is important.
5. To complete and document a walkthrough of your paper prototype with a member of the class as user (You might make a short video with several narrative scenarios). You should review aspects of the interface that worked and did not work and provide a copy of their written feedback.
6. To participate as user for a class member's design and to write up your evaluation of their design. You will need to provide a copy of their design to help your explanation.
7. To produce a software prototype of your design using the appropriate software tool of your choice (e.g. Dreamweaver, VB or Ning) and to give a written analysis of this prototype and the features included. This should be explained using screen prints and narrative.
8. Give an evaluation of the usability engineering techniques used in producing the prototype and their effectiveness. Did applying a usability technique such as Task Analysis, applying Human Factors and the walkthrough of a paper prototype result in a better design? Give some specific example of changes you made to your design as a result.
9. To use and reference appropriate resources throughout. References should be provided for Task Analysis, Human Factors, usability and any other topic as required.
Suggested word count: 3000 words










	GUIDANCE FOR STUDENTS IN THE COMPLETION OF TASKS



Marks will be awarded for:

· (20%)Research-informed Literature
· Investigate the background to the scenario/case study. 
· Investigate a target user group's requirements via an appropriate method such as Task Analysis. 

· (20%)Knowledge and Understanding of Subject
· Apply Human Factors theory to a paper prototype designs and give an explanation of where the theory of visual perception, human memory and human reasoning was developed and employed.
· Explain the use of metaphor in the design. 

· (10%)Analysis
· Evaluate the usability engineering techniques used in producing a prototype and discuss their effectiveness.
· Discuss if and how applying a usability technique such as Task Analysis and/or applying Human Factors in a walkthrough of a paper prototype resulted in better design. 
· Provide specific examples of changes made to a design as a result of evaluation

· (30%)Practical Application and Deployment
· Develop and present resent a paper prototype design using the outcomes of a design.
· Produce a software prototype of the design using appropriate software tools of your choice (e.g. Dreamweaver, VB or Ning). Using screen prints and a narrative, give a written analysis of the prototype and the features included. 

· (20%) Skills for Professional Practice
· Participate as a user for a class member's design and document your evaluation of the design. Provide a copy of the design to support your evaluation. 
· Complete and document a walkthrough of a paper prototype with a member of the group as a user.  Present a review on the aspects of the interface that worked and did not work and provide a copy of their written feedback. 
· Use and reference appropriate resources throughout. References should be provided for Task Analysis, Human Factors, usability in social networking and any other topic as required. 
· Format the document correctly
· Include a bibliography
· Reference the bibliography


WHAT YOU SHOULD SUBMIT
· The report should be submitted via Turnitin on Moodle.
· Video posted on YouTube with link listed in report.



	
                 MARKING CRITERIA AND STUDENT FEEDBACK



This section details the assessment criteria. The extent to which these are demonstrated by you determines your mark. The marks available for each criterion are shown. Lecturers will use the space provided to comment on the achievement of the task(s), including those areas in which you have performed well and areas that would benefit from development/improvement.
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	Data Mining
Common Assessment Criteria Applied
	Marks available
	Marks 
awarded

	1. Research-informed Literature 
Extent of research and/or own reading, selection of credible sources, application of appropriate referencing conventions.
	
	

	Target user group selected and requirements identified, analysed and documented.  Inclusion of a range of research-informed literature, including sources retrieved independently. Referencing conventions consistently applied.
	
20
	
11

	2. Knowledge and Understanding of Subject
Extent of knowledge and understanding of concepts and underlying principles associated with the discipline.
	
	

	Human Factor theory applied to the paper prototype designs, with and explanation of where the theory of visual perception, human memory and human reasoning have been employed.  Evidence of basic knowledge and understanding of the relevant concepts and underlying principles.
	20
	12

	3. Analysis
Analysis, evaluation and synthesis; logic, argument and judgement; analytical reflection; organisation  of ideas and evidence
	
	

	Prototype produced and analysed. Task Analysis and Walkthroughs used to measure the effectiveness of the prototype.  Changes made as a result of the investigation. An awareness of different stances and ability to use evidence to support your arguments.
	10
	7

	4. Practical Application and Deployment
Deployment of methods, materials, tools and techniques; application of concepts; formulation of innovative and creative solutions to solve problems.
	
