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Mobile 1 - Design Sensitivity
	Posted:
	Aug 19, 2014, 06:34 pm (2 months ago)

	Due:
	Sep 12, 09:00 am

	(From UW/CSE 590H, Spring 1995)
Purpose:
Find and describe an example of poorly design human-machine interaction
Assignment:
From your direct observation of someone else having difficulty using a machine (or any designed artifact or situation), prepare a short description (including both text and diagrams as needed), sketching the situaton and explaining the difficulty. Additionally, think about and note the various perspectives of those who may have created the situation (ie. Why would someone choose to design it this way?).
 
Goals:
user-centered:
Start by thinking about problems that you've had (easy). Challenge yourself by trying to notice the problems that others have (harder). How do you watch? How do you uncover their intentions.
 
critical search:
In the Design of Everyday Things, by Donald. Norman he talks about the search for problems in design -- poorly designed everyday things may be the hardest to notice.
 
multiple descriptions:
A very important design skill is the ability to be fluent in the language(s) of design -- various representations for describing, analyzing, and synthesizing experience and interaction. Try to invent some new representations or discover combinations that work well.
 
multiple perspectives:
Any design is the result of compromises -- there is seldom a right answer. Think about the historical, economic, aesthetic, political, physical, and personal factors that played (or may have played) a part in influencing your target design.
 
Hints:
Look for something that others might not think of -- the more diverse the examples we share in class, the better.
Try out a variety of representations for your diagram (photo, sketch, flowchart, cartoon, outline, story, table). Use a combination if time and space permit.
A polished essay is not expected. We want a quick way to capture and communicate design problems and possible solutions. This should be a sketch, not a work of art.
Although we said any domain was fair game, try to stay away from computers for now.
Presentation:
 
Please prepare your summaries with a written report as well as a short (< 5 minute) presentation. If you do a sketch, handwritten document, or the like, scan it in and put it in the drop box. If you do a presentation, put it in the Dropbox.
The mini-demonstrations will be delivered in class to discuss the summaries.
Grading: 
Here is the Design Sensitivity Rubric





Mobile Application Development 
Purpose:
To build an application using one of the following mobile development platforms using the information gleaned from our low fidelity prototyping experiment: 
· Android
· MIT's AppInventor, with some examples and a link to tutorials (that are coming out as a MOOC Winter 2013) at Earl B'spage
· Java/Eclipse
· Android Studio
· Touch Develop
· Microsoft Visual Studio  Express
Please stay away from creating a website/using Javascript (we will be covering that next unit)
Also please do not consider doing Apple/iPhone development unless you have done it before!
Choices:
· A list manager. This can be a generic list manager, such as a to do list, packing list, shopping list. You can categorize your lists by type of objects stored, or where you can buy things from. Perhaps you can find a way to have each item stored so that they can be displayed in multiple lists. Eventually this could be stored in a web data base in our second unit.
· Musical instruments or a metronome: The goal here is to make the application complicated enough that your low fidelity prototyping exercise is worth while. Plan for quite a number of features on your instrument. For our demo day we can have a demo where the instruments are played together. Perhaps even music that is created by the instrument could be stored in a web based database in our second unit.
· Tic Tac Toe game
· A clock timer (like the Processing one, with code)
· Magic 8 Ball
· Happiness machine
· Something else? Something you could tie in with the web for the next project? 
Your program should be easy to use, particularly after doing your particpatory design.  You must have on screen help or a SUPER intuitive interface. 
Note that you will likely design a very complicated project which you will not be able to complete in the time allotted. I want you to design what you would code, given enough time. one of the things you will do as part of the development is scale this back. What can you design so that it is scaleable? 

Mobile 2 - Low Fidelity Prototyping
	Posted:
	Aug 19, 2014, 06:34 pm (2 months ago)

	Due:
	Sep 19, 10:00 am

	Borrowed heavily
Mobile 2 - Low Fidelity Prototyping
	Posted:
	Aug 19, 2014, 06:34 pm (2 months ago)

	Due:
	Sep 19, 10:00 am

	Borrowed heavily
Purpose:
Practice using low fidelity prototyping as a tool for early stage User Interface Design. You will first build a low-fi prototype and then perform a simple usability test. You will incorporate the results of the test into design changes in your prototype for the next part of your assignment.
Goals:
To practice with some key design concepts: brain storming, storyboarding, low fidelity prototyping and participatory design.
Assignment:
· Pick what you want to do for Assignment 1, Mobile Application Development 
· Create a set of low fidelity prototypes using post it notes, cards or other materials
· Test your prototype with at least two people, preferably more. only one person can be from this class. 
· Take notes on the observations! Write those down and turn them in as well. 
Turning this in: 
· Take a picture of your low fidelity prototype
· Upload your picture and the notes from your observations. 






Mobile 3 - Mobile Development Design (Milestone 1)
	Posted:
	Aug 19, 2014, 06:34 pm (2 months ago)

	Due:
	Sep 23, 05:00 pm

	For details about the requirements, see the Mobile Development Assignment
· This shouldn't be too difficult once you have the low fidelity prototype. 
· Due by class time. Bring your design to class, we'll do a design review.
· Upload to the drop box after class.
· Use our Sample Design document as a template. This includes the requirements (what you're doing), a design overview (which is really your low fi prototype, but you may add more), Design Details (what platform you are building for and any pseudo code or objects you'll be creating), a test plan, an implementation schedule and any potential show stoppers.
· ​You  must include a detailed time schedule. The final programs will be due on October 4, so plan accordingly. 
· NOTE! You should also make sure to buffer for time to test your application with other users!!!!


Mobile 4 - Mobile application (Milestone 2)
	Posted:
	Aug 19, 2014, 06:34 pm (2 months ago)

	Due:
	Oct 03, 10:00 pm

	For details about the requirements, see the Mobile Development Assignment
· Presentations 
· A video (posted to the web) that contains the following: 
· ​Your goals
· A demonstration of the running application
· Briefly showing/explaining the code, highlight something that was cool or particularly tricky. 
· Talk about what got in the way of your project. 
· Future work - what didn't you get done? 
· What resources you used. 
· Presentations will be graded on a 0..10 scale (using this rubric)
· Upload your presentation video to the drop box, or upload it to YouTube and send me the link.
· DO NOT upload the video to the drop box. 
· Code
· ​Turn in your code to the drop box. 
· If you are doing App Inventor, do the following
· Go into App Inventor
· Click on My Projects
· Select the project you want to turn in
· Select "export selected project (.aia) to my computer"
· This will save the .zip file onto your disk and probably open it up... find that zipfile and... 
· Upload the .zip file to the drop box. 
· Projects will be based on this 20 point rubric, on the following four categories:
• Correctness (0-4)
• Usability and reliability (0-5)
• Readability/Coding Style/Documentation (0-5)
• Design (0-4)
• Efficiency (0-2)




Mobile 5 - Peer Reviews
	Posted:
	Oct 06, 2014, 08:40 pm (about 1 month ago)

	Due:
	Oct 09, 05:00 pm

	Watch at least 3 of your classmates videos (on the 2014 Video page). 
Send them a comment using this form. 



