CS160: Interface Design, Prototyping, and Evaluation, Spring 2007                Contest


Prototyping Contest 

(Optional)

This semester's Prototyping Contest will be held in conjunction with the poster session. This is a great opportunity for your team to implement your design ideas and showcase your project at the end of the semester.  To enter the contest, you will need to build a simulator for your interface that supports three representative tasks of your choosing.  Your prototype will be assessed by us and a professional UI designer. The top two designs will receive prices. You are all encouraged to participate! 

Please note that this contest is OPTIONAL. Your participation (or the absence thereof) will not affect the final grade you receive for the course. 

Instructions

1. Discuss among your teammates whether your group will enter the contest. The group as a whole should reach a consensus whether you will participate. Keep in mind that building the prototype will involve extra work that will not contribute to your grades. 

2. If the group decides to participate please notify us by email by April 25th. 

3. Develop three scenarios, each corresponding to an easy, medium, and hard task. 

4. Develop the interactions involved in the three scenarios.

   a. Think clearly about what the user wants to accomplish in each scenario. 

   b. Map out the steps you expect users to go through in order to perform the task using your interface.

   c. Decide how the user determines whether the task has been accomplished or not.

   d. Think about what might go wrong, and make sure the interface can handle possible exceptions.

5. Build a simulator for your interface with enough details to support the three scenarios you came up with. The simulator should be developed for demonstration on a PC or Mac. You should NOT realize the interface on an actual mobile device; doing so will only increase your workload.  The simulator can be implemented with any programming language and environment. You may want to look into scripting-based technologies such as Java-script or Flash, both of which should give fairly lightweight solutions to implementations of this kind. 

6. Prepare a demo script and practice for a demo. Think about how you would sell this design to a real potential user of the system. 

Assessment Criteria

We will assess the design based on a combination of factors including its functionality, usability, and novelty. In terms of functionality, we should be able to use your simulator to carry out the three scenarios of your choosing with appropriate error/exception handling.  We will also be looking to see if the design includes appropriate use of metaphors, novel interaction techniques, and well thought out interaction flow.  You should minimize the amount of "back-end" implementation and focus more on the interaction. You may use Wizard-of-OZ techniques to simulate various features that are code-heavy or infeasible. Finally, your ability to "sell" the design to us will play a role in our final assessment. 

Awards

This competition is sponsored under the auspices of FactSet (www.factset.com). 

We will assess all the groups that volunteered to enter the contest, and the top two designs will be awarded prices. Details about the actual awards will be forthcoming. 
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