	

	Appropriate software (VB) used to design a prototype. Written analysis and screen shots used to document the prototype’s features and navigation.  A good and appropriate application of standard methods, materials, tools and techniques.
	30
	21

	5. Skills for Professional Practice 
Attributes in professional practice: individual and collaborative working; deployment of appropriate media; presentation and organisation.
	
	

	[bookmark: _GoBack]Participated as a user for a class member.  Evaluation of the design documented and a copy of the valuation provided. Use and reference appropriate resources.  Would like to have seen some reading around the subject.    
	20
	14






	Assignment Mark (Assessment marks are subject to ratification at the Exam Board.  These comments and marks are to give feedback on module work and are for guidance only until they are confirmed. )
	Late Submission Penalties (tick if appropriate)
	65

	
	Up to four weeks late
	
	

	
	First Attempt?
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BACHELORS COMMON ASSESSMENT AND MARKING CRITERIA



	
	OUTRIGHT FAIL
	UNSATISFACTORY
	SATISFACTORY
	GOOD
	VERY GOOD
	EXCELLENT
	EXCEPTIONAL

	Assessment Criteria
	0-29%
	30-39%*
	40-49%
	50-59%
	60-69%
	70-79%
	80-100%

	1. Research-informed Literature 
Extent of research and/or own reading,  selection of credible sources, application of appropriate referencing conventions 
	Little or no evidence of reading.
Views and findings unsupported and non-authoritative.
Referencing conventions largely ignored.
	Poor evidence of reading and/or of reliance on inappropriate sources, and/or indiscriminate use of sources.
Referencing conventions used inconsistently.
	References to a limited range of mostly relevant sources. Some omissions and minor errors.
Referencing conventions evident though not always applied consistently.
	Inclusion of a range of research-informed literature, including sources retrieved independently. Referencing conventions mostly consistently applied.
	Inclusion of a wide range of research-informed literature, including sources retrieved independently.
Selection of relevant and credible sources.  Very good use of referencing conventions, consistently applied.
	A comprehensive range of research informed literature embedded in the work. Excellent selection of relevant and credible sources. High-level referencing skills, consistently applied.
	Outstanding knowledge of research-informed literature embedded in the work. Outstanding selection of relevant and credible sources. High-level referencing skills consistently and professionally applied.

	2. Knowledge and Understanding of Subject
Extent of knowledge and understanding of concepts and underlying principles associated with the discipline.
	Major gaps in knowledge and understanding of material at this level. Substantial inaccuracies.
	Gaps in knowledge, with only superficial understanding. Some significant inaccuracies.
	Evidence of basic knowledge and understanding of the relevant concepts and underlying principles. 
	Knowledge is accurate with a good understanding of the field of study.
	Knowledge is extensive.  Exhibits understanding of the breadth and depth of established views. 
	Excellent knowledge and understanding of the main concepts and key theories. Clear awareness of challenges to established views and the limitations of the knowledge base.
	Highly detailed knowledge and understanding of the main theories/concepts, and a critical awareness of the ambiguities and limitations of knowledge.

	3.  Analysis
Analysis, evaluation and synthesis; logic, argument and judgement; analytical reflection; organisation  of ideas and evidence
	Unsubstantiated generalisations, made without use of any credible evidence. Lack of logic, leading to unsupportable/ missing conclusions. Lack of any attempt to analyse, synthesise or evaluate.
	Some evidence of analytical intellectual skills, but for the most part descriptive. Ideas/findings sometimes illogical and contradictory. Generalised statements made with scant evidence. Conclusions lack relevance.
	Evidence of some logical, analytical thinking and some attempts to synthesise, albeit with some weaknesses.
Some evidence to support findings/ views, but evidence not consistently interpreted.
Some relevant conclusions and recommendations, where relevant
	Evidence of some logical, analytical thinking and synthesis. Can analyse new and/or abstract data and situations without guidance.
An emerging awareness of different stances and ability to use evidence to support the argument.
Valid conclusions and recommendations, where relevant
	Sound, logical, analytical thinking; synthesis and evaluation. Ability to devise and sustain persuasive arguments, and to review the reliability, validity & significance of evidence. Ability to communicate ideas and evidence accurately and convincingly.
Sound, convincing conclusions / recommendations.
	Thoroughly logical work, supported by evaluated evidence. High quality analysis, developed independently or through effective collaboration.
Ability to investigate contradictory information and identify reasons for contradictions.
Strong, persuasive, conclusions, justifiable recommendations.
	Exceptional work; judiciously selected and evaluated evidence. Very high quality analysis, developed independently or through effective collaboration.
Ability to investigate contradictory information and identify reasons for contradictions.
Highly persuasive conclusions

