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User Testing

Study Proposal

a. Objective

1.  Obtain a qualitative understanding of the users’ experience when they attempt to create an outfit and view it on the mannequin, manage their dirty, clean and lent out clothing, and plan two outfits for a future date.  

2.   Identify issues users will have in attempting to perform these tasks.  

3. Determine if users are able to complete the tasks using the interface, and what needs to be changed in order for the users to be able to complete the tasks.

b. Description of system being tested:

The clothing manager interface is a planner and organizer of the user’s wardrobe.  The user is able to keep track of clean, dirty and loaned-out clothing, and can view their clothing by type, color, and availability status.  They can create and view outfits on a mannequin, and can save them as their favorites or plan a whole week by saving them for a specific day.  

This interface is intended for users who have some knowledge of computers, but they are not expected to know much.  It is meant for the average person who wants to plan and organize their clothes, so the interface has to be simple and easy to use.

There are three main tasks the users are expected to perform.  The users are expected to pick out a certain combination of their clothing and see how it looks together.  They will keep track of their dirty, clean and loaned out clothing by marking their clothes “loaned out” and putting their dirty clothes in the hamper, and “cleaning” their dirty clothes.  The third task the users are expected to perform is to plan an outfit for a specific day.  This is accomplished by saving the outfits in the calendar.

c. Task environment and materials:

The test will be performed in the environment where the user would use the system.  In this case, it would be near the user’s wardrobe, in their bedroom.  A cleaned-off table with the paper prototype laid out on it will simulate the user’s computer.  There will be a team member acting as the “computer,” another member as the “greeter,” and another as the “test administrator.”  There will be two team members taking notes on what they observe.  The test will also be filmed for later use and to supplement the notes.

d. Methodology:

1.  Introduction to test subjects. 

a. Explain they will test out a interface that potentially has many bugs and problems and that any problems they have is the interface’s fault.  We want them to find the errors, and that it is perfectly fine if they get stuck.  They are perfect, and the interface is not.

b. They are allowed to end this session at any time they want, they are not forced to be here and if they do not feel comfortable they can leave.

c. Introduce them to our interface, show them the paper prototype.

2. Very little training for the interface is needed.  Show the users that they can “click” by pointing and ask them to say out loud what they are thinking and what they are trying to do so that we are aware of what they are thinking as well.

3. Let them know of the tasks they will be performing:



a. “Pick your favorite outfit and see how you would look in it”

b. “Lend out an item to a friend and make all your dirty white laundry clean”

c. “Plan two outfits for a future date”

5.  Ask the users to perform these tasks in this order.  Observe, take notes.

6. After tasks are complete, ask the subjects what was the hardest thing to do.  Question them about why they got stuck on certain things that we observed.  Ask what they liked the best and what they found to be the most tedious and boring.  Ask if they have any other comments for us.

7. Thank the test subject and let them know how much their time has helped improve our interface.  Let them know that their problems and issues with the interface will help refine and make the interface better.

8.  Two team members will take notes throughout the whole interview, writing down observations about what the user does, what the user wants to do, how the user feels, and what the user gets stuck on, as well as what the user says they are doing and why they are doing it.  These two team members will also record problems with the study.  A video camera will also record everything as a backup for the note takers.

e. Tasks:

The first and easiest task we will ask the test subject to perform is to choose an outfit from their wardrobe, and see what the combination will look like on the model.  Specifically, we will ask the subject to look in their wardrobe and choose articles of clothing, including a top, bottom, underwear, shoes, and possibly accessories.  They will view these items on the mannequin by either dragging and dropping the articles or by double clicking on the articles.  We will ask them to choose an outfit that they feel they would actually wear but will not specify that the items of clothes they choose must be clean, i.e. they are allowed to choose dirty or lent out items as well.

The second task we want our test subject to perform pertains to managing their clothes.  We want them to change the status of some items.  They will have to lend out a t-shirt to a friend and then make all their dirty white laundry clean.  This task will involve finding their t-shirt and white laundry in their wardrobe, and then changing the status of these items.

