Family Manager Paper Prototype Testing

Overview

The Family Manager Project Group was charged with designing an interface to address the management of the demanding needs of the modern family.  The group made a design based on requirements and competitive analysis.  The group made a concept we named GenE (for Generation Everyone).  The team next created a paper prototype based on the analysis.  We tested the prototype twice. The first time, the test was administered to a group of four subjects. Improvements to the design and prototype were made based on the data that was collected. The second test was with three different individuals. This document details the outcomes of the testing sessions.
Test plan and prototype creation
· Methodology and approach
· Focus on time aspect:  There are many features to GenE.  The team determined that it would be difficult to test more than one aspect of the interface.  The time aspect of the interface was chosen to test.   The time aspect includes all scheduling and task management.  One Key feature that the team wanted validation for was the display of multiple schedules simultaneously.
· Interface Fidelity: The prototype had to address the multiple instances of the modes needed for the interface. The prototype needed to represent the multiple layers (windows and menus).

· Implementation of paper prototype: Each object in the interface was created.  Additionally, a ‘pegboard’ was created to organize the objects during testing.

· Test I Results
· Browsing Application Metaphor brought difficulty: Test subjects had difficulty determining the method for selecting objects within the interface.  Specifically, they tried to ‘single-click’ when a ‘double-click’ was required.
· Button location and symbology made interaction difficult: The interface had four tightly spaced buttons. The buttons were intended for navigation, canceling actions and object selection.  It appeared that the symbols used caused confusion.  For example, test subjects had difficulty recognizing the button that closed a temporary window.
· The next test should be conducted all in landscape mode only: The test became cumbersome switching from Portrait to landscape.
· Single click-bleeding edge touch screen functionality should be incorporated into design for next test Session:  Design should use more gestures and functionality found in modern devices such as the iphone.
· Test II Results

· Revised buttons improved interaction: Tested individuals appeared to have less difficulty with interpreting the meaning of the redesigned buttons.

· The test results for one individual yielded cultural communication challenges.
Conclusions
Through design and testing the project groups realized the complexity and challenges of h time management interfaces. While we strived for simplicity, we were forced to develop many different modes for the interface.  The prototype testing did validate the concept of a multi-schedule display. 
