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1. [bookmark: _Toc8956977]Storyboards
The storyboards for this part of the Assignment were made using Adobe XD. The reason Adobe XD was chosen was that it allows user experience designers to create full-colour storyboards. Adobe XD is a program that is used in the user experience design industry as it is created by Adobe, a well-known software company.
Adobe XD is also capable of creating prototypes. Prototypes allow different storyboards to be linked up when a button is pressed. The prototype can be tested on a mobile device using either a USB cable for iOS and an application for Android devices.
1.1 [bookmark: _Toc8956978]Storyboards
The storyboards were designed with the UWTSD colours in mind, the main colours used were taken from the UWTSD website. The reason why these colours were used was that they are the Universities brand. By having matching colours, it will allow the users to feel familiar, meaning that they were more likely to trust the application as it represents the University.
· Navy Blue: This is the primary colour of UWTSD, it is used a lot on the website.
· Grey: This colour is used as a secondary colour, mostly on buttons or similar elements. It is used on the UWTSD website when hovering over buttons.
· Teal, Magenta, Purple and Blue: These colours are used in the quick links, they are used on the UWTSD website to advertise open days.
Certain elements such as the name of the student and hamburger menu were in a specific location as that is where they are commonly found. Users do not like re-learning how to use a system so making an application that is familiar is important.
As the device chosen was an Apple iPhone X, the specifications of the device had to be accounted for. The phone has rounded corners and a notch on the top. In the storyboards, the header of the application has been dropped down so it doesn’t interfere with the notch of the phone.
Splash Page
The first storyboard is the splash page for the application. It is a simple splash page which contains the Universities logo, what FACE is and that it is a Student Guide. There is then a button that says “Enter” on it.
In the original storyboards, there was no splash page for the application. The reason one was added was so that users could see what application they were on before logging in. The purpose is to stop confusion and to save users time.
Login
The login section contains instructions on how to login to the application using a UWTSD E-Mail and password. It also tells the user how to reset their password if they have forgotten it. 
Underneath the input fields is an “I have forgotten my password” link which links to the UWTSD password reset portal.
The reason a Login was created was so that the application knew who the person using it is. In the initial storyboards, there was no method of logging in. This was an oversight and was noticed during testing.


Homepage
The app homepage is mostly the same as the initial storyboards, the only thing different is the “Quick Links” section. Instead of 6 quick links, there is now 3. This was because it was better to have 3 quick links in a group of tiles.
Users are used to using tiles as they are part of the design of Windows 10. This means that the user is used to clicking on them to navigate somewhere. The tiles are assigned a different colour from the UWTSD website, this is because the colours used are vibrant and will catch the users attention.
The icons are from a website called Font Awesome which is a toolkit for icons.
Hamburger Menu
The Hamburger menu is mostly the same, a new button has been added in the bottom left which says “Logout”. This signs the user out of the application and redirects them to the login section.
The University logo is placed above the menu. This is to give the application identity.
Hamburger (Sub menu active)
There are five submenus, only the first three work. This is because the design is a prototype, the functional submenus are:
· About UWTSD
· Student
· School of Applied Computing
School of Architecture and Engineering do not work because the storyboards are a prototype. The content found within these will be virtually the same as the School of Applied Computing section.
When a submenu is clicked, the arrow facing upwards will change direction. This is to indicate the submenu is active.
University News
In this section of the application, the “Read More” button links to the full news article. This was overlooked in the original storyboards and has been included.
Timetable
The timetable section of the application is the same, but an “Important” label has been added to important things such as exams or appointments. This is to draw the user’s attention, the text is also in bold and red.
Printing Balance
The text “Link opens in a new window” has been added to the button. This is so that users are aware that they will leave the application when the button is pressed.
Computer Availability
The colour of the text will change depending on the status of the computer, this is so the user can glance over the list of computers and reserve one.
· Red: The computer is booked or having maintenance performed so it is unavailable
· Yellow: It is booked in a couple of hours
· Green: The computer is available. 
The reason the colours were chosen is because of the traffic light system, it is common that red means bad. That yellow means cautions and green is good.
UWTSD Campus Map
The map used on the UWTSD is not suitable for this application, the reason it was used was that it was not possible to get a map of the SA1 campus.
2. [bookmark: _Toc8956979]Feedback
To collect feedback on the prototypes, two methods of feedback were used. The cognitive walkthrough and heuristic evaluation. The reason why these two methods were used was that they can be done at a development level by a developer. Due to time constraints, it was not possible to test on users.
Cognitive Walkthrough
The cognitive walkthrough is a usability testing technique that focuses on the ease of learning a new design. The cognitive walkthrough is often done by the developer but can be performed by a group of people.
The first version of the cognitive walkthrough originated in 1990 by Polson and Lewis[1]. The purpose was to test walk up and use interfaces such as museum kiosks and postage machines which were designed to be in public places[1].
The reason why cognitive walkthrough is a popular user experience testing method is that:
· The cognitive walkthrough can be performed at the development level
· User groups are not required, which are typically hard to get
· Detailed information is given by the feedback
· The procedures of the cognitive walkthrough are well defined, focusing on task-based steps
· The learnability of a system is well measured using the cognitive walkthrough
Heuristic Evaluation
The heuristic evaluation is a user interface test method. It is used to evaluate the specification, prototype or product against a list of user experience design principles created by Nielsen and Molich in 1990[1].
The benefits of using Heuristic Evaluations are:
· Like the cognitive walkthrough, no users are required
· The evaluation can be performed very quickly
· Evaluation can be performed remotely when done in a group
· If there is no functional product, a heuristic evaluation can be performed on prototypes and storyboard designs