The third and final task is the most difficult.  This involves the planning part of the system.  The test subject must create two outfits and save the outfits for the day that they want to wear them.  The test subject will have learned from the first task on how to create an outfit, but will have to figure out how to plan and save it for a later date.

f. Test measures:

In order to obtain a quantitative understanding of the users’ experience when they complete a task, we will measure how they claim to feel, how long it takes them to accomplish the tasks and how many wrong tries it takes before they figure out the correct procedure.  We will also see if they learn from what they do, or if they experiment and try to find shorter, faster ways to do a task after they have done it before in a long, round about way.  We can also ask whether they would want to do the task again, or if they found our interface to make the task too hard, boring and long to attempt again.  All of these things can help understand the user’s frustrations level and happiness, as well as their overall gain from the system.

To identify issues users will have in attempting to perform these tasks we will record where the user gets stuck.  We will record everything they try before they are able to figure out how to do something.  We will also measure how of often they try to do something which they cannot do.  Besides getting stuck, we will record issues of things taking too long or things being too tedious.  If the user just wants to give up or not do part of the task because it takes too long, we will record this.

In order to determine if users are able to complete the tasks we can just measure if they are able to complete the task without any help.  We can also measure how long it took the user to complete the task as well as whether they needed to look up anything in the help section or if the steps required to complete the task were completely intuitive to them.

Study Report

Negative Outcomes
Problem: The user randomly confused double-clicking functionality with dragging functionality.  Overall, the user attempted to drag items illegally or attempted to double-click items to achieve a certain outcome which was not reached.

Heuristic violations: User control and freedom, Consistency and standards

Possible fix: Considering the fact that this problem occurred so frequently, we believe the best possible fix would be to allow all items to be double-clicked and dragged, along with providing some form of single-click functionality to cover that case as well.

Reference: User Test 1, Observation 3, 9; User Test 2, Observation 5, 8

Problem: The calendar functionality, as it is currently implemented, is not what the users have in mind for what functionality the calendar should provide.  One user wanted to be able to select an outfit for a day by clicking the day in the calendar.  Another user wanted the calendar to show local weather forecast information for that given day in the window when the day is selected.  Other users wanted the ability to drag outfits to the calendar.

Heuristic violations: User control and freedom, Consistency and standards, Flexibility and efficiency of use

Possible fix: We can attempt to alleviate most of these problems by implementing the functionality directly into the interface.  The only user desire that is not applicable is the forecast information for any given day.  Our program can only have access to a finite number of days in the forecast region.  This, however, may be remedied by adding in a “Weather unknown” value which can be applied both toward offline usage and days exceeding the current forecast information.

Reference: User Test 1, Observation 9, 14; User Test 2, Observation 8, 9, 11, 


Problem: The purpose of the “Save” command under the File menu was not intuitive.  While attempting to save an outfit, the user chose the “Save” command under the File menu.  This saves the state of the project and has nothing to do with the outfit itself.

Heuristic violations: Consistency and standards

Possible fix: One solution would be to change the “Save” command to “Save Project Workspace” and then to add another command “Save Outfit” to the File menu that will allow the user to perform the task they originally wanted to perform.

Reference: User Test 1, Observation 15; User Test 2, Observation 3

Problem: The removal of clothing from the mannequin was not intuitive.  

Heuristic violations: Consistency and standards, User control and freedom

Possible fix: One possible solution is to allow clothing, whether in the user cache or on the mannequin, to be dragged back to the wardrobe when it is no longer desired to be used by the user.

Reference: User Test 2, Observation 2

Problem: The washing machine icon did not successfully convey the functionality it actually represents to the user.  User attempted to use it to lend out clothing.

Heuristic violations: Match between system and real world, Consistency and standards, Error prevention

Possible fix: The washing machine was used in an attempt to perform a different function, but it was used properly when the user attempted to wash clothes.  This implies the real problem is with our lending functionality.  To remedy this, we could create an icon for lending clothing that receives clothing input precisely the same way the washing machine does.