	4. Practical Application and Deployment
Effective deployment of appropriate methods, materials, tools and techniques; extent of skill demonstrated in the application of concepts to a variety of processes and/or contexts; formulation of innovative and creative solutions to solve problems. 
	Limited or no use of methods, materials, tools and/or techniques.
Little or no appreciation of the context of the application.
	Rudimentary application of methods, materials, tools and/or techniques but without consideration and competence. Flawed appreciation of the context of the application.


	An adequate awareness and mostly appropriate application of well-established methods, materials, tools and/or techniques.
Basic appreciation of the context of the application.

	A good and appropriate application of standard methods, materials, tools and/or techniques.
Good appreciation of the context of the application, with some use of examples, where relevant.

	A very good application of a range of methods, materials, tools and/or techniques.
Very good consideration of the context of the application, with perceptive use of examples, where relevant.
Evidence of some innovation and creativity. 
	An advanced application of a range of methods, materials, tools and/or techniques.
The context of the application is well considered, with extensive use of relevant examples.
Application and deployment extend beyond established conventions.  Innovation and creativity evident throughout.
	Outstanding levels of application and deployment skills. Assimilation and development of cutting edge processes and techniques.

	5. Skills for Professional Practice 
Demonstrates attributes expected in professional practice including: individual initiative and collaborative working; deployment of appropriate media to communicate (including written and oral); clarity and effectiveness in presentation and organisation.
	Communication media is inappropriate or misapplied.
Little or no evidence of autonomy in the completion of tasks.
Work is poorly structured and/or largely incoherent.
	Media is poorly designed and/or not suitable for the audience. 
Poor independent or collaborative initiative.
Work lacks structure, organisation, and/or coherence
	Can communicate in a suitable format but with some room for improvement. 
Can work as part of a team, but with limited involvement in group activities. 
Work lacks coherence in places and could be better structured.
	Can communicate effectively in a suitable format, but may have minor errors.
Can work effectively as part of a team, with clear contribution to group activities. 
Mostly coherent work and is in a suitable structure.
	Can communicate well, confidently and consistently in a suitable format.
Can work very well as part of a team, with very good contribution to group activities. 
Work is coherent and fluent and is well structured and organised.
	Can communicate professionally and, confidently in a suitable format.
Can work professionally within a team, showing leadership skills as appropriate, managing conflict and meeting obligations.
Work is coherent, very fluent and is presented professionally.
	Can communicate with an exceptionally high level of professionalism. 
Can work exceptionally well and professionally within a team, showing advanced leadership skills.
Work is exceptionally coherent, very fluent and is presented professionally.
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[bookmark: _Toc508090093]Background 

Interface Design focuses mostly on designing interfaces that have elements in them that will be familiar and easy to use for users while still having the needed functionality to fulfil the requirements of the interface. You must try and be consistent in the layout of the interface so that users are not confused by new screens and they will be able to predict what the elements on the interface will do before they click them. 

The main components that interfaces consist of are;

Navigation Controls – Sliders, Home icons, Search bars, breadcrumb titles, pagination so the user know what page they are on

Input Controls – Buttons, text boxes, radio buttons, list/dropdown boxes, checkboxes, scan

Informative Components – Instructions, notifications, message boxes, alert boxes, progress bars

All these components come together to make an interface that is easy for the user to understand using instructions and then using navigation control to make sure that the user knows where they are in the interface, so they do not get confused or lost. While they are going through the interface they will use the input control to fulfil to tasks that they are being asked to such as fill in your details into the appropriate boxes. 

Practises that contribute to a well-designed user interface;

Simple yet effective
The best designed interfaces are usually the simplest ones that are easy to understand but still get the job done in terms of functionality while avoiding redundant elements and functionality that will over complicated and clutter the interface.

