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Unit 23 Assignment 2

Mobile App (P3)

Reference Image: https:

Description

My first example of an interface that could be suitable for the Olympic Park’s needs
is through the use of a mobile application that can provide all the information necessary to
navigate the park and facilities. The vast majority of people nowadays have smartphones
and understand the basics of completing simple actions with one such as sending an
email. Interaction would be entirely through touch gestures such as buttons and, within
ease of access settings, through a slider to adjust settings. Shouldn’t require any form of
on-screen keyboard entry due to simply not being required for the application to fully
function.

Advantages

A mobile application would be easy to distribute to users by featuring it on the
website so that when people check the website in advance can see that such a tool exists.
The main purpose of this application would be to provide the user with information
regarding services, conveniences and accommodation for example. It would also have easy
integration with services such as Google Maps as the apps can interact with each other
easily making the navigation aspect of the application seamless.

Disadvantages

However, one issue is that some people may not have access to smartphones or
have difficulty using them due to a medical condition or not having much experience with
them. This can make it a bit tedious and difficult for them to use and would be far better to
be used as an optional alternative to a primary display due to these reasons.

Secondly, it is not guaranteed that everyone will check the website beforehand or
even see that an application is available and will attend assuming they will be
supplemented with some other way of obtaining information about the park. This could
result in a lot of lost customers and general unsatisfactory service.
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Integration

Overall, | wouldn’t recommend this, at least not as a primary way of providing
customers with the information about the park due to the many factors that can result in
people either not knowing it or not being able to use it and should therefore only be used
as an accomplice to a different interface to provide aid to the users who are aware of it
whilst giving everyone else an easy option.

The mobile application would naturally take some time to develop, as alternatives
would, but if you want to ensure compatibility you want to host it on at least both the
Google Play Store and the IPhone App Store to ensure availability to the majority of
potential users.

The only real work needed to be put into it, aside from the initial development cycle,
is to make small fixes and updates to the facilities as needed, the only running costs would
be hosting it on app stores and providing correct information on the server if providing
information in real time.
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Digital Kiosk (P3)
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Reference Image: https://www.youtube.com/watch?v=0ZagDAvylrc

Description

A second example of a virtual interface would be a digital kiosk. This would
function as a sort of interactive powerpoint where the kiosk’s only task is to play the
powerpoint, making the kiosk fairly inexpensive to setup as it requires very small amounts
of equipment to function. Multiple would likely be spread out across the park to ensure
users will always be within a short walk of one. A kiosk would feature a large display
that’s touch sensitive. These can be interacted with through touch gestures for the most
part but features such as speech recognition and a built-in narrator can be made use of for
those with certain disabilities. No keyboard entry should be needed as it’s simply providing
information based on what the user has selected.

Advantages

One significant advantage of the kiosk is that its display is significantly larger than
that of a smartphone. This is important due to Fitts law, where the time it takes for the
human aspect part of the interaction to provide an input through the use of a pointer (in
this case, their finger) is proportional to the distance the pointer must travel and the size of
the button they’re interacting with. Therefore, the larger the display the quicker it is for a
human to interact with the interface theoretically.

A second, but similar, advantage is that a larger display means you can have more
content on the screen at a time, whereas you would have to use very small fonts or
interactables on a smartphone screen to fit the same amount of content. One example of
this is that you can have a large icon for an ease of access button, ensuring that anyone
can see and interact with it whereas on a smartphone app it may be more difficult to see
and interact with.
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Disadvantages

On the other hand, kiosks require much more maintenance than something such as
a smartphone app. You have to create and maintain the software for the kiosks, like you
would have to for the smartphone app, but you also have to deal with ensuring the kiosks
themselves are functioning and to fix whatever issues occur. There's also the issue of
having to connect the kiosks to the power supply and connect it to a network so that they
can be updated easily.

Integration

In summary, using kiosks requires a lot more maintenance and takes a longer time
to setup but would be very beneficial to every user due to it being very easy to use and
being far more suitable for specialist needs simply due to a larger display, especially in
comparison to a smartphone app.

There is also the issue of it having the running costs of powering it, which can be
improved by implementing a sleep mode. As previously mentioned, Overall, the kiosk
presents the most issues in integrating it into the park’s facilities but once done, it provides
the most features of the three listed interfaces.

However, once setup, the kiosk would be relatively easy to update without putting
as much of a strain on the network as updating a large amount of mobile application users
in real time as the amount of devices is cut significantly. This can help reduce costs in the
long term in comparison to using a mobile application.
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Reference Image: https://www.britishmuseum.org/visit/audio-guide
Description

Another example would be audio guides, a device that has a pre-recorded narrator
speak to you about the exhibit you want information about. They come with headphones
to ensure you are able to hear it as clearly as possible to accomodate for those with poor
hearing. They are used extensively in museums to explore the museum at their own pace
and tailors the experienced based upon how much time you have, allowing you to make
more informed decisions regarding timing.