Reference: User Test 2, Observation 5

Problem: Manipulation of the mannequin’s gender was not immediately intuitive.  Both test subjects found this task to be very difficult and thus were hindered from the start.

Heuristic violations: Consistency and standards, User control and freedom, Flexibility and efficiency of use

Possible fix: Both subjects attempted to change the mannequin’s gender by selecting the File menu.  One possible solution would be to include an option for performing such an action in the File menu or possibly moving “Settings” into the File menu as “Preferences” to adhere to consistency standards.

Reference: User Test 1, Observation 1; User Test 2, Observation 1

Problem: While using the checkboxes to sort clothing articles for the user, certain actions can cause the user confusion when certain checkboxes are toggled.  One such configuration is showing only unwashed clothing, then washing all the clothes.  This causes the clothing to completely disappear and thus confuses some users.

Heuristic violations: Error prevention

Possible fix: The current functionality caused our users to believe an error had occurred, such as the sudden loss of all their clothing data.  Given this situation, we can only currently consider detecting this specific situation and remedying it by automatically toggling on the clean clothing view when all clothing is cleaned and the “show only clean clothing” configuration is toggled.

Reference: User Test 2, Observation 6

Problem: The initial clothing button layout was counter-intuitive and thus counter-productive to some of our users.  It forced them to conform to an order of clothing selection that felt unnatural to them.

Heuristic violations: Match between system and real world, User control and freedom, Flexibility and efficiency of use

Possible Fix:  This problem cannot be fixed by any one static configuration, as this is highly dependent on the tendencies of the user.  Thus, we propose a solution that involves two changes.  One change will be to order the clothing items in a default configuration that will most closely match the chronological ordering of clothing choices that we can get a consensus on.  The second change will be to allow the buttons to be re-ordered by the user, in the event that the configuration we suggested for them does not suit their needs.

Reference: User Test 2, Observation 12

Problem: There seems to be a misconception between what the scroll buttons should control and what the wardrobe actually contains.  Our user attempted to use the scroll button for the purpose that the wardrobe tab actually serves.

Heuristic violated: Error prevention, Recognition rather than recall

Potential fix: It would appear that the problem is that we have not made the wardrobe functionality clear enough.  While it is not currently obvious to us how to completely alleviate this problem, we are considering changing the look of the wardrobe tab to provide the user with an intuitive sense that it is where the clothing is stored.

Reference: User Test 1, Observation 2

Problem: “Start over” may be overkill in some situations.  There were times the user did not want to completely shed all the clothing off the mannequin, but wanted to quickly remove others.

Heuristic violated: User control and freedom, Flexibility and efficiency of use

Potential fix: Perhaps allow for a quick strip button on each of the key portions of the body, such as torso, hips, feet, etc.  When layering is finally implemented, this could be a very valuable feature.

Reference: User Test 2, Observation 2

Problem: A user requested a 3D view of our mannequin instead of the default 2D version we are making available.

Heuristic violated: Match between system and real world, Flexibility and efficiency of use, Aesthetic and minimalist design

Potential fix: The only real fix we could implement for this would be to allow for the user to pick between a 2D mannequin and a 3D mannequin.  To allow for this, we would have to then create 3D templates for our clothing items as well.

Reference: User Test 1, Observation 5

Positive Outcomes
Success: Dragging of clothing onto the mannequin and to various other potions of the GUI appeared to be very intuitive for each of the users.  While some users desired faster access, it was always viewed as a natural action because of the windows interface.  The “consistency and standards” heuristic helped greatly here.  In addition, “match between system and real world” help in this regard, as people are used to dragging their clothing, so to speak, to the washing machine and their own body, even.  Finally, dragging clothing allows us, the designers, to decide what the clothing can and cannot be dragged onto.  Therefore, we are performing “error prevention” by handling cases of illegal clothing dragging in a graceful and informative manner.

