CS 324J 

Writing Assignment #4
Examples relevant to Tidwell Chapters 1, 2, and 3
Due Wednesday 1-28-09
To do:  Find examples for each of the first three chapters in Tidwell, either a "good" example or a "bad" example for each chapter.

· Chapter 1:  Find examples which relate to user research or users' typical behavioral patterns.  For example, find a piece of software intended for toddlers which does a great (or terrible) job building a toddler-usable interface.  Or, find a piece of software which accommodates users' habituation to the usual shortcuts (ctrl-S, back arrow, etc.) and another which does not.
· Chapter 2:  Find examples which relate to organizing the content, good or bad.
· Chapter 3:  Find examples which relate to navigation, good or bad.
For each example:

· Provide a URL and one or more screen shots.  (If you don't know how to get a screen shot on a Windows machine, refer to: http://graphicssoft.about.com/cs/general/ht/winscreenshot.htm .)
· Write a paragraph or more relating your example explicitly to the material in the relevant Tidwell chapter.

Organize your paper with a brief introduction, followed by your paragraphs, a brief conclusion, and a set of screen shots (either at the end of the paper, or, preferably, inter-mingled with the paragraphs).  Send me your paper as an email attachment so you won't have to pay for color printing!
This is your chance to complain about all those interfaces that have been making you crazy!  Or tell me about some really nice software I might not be aware of.  Please be creative and go beyond the usual Microsoft Office products for your examples, I'm sure there are many other interfaces you interact with regularly.  
To help inspire you, I've written a few paragraphs about Tux Paint, which I would use for a "good" Chapter 1 example.
-----------------------------------------------------------------------------------------------------------------

Tux Paint is "free computer art software for children," and you can learn about it at the Tux Paint website  (http://www.tuxpaint.org/videos/).  According to the official website, "Tux Paint is a free, award-winning drawing program for children ages 3 to 12. It combines an easy-to-use interface, fun sound effects, and an encouraging cartoon mascot who guides children as they use the program.  Kids are presented with a blank canvas and a variety of drawing tools to help them be creative."
Here are some screenshots from the Tux Paint website:
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Starting out
Tux Paint starts with an empty canvas, ready to be drawn on.




[image: image2.png]A simple drawing
Draw freehand pictures using the various brushes.
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Rubber Stamps
The stamp tool allows a wide array of pre-drawn and photo-realistic images to be added to a drawing.
(Or compose the drawing entirely of stamps!)




[image: image4.png]Outer-space rubber stamp images
Many stamp themes are included with Tux Paint. You can also add your own.




[image: image5.png]Opening a picture
Saved pictures are accessed using a thumbnail browser.




[image: image6.png]Saving a picture
Children are never presented with more than simple Yes/No dialogs.




The Tux Paint program is used by children as young as 2 years old!  When you save your work, you don't have to provide a file name; to recall a picture you saved previously, just look through the thumbnail browser.  The screen organization is simple, with a gallery of tools on the left, a gallery of options related to the currently-selected tool on the right, a "canvas" in the middle, a palette of colors below, and a helpful penguin at the bottom of the screen who gives you advice along the way.
Different tools make different sounds when you use them, which the kids really like.  And besides the usual tools we have all come to expect in a drawing program, there is the "magic" toolbox of cool effects like mirror, blur, fade, drip, chalk, rainbow and sparkles. 
You can tell that the designers put a lot of work into their user research.  They have created a program which kids find easy and super fun to use.  The environment allows "safe exploration" (chapter 1) with multi-level undo.  Another pattern from chapter 1 which seems quite relevant is incremental construction:  the wide range of easy-to-use tools in this program allows your creativity to just "flow."  You don't have to plan the whole thing out from the outset, just start creating and see where you end up.
