EDC Lecture 4—John Lake:  Mockups and Prototyping
Options for Quiz Questions
1) (JCA)  You are designing an improved set of controls for a home peritoneal
dialysis systen.  One control is a rotating valve that will need to be
opened or shut using one hand (see diagram).  The lock must be positive:
the valve must be in either the fully open or fully shut position and the
user must know by eye and touch whether it is open or shut.  Describe how
you could build a mockups to test different valve controls using the
materials on the table in front of you (foam core, cardboard, empty
glass/plastic jars with screw lids, metal and plastic bar stock, both
rectangular and circular cross section, rigid pvc tubing, etc.)

2) List four of the seven rules for successful brainstorming and explain the rationale for two.

· Defer judgment

· One conversation at a time

· Build on one another’s ideas

· Quantity not quality

· Sketch it

· Stay focused on the topic
· Encourage wild ideas

3) Provide definitions for the following terms a) prototype; and b) mockup.  Considering your section’s project, describe a mockup that you might build and explain what your team could learn from it.
Prototype:  The first full-scale, functional form of a new design
Mock-up:  A quick model of a design idea, constructed at the lowest useful level of fidelity.

Example:  Our team could build a model of the one-handed egg cracker out of cut up portions of a Dean’s milk jug to test the appropriate size for the model and user responses to the design profile.
4) List three of the five major kinds of questions a mockup can help you answer.  Explain why you would NOT want to begin by building a single prototype to help you answer these questions.
· Exploratory (to understand)
· Looks like (appearance)
· Works like (function)
· Interaction (usability)
· Validation (adequacy of the prototype)
5) [image: image1.wmf]Explain what point the following diagram makes about the design process.
The first diagram shows an inefficient way to approach the design process: You narrow down to one design concept fairly quickly and try to refine it.  If the design turns out to be a dead end, you must go back to the drawing board, wasting a lot of precious time and money.  The second diagram shows the optimal way to approach the design process: You narrow down your design ideas through research, then expand them by brainstorming more alternatives, then narrow again, then expand again.  At each stage you become more focused and eliminate unworkable or inferior design concepts.  This process allows you to keep your mind open to new ideas throughout the design process.