Success: Visibly marking the clothing items to show their status seemed to be very effective with the users.  It allows for very quick discrimination to be made with regard to what the user wishes to do with the clothing item, because the status is visible as the user is scrolling through the clothing items.  Therefore, by following the “visibility of system status” and “flexibility and efficiency of use” heuristics, we greatly increased the users’ enjoyment and ease of use in this regard.

Changes from the 1st interview

After performing the first user test interview, we discovered that we needed to change many aspects about our methodologies.  In our first interview, we only gave a brief description of what the product did and not how details in the interface were divided.  We also neglected to explain what features currently existed in the interface in terms of calendar scheduling, clothing selection, and interface manipulation.  In other words, we assumed that the interface would be completely self-explanatory without any initial training.  However, we found that this led to many initial difficulties, as our user didn’t know how to get started given a blank interface and no instruction.

1.  To remedy the situation mentioned above, we decided that we would give a more detailed explanation of some key parts of the interface in addition to a general overview for the second interview.  More specifically, we decided to describe the calendar, what happens to the calendar when an outfit is saved, and how the calendar is used to plan out outfits in the future.  We also decided to describe the main parts of the interface, and a brief description of how each part was to be used.  The main parts of the interface we described were the temporary workspace near the mannequin in the main viewing window, the tab window and its primary divisions, and the weather and calendar window.

2.  Another issue we had during the first interview was the number of minor to moderate failures the user experienced with the interface.  We were not aware of the number of failures that would occur and thus did not give sufficient warning, which lead to unnecessary stress from the user during the initial stages of task completion.  Although we prepared the user by informing the user that some failures would occur, we did not expect to see the number of failures that we did in the course of the interview.  In the second interview, we decided to place more emphasis on preparing the user for possible failures as well as explaining that failures were due to the interface being unfinished rather than user error.

3.  In our first interview, we explained the tasks at a very high level of abstraction using language from the user’s domain.  We planned to keep this same format for the second interview, as we would like the users to explore the interface and find alternate ways to achieve the tasks we give them.  We will perform the wrap-up in the same way as the first interview, that is, we will debrief the user, ask the user questions on anything the observers had questions about, and thank the user for committing time for this project.  The method of documenting user experience will be note-taking only as opposed to note-taking and video recording, as we found the video recording to be unnecessary.  We also found that users to be less nervous while participating in the interview without the presence of a recording device and were also able to avoid any ethical issues with recording the conversation.

4.  The environments for the interviews were mutually agreed-upon locations (specifically, a less personal space than the user’s bedroom) in order to avoid any potential ethical issues that could arise over privacy and personal belongings.

Interface Changes:
After the user interviews, we discovered many interface elements that were either unnecessary or could be improved upon.  

1.  One major feature that we felt was unnecessary was the “Unavailable” wardrobe tab.  We realized that we could represent the same information and reduce confusion by having three checkboxes in one of the top corners of the wardrobe window.  This design would not violate the principles of information overload because the user would have the choice of choosing any combination of the three categories (dirty, loaned-out, or clean) and this design would give the user flexibility in what was being displayed.  

2.  The “Make Available” button in the “Unavailable” tab caused confusion due to a mental model mismatch, so we decided to rename it to “Wash Selected.”  In future iterations of the design this button/icon, along with two other icons named “Reclaim” and “Lend Out” will be at the bottom of the wardrobe window at all times to allow for the actions of washing clothes, reclaiming loaned clothes, and lending clothes respectively.  To prevent user error, we will gray out these items until an item was selected for processing.  We will also provide prompts for specific scenarios (e.g. lending out a dirty item will bring up a prompt) and automatic error detection for others (e.g. cleaning a clean item of clothing does not cause an error, but rather is just left as clean).  Users will be able to either click this icon to perform the desired action, or drag clothes directly to the icon.

3.  We discovered that users ordinarily sort clothing items by color for washing purposes.  To accommodate for this fact, we decided to add a drop-down menu in an upper corner of the wardrobe window that will sort the clothes on the current screen by color.