2.1 [bookmark: _Toc8956980]Cognitive Walkthrough
 
	
	Will the users understand how to start the task?
	Are the controls conspicuous?
	Will users know the control is the correct one?
	Was there feedback to indicate the task was complete or incomplete?
	Were you able to complete the task?
	Notes

	Task One: Check your student timetable

	Enter the splash screen
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Log in using your UWTSD details
	Yes
	Yes
	Yes
	Sort of
	Yes
	Due to the nature of prototype application, input fields were not possible

If login details were incorrect, no feedback given

	Click the menu
	Yes
	Yes
	Yes
	Yes
	Yes
	The label on a hamburger is good, often missed on websites

	Click Student
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Click Timetable
	Yes
	Yes
	Yes
	Yes
	Yes
	Timetable icon is helpful, a visual indicator

	Browse your timetable
	Yes
	Yes
	Yes
	Yes
	Yes
	




	Task Two: Browse the latest SOAC Trips

	Click the hamburger menu
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Click School of Applied Computing
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Click Trips
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Browse the latest trips
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Task Three: Log out of the application

	Click the hamburger menu
	Yes
	Yes
	Yes
	Yes
	Yes
	

	Click logout
	Yes
	Yes
	Yes
	Yes
	Yes
	



There was only one failure in the cognitive walkthrough, this was due to the nature of the application being a prototype. If the application was developed further, the input fields would be possible and the application would have checked the e-mail and password combination.
If there was an error with the combination, the system would have denied the user access and given an error.
The template for the cognitive walkthrough was adapted from Medium[2].


2.2 [bookmark: _Toc8956981]Heuristic Evaluation
Below is the heuristic evaluation of the system. The template was created by Jacob Nielsen and adapted for this assignment[3].
1. Visibility of system status 
· Always keep users informed about what is going on.
· Provide appropriate feedback within a reasonable time. 
All the buttons on the system are clickable, they redirect the user to different sections of the application. Buttons are clearly indicated by either being labelled as a call to action or clearly defined as a button. Buttons are clearly defined by having rounded corners, white text and an icon to the right of the text.
Feedback is not given when it should be being the login form. This was not possible to do because of input fields not being possible in Adobe XD.
2. Match between system and the real world 
· Speak the users' language, with words, phrases and concepts familiar to the user, rather than system-oriented terms. 
· Follow real-world conventions, making information appear in a natural and logical order. 
Throughout the application, the words used are easy to understand. Overcomplicated jargon has been avoided due to if the text is overcomplicated users will feel confused and afraid. Each part of the application contains a brief introduction to the section so the user knows what they are doing.
3. User control and freedom 
· Users often choose system functions by mistake.
· Provide a clearly marked "out" to leave an unwanted state without having to go through an extended dialogue. 
· Support undo and redo. 
Although there are no forms on the application, the hamburger allows users to undo their action by quickly accessing where they left off.
4. Consistency and standards 
· Users should not have to wonder whether different words, situations, or actions mean the same thing. 
· Follow platform conventions. 
The design of the application is consistent throughout. The words chosen for each page have been checked to make sure there are no inconsistencies. Native features such as the iPhone X bezels and notch have been accounted for by using a template.