The device itself is the shape of a smartphone and has an interface similar to one,
likely to make it easier for users to adapt as it feels familiar to them. To compensate for the
value of the device, repairs and providing the service they can charge a small fee to use
one for a period of time to generate additional revenue. They also can come in many
languages to accomodate for a large variety of audiences.

Advantages

As previously mentioned, the shape of the device itself is similar to a smartphone.
This means that it can be far more comfortable to use than a device such as a stationary
kiosk as most people are very accustomed to using smartphones, which in turn should
theoretically speed up the interaction speed from the human aspect of human-computer
interaction and enhancing the experience as a result.

Additionally, users aren’t restricted as they would be by digital kiosks as they have
freedom of movement whilst interacting with the system whereas with kiosks you can’t
bring the information around in a portable device.

Disadvantages

One main disadvantage is that the devices can be tricky to keep track of and that
repair jobs could be frequent given the screens could easily break. Aside from the costs,
this just adds to the workload for staff to handle among other tasks.

In addition to this, as a result of a smaller screen size, accessibility options may be
harder to effectively implement and use for those who need it, as well as being limited by
the capabilities of a device made with the sole purpose of listening to audio.
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Integration

While they are far more portable than the digital kiosk, a mobile application can do
everything it can and much more, especially given the fact that users would likely prefer
using their own phone than a paid provided audio guide. It also doesn’t pose the possibility
of performing maintenance on equipment that may get damaged through repeated use.

On the other hand, they ensure that users have access to information regardless of
whether they brought a phone or not, whether they have headphones or not and battery
level as some examples, making sure that users have the option to access the content.

Additionally, the interface needs to provide far more information than simply giving
auditory information about park facilities, it needs to provide some form of navigation,
information about local services and conveniences and so on and the two listed
alternatives are superior in that regard and definitely have the capability to do so, whereas
an audio guide simply doesn’t have as many features available.
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User Tasks / Requirements (P3)

Navigation

One of the tools of the interface, regardless of which is used, is that it absolutely
requires some form of navigation aid. The Olympic Park is five hundred and sixty acres so
it is important that users can know their location at all times and where to go in order to
reach different services. This will serve as the core purpose of the interface and is
essential to providing a useful service.

The way this would work depends on the interface but it effectively remains the
same across the three | mentioned previously. For the web page and the smartphone app,
the map function will be embedded into the app, working similarly to how Google Maps
works in terms of the birdseye view part but with significantly more detail on the park
facilities, making use of simple icons with clear colour schemes to ensure its purpose is
clear to any user. In regards to the kiosk interface, it would display a map of the entire
facilities and allow for zooming into any section of the map through touch gestures, using
icons in the same way as the other interfaces.

Accommodation & Travel

Another feature of the interface is that it needs to provide information about local
services, such as off-site accomodation and travel. When the user reaches the
accomodation and travel page, varying from each mentioned interface, it should present
them with the name of the service (e.g. Holiday Inn, Travelodge, nearest train and bus
stations) along with an appropriate tag next to it such as “Accommodation”, “Train”, “Bus”
to clarify to users precisely what that service offers. Alongside the name and the tag, it
should show the distance from the park to each listed service to give the users more
information to decide what to do.

Conveniences

Similar to the previous requirement, each interface should display information
regarding on-site conveniences such as toilets, drinks and snacks. While not necessarily as
important as either of the other two mentioned requirements, it provides a service to
visitors that's rather essential if they plan to stay there for a while before leaving and will
result in additional income for the park which is a clear benefit. The way users will be able
to view this information would be similar to both “Navigation” and “Accommodation &
Travel” in the sense that it takes the same icon and colour scheme as “Navigation” to use
when referencing the same services in the list of conveniences to make it easy for users to
correlate the two objects. They can select a specific object in the list, for instance toilets,
and it will show the map filtered to only show those corresponding icons to ensure they
can be spotted easily and as a result, reduce the time taken to search for a specific service.
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Specialist Needs (M1)

The Interface

For this section of the task, | will be referring to the digital kiosk interface | have
previously discussed. This is because | believe it is the most suitable interface for adapting
to specialist needs out of the types | listed largely due to it having a much larger and
accessible display, giving more options for how to adapt it to be functional and
comfortable for those with specialist needs.

Visual Impairment

One simple but effective way to assist everyone who uses the kiosk, but especially
those with partial visual impairment, is to use enlarged buttons and text to reduce any
difficulty they may have if smaller alternatives were used. In addition, through the ease of
access menu (which would be a significantly larger button with text to ensure clarity) there
will be multiple sliders that can change display settings such as brightness, contrast, hue
and saturation.