Consistency 
To make an interface where he users are not surprised you will have to be consistent in your layout design so that every screen is similar, so the user will know where to go on the screen to do a specific function. The main goal in designing a consistent layout is to make sure the user can predict what will happen when they do something on your interface based on what they have done already on your design. 

Feedback and communication 
To make sure that your user knows what’s going on at all points of the process of going through your interface you will have to provide feedback when they do something for example when you click print you would expect a window to pop up saying “print successful – collection is ready” this makes sure that the user knows that they have made progress and so they know what they should do next. [1]
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Human factors 

Visual Perception
Visual perception is basically to ability to see things around use and analyze things with our eyes visually. Its also the ability to see patterns, colors and structure that have been made to have a specific use. The way I have taken this theory and applied this to my design is that I have kept a constant color scheme throughout the designs so that the system looks aesthetically pleasing and its consistent for the user. I have also kept the structure of my systems the same throughout by using a consistent layout or a similar layout on all their pages. The reason this I important is because graphic interfaces are exclusively view visually. [2]

Human Memory/Reasoning
Human memory is the ability to remember things around us such as things we see, hear, touch or smell, excluding smell all these senses can be utilized in interface design. Humans long term memory and short-term memory, depending on the context both can be utilized for example if it an interface that is going to be used once by someone such as the Enrollment system you will to take in consideration people short term memory by making sure they do not have to remember anything through the process so you make sure everything they need will be displayed to them and readily available. [3]

The use of metaphor in design 

To make interfaces easier to use for people who are not used to them designers have tried to relate aspects of the interfaces design to things in the real world that these people might be using every day. To make things relate to real life actions they use animations, actions, sounds or the look of something to make its function predictable and easily understandable for all users. 

Examples of metaphors

An example of the use of metaphor is a button on an electronic interface, to make it look more like a button in real like it will have a texture on it to make it look like it is extending out of the screen slightly so that it has some depth and looks like it could be pressed down just like a button in real life. An example of this would be the button below with the button 1 being a flat box while the button 2 has a depth to making it look like it can be pushed down
Button 2
Button 1




Another use of these metaphors would be adding in a clicking sound to the button so that people have to feedback that they would get in real life, the button will be pressed down and then a click noise would play which mimics the real-life action of pressing a button but on an electronic interface. [4]



[bookmark: _Toc508090104]Walkthrough

Walkthrough Link – 
https://youtu.be/GNDQ3BuDU4s
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[image: ]Basic start screen for the user to initiate the process of enrolling which ensures the user that they are at the beginning and not going into a in progress enrolment 1.









2.

Basic login screen which fulfils the needs of the screen while keeping it simple enough, so users don’t get confused by anything.

It also has a popup if you enter the wrong details which is good feedback for the user, so they can then correct what they have done wrong 



3.

This is the screen where you take your picture, it has a lot of on screen help which is always good for the users because it makes sure that they know what to do on the screen.

This screen also has feedback for the possible mistakes that the users could make with the “No face detected” and “No photo has been taken” screen they are both triggered by different buttons and give the user very good feedback on what they are doing wrong and what to do to fix their errors. 

This screen also gives the users the option to retake the picture if they want which is a good way of making sure they don’t continue with picture where they are for example blinking or looking slightly away. 


[image: ]This is the student details screen where a lot of data enter is needed from the user. To make sure the user knows what do to do and what they need to enter instructions have been included at the top of the screen. 3.
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4.

This is the take ID picture screen where the   user is instructed to either scan their provisional license or a passport, but it doesn’t say that user could scan in a full driver’s license which might confuse some older students that have full driver’s licenses. 

Other than that small error in the instruction the other instructions are clear and will inform the user enough for them to be able to complete the screen.

This screen follows the layout of all the other picture or scan screen which helps the user feel more comfortable with the screen because they have done something very similar before. 






















5.

This is a screen where the user can check over what they have entered in so far and then confirm that everything is correct but if they find an error a “redo details” button has been included so they can go back and re-enter the details that they have made a mistake on. 



This is the GCSE Grades screen where the user needs to enter the subject and grade that they have and then scan in the evidence for that qualification.6.