5. Error prevention 
· Even better than good error messages is a careful design which prevents a problem from occurring in the first place. 
There are not many things that can go wrong for the user, except for the login. The input fields on the login have been clearly marked with an icon and label. The links that open in a web browser outside of the application have been labelled clearly also.
6. Recognition rather than recall 
· Make objects, actions, and options visible. 
· User should not have to remember information from one part of the dialogue to another. 
· Instructions for use of the system should be visible or easily retrievable whenever appropriate. 
There is no help section for the application, this should be included in the application was to go public. The University would typically offer support at the IT Service Desk if there were problems with accessing the application.
7. Flexibility and efficiency of use 
· Accelerators -- unseen by the novice user -- may often speed up the interaction for the expert user so that the system can cater to both inexperienced and experienced users. 
· Allow users to tailor frequent actions. 
There are quick links located on the homepage, this allows expert users to quickly navigate around the application. Due to the size of the application, it is hard to include shortcuts for expert users.
8. Aesthetic and minimalist design 
· Dialogues should not contain information which is irrelevant or rarely needed. 
· Every extra unit of information in a dialogue competes with the relevant units of information and diminishes their relative visibility. 
Due to the size of the device, the application has cut out the majority of useless and irrelevant information. This was so that more design features can be included in sections.
9. Help users recognize, diagnose, and recover from errors 
· Expressed in plain language (no codes)
· Precisely indicate the problem
· Constructively suggest a solution. 
Although error messages aren’t implemented, if they were they would contain basic but informative error messages. Such as:
· “Incorrect E-Mail, please try again”
· “Incorrect password, if you have forgotten please contact the IT Support Desk.”
· “Your password has expired, you must change it before attempting to log in.”
Brief error messages would be avoided as they will not help the user identify a specific problem.
10. Help and documentation 
· Even though it is better if the system can be used without documentation, it may be necessary to provide help and documentation. 
· Help information should be easy to search, focused on the user's task, list concrete steps to be carried out, and not be too large. 
As previously mentioned, the application does not have documentation. This should be changed as not all users are computing students and will not be able to use the application efficiently as them.
Outcomes from Heuristic Evaluation
The outcomes from the heuristic evaluation are that proper documentation and help is needed. As the application is for all students in FACE, engineering and construction students will also use the application.
When the application is eventually implemented, the feedback given by the login form should be detailed. Using generic error messages like “Invalid username and password” do not help the user when attempting to login to a system.
3. [bookmark: _Toc8956982]Information to Collect
Only a little information needs to be collected by the mobile application. The information which will be collected and stored is:
· Quick links preferences
· Timetable
Information provided by UWTSD
The rest of the information used by the application can be provided by the University, the information which will be provided is:
· E-Mail and Password authentication, done through the Universities Microsoft 365 system
· Term dates, taken from the UWTSD website
· University news and SOAC News, RSS feed taken from the UWTSD website
· Timetable, basic timetable to be auto-filled in using UWTSD Moodle
· Print balance and print history, provided by MyDay
· Computer availability, provided by MyDay
· Seminars, Events and Trips can be manually entered by school administrators
Before the application is released to the public, it would be good to run a set of user group surveys. The System Usability Scale is an ideal test to be performed on the application as this type of evaluation will give the application a Usability rating.
If the Usability rating from the SUS survey is poor, improvements can be made and then the results can be re-tested.

4. [bookmark: _Toc8956983]How is User Experience Design different from Interaction Design?
Interaction design is often referred to as a subset of user experience design[4], this is because as a user experience designer. It is important to understand how users interact with different systems. User experience designers need to understand the different emotions the users receive such as happiness and frustration.
By understanding how users interact and feel with devices, products can be built with only giving positive emotions[4]. This is because if a product makes a user feel annoyed or frustrated, they are more than likely not going to use it unless they have to.
Interaction design also helps simplify things, saving the number of time users interact with a product. This is because users typically do not want to spend hours completing a task that will take minutes.
Usability
If the FACE application was designed from a Usability perspective things would have been different. The storyboards created could have been simpler and tested on only Usability tests.
For the images on the application, better Usability would be to add a caption. But due to the design of the application, the captions were not included. This is because things with a logo etc. would look bad with a caption.
A modal (or similar) could be used for the UWTSD campus map. On smaller mobile devices the map will resize even smaller, this is poor usability and should be changed.
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Storyboards
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