These sliders should accommodate a range of partial visual impairment such as
color vision deficiency (difficulty in differentiating between different certain sets of colours
or distortion of a wide range of colours) where in the worst case, the display will be set to
absolute black and white, possibly grayscale if it suits the user better. These settings reset
upon two minutes of inactivity so that if the user is finished, the settings should reset to
the default settings soon enough in case the kiosk is completely unusable to a user due to
the display settings (e.g. someone with red-green deficiency would have extreme difficulty
using the interface if the previous user set the display to red-green colours primarily).

However, in the case of full visual impairment, there will be alternatives including a
built-in narrator that narrates the available options as well as the information to the user
and who can respond using the speech recognition to allow users to full access to the
functions of the kiosk. The narrator will list available options in the format of “Home - 17,
“Facilities - 2” where the user is expected to respond with the corresponding number to
select that option, as the narrator will explain at a set interval when on standby. The
narrator will also repeat available options every thirty seconds or so to ensure the user has
a chance to hear the options again.

In addition to the previous utilities, each kiosk could have a system built in that
when it is on standby, it plays some form of music on repeat to indicate where the system
is for those with visual impairment, as well as helping the majority of the most users find
one without needing to actually see it initially.
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Kiosk Interface Prototype (P3)
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Storyboard

Goal - Adjust display settings and then check the map and see the
upcoming events.

| Home
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Upcoming Events

Food & Conveniences

|
|
|
|

Accomodation & Travel

Ease of
Access

[ Home J
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[1]From the Home Page, click “Ease of
Access.” The home button is used to
refresh the page.

[2]From here, you can adjust the display
settings as needed for the users needs.
The user can then return home using the
home button.

. Home
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Food & Conveniences ]

|
|
|
|

Accomodation & Travel

Ease of
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Reference Key
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[3]The user then navigates to the
“Facilities” button for facility information.

[4]This section would show the interactive
map of the facilities with relevant icons.
They can then press the home button to
return to the home page.

Home

Facilites |

Upcoming Events /

Food & Conveniences ]

|
|
|
|

Accomodation & Travel

Ease of
Access

[ Home ]

Currently happening ] [ Later Today ] [ Future Events

[5]A user can navigate to the upcoming
events from the home menu as shown.

[6]The user is able to see the upcoming
events split into three separate categories,
labelled clearly for ease of use.
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Fundamental principles of the design (M2)

QUEEN
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Upcoming Events
Food & Conveniences

| Home |

Ease of
Access

Colour

In the home screen | used a very pale gray for the
background in addition to thick dark gray borders around
the interactables in order to highlight them. | then used
solid colours for the interactables backgrounds but | used
very light variants of the colours to reduce the strain on the
eyes for users as well as making it easy to differentiate
between each interactable.

Facilities

Upcoming Events

Food & Conveniences

Fitts Law

The interactables are all very large in size to help reduce
the amount of time it takes for a user to interact with them
using a pointer of some form as well as aiding those using
a non-dominant hand by reducing the margin of error for
missing the intended target. This law follows the logic that
the larger the interactable and the shorter the distance, the
quicker it is for a user to interact with, making it far easier
for users to work with.

=00 __Home | OQ@
l Facilities , {
l Upcoming Events

Ease of
Access

Food & Conveniences

Similarity

The main buttons are designed to be almost identical, with
the only difference being in color and the actual text. This
is to help group these together and to make the other
interactables seem different. This results in a cleaner
interface than if the elements of the interface were
separate and unorganised. The shapes themselves are also
dissimilar to other elements of the interface to aid this.

Facilities

Upcoming Events

Food & Conveniences

“
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Proximity

The main buttons used for navigating are at equal
distances apart from each other in a list, making them
appear to be grouped together to make it easier for the
user to understand these buttons perform similar functions,
whereas the other two buttons have very different roles. |
have also used this effect to generate the opposite effect to
make the “Ease of Access” button stand out in comparison
to the other elements.

Facilities

Upcoming Events

Food & Conveniences

Accommodation & Travel

‘Pop out’ effect

| used the principle of the ‘Pop out’ effect to make the “Ease
of Access” button stand out. One way | have done this is by
making the background of the button a solid dark blue,
whereas the other buttons have been coloured using
lighter colours. Additionally, | used white text for the
button to show up better against the background as well
as to contrast from the rest of the buttons, which only use
black text. | have also made use of shapes to make certain
elements stand out, mostly visible in the “Ease of Access”
button by making it in a square shape with a corner cut off
as opposed to the other buttons which are far more
stretched out into a rectangular shape.

Facilities

1

Food & Conveniences ]

|
l Upcoming Events ]
(
(

Accommodation & Travel ]

Ease of
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