4.  Clothing that is to be washed must currently be washed by clothing category.  Our second user had a problem going through all sections and individually cleaning items.  In future design iteration, the user will be able to wash all items of the same type (all white clothes, for example) without having to look through every category.

Observations

Test Subject 1 – Eva

Task I: Choose a combination of clothing from your wardrobe and see how the outfit looks together

 1. 

Problem - Eva wants to change the mannequin to a woman.

Interface Location - File drop-down menus.

Behavior - She first tries clicking file, but does not see what she wants.  She then clicks “settings” and sees the “female” option.  She clicks this option and the mannequin becomes female.

General Notes - She did not know where to look for the gender settings initially, but figured it out quickly and was not too unhappy about it.

2. 

Problem -  The user has difficulty getting started on this task, she cannot figure out how to view her wardrobe.  

Interface Location - The data organization and representation (the wardrobe window) part of the interface is used here.

Behavior - She clicks the “underwear” scroller next to the mannequin, nothing happens.  She is confused.  She then sees “wardrobe”.  She clicks “underwear”, and finally sees her underwear.

General Notes - She verbally says she would prefer the underwear at the top of the list of all the clothes instead of in the middle.

3. 

Problem - The user is unable to move the underwear from her wardrobe to the mannequin.

Interface Location - Mannequin window, wardrobe tab window.

Behavior - The user tries clicking the clothing item; it gets selected.  She tries looking under file, then settings, to find a way to move it onto the mannequin.  She becomes frustrated as nothing seems to do anything.  Then, she realizes she can drag the underwear.  She drags it onto the mannequin, and is very excited.  She goes on to drag pants, then a shirt, then shows, then accessories and outerwear.  She does not try a different shirt or different jeans, she seems to know what she wants to wear, and just chooses that.

General Notes - The user complains that dragging is annoying and takes too long, and that double clicking would be a nice feature, but never tried to do it.  It took Eva a long time to figure out how to drag the icons, and she became very frustrated with this process.  However she never tried double clicking, which would do the same thing as dragging.  She got very excited when she figured out how to drag the icons.   

4.  After creating an outfit, Eva said she was done.  When asked why she thinks she is done, she said she can see her whole outfit on the mannequin.

5. She asked if it was her on the mannequin or just a generic figure.  We told her it was a generic figure, and she thought that was OK, since she just wants to see if the clothes match, she knows how the clothes look on her.  She said she would like the mannequin to be 3D though, and be able to move it around and see it from all angles.

Task II: lend out an item and make all the whites clean

6. 

Problem - The user couldn’t find the proper interactions to lend out a shirt to a friend.  

Interface Location - The wardrobe window, unavailable tab window.

Behavior - The user clicks help and  doesn’t find useful information.  She clicks on the mannequin, but nothing happens.  She then goes into tops, and right clicks a top. She is no longer lost, and now knows what to do.  A menu comes up, and she clicks “lend out”.  A text box appears, she types the person’s name, and then clicks ‘OK”.  The shirt becomes transparent to show it is no longer available to wear.

General Notes - The user became slightly lost trying to figure out the task objective and how to interact with the interface, but eventually figured it out.  The user also enjoyed the feedback of the shirt becoming transparent, and says that feature is very nice.  She thought it was simple to do this task once she understood the interface layout.

7. 

Problem - The user could not figure out how to make dirty items clean.  

Interface Location - Wardrobe tab window, unavailable tab window.

Behavior - She managed to find all her dirty clothes, and organize it by color (we added this sorting feature during cognitive walkthrough and told her it could be done, although it was not implemented at the time).  She wanted to mark it ‘clean’.  She tried clicking “make available” but nothing happened.  She clicked settings, but did not find anything useful.  She then clicked the laundry basket in the corner, but nothing happened.  She selected all the items she wanted clean, and put them in the laundry basket.  Nothing happens.  She is very frustrated and confused.  She then selects everything, right clicks, and chooses “make available”.  The items become clean.

