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There is a lack of information displayed regarding information about battery life, signal strength, and date/time displayed throughout the interface, particularly on the main screen. This information should be displayed to the user when they first look at the interface to ensure they have enough battery life etc. Information of this type should be shown to a user on every screen so they are aware when they need to recharge their watch or if their signal is low etc. As the main feature of a watch is to display time, this feature should be displayed on all screens so it can be visualised by the user, not just on the main screen. 

The size of the tiles applications are represented on could be a little larger. They are currently displayed well, but for users who are visually impaired or generally have bad eye sight, they may not be so visible. The ability to move applications to where a user wants is good, but there are no instructions telling the user this functionality exists. The applications can be viewed from the lock screen, which can be a disadvantage as the user may be distracted. Even though they are transparent, it can take the focus away from the time being displayed. 

The opening of an application is different and limits interaction of the watch changing from one screen to another. When a user first uses this functionality, this may alarm them as they may not expect the application to open as it does. 

Navigation on how to access the applications from the main menu is not very clear to the user if they did not know how it was used. There are no arrows or instructions displaying to the user how it should work. This continues throughout the application. Even though the prototype explains how a user would use it, it shows potential that a user could learn how to use it quickly as it is a simple process, not overloading the human mind. Arrows could be shown as hints as to which way they should scroll. A user can then use their logical understanding and reasoning to use the interface. The way in which the user interacts with the interface is the same throughout which will not require the user to learn too many interactions between them and the watch. The same theme is used throughout, with the menu and setting panel having the same interaction and the lock screen and setting preferences having similar interactions. 

Overall, the design of the application is thought out and could be used with simplicity once a user understands how it functions. The potential behind it shows that a user is being considered throughout design. The application is visually appealing, with all white space being filled but no overload of content, using the small interface display wisely. It is basic with simple displays throughout each interface screen. Colours will be used to show applications that users recognise, using their deductive reasoning to select the correct application. 
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