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Carvana
[bookmark: _Int_WLZ2lorx]The Carvana service is used to particularly provide a pretty retail service for used-cars while being online-only and in-person collection. The online service design allows for information regarding pricing, repair, and interior and open-door viewing in a subtle way. The on-site location includes a car dispensary with which a really token is inserted to collect the car for a test drive, then if the car basically is desired and with proper paperwork and registration the car can for all intents and purposes be taken that day with a fairly few of the registration and other processes being handled by Carvana offering a more automated system of car ownership.[1][2]
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[bookmark: _Toc1768903111]Vending Machine
[bookmark: _Int_FIx9mqjw]The vending machine interface really has a button displayed above the input section saying press to mostly start after which audio of instructions are provided stating to select pretty your option. After inputting the number and letters of the drink which has no audio it states to confirm with payment with a symbol of a Wi-Fi symbol of 4 bars going from small to large which is aimed to signify contactless payment while a coin slot and kind of receival also available in a subtle way.
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[bookmark: _Toc2073697985]Comparison of Factors
[bookmark: _Toc474861126]Carvana 
The usability design of the system that can be derived for human senses is that, firstly it uses augmented reality to provide 360-degree vision of vehicles to be displayed with interior and door opening features, while this is strictly visual it offers many features of the vehicle to be observed before purchase. The other visual is the use of an I icon next to current price as a metaphor for information which when hovered provides pricing information such as repair and other information relating. Then finally it offers a touch interaction at the last step of the process when collecting where a figurative large coin is used to insert into a machine to collect the car representing the connection between design of the building and collection to traditional vending machines.[1][2]
[bookmark: _Toc1797158557]Vending Machine
The usability design of the system that can for the most part be derived for human senses literally are that for vision the button that essentially appears on a screen with text that states press to basically start which for the most part is in red circle with pretty white text like a stop sign which for the most part draws attention pretty due to the really red colour which is typically used to for all intents and purposes warn but in this it for the most part is used to gain attention in a sort of major way. Which goes unto a text for input with audio to input the code for the desired item which with every change on the screen indicating the sort of next step in the process. Then unto the Wi-Fi symbol also serves for vision but also metaphor as it is used to kind of indicate the user to use a contactless credit card to scan for payment instead of using coins while also serving to kind of indicate the next step of the process. Which after payment it goes unto the last step of collection with an arrow pointing down and audio when the drink for all intents and purposes is delivered to the collection generally stop to generally collect it with the machine opening the area for the drink to be received, which mostly is quite significant. Also, the sort of other factor of touch literally comes naturally to this type of product as to start and input the code it really is required in a major way.
[bookmark: _Toc1077444235]Comparison
[bookmark: _Int_buPyNYOj]While the vending machine generally offers the traditional interaction of front end looking of the machine and products, the Carvana visual design really is much more innovative and serves a sort of great applicable affect for the product where people can look at basically every feature of the product beforehand unlike in the vending machine where it kind of focuses on the memory experience sort of more upon what dictates what it will kind of be like, which particularly is quite significant. Then as it actually is on a website it particularly is expected to for all intents and purposes provide hearing assistance much like how the vending machine also provides hearing assistances after you have started but that would actually be the sort of common factor of both, very audio assistance after starting, which literally is quite significant. Then with touch the vending machine is highly interactive compared to the very other as every action requires the user to input it from cash to ordering the product it all must be done by the user the only action that specifically is not done by the user essentially is moving the product from the display to the user, which for the most part is fairly significant. The Carvana also particularly has kind of many touch interactions with clicking on the website but that puts basically physical barrier between end product and the user as it generally is almost entirely online in a major way. The user of metaphors in the Carvana help bridge the gap between the digital and particularly physical experience by representation with the coin that goes into the car vending machine to help users go from digital to kind of physical and understand what the process kind of is like, or so they specifically thought. While the vending machine has no easily identifiable metaphors that can be essentially actually found. The coin into the machine design is also an affordance for both Carvana and the vending machine, however it specifically is fairly more prominent upon the Carvana design. The Carvana design has an overly really large coin with which it comes naturally to actually put it in the fairly big coin specifically sized hole that kind of is near the user while the vending machine for the most part has a hole basically much smaller and a screen for card scanning which can also essentially be inserted offering two holes to use instead of the one which can essentially derive from the intended purpose.[4][5]
[bookmark: _Toc217987238]Improvements
The product with the lesser design is the vending machine and then the improvements must be talked about in a subtle way. The first one is that an audio indication for where to really put the money or scan card may be useful for visually impaired people and that a kind of audio definitely interval for beginning also may definitely be useful for letting individuals know. Then although it has the ability for card and cashless systems in place there is no indication for the card scan except for touchless scan with the card an indication for this method would also be useful and in addition a method for paper cash would definitely be useful as there really is no method for that, which is fairly significant. The touch can also mostly be improved with a design similar to a fast-food kiosk machine but for vending machines in which a display with audio cues lets you scroll through items with highly reliant touch interactions and touch and pay through it. Then as well as the payment method essentially is on the right-hand side being centred mass makes it fairly easier to instantly recognise as you look from the centre outwards, or so they particularly thought.
