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1. List of Tasks
1.1. Task 1: Getting Help (Difficulty Level: Easy) 
While the student is completing lab or a homework he might run into stumbling blocks which may range from difficult compiler errors or bugs to problems logging into the system to general questions about computer science concepts. The student wants to seek help to answer his quandaries.
1.2. Task 2: Completing Homework Assignments (Difficulty Level: Medium) 

The student wants to finish the weekly homework assignments assigned to him in the class. He wants to find out what the problems of the assignments are, when the homework is to be completed, and the student wants to submit his completed homework. 
1.3. Task 3: Keeping Track of Completed Work (Difficulty Level: Hard) 

Students need to keep track of the work they have completed.  They want to be able to find out if they have finished labs, done the reading, made posts in the brainstorms and submitted the homework, all from one centralized source.
1.4. Task 4: Determine what Work needs to be Done (Difficulty Level: Hard) 

Students need to know what work they have to do and when that work is due.
2. Prototype is attached

3. Design Rationales 

For our design we made three big decisions based on our Task Analysis that will help the users perform their tasks better. 
First, we designed an intelligent portal that overcame the clutter and lack of information of the old interface. The old interface had information ordered by date of posting rather than by due date or importance; there was no notion of importance. For example, the announcements would run more than 20 lines long and the users would have to scroll down to read the latest and most pertinent announcements. The calendar interaction (on a weekly basis) would not mention anything on Saturday night about a possible midterm or project due on Monday. Because the students liked the calendar we kept it but minimized and moved it out of the focus of attention. The focus on attention is now a task list, which displays the assignments of the coming six or seven days ordered by their due date.  When the user completes an assignment it can be checked as done and the assignment disappears once the due date has passed (if it is completed). Similarly, the student can read and mark as read an announcement, and the announcement will go away at the expiration date specified by the instructor. This will focus the student’s attention on urgent and relevant information.
Second, we decided to have a more collective approach to information. The homework is now collected in one place and the files are a click away from downloading. Similarly all the references and information are on the same page. This will save students time since they will not have to  clicking around and scan through the existing WISE system as they do presently.  
Finally, we kept the text-based approach for the interface for reasons of the load of the lab network and the server. Expensive graphics and large images will slow the system down to the point where during lab time it might be unusable so we chose to avoid them. 
3.1 Checkmarks 

3.1.1 UI Design Principle
Organization and Visual Structure
3.1.2 Task Analysis Referral 
Section 3.2: users want to keep track of their completed work
3.1.3 Brief Explanation
Here we are following the “to-do list” metaphor and similarly we are organizing things like a “to-do list.” With these kinds of list it is common to mark something as done by putting a check next to it.  We are following this standard visual structure by allowing the user check completed assignments.
3.2 Sidebar
3.2.1 UI Design Principle
Grid Based Design and Organization and Visual Structure

3.2.2 Task Analysis Referral 
Sections 3.1 and 3.2: the users were comfortable and efficient in their use of the side bar.
3.2.3 Brief Explanation
During lab there are 20-25 students using the computers at the same room in the basement of Soda also trying to access the same server frequently during the lab. If we had expensive graphics and images the load on the server would be huge with long delays for the users which will make the system unusable. So because of the technological capabilities right now and the time constraint of the students we preferred a text based interface.

3.3 Text-Based Interface (No Fancy Graphics) 

3.3.1 UI Design Principle
Simplicity – technological capabilities

3.3.2 Task Analysis Referral 
Sections 3.1 and 3.2: users were comfortable and efficient in their use of the side bar.

3.3.3 Brief Explanation
The sidebar is a consistent element throughout the interface which helps the user navigates through areas of the interface that s/he might not visit very often. It also offers a grid like and familiar structure to help the user use the interface. Finally it is also a safe area in the interface, it allows the user to know that s/he can click on it and return to familiar places in the interface.
3.4 Task Color 

3.4.1 UI Design Principle
Organization and Visual Structure

3.4.2 Task Analysis Referral 
Section 3.2: users want to keep track of their completed work

3.4.3 Brief Explanation
Homework, projects, midterms, labs and extra tasks have a different and consistent color. The idea is that each task is recognizable by its color so the user can jump to that task if s/he does not care for the rest of the tasks at this point. For example if the student is looking for her homework she can scan for red and click on it which would take significantly less time than to read every single task until she reaches homework. They are also always ordered the same way for the same reason.

3.5 Intelligent Interface
3.5.1 UI Design Principle
Simplicity

3.5.2 Task Analysis Referral 
Section 3.2: users want to easily find what assignments they need to perform.

3.5.3 Brief Explanation
We made the interface on the tasks and the announcement smarter so that we don’t clatter the user with extra information, rather we find out for them what they need to do and we display it to them. The instructor will point out for how long a task or an announcement will stay displayed on the portal by setting an expiration date. The announcements and assignments are ordered by their expiration date so the most urgent ones will remain on top. If the student completes an assignment s/he can check it, and if a student has read an announcement s/he can click on it and it will be grayed out and strikethrough. If there are assignments the user has not completed but their expiration date has passed they will remain on the portal. The student can access old assignments and announcements through a link. In this way we only serve the user with current information ordered by emergency. 
