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VALUE
PROPOSITION

Value Proposit ion
Reduced cognit ive load for
teachers
Consistency and fairness in
Evaluat ion

Solution Overview
Helps teachers generate grading,
feedback for students according to
their  input.
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SKETCHING EXPLORATIONS

Apple Watch App Mobi le App



SKETCHING EXPLORATIONS

AR Glasses



FLESHED OUT: WEARABLE

Icons to select
the different

act ions &
functions

Different feedback is  identif ied by the
appl icat ion based on rubrics

Different topics
to choose from

that the
appl icat ion is

able to process

Able to see the
performance

analysis  of  the
whole c lass

Able to see performance analysis  of  individual  student & recommendations

Teacher a l lowed
to modify

feedback that is
generated



FLESHED OUT: MOBILE



SELECTED INTERFACE & RATIONALE

Pros
Low barr ier  of  entry (many teachers have phones)
Camera access (picture upload of handwritten work)
Portable (easy to carry around)
Tact i le  (a l lows for intuit ive ‘ tap-based’  workf lows)  

Cons
Potentia l  redundancy in workf lows 
Unclear icons due to less screen s ize/more cramped
design 

Relevant Data,  Constraints & Findings
Smal l  screen s ize forced us to pr ior it ize key features
Testers seemed to f ind mobi le more intuit ive than a
wearable due to pr ior  experience 

Superior  Design
Offers a seamless teacher experience with f lexibi l i ty due
to a phone’s  accessibi l i ty ,  minimizes grading t ime by
using the phone’s  features (part icular ly camera) ,  whi le
maintaining teacher oversight .



LOW-FI PROTOTYPE CONSTRUCTION



TASK 1 (SIMPLE)

“Please view the progress of  a 6th grade Engl ish student,  James L. ,  in  Reading Comprehension over t ime.”



TASK 2 (MODERATE)
"Please create and submit  feedback on James L. 's  work on Assignment 1"



TASK 3 (COMPLEX)
"Please create a quiz with three sect ions,  which each test  a different ski l l  area,  and total ing 20 quest ions"



TESTING METHODOLOGY
Partic ipants:  demographics,  recruitment,  compensation

We recruited part ic ipants who were working for the GSE
(RAs & TAs) ,  especial ly  those who have spent t ime around
technology and technology design as they are able to not
just  tel l  us what might be wrong with our design but a lso
how to f ix  i t .
We did not compensate part ic ipants 

Environment and apparatus
We performed tests in c lassrooms or other open rooms
near where we were

Procedure
All  team members helped either design the cards or help
with test ing 
We gave part ic ipants a goal  and had them try to c l ick
through the prototype in whatever manner was intuit ive
to them with l i tt le  prompting

Usabi l i ty
We largely wanted the prototype to be usable without
prompting--this  was our main goal
Many of our qual i tat ive measurements surrounded
emotional/verbal  confusion from testers 



1 User progressed without hesitat ion

2 User hesitated or otherwise had to think about
the next step 

3 User had an issue progressing to the next step 

4 User had to ask for help to progress

5 User could not progress
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Testers general ly  navigated the interface
without major issues in s imple tasks but
experienced growing diff iculty as tasks
became more complex.
The most common points of  confusion
involved navigat ion c lar ity ,  the redundancy
of feedback features,  and a lack of  intuit ive
iconography.
Overal l ,  the prototype al lowed users to
complete tasks but highl ighted areas for
improvement,  part icular ly in icon
understanding,  task f low clar ity ,  and quiz
creat ion.

TESTING RESULTS: PROCESS DATA



Simple Task:
Confusion about what "progress"  means
Feedback sect ion should expl ic it ly  say "give feedback"
Uncertainty about the purpose of the symbols/icons

Moderate Task:
Mult iple navigat ion paths to act ions caused confusion
Redundant feedback feature;  could be placed under "assignments"  or
"students"
More feedback options needed
Back button should be posit ioned at  the end
Icons were unclear in meaning
Uncertainty about how to navigate back

Complex Task:
Headers need to be c learer to guide users on what to c l ick
Instruct ions were unclear ,  especial ly  around the purpose of sect ions
(e.g. ,  creat ing a quiz with 1 problem)
Quiz sect ion was confusing,  unclear what the sect ions represented
No clear way to indicate that feedback is  bui lding on previous input

TESTING RESULTS: BOTTOM LINE DATA

Overal l ,  users were
general ly  able to reach their
end goal  without much
prompting,  which was one of
our key usabi l i ty goals



Impl icat ions of  f indings:
Functions wel l  for  basic tasks but struggles with c lar ity in complex tasks.
Navigat ion and icon understanding need improvement to reduce user confusion.
Redundancies in feedback pathways should be minimized to streamline user experience.

Design changes:
Simpl ify navigat ion paths to reduce confusion (e .g . ,  feedback being redundant across different
sect ions) .
Improve iconography to make symbols more intuit ive.
Refine task f low for complex operat ions l ike quiz creat ion,  ensuring c learer instruct ions and sect ions.

Was there anything that the test ing couldn’t  reveal?**:
Did not ful ly  explore how users would interact with addit ional  features in real-world teaching
scenarios.
Long-term usabi l i ty in reducing teacher workload could not be evaluated in this  short  test ing phase.
Quest ions about scalabi l i ty across different teacher demographics and class s izes.

DISCUSSION



APPENDICES



Birds Eye/Comprehensive View



Testing Logs



PROS
  -  Portabi l i ty :  Easy access on the go.
  -  Famil iar  UI :  Minimal  learning curve.
  -  Real-t ime feedback:  Immediate responses.
  -  Accessibi l i ty :  Works for both teachers and students.
  -  Mult itasking:  Manage mult iple tasks easi ly .
  -  Push notif icat ions:  Alerts  for  assignments and progress.
  -  High adoption:  Common in educational  sett ings.

CONS
  -  L imited screen space:  Cumbersome for complex tasks.
  -  Distract ions:  Non-work notif icat ions.
  -  Battery dependency:  Risk of  drain during long hours.
  -  Typing l imitat ions:  Tedious for long feedback.
  -  Reduced vis ibi l i ty :  Hard to handle large datasets .
  -  S lower performance:  Mobi le devices may lag with complex tasks.
  -  Internet dependency:  Connectivity issues may impact usabi l i ty .

Interface Rationale Pros/Cons



Link to A5 Report

https://docs.google.com/document/d/10dRrCcoWehsd-EzMYmcusqeA47MZwZojj5dGU7fJ8ZM/edit?usp=sharing