General Notes - The user said she did not understand the “make available” button at the bottom, and thought it was only meant for lent out, and the words “make available” do not describe anything about washing clothes.  She was very agitated that she could not drag the items anywhere to make them clean.

8. Eva knew she was done when the white clothes icons became clean instead of dirty.  The user completed the task successfully.

Task III: Plan two outfits to wear in the future

9. 

Problem - The user tried to save an outfit for a day, but tried to save in the calendar confirmation screen (displays what’s already in that specific day, but no other clothing-interactions).

Interface Location - Mannequin window, lower calendar window.

Behavior - The user double clicked a day on the calendar, and the confirmation window popped up.  She wanted to drag the clothes into this window, but while the window is up, she couldn’t click anything besides things in the window.  She got frustrated, and clicked “cancel”.  She didn’t not know what to do.  She tried again, and double clicked the day on the calendar once more.  She typed a word in the text box at the top of the window, and clicks “OK”.  Still nothing changes in the window.  She became confused, but still tried other options.  She then clicked “save outfit” in the mannequin window and the save dialog window came up, containing a separate calendar.  She knew what to do, and completed the first save.

General Notes -   The user was confused and frustrated that one could not save outfits by dragging into the calendar day confirmation window. She said she thought she had to do something with the calendar at the bottom of the screen rather than the “save outfit” option. 

10. 

Problem -  The user wanted to create a new outfit, and wanted to get rid of the clothes on the mannequin.  

Interface Location - Mannequin window, file drop down menu.

Behavior - The user does not know what to do.  She tried to verbally ask ‘the computer’, but the computer could not respond.  The user explored the drop down menu to look for options to clear the mannequin.  She then saw the “start over” button in the mannequin window, and clicked it to clear the mannequin.

General Notes - The user said this was not hard, she just did not see the button at first and had no idea what to do.

11. Eva was done after saving her two outfits and confirmed this with the testers.  The user successfully completed the task.  

General Experience of Test Subject and comments:

12.  Eva enjoyed some parts of the interface like the weather.  She seemed to have fun and enjoyed the overall idea of the interface. 

13. Eva seemed to get frustrated when she could not figure out what to do.  After doing a task once, she could quickly and easily do it again.  Fore example, after choosing an outfit in task I, she could easily choose an outfit for task III.

14. She said that as she clicked on the calendar, she expected the weather to change to that day,  She would like the corresponding weather day to be highlighted when you click a day on the calendar.  

15. She did not like the file/save options.  She wants to be able to save the outfit from there as well as the wardrobe as a whole.

16. When she did not know what to do, Eva said her first tendency was to right click, or look in the menu at the top.

Test Subject 2 - Wayne

Task I: Choose a combination of clothing from your wardrobe and see how the outfit looks together

Problem - Wayne wanted to change the mannequin from female to male.  

Interface location - Mannequin window, upper file drop-down menus.

Behavior - The user left-clicked on the mannequin and nothing happened.  He then right-clicked, and nothing happened.  He then went to “File/New”, but there was no option to make the mannequin male when setting up a new wardrobe.  He then went to settings, and found the “Male/Female” option from the drop-down menu.  

General Notes - The user got frustrated but all the wrong things he did, but was satisfied after he managed to change it.

Problem - The user decided he wanted to wear a different shirt and did not know how to remove it from the mannequin.  

Interface Location - Mannequin window.

Behavior - The user asked the computer, who did not answer.  He then tried putting it in the ‘tops’ scroll list on the side of the mannequin.  The shirt was already in there, and so nothing happened.  He eventually just double clicked a different shirt, and the mannequin’s shirt changed (and the previous shirt on the mannequin remained in the scroll list  only).

General Notes - The user was frustrated because he did not want to click “start over” and remove his bottoms and shoes (that he had already picked out), he just wanted the shirt to go away.

3.  

Wayne finished choosing his outfit (which ended the task).  He did not feel he was done.  He then tried saving it by going to file/save.  This does not do anything about the outfit (the save option saves the state of the project, not the outfit), but he did not know this.  He clicked save, assuming he had saved his outfit.  The user did not know when he was actually finished with the task and performed extra steps.

