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Domain - The plan for the app is to have a data collecting sheet that can be used in the field on 
mobile devices as well as in the lab on computers. The campers will be inputting data in groups 
about how many dragonflies they see as well as the various weather conditions. Each group will 
also need to make note of their group members names as well as the date, time, and location 
the data was collected in. After the campers are finished the data will be sent back to the 
scientists and organized and compiled.  
 
List of Heuristics - https://www.usability.gov/how-to-and-tools/methods/heuristic-evaluation.html 

● Visibility of system status: The system should always keep users informed about 

what is going on, through appropriate feedback within reasonable time. 

○ The Dragonflies group has been, and will continue to be in contact with the 

scientist via Zoom meetings and Email. The team will provide the scientist with 

updates as they become available throughout the development process. The 

team will do their best to accommodate any special requests or changes from the 

scientist to make the application as convenient as possible. 

● Match between system and the real world: The system should speak the users' 

language, with words, phrases and concepts familiar to the user, rather than 

system-oriented terms. Follow real-world conventions, making information appear in 

a natural and logical order. 

○ The Dragonflies team will be using the logos and graphics provided by the 

scientist to make the system look and feel like a proprietary product that is a part 

of the camp experience. The application will be a digital version of the paper 

forms that the campers use in the field for tracking information. This will make it 

simple and easy to go between platforms. 

● User control and freedom: Users often choose system functions by mistake and 

will need a clearly marked "emergency exit" to leave the unwanted state without 

having to go through an extended dialogue. Support undo and redo. 

○ Words will be minimal with instructions clear to allow the younger audience to 

easily identify which information needs to go in what field. Being a text based 

form, the ability to modify answers before submitting is simple. 

● Consistency and standards: Users should not have to wonder whether different 

words, situations, or actions mean the same thing. Follow platform conventions. 

https://www.usability.gov/how-to-and-tools/methods/heuristic-evaluation.html
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○ Fields within this application will mirror those that the campers use on their paper 

forms in the field. Content will be available and easily useable on both mobile and 

desktop platforms. 

● Error prevention (Mike): Even better than good error messages is a careful design 

which prevents a problem from occurring in the first place. Either eliminate 

error-prone conditions or check for them and present users with a confirmation 

option before they commit to the action. 

○ Staying a few steps ahead of problems or confrontations is an important part in 

planning and executing a successful app launch. To make the app popular and 

useful for users and students, a numerous amount of different situations and 

problems must be accounted for, analyzed, and resolved to stop issues before 

they even happen. Understanding audiences and users are an important part of 

building a successful app. Focus grouping and testing will help developers and 

marketers understand both strong and weak points of the app to better craft 

better versions for final production and release. 

● Recognition rather than recall (Mike): Minimize the user's memory load by making 

objects, actions, and options visible. The user should not have to remember 

information from one part of the dialogue to another. Instructions for use of the 

system should be visible or easily retrievable whenever appropriate. 

○ The app should be simple to use without very much cognitive thought being put 

into the usage in application. This just means that the app should be easy to 

understand and navigate throughout a field experiment. The app should provide 

the users with a method to collect data without having to memorize or remember 

points of data that could be miscalculated or measured incorrectly. User interface 

will be crucial to help students and users of all age groups minimize the amount 

of time between observations and data recording.  

● Flexibility and efficiency of use (Mike): Accelerators—unseen by the novice 

user—may often speed up the interaction for the expert user such that the system 

can cater to both inexperienced and experienced users. Allow users to tailor frequent 

actions. 
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○ While most of the users will be campers and children, their range of knowledge 

and experience handling technology and interacting with variables and data could 

differ drastically. A simple yet flexible design would help alleviate this problem as 

it is easy to use for new users yet still provide experienced users with a chance to 

explore more advanced practices or methods of data collection. 

● Aesthetic and minimalist design: Dialogues should not contain information which 

is irrelevant or rarely needed. Every extra unit of information in a dialogue competes 

with the relevant units of information and diminishes their relative visibility. 

○ a minimalist design cuts down on the possibility of confusion.  one of our main 

users will be children/young adults that may or may not be familiar with an 

interactive system such as ours.  in designing an interface that is intuitive we will 

not only allow for ease of use but also accurate and effortless data entry  

● Help users recognize, diagnose, and recover from errors: Error messages 

should be expressed in plain language (no codes), precisely indicate the problem, 

and constructively suggest a solution. 

○ In most scenarios, the students/”campers” will be the ones to encounter any 

issues that the system experiences and they will need to be able to communicate 

to whoever is in charge.  

● Help and documentation: Even though it is better if the system can be used without 

documentation, it may be necessary to provide help and documentation. Any such 

information should be easy to search, focused on the user's task, list concrete steps 

to be carried out, and not be too large. 

○ Like previously mentioned, the primary location for this system to be put to use 

will be in the field.  This will not allow for time to solve complicated tasks by 

following a lengthy step by step list.  This may mean that the problems be laid out 

in an easy to fix format (maybe 5 steps or so) and if more steps need to be 

taken/the problem is most likely too large to fix on the spot, that should be made 

clear so as not to waste any time.  


