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Paper Prototype
List of Tasks

1. (Hard) The person wants to keep track of clothing that is clean, dirty, or lent out.

2. (Medium) The person wants to plan out their outfits for a given duration of time in advance.

3. (Easy) The person wants to see what they (or a model) would look like in a certain configuration of their own clothing.

Paper Prototype

Turned in separately.

Design Rationales


We chose to implement the following interaction styles in our interface: Direct Manipulation, Menu Selection, and Form Fill-in.


Direct Manipulation – Our application implements Direct Manipulation through the user’s ability to drag dynamically allocated clothes to and from a virtual mannequin and a hamper.  In our task analysis, we concluded that the target user demographic desires the ability to preview their clothing choices on a virtual mannequin and to keep track of which clothes are available.  Furthermore, while designing the interface to accomplish these tasks, we applied one of Norman’s Heuristics—“Match between system and the real world.”  We decided to allow the clothing to be dragged onto the mannequin in a manner consistent with the process of dressing one’s self, thus matching a system process to a real world process.  We feel this will be a successful interaction style, having addressed the user’s desires directly.


Menu Selection – Our application implements Menu Selection through a standard windows file menu and through a tabbed page system.  In our task analysis, we concluded that both efficiency of use and easy-to-navigate attributes were important, as all of the users had time constraints and desired a low learning curve in any product meant to facilitate their clothing choices.  Furthermore, while designing the interface to accomplish these tasks, we applied four of Norman’s Heuristics—“User control and freedom,” “Consistency and standards,” “Recognition rather than recall,” and “Aesthetic and minimalist design.”  We decided to allow the user to select most of the actions that are possible via a standard windows-style.  We felt this would allow for more user freedom all the while conforming to the windows menu standard that most people have come to recognize.  In addition, the tabbed page display allows for a large amount of data to be accessible in an aesthetically pleasing manner, while keeping the display compact.  We feel this will be a successful interaction style, having addressed the user’s desires while anticipating some of the potential problems they may have.


 Form Fill-in – Our application implements Form Fill-in through a series of textbox-based dialogs.  In our task analysis, we concluded that the target demographic felt that customization and planning was very important to them, as many requested a feature that would allow them to plan out their clothing days in advance.  Furthermore, while designing the interface to accommodate this desire of the users, we applied one of Norman’s Heuristics—“User control and freedom.”  We decided to allow the user to input their own data for naming outfits, occasions and select clothing attributes.  We felt that by not constraining the user to arbitrary strings, in this case, the efficiency of application use would be enhanced, and the learning curve would be lowered.  We feel this will be a successful interaction style, for we have added customizability to a feature that is largely based on user-specific needs to begin with.

We chose to, among others, implement the following five elements: a calendar, a virtual mannequin, scrolling buttons, a weather icon, and enlargeable icons.  


Calendar – The calendar was created as an aid to the user in performing the clothing planning task.  We had Norman’s Heuristics “User control and freedom,” “Consistency and standards,” and “Aesthetic and minimalist design” in mind while designing it.  It was placed in the center and bottom of the screen in an attempt to give the user easy access to it, while not keeping it the direct center of attention.  We also decided to allow the calendar to be interactive, in the sense that the user can define what each day will represent, what outfits will be stored for each day, and save the calendar for each wardrobe.  


Mannequin – The mannequin was created as a visual aid for the user.  The design was based off of Norman’s Heuristics “Match between system and the real world,” “User control and freedom,” “Recognition rather than recall,” and “Aesthetic and minimalist design.”  Our target demographic has expressed an interest in previewing a clothing configuration in a manner close to what it will look like on them prior to actually selecting that configuration.  We believe that using a mannequin as a model will lower the learning curve by providing the user with a means of previewing their clothes in a way very similar to what is done in real life.  We placed the mannequin in the middle of the screen, near the right to keep it in the user’s center of focus, along with the clothing items near it so as to keep their minds on the task at hand.


Scrolling buttons – The scrolling buttons were created as an aid to the user in selecting clothes that have been stored in a temporary position.  They were designed with Norman’s Heuristics “Visibility of the system status,” “User control and freedom,” “Recognition rather than recall,” and “Aesthetic and minimalist design” in mind.  Our target demographic expressed interest in a temporary area for clothes that they are considering, but are not sure of yet.  By using these buttons along with some clothing icons, we are able to create a temporary storage area for these articles of clothing near the mannequin, so as to take any burden off the user’s short term memory and provide the information in an area proximal to the primary viewing device (the mannequin).


Weather icon – The weather icon was created as a means of providing weather information to the user in a way that is more natural than simply reading plain text.  We used Norman’s Heuristics “Match between system and the real world,” “Consistency and standards,” and “Aesthetic and minimalist design” to design it.  We designed the icon to provide both textual and graphical information about the current weather, along with providing a weather forecast for future planning.  The icon has been placed near the calendar, as the information it represents is temporally dependent.  It has also been placed near the mannequin, as it is information that pertains to the clothing being selected and thus will most-likely be consulted by the user multiple times during the clothing selection phase.


 Enlargeable icons – These enlargeable icons were created as a means of both representing the user’s clothing selection along with improving the visibility of the item of interest.  While designing the icons, we had Norman’s Heuristics “Error prevention,” “Recognition rather than recall,” and “Aesthetic and minimalist design” in mind.  We designed the icons to enlarge when the mouse was moved over them.  In this manner, the user would be able to easily view the item and is informed and aware of which item is currently selected.  These items were placed on the left in order to implicitly assert that they are separate from the mannequin and the temporary clothing shown in the scroll bars.  The clothing items found on the left side of the screen are meant for storage whereby the user selects and samples these clothes on the mannequin in the right side of the screen.  Finally, they were placed on the left, in a tabbed page, to group the items together in order to minimize the space they take up.

