MIT AITI 
Problem Set 7 –Paper Prototyping and Android
Due: Jul 17, 2012 4pm

1. Paper Prototyping

There will be two aspects of this assignment: building and testing your prototype.

Note on testing: Before the next class on Tuesday (July 17), you should have built and tested your paper prototype with at least 2 users (both must be in your user set and does not necessarily have to be in the class). Take note of critical usability problems and explore possible design alternatives.

To complete your assignment, you should:

· Build your prototype.

Draw the static background, menus, dialog boxes, and other windows. Decide how to implement the dynamic parts of your interface. Hand-sketching is encouraged. You don't have to prepare every possible screen in advance; it may be much easier to write responses on the fly.

· Prepare a briefing for test users.

This should be at most a page of information about the purpose of your application and any background information about the domain that may be needed by your test users (who may be classmates) to understand it. These are your notes for the briefing, so make them short, simple and clear, not dense wordy paragraphs. This is not a manual or quick-reference card. It should not describe how to use the interface.

· Write your scenario tasks on separate index cards.

Your scenario should have involved at least three tasks.  You should write these tasks down to give to your users.  Just write the concrete goal(s) of the task (e.g. "buy milk, tomatoes, and bread"). Don't write the specific steps to follow, since that's for your users to figure out. The tasks should be brief, roughly 5 minutes to run.

· Choose roles for your team members.

One person must play the computer. The other team members (if any) will be observers. We won't bother with a facilitator for these pilot tests. It may be useful for you to swap roles after every user on during the testing sessions, so that each of you gets a chance to try each role, but decide how you'll do it in advance.

· Practice running your paper prototype.

Every team member should practice playing the computer, learning the steps involved in making the prototype functional, such as rearranging pieces and writing responses. It isn't important to be fast, just competent and confident. A few trials are enough. Make sure your prototype can handle the tasks involved in your scenario.

Running the Tests

When you run your prototype on a user, you should do the following things:

· Brief the user.

Use the briefing you wrote up to describe orally the purpose of the application and background information about the domain. Don't waste too much time on this: 1 minute should be enough.

· Present one task.

Hand the index card to the user and let them read it. Make sure they understand the task.

· Watch the user do the task.

Take notes from your observations.

· Repeat with the other tasks.

Run as many tasks on the user as you have time for.

Bring extra materials to your testing sessions. Having extra blank Post-it notes, correction tape, and index cards on hand will help you improvise if a user does something unexpected, or help you make small fixes to your prototype between users.

What we expect on July 17, Tuesday

· Paper prototypes.

Bring your paper prototypes to class. Show the prototype in interesting states; don’t just show a blank window.

· Briefing.

The briefing you gave to users.

· Scenario tasks.

The tasks you gave to users, as you wrote them on the cards.

· Observation.

Usability problems you discovered from the testing. Describe what users did, but don’t record users’ name.

· Test the instructors.

Anytime during the lab session, ask at least 2 instructors to go over your prototype and have them test it. Take note of any suggestions and comments each might have. Instructors might have conflicting suggestions so don’t forget to ask a lot of questions.

[bookmark: _GoBack]Note: Don’t spend more than 10 minutes on this step.


2.  Android Calculator

Create a simple android GUI calculator application with the standard four function calculator (+, -, /, *). You will need 16 buttons: numbers 0-9, +, -, /, *, =, and clear, as well as a textbox that will function as the calculator screen. 

Use the files in the LabAndroidCalculator to guide your implementation. We have given a README.txt that details the steps you should follow, strings.xml that defines all the labels used in the project, and the AndroidCalculatorActivity.java that should serve as the main activity for the Calculator App.

Submission: Please zip your Eclipse Android project in to “lab7.zip”and submit that in the dropbox. 
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