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	Station 3: Design (part I)


	[image: image1.jpg]User-Centered Design Game

<Juoc
o




	Station 3: Design (part II)



	
	The design phase of a user-centered design project always should follow an iterative process. This iteration allows the prototypes to be analysed as they are designed, thus avoiding having to go back to the drawing board after only evaluating the final product.

Furthermore, it is important to bear in mind that the final phase is always an evaluation, because when we incorporate modifications, it is possible that new problems will emerge.



	Task
	Now that you have defined who your users are, and you have carried out analyses to discover their characteristics and needs, you can begin the design phase of the self-check-in machine.  

Begin this task by defining the steps necessary for check-in. Once that is done, incorporate those steps into a machine design. You should describe the screens as well as the machine itself and indicate the screen order. 

Use at least one evaluation methodology, because if we do not evaluate the design we cannot know if we have achieved the set aims. In total you have 40 minutes to work on it.



	Evaluation Methods


	· User Testing: Observation of a user using the application. The user must carry out a set of predetermined tasks. 

· Heuristic Evaluation: A list of rules that any application must follow. 

· Pilot Group: Controlled use test with a group of users.



	Results
	· Design of the exterior and the screens.

· List of changes you would make to your machines after applying one of the evaluation techniques. 

-

-

-

-




[image: image1.jpg][image: image2.jpg]