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Design Description 
 

Our app is intended to be used for the collection of Eelgrass data, often occurring at sea 
as the users are collecting the data. This puts out project under the domain of Data Entry 
applications. As such, our design is focused on simplicity and clarity above all else. The 
challenge for our design, and later implementation, is to create a UI design that both fulfills all 
the technical needs of the Marine Fisheries organization and is simple, straightforward, and bug 
free. What follows is a brief page-by-page description of our proposed layout: 

● Page 1  
○ Select Enter/Download Data 

● Page 2 
○ Trip data 

● Page 3 
○ Location Data 

● Page 4 
○ Weather Data 

● Page 5 
○ Secchi Samples 

● Page 6 
○ Samples 

● Page 7 
○ Sample Notes 

● Page 8 
○ Review/Submit Data 

 
 
 
Evaluation/Heuristics Used 
 
Jakob Nielsen’s “10 Usability Heuristics for UI Design” are here used to evaluate our prototype 
UI. 

● Visibility of System Status: 
○ Our current design doesn’t give the user any indication of where they are 

in the process of submitting all the required data. An easy way to fix this 
would be to add a progress bar of some sort to the bottom or top of the 
screen. 

● Match between system and the real world 
○ In this respect, I think that our current design does a good job. Much of 

the terminology we use was taken directly from the datasheet that 
researchers used to enter in this same data.  
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● User control and freedom 
○ Our design makes use of “Next” and “Back” buttons throughout the 

process, and these ensure that the user has control of the data-entry 
state at any given time. 

● Consistency and Standards 
○ Given what is presented in this prototype, everything is straightforward 

and logical. There is little confusion as to what data each field refers to. 
● Error Prevention 

○ Many of the errors our team expects to encounter are less UI based, and 
more technical in nature (for example, connectivity). However, we may 
need to develop a more concrete scheme for dealing with discrepancies 
in units. 

● Recognition rather than recall 
○ Every screen is, for the most part, self contained, and the UI stays 

consistent throughout. Given the simplicity of our design, and the task that 
we need to perform, this isn’t much of an issue. 

● Aesthetic and minimalist design 
○ As far as this prototype is concerned, these rules are well followed; the 

design is concise and simplistic. 
● Helping users recognize, diagnose, and recover from errors 

○ This may well be something we need to work on. This prototype makes 
no mention of the possibility of connection errors, or what the page will do 
if the connection drops out suddenly. It may be possible to design our app 
in such a way that these never happen, but if not, we need to consider 
adding an “Error Detected” page. 

● Help and Documentation 
○ These features were not included in the prototype, but they may be of 

great use to the people who will use this app. We should consider adding 
things like “what is this measurement?” or “why do we need this data?” 
These things could benefit the users both by helping them input the data 
and by broadening their knowledge of the subject. 

 
 

Critical Usability Concerns 
 
There were three major concerns that came up in the course of our heuristic evaluation: 

displaying the users’ progress, addressing connection issues, and the inclusion of help and 
documentation. 

Displaying the users’ progress at any given state should be a fairly simple task. We can 
just add a progress bar somewhere on the screen to give the user an idea of how much they 
have completed and how much is yet to come. 

Addressing connection issues is going to be a much more difficult problem to solve, 
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given that it depends so heavily on the technical foundation of the app, which we haven’t 
designed yet. Hopefully we can find a way to design our app such that these problems never 
present themselves to the user. 

The last critical concern is the inclusion of help and documentation. This is something 
that we need to discuss further, both as a group, and with our correspondent scientist, Jill Carr. 
There are many ways that we could include helpful information to the user, such as explaining 
how to take measurements, what certain measurements are for, or even just general 
information about the data being collected, and the purpose behind it. We hope to address 
these concerns moving forward, and determine the amount of documentation and help that best 
suits this project. 
 
 

Critical Usability Concern Scenarios 
 

Scenario 1: A user starts filling out data fields while connected to a 4G Network. The 
boat he is on then moves on the next site while he fills in the rest of the data. As the boat 
moves, there is no longer any network connectivity. Should the app continue functioning? Or 
should there be a page notifying the user of the loss of connection? 
 

Scenario 2: A user wants to know more about why the type of sediment found near their 
Eelgrass sample is relevant to this app. Should there be a link to some resources that explain 
questions like this? 
 
 
 
 
 
 