A problem with the screen is that it has a drop-down list for the Subject which is a problem because there are hundred of different courses offered by Comprehensive schools, so a drop-down list wouldn’t be able to cover them all efficiently. A text entry box or an auto fill in text box that would list qualifications with the small characters as you have typed would be better for this application










7.


This is the part two to the grade entry process where the user must scan in the evidence for the subjects that they enter in the previous screen. This screen has good instructions and feedback screen when the user does something wrong which ensures that they complete the process correctly and fully. 










This is the overview of what you entered the grade enter screen, so the user can check over what they have done which is good because it will ensure the processes is being done correctly with all the correct data being entered. 8.


It also offers the user a chance to retake the evidence scans for the qualifications if they are not correct. 



This is the course selection screen where the user is instructed to select a curse by using the drop-down boxes. The addition of a subject area drop down box is a good thing for the user because they will be able to filter the results down to what they want rather than looking at a long list of all the courses.9.
10.
8.





















The use of radio buttons in the demographics questionnaire is a good way of ensuring data integrity before there will not be any human error in the data entry. 

The religious question does ask the user to enter their religion in a text box if applicable which could make that questions answers prone to human error when they answer it. It ask does not ask the user if they have a disabilities which is something the college would need to know.










11.

	This is the payment screen where the user   can choose between using a card to pay for the course or pay with cash. The screen changes depending on what is chosen by the user which is good because it keeps them on the same screen. 

A problem with this screen is that it does not have instructions on how the user would pay using cash for example where they put the cash in the kiosk. 





10.

Conclusion

Overall the design is consistent in layout and has all the need functionality, but it need small touch ups in some screens to make the design not confusing for the users. It takes into consideration some human factors of interface design such as have consistent structure and layout on the screens and has a consistent colour scheme. A change that I would make to the system overall is that I would put some more on screen live feedback that doesn’t require the user to press next to see what they have done wrong or not included. A way to fix this would be to have a small icon next to the data entry boxes saying if they have been correctly filled in or not, this would speed up the process for users who are prone to make mistakes. 





[bookmark: _Toc508090106]Prototype 
To produce a software prototype of your design using the appropriate software tool of your choice (e.g. Dreamweaver, VB or Ning) and to give a written analysis of this prototype and the features included. This should be explained using screen prints and narrative.
[bookmark: _Toc508090107]Photograph

[image: ]

On this screen the user will first have to read the instructions on the top left of the screen to find out what to do. The instruction tells the user to first log in using the details they have already been given and then take a picture using the provided button and photo preview window.  

The screen has small boxes which will either have three dots to represent waiting, a cross for wrong or a tick for completed. It has 2 of these, one for the login and then one for the picture which will show a tick when a face is detected, and the user is able to process to the next screen.

The reason that I put the instruction on the top right is because that’s where people will instinctively look when they are presented with a screen because of how people read in the western world which is from top left to bottom right. This will ensure that the user will know what to do when they get onto the screen.

[bookmark: _Toc508090108]Biographic details

[image: ]

On this screen the user will be told to fill in the text boxes with the appropriate information, the boxes all have validation on them to make sure that the information enter is in the correct format and contains the right characters. The user will know if they have made a mistake because the boxes to the right of the text boxes will display a cross, tick or three dots depending on whether its waiting for an input, has the correct information format in it or the information entered is not correct.  

To be able to enter information a on screen keyboard has been added so the user can easily type in what they need to into the text boxes. Once all the boxes have been filled in and the validation boxes are all displaying a tick the user will be able to press the next button to get to the next screen. 


[bookmark: _Toc508090109]ID Scan
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This is the ID Scan screen where the user is instructed to please place their Drivers license or passport face down in to the scanner and then press the start button by the onscreen instructions. 

The user is also provided a small diagram of how to operate the scanner, it shows the lid being lifted and then a license being placed on the scan surface, this will ensure that the user knows what to do and what the scanner looks like and where it is in relation to where they are now. This screen also has a validation box which will show them if they have scanned it correctly which will then unlock the next button. 

