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The Information School


INFO 440A Fall 2004 Bob Boiko, Instructor

Study Guide for Quiz 7

Here are the topics I think are important from this week's readings and lectures:

Wodtke Chapter 8
· What are and when would you use wizards, control panels and toolbars?

· Wizard = A very simple one-step=one-page layout

· Good for beginners

· Often used for one time things (setting up internet)

· Control panel = A complex many-steps=one-page layout

· Good for advanced users

· Used more frequently (like when tweaking is required)

· Toolbars keep the tools for interaction conveniently close to the workspace they affect.

· Best when there are many steps in the task and they can be done in any order

· Proximity of tools to the workspace is important for the task.

· Mainly used in desktop applications, just now beginning to move to the web

· Each of the three tools has a different purpose and therefore different uses. A wizard, while very good at doing one-time tasks (e.g. setting up an email account in Outlook) suffers greatly when you want to do more complex things like tweaking the account. However, the tasks are simple enough for a beginning user complete (one of the biggest benefits of wizards). This is where a control panel comes into play. A control panel can take the tasks that a wizard completes and provide them to the user without the wizard interface. It can also provide the user with extra options that might not have been available to the user when they were running the wizard. This tool is best utilized by more advanced users and might actually confuse beginning users. From the wizard and control panel you then move onto the toolbar. This tool is best used when there are many steps that need to be completed, but there is no specific order in which you need to complete them. So, you might want to bold a font in a document, then undo that action. This can all be done with toolbars. Also, a benefit of toolbars is that the tools are all located in close proximity to what you are doing. So, the bold task and the undo task are within the document program, not located somewhere else. Keep in mind that the toolbar is most prevalent in desktop applications but they are quickly moving their way onto the web and into web applications. So, overall, each has a different purpose and a different expertise for its use.

Rossen and Carroll Chapter 6
· What is a prototype?
· A prototype is a system design that is used for display. It is not complete, only partially built, and often only has limited features for the user to interact with. They can be used for many situations in a system development, such as compatibility with hardware, how much CPU usage is required, how it interacts in an online environment and so on… You can also have a user interface prototype that is designed specifically to analyze usability issues with systems. One of the main reasons to use a prototype is to collect test data. You want to see what the system is outputting based on input and compare that against what you thought the system should be outputting. Prototypes can be made in various forms. They can be in the form of a storyboard, a general mockup, an animation, or even a partially working system. You want to make sure though that you choose the right prototype design when creating your prototype. Certain types cater to different results and you need to be aware of those when designing your specific prototype.

· What is the difference between a low and a high fidelity prototype and why would you use one over the other?
· A high fidelity prototype is one that appears very polished and very well might be a sample mockup of an interface. A low fidelity prototype is one that might just be sketched on paper and will not have the polished look that a high fidelity prototype has. Each prototype serves their own purposes. A group of business professionals might prefer a high fidelity prototype because of the professionalism that is appears to display whereas a low fidelity prototype would not contain this. With a low fidelity prototype they might think that it was thrown together last minute with little thought going into the product. However, this could be really far from the truth. Both prototypes (high & low) have their advantages and disadvantages. A low fidelity prototype is simple to make, more people can add to it because of this simplicity, they are quick to make, are flexible, and are a smaller investment. Those who work on low fidelity prototypes do not need to know how to use some advanced software package to create the prototype. However, as was mentioned earlier their cliental might prefer a more polished look and low fidelity might not be the way to go. Also, if you needed to test interactions, or specific test cases a low fidelity prototype will not be able to do this. So, you might create a high fidelity prototype. This prototype is more polished and might use software to generate it. While this produces a very polished product in the end, it limits who is available to work on it (less collaboration) and could give false impressions on what the systems is actually capable. There is the concern that when you are in-between the high and low prototypes that you might give off the wrong impression or that people might think that it is more final than it really is. You need to be wary of this when you are making a prototype. Overall, it is important that designers weigh their options on what type (high or low) of prototype to make. Each will cater to a different audience and will have their own advantages and disadvantages.
· How much functionality should you build into a prototype?
· It really varies on how much functionality should be included in a prototype. Ideally you want as least as possible to get your point across. You first need to analyze what your goals are for your prototype. If your goals are to view user interaction then you might want a horizontal prototype that lists all of the tasks that the user can perform, but they only allow them to do the tasks at the top level. That is, they are only able to say they want to view product information (for example), but are not actually able to complete the task. However, on the other hand you could create a vertical prototype that would have completion of tasks for a few tasks but also show what else the user could do (similar to a horizontal prototype). This version is beneficial because you might have a complex task that you want the user to complete or central to your design and you want to test it. Lastly, you could create a chauffeured prototype. This prototype has a lot of functionality but has little error detection. So, a person trained in the system would complete the tasks for the test participant since there are no error messages to guide the user if there is a problem. This method allows for testing of the systems functions while taking into account that the system is not completed (lacking error checking). Overall, it really varies on what you want to complete for a prototype or how much you wish to include. Depending on your goals, one prototype could be vastly different from another.
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