Albert Cheng

Teale Fristoe

Albert Kae

Geoff Kwan

Ahmadzia Hotaki

Paper Prototype

Three Tasks:

The waiter needs to know when the customer needs assistance.

The waiter needs to know when the chef completes an order.

The waiter needs to take the customers’ orders.

Paper Prototype:

This is attached, and the flow of control can be found at: http://www.ocf.berkeley.edu/~ziah/paperP/

 SEQ CHAPTER \h \r 1Design Rationales:

Chef Complete Light

The “chef complete light” is a small light off the screen of the handheld device which helps complete the “the waiter needs to know when the chef completes an order” task.  Any time the chef completes an order, this colored light shines, indicating to the waiter than a table’s food is ready for delivery.  The light is actually only one of three methods used by the system to indicate to the waiter that the chef has completed an order.  When the system is in the main or home screen, the system will vibrate to make it clear that something important has occurred in case the waiter is not directly looking at the system when the chef is finished, but it will not vibrate when in any other screens, to avoid disrupting the waiter when he is performing another task.  When in the main or home screen, the waiter will also be shown which table specifically has food ready for it by flashing the table bar green.  This gives the waiter specific information about the completed order.  Our “chef complete light” satisfies the “visibility of system status” and “match between system and real world” heuristics: the light quickly indicates to the waiter whether or not food is ready when he is in any state of the system, and the light has a direct relation between the chef’s physical status.  Also, because the light will flash in any screen, it adheres by the “flexibility and efficiency of use” heuristic.

Main Table List

The “main table list” is the main screen of our interface.  It includes a list of tables, represented by numbers, and includes useful information for the waiter like how long the party has been at the restaurant and the expected time remaining before the chef will have to continue tending to the table.  The list also indicates which stage of the meal the table is in based on color and whether or not the table needs assistance or has completed orders based on its blinking status.  The list helps with the “the waiter needs to take the customers’ order” and “the waiter needs to know when the chef completes an order” tasks, because it displays information about all of his tables in a single place.  We decided to stick with a list rather than something else, such as a table layout, for a number of reasons.  First, we thought a list would present the overall status of the system, adhering by the “visibility of the system status” heuristic.  Also, because the tables are represented in terms of a list rather than in a complex pattern, and because the statuses are indicated via simple color coding, we have adhered by the “aesthetic and minimalist design” heuristic.

Special Note Entry Field

The “special note entry field” is a last ditch effort to allow for special orders.  While the management will enter all menu items and include as many common options as possible, it is inevitable that some customers will request special options that were overlooked.  In this case, the waiter will use the “special note entry field” to directly hand write notes with the stylus and pass the special notes on to the chef.  Ideally, the “special note entry field” will rarely be used (if it is commonly used, it is an indication to the management that the menu options should be updated), but, because some special orders will never be predictable, we had to include something like it.  The “special note entry field” helps with the “the waiter needs to take the customers’ order” task.  The “special note entry field” avoids problems with the system due to unforseen requests, and therefore adheres by the “prevent errors” heuristic.  Also, because it allows the accommodation of any customer request, it adheres by the “flexibility and efficiency of use” heuristic.

Complete Order Button

The “complete order button” is a simple button in the order screens.  When a waiter has finished inputting all of the customers’ orders, he pushes the button, which not only ends the order taking process, but sends the order directly, via wireless communication, to the chefs.  The button helps with the “the waiter needs to give the chef orders” and “the waiter needs to take the customers’ orders” because it completes each step of the taking orders process and directly sends the orders to the chef.  The button fulfils the “aesthetic and minimalist design” heuristic, being as simple as possible, and fulfilling two tasks (completing orders and sending orders to chef) in one step.

Cascade of Screens

The “cascade of screens” is the way in which after completing one screen and moving on to the next, the system will maintain the title of the previous screens at the top of the touch screen.  Whenever the waiter moves onto the next screen, the previous screen will be added to the list of previous screens, so the waiter can see where he is in the overall system and also so he can quickly return to any previous screen without having to repeatedly push a back button.  The cascade helps the waiter complete all tasks of the system, but especially the “the waiter needs to take the customers’ orders” task, because he can identify where he is in the process and quickly jump to a previous step.  The cascade adheres by the “visibility of the system status” and “recognition rather than recall” heuristics, because it clearly displays where he is in the overall process of the system.  It also adheres by the “consistency and standards” heuristic, because every time the waiter moves forward to another screen, the previous screen is added to the cascade, no matter which screens.

