Assigment 4

Chapter 10:

This assignment is the first of five assignments that together take you through the complete
development lifecycle for an interactive product. This assignment requires you to use techniques
described in this chapter for establishing requirements. You will also need to draw on techniques
from Chapters 7 and 8. The further four assignments are at the end of Chapters 11, 12, 14, and 15.

The overall assignment is for you to design and evaluate an interactive product for booking tickets
online for events like concerts, the theater, and the cinema. Most venues have an online booking
facility already, but it can be awkward and frustrating to identify and book the seats you want.

For this assignment, you should:

1. Identify users’ needs for this online facility. You could do this in a number of ways. For
example, you could observe people using ticket agents, think about your own experience
of purchasing tickets, look at websites for booking tickets, interview friends and family
about their experiences, and so on. Record your data carefully.

Client Requirements

We will concentrate on clients and their necessities more than our internal structure, havingsaid that
we will realize that what the site must contain and how it ought to be organizedand created. How the
tickets will be bought by the clients and the online instalments of thecash on booking the tickets, at
last the confirmation voucher to be given to the client. These are user requirements

1.Trailers ought to be given.

2. Number of available seats
3.Date of the motion picture.

4. Payment choices should be given.

5.Trailers should be long.

2. Based on your user requirements, choose two different user profiles and produce one
persona and one main scenario for each, capturing how the user is expected to interact
with the product

SCENARIO 1: Using the website to book a ticket for an upcoming movie.PersonaAlexis

Johnson, 23 years old.Student. USA.Description: Alexis is a promising young student who is
also a movie enthusiastic. Shewatches every new movie and likes to make online bookings.

This study source was downloaded by 100000823163741 from CourseHero.com on 04-09-2021 20:53:56 GMT -05:00

https://www.coursehero.com/file/48490953/Assigment-4docx/


https://www.coursehero.com/file/48490953/Assigment-4docx/

Goals:

Get an internet connection.

Sign up into the website.

Make a secure booking for the movie.
Get the printed form of ticket.

Scenario
Last month, a new movie called Baby Driver was released. Alexis is a big fan of action
moviesand she plans to watch it at the cinema. She calls her friend and she tells her about

themovie. Since she was on a summer break she decides to go to the movie premiere.
Shebooks the ticket using this website easily and gets the slip next day.

SCENARIO 2: A person wants to go to a rock concert
Persona

Ben, 20 years old.

Software developer. London, UK.

Description:

Ben is a very skilled software developer that spends most of his time at his firstjob at Geeks
in London. He is very fond of music and likes rock music.

3. Perform a task analysis on the main task associated with the ticket booking system, i.e.
booking a ticket.

4. Based on this analysis, produce a use case for the main task of booking a ticket.

5. Using the data gathered in part (a) and your subsequent analysis,identify different kinds of
requirements for the product, according to the headings introduced in Section 10.3. Write
up the requirements in the style of the Volere shell.
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Chapter 11 : DESIGN, PROTOTYPING, AND CONSTRUCTION

This assignment continues work on the online booking facility introduced at the end of Chapter 10.
The work will be continued in the assignments for Chapters 12, 14, and 15.

1. Based on the information gleaned from the assignment in Chapter 10, suggest three different
conceptual models for this system. You should consider each of the aspects of a conceptual model
discussed in this chapter: interface metaphor, interaction type, interface type, activities it will
support, functions, relationships between functions, and information requirements. Of these
conceptual models, decide which one seems most appropriate and articulate the reasons why.

Conceptual model 1: Its interaction mode would be instructing, its interaction paradigm is
pervasive computing. A suitable interface metaphor is buying a ticket at the box office window.
This model will support buying multiple tickets, finding out what the best seats available are. Will
allow people to pay online and hold tickets at the box office or mail them. It will also support
giving driving directions to the event and looking ahead at future events. The information needed
is number of tickets credit card number and name. It also needs approval of seat location.

Conceptual model 2: Its interaction mode is navigating, its interaction paradigm is again pervasive
computing as it attempts to let people have access anywhere that they can access the web. A
suitable interface metaphor is buying the ticket at the box office window or over the phone. This
model will also support buying multiple tickets, will allow people to pay online and holds the
tickets at the box office. It provides a confirmation number for picking the tickets up. The
information needed is number of tickets credit card number and name. It also needs approval of
seat location.

Conceptual model 3: Its interaction mode is navigating and instructing, its interaction paradigm is
pervasive computing. A suitable interface metaphor is buying tickets at the box office or over the
phone. This model support buying multiple tickets, finding the best seats available in a given price
range. It will mail the tickets or hold them. It gives out a confirmation number after the tickets are
paid for. It support driving instructions to the event as well as a forecast of future events. The
information needed is number of tickets credit card number and name. It also needs approval of
seat location.