[bookmark: _Toc508090110]Qualification Evidence Scan 

[image: ]

This is the Qualification Evidence Scan screen which is one of the more complex screens of the system and therefore it has a lot of on screen instructions so that the user will not get confused. The user is instructed to first fill in the text boxes and then press the scan button to add an evidence scan to the Subject, when the evidence has been validated and added the small icon next to the row will turn into a tick to tell the user that everything has been completed correctly for the subject and evidence. 

Like all of the other screens in the system this screen has the Keyboard, exit button, next, back and the instructions all in the same place to make the layout very consistent so when a user goes onto a new screen they will not be surprised by what they see because that might confuse them which would make the user more prone to make mistakes or take longer to complete the screen.



[bookmark: _Toc508090111]Course Options
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This is the course options screen which will be filled with course that they are eligible for based on the qualifications that they entered in the screen before this one. The list boxes will be ordered by level of the course and in alphabetical order so that the user will quickly be able to find what course they want. 

To get to the correct course you would scroll to the correct level of course and then when you get to that course level you will then see that the course is alphabetical order which you would then scroll through to find out what course you want to do.

Once a course has been selected it will be highlighted with a green box and the next button will unlock for the user to process to the next screen. 


[bookmark: _Toc508090112]Demographic data 

 [image: ]

This is demographic details screen where the user will have to select what they are by using the radio buttons provided and then they will have to enter any disabilities that they have in the text box provided. The reason that it uses radio buttons is so that the user will not make any mistakes in the data entry because if they were all text boxes then mistake might be made when they enter in the information. 

Once all the radio buttons have been selected then the next button to the next screen will unlock so the user can progress to the next screen.



[bookmark: _Toc508090113]Payment
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This is the screen where the user will pay for the course, the amount that they will have to pay will be displayed I the text box at the top which is clearly labelled “Amount to pay”. The user can then select a Cash or Card depending on what they want to do, if they want to pay with cash the instructions tells them to put it in the appropriate slot when they select the option. When the Cash option is elected the cash, slot would light up on the systems kiosk so that they will know where to put it. When the card option is selected the user will have to enter the details that is asked of them into the appropriate text box and then press next when the validation box at the top turns into a tick. 

[bookmark: _Toc508090114]Confirm Details
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This is one of the two confirmation screens on the system, it will show the user all the details about the course that they selected so that they can confirm that they have selected the correct course that they want. 

[bookmark: _Toc508090115]Confirm Details 2

[image: ]


This is the second detail confirmation screen where the user can see all the details that they have entered so they can then check over them for any mistakes, so they can then correct them before they complete the enrollment process. At the end of the confirmation boxes it then asks for the signature of the user to complete the process and then the user can press the Complete, Pay and print button.

The reason the payment is taken at the end is because if the user wanted to exit after the payment screen they would not have to be issued a refund which saves time for the user and the college.

The print will print off all the appropriate documents with the details that they entered such as the receipt, course details and enrollment confirmation.


[bookmark: _Toc508090116]Alert screen
[image: ]

This is the one of the alert screen in the system because of the use of other way to inform the user of a mistake. This makes sure that user doesn’t accidently exit out of the process 

[image: ]

This is the other alert screen to tell the users who pay by card but the payment is declined and a payment was able to be taken for the enrolment. 


[bookmark: _Toc508090117]Usability techniques used 
[bookmark: _Toc508090118]Task Analysis
The task analysis helped lock down what the process of using the system would be so that it could be design properly and fully to make it function as was needed by the requirements. It also helped finding out how to design the parts that had IF’s in them such as the cash refund on the payment screen because the user would have to refunded if they cancel the process in between the payment and the end of the process. 
[image: ]

[bookmark: _Toc508090119]Human factors
Using human factors such as consistent design, taking human memory into consideration made the system better overall to use by making sure the users are not confused by screen that look a lot different from each other. In my system I have placed all the next and back buttons in the same place and also tried to keep other function buttons that are duplicated throughout he system such as a start photograph button to be in the same place in relation to the preview so that the user will be able to predict what on the interface does what based on what they have done before. 

[bookmark: _Toc508090120]Paper Prototype
The paper prototype helped find any faults that the designs such as missing out things like a keyboard on a screen that only has a small keyboard usage but still needs it. Mostly small mistakes such as that were found during the walkthrough which have been corrected, these mistakes would have been missed if not for the walkthrough.
[image: ][image: ]
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