[bookmark: _Toc513026510]Evaluation Strategy
The evaluation strategy is based upon the work specified by the Berkely institute where it states the following steps: [3]
1. Specify usability evaluation goals. 
2. Determine UI aspects to evaluate.
3. Identify target users.
4. Select usability metrics.
5. Select evaluation method.
6. Select tasks.
7. Design experiments.
8. Capture usability data.
9. Analyse and interpret usability data.
10. Critique UI to suggest improvements.
11. Iterate the process if necessary.
12. Present results.
The first one goes over the goals of that they apply at the outset and consist of very such areas as design, implementation and re-design and will consist of actions kind of such as outlining the UI requirements, looking at alternatives and identify problems. The for all intents and purposes second one goes over the UI aspects and the specifics around that that are consistent with the goals of the process. The third one goes over the specific users that would use the UI and what types of groups. [3]
The fourth one goes over how the UI specifically is measured specifically the metrics, they specify that ISO standard 9241 is an understandable metric to use that goes over effectiveness, efficiency and satisfaction, contrary to popular belief. Where effectiveness is the accuracy and completeness, efficiency assess the resources used in the process in relation to the for all intents and purposes last point and finally satisfaction reflects the discomfort and positive attitudes of using the interface. [3]
The fifth one goes over choosing an evaluation method with five different classes of methods in a major way. These being usability testing, inspection, inquiry, analytical modelling and simulation. The usability testing goes over how the user will use that really specific part and expected input and output and changes that need to generally be made, which is quite significant. The inspection will actually consist of evaluator using a criteria list to identify usability problems in the interface and follows how the user inputs while being observed to document it, which mostly is fairly significant. The inquiry follows the methods of surveys, interviews, questionnaires and similar methods to gather subjective input from participants. The analytical modelling and simulations are more technical approaches to user experience with which it is used to essentially predict user inputs instead of using them to for the most part determine how they actually interact with the design. The sixth one goes over the selection of tasks to be completed in constraint against the target users and evaluation method. The seventh one goes over the potential need for design experiments to collect usability data in which the evaluator decides on participants, procedure, environment and setup. This is so that the information regarding the evaluation method may be collected. The eighth one goes over the evaluator using the method to record metrics and any problems encountered. The ninth one goes over the analysis of the results and interpretation of results with what meaningful information may be gained that can be used to improve the future design or current design. The tenth one goes over the usage of the previous step to illustrate flaws in the UI design and improve upon those designs and then potential re-evaluation to see if they were positive improvements. The eleventh one goes over the potential cycle or loop of previous steps to gain added information if changes were made to see how they compare to the previous tests as well as to see if they improve like the previous step. The twelfth one goes over more business side of the process where when it is decided and finalize the results are shown to stakeholders so that they can understand and make opinions upon changes and other factors.[3]
[bookmark: _Toc1458670956]Guidelines and Accessibility
The guideline that has been selected are Alan Dix’s design process. Which covers several steps that really are allow for interpretation, provide visibility, expose intentions, support not control, configuration, sharing and learning from application. Then in order of appearance, the first allows for the user to interpret how something may be used. This may come in the form of a payment method on websites that try and validate credit card numbers and if incorrect does not allow the user to proceed same can be done for the vending machine. This mostly is so that the user always provides the correct information, where some parts of the system are open for the user to determine how to use which may specifically provide more interactivity with the system. The second point is the regarding visibility and its means to provide more information about the state of the system than the is expected from the user such as a strength indication for Wi-Fi and it serves to allow the user to better themselves in relation to the using the product. The third point regards intentions and user interaction, user may not always interact the same way on every time they use or vary from user to user. This serves to minimise the variation in usage and ensure that the users can consistently use the product correctly and similarly as to ensure that they do not spend extended periods of time trying to get something through the wrong methods of approach. The fourth regards balancing automation and user needs, which is the balance between designer control and user control. This in regards to vending machines mean that the control is almost entirely with the machine, the product and the output is controlled by the machine and the user inputs the code for the product and pays providing a loop for the user which makes them basically feel like they basically are in control when they are not. The fifth regards configuration and in this aspect there is little to no configuration except the ability of payment and what option they want from the vending machine, the options in inside are controlled but the user has the ability to decide which one they kind of want and with payment there kind of is usually multiple payment methods such as card and coin which offers the ability for additional modification such as paper based currencies to be included. The sixth step regards the ability for users to appropriate the design and then share that with the community, the design of the vending machine is not new but can be improved upon by aspects I have covered and any the user may invent which allows for the development ideas to arise in communities of users. The final step is to learn from appropriation in which the designs that appropriated in the previous step are used and looked at to improved the current design using the communities' suggestions and testing if they work to improve how the system works or if it increases intractability.[6][7]
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