The winner is: Conceptual model 3 because it incorporated the most functionality into the design
allowing for multiple types of people to use the product as well as multiple events to use this
system to sell their tickets. There was also two types of modes you could use to buy your tickets,
either navigating through the site or just following the instructions the site provides.
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2. Produce the following prototypes for your chosen conceptual model:

a. Using the scenarios generated for the online booking facility, produce a storyboard for the task of
booking a ticket for one of your conceptual models. Show it to two or three potential users and get
some informal feedback.

User 1: It looks good. It reminds me of Ticketmaster except | don't know if Ticketmaster allows for
finding driving instructions. | like how straightforward the site is. It allows me to just enter in my
name and the number of seats | want and the price range | am willing to spend in. Then I hit "go"
and it comes back with the seats and a map right next to it so | know where | will be sitting. | think
it would work.

User 2: It looks very simple and easy to follow. I like the instructions option because | never buy
tickets online and this makes me a little more comfortable with it. Although I still probably won't
use it because | don't trust that the site is finding the best seats available | prefer to talk to
somebody. | like that | can get driving directions just by entering my address.

User 3: It looks good enough the drawing is little rough so it is tough to tell if it will look cool or
not. I like that I can navigate or follow the instructions. The fact that | can choose my price range
is very useful although | have seen this before. It looks like the concept will work.

b. Now develop a card-based prototype from the use case for the task of booking a ticket, also
incorporating feedback from part (i). Show this new prototype to a different set of potential users
and get some more informal feedback.

User 1: | like the set up it appears simple enough. You will have to add colors and graphics that
represent your company or event so that it is more appealing to the eye. Make sure that the credit
card information is secure so that people are comfortable putting their info online, also make it
visible that it is a secure site.

User 2: It appears good enough a more elaborate sample might be better to determine if it is user
friendly but it looks like it will work. The textfields for the information seems easy enough and
makes it simple to collect data. | like that a confirmation number is posted on the site and not just
emailed to you. | hate when I never get the email with the confirmation number.
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3. Consider your product's concrete design. Sketch out the application's landing page. Consider the
layout, use of colors, navigation, audio, animation, etc. While doing this, use the three main
questions introduced in Chapter 6 as guidance: Where am I? What's here? Where can | go? Write
one or two sentences explaining your choices, and consider whether the choice is a usability
consideration or a user experience consideration.

The home page as shown albeit in skeleton form on the sample site is a textfield for number of
seats, a dropdown box for event, another drop down box for the date and a Ist drop down box for
price range. Their is also a map of the seating areas that is visible to the viewer, with a color
coding for prices. There is a graphic at the top of the page that displays the event location.
Depending on what is the main draw to the location the colors of the home page can change. So if
the Lakers play at Staples Center soon then the homepage is purple and gold. If the next big event
is a concert then the background is the color they generally wear and maybe some musical notes
and instruments. There is also a little sound that comes on right when you go to the site that
corresponds to the event as well it plays a little diddy that the concert might have or a sound clip
of players performing their sporting event. Then when you have filled out the textfields and
selected the right amount of dropdown boxes the grayed out go label becomes fully visible and
you can select it. After this the computer searches for the best available seats given your
information and shows you where they are on the map or says unavailable and allows you to start
over. If they are their and you like where they are and the price breakdown that is provided then
the user can click on the button that says proceed to checkout. This page has textfields that need
to be filled out for address, name, phone number, email and credit card along with a drop down
box that selects the shipping this allows you to purchase the tickets by choosing the submit button.
Then a confirmation page comes up and says that your order has been processed and that an email
has been sent.

4. Sketch out an experience map for your product. Use the scenarios and personas you have already
generated to explore the user's experience. In particular, identify any new interaction issues that you
had not considered before, and suggest what you could do to address them.

5. How does your product differ from applications that typically might emerge from the Maker
Movement? Do software development kits have a role? If so, what is that role? If not, why do you
think not?
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Chapter 12 : INTERACTION DESIGN IN PRACTICE

This assignment continues work on the online booking facility introduced at the end of Chapter 10.
The work will be continued in the assignments for Chapters 14 and 15.

1. Assume that you will produce your online booking facility using an agile approach.

a. Suggest the kind of user research you would like to conduct for your product before iteration
cycles begin.

b. Prioritize the requirements for your product according to business value, i.e. which requirements
are likely to provide the greatest business benefit, and sketch out the UX design work you would
expect to undertake during the first four iteration cycles, i.e. Cycle 0, and Cycles 1 to 3.

2. Using one of the mockup tools introduced above, generate a mockup of your product's landing
page, as developed in the assignment for Chapter 11.

3. Using one of the patterns websites listed previously, identify suitable interaction patterns for
elements of your product, and develop a software-based prototype that incorporates all the
feedback and the results of the user experience mapping achieved at the end of Chapter 11. If you
do not have experience in using any of these, create a few HTML web pages to represent the basic
structure of your website.
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