Task II: lend out an item and make all the whites clean

4.

Problem - The user wanted to lend out an item, but only had the “lent out” items visible.

Interface Location - Wardrobe tab window.

Behavior - Wayne wanted to view all the clothes he could lend out, so he checked the lend-out button on the top of the interface.  This displayed all the things already lent out.  He assumed they were just some of his clothing.  He mouse over an item.  It said “lent to X on dd/mm/yyyy”.  He was very confused, as he wanted to lend the item to someone and it was already lent out.  He then realized his mistake, as he already knew what the check boxes did, and had just forgotten.  He unchecked lent out and checked dirty and clean.  He could then view all the clothes he was able to lend out.

5.

Problem - The user could not see how to lend out the shirts.

Interface Location - Wardrobe tab window.

Behavior - The user selected the (dirty) shirt he wanted to lend out, and dragged it to the washing machine.  It became clean.  This was not what he wanted.  He then dragged it to the hamper to make it dirty again.  He could not find an icon to drag the shirt to.  He then searched through all the menus, file, edit, settings, and help.  He did not know what to do.  He then tried clicking the shirt again.  He clicked it once, and it became selected.  He double clicked it, and it went on the mannequin.  He then right clicked, and went to “lend out”.  

General Notes - The user was very frustrated with this task.  He said he expected to be able to drag it, since you can drag it to clean it and dirty it and try it on.  The mismatch between interaction types confused him.

6.

Wayne successfully made the whites clean.  He checked dirty on the top, then went through and clicked all the white laundry (while ‘holding’ down ctrl).  He then dragged to the wash icon, and they left the screen (since he was only viewing dirty).  At first he was surprised, but then clicked the clean check box on top, and saw all his whites in there.

7. 

The user said that he was done after he saw his white clothes had been cleaned.  He did not check whether his shirt had ‘lent out’ status, but he assumed it did because if the feedback (transparency).  The user completed this task successfully.

Task III: Plan two outfits to wear in the future

8.

Problem - The user then wanted to save the outfit for a given day after picking it out.

Interface Location - Mannequin window, lower calendar window.

Behavior - The user did not think about what day to pick or how to save, he went straight in and chose an outfit.  He then wanted to ‘plan’ it for a day.  He tried clicking the calendar on the bottom.  Nothing happened.  He double-clicked a day.  An empty calendar window came up.  He tried typing text in the text box, and tried clicking the blank space.  He clicked cancel, and was momentarily stuck.    He clicked start over, and the “are you sure?!?” prompt window came up.  He clicked cancel.  He then tried “save outfit” and figured out how to use the calendar from there.

General Notes - During this process, the user actually became stuck and confused.  He was frustrated that the calendar did not allow dragging outfits.  On a separate note, he had already made outfits, did so quickly the second time, and commented that it was fun to choose what to wear.  

9.

Wayne was done after saving his two outfits.  We asked him how he knew they were saved.  He said he was not sure.  He tried clicking the day he had saved his outfit, and saw the window that came up, showing his outfit.  He was then unsure whether to hit cancel or ok.  He did not want to delete this item from his calendar, but did not know if ok or cancel would do this.  He eventually hit ok.  The user completed this task successfully.

General Experience of Test Subject and comments:

10.

Wayne said he thinks this system is very nice, and said it is fun to choose outfits to wear.  He thinks washing and lending clothes is a bit of a chore, but that there is not another way do it.  We mentioned that instead of clicking all the whites from all over, he could have said “sort by” “color” then selected all the whites.  He said that that would have been smart.

11.

He said he really likes to drag things, so dragging should be allowed for everything, including saving to the calendar, and lending out.  He said these were harder to know what to do, since you could not drag for these parts.

12.

Wayne chose his clothes in the order along the side of the program.  When asked if he did that in real life, he said no, he would have done underwear first.  He thinks it would be good to have that at the top of the list.

