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1.0 Interaction Metaphors

The icon of the smart playground application is a slide which is a facility in the playground so
we know that this application is meant to be used in the playground and related to the

playground.

The interface metaphor that the playground games used is the quiz. Quiz is fairly common where
we just need to choose our answer from the provided options. The application will then reveal
the correct answer and the score. The playground games also use colour metaphors that are red

for wrong answers while green for correct answers.

The playground games and recycle task use play icon for start as the play button is on a remote
control. Users have been familiar with the play icon on the remote control and thus can

understand its meaning easily.

The report function uses the metaphor of a complaint report. Users can report broken equipment
in the playground with its description and photo and submit it to the administrators or authorities

through the application.

In the recycling waste materials task, the metaphor of food delivery is used. Users need to set
their name, phone numbers, location and the types of waste to recycle. Then, they can choose

whether pick-up at any location or deliver to the nearest centre.

GPS location uses the interface metaphor of the map and the pin allows us to set the address and

see the location easily.

The '+' button or icon is used as a metaphor for adding a photo or location. We know that the plus

sign '+' means add. Thus, it is a good metaphor to add or upload new photos and locations.

The toggle button for reminder uses the interface metaphor of a power switch. It is easy to

understand and easy to use. Users just need one click to turn the reminder on and off.



2.0 Storyboard

2.1 Task 1: Access the smart playground application
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One day, Miss Sabariah brought her son to the smart playground. She wanted to make
use of this time to let her son learn through playing. She downloaded the app and opened it once
they reached the playground. After her son had chosen equipment in the playground, she guided
her son to finish the task for that particular equipment. There was a lesson attached after all the
tasks had been finished on the equipment. Miss Sabariah taught the lesson on the app to her son.
Miss Sabariah also encouraged her son to invite more friends to play with him together. Her son
invited some other stranger kids to play with him to finish the group task on the app. While
finishing those tasks, he made friends with other kids in the playground.



2.2 Task 2: Report the broken equipment
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2.3 Task 3: Recycle any waste materials
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3.0 Interface Design

3.1 Task 1: Access the Smart Playground application
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Description
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3.2 Task 2: Report the broken equipment
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3.3 Task 3: Recycle any waste materials
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3.4 Justification of the layout screen design based on Shneiderman’s Eight

Golden Rules

1.

Consistency

Consistency requires objects or actions to be the same as the situations. For example, we

use an identical terminology which is playground’s slide to represent our ‘Smart

rﬂ

Playground’s application icon.

Smart
Playground

Smart Playground s application icon

Shortcuts
Shortcuts occur when users want to reduce the number of interactions as the frequency of
use increases. It will also help users to increase the pace of interaction. For example, the

home button is the simple shortcut created for users to go back to the home page.

Return Button in Task 1

InformativeFeedback
An informative system feedback should exist for every operator action. For instance,
when the users click any buttons or icons, the buttons and icons will be popped out to let

the users know that they have been clicked.

Switch in task 3 toggles to the right when it is clicked by user

Switch in task 3 toggles to the left when it is clicked again by user



4. Dialogue
This rule is good to be applied when designing an interface. It is because the function is
to keep users informed about what is going on. For example, in task 1, the application
will let the users know if the answers are correct or wrong. Another example is in task 2,

users will be notified after the report has been made through users’ emails.

You're correct!!

Well done

Dialogue shown in task 1 when user answered correctly

Dialogue shown in task 1 when user answered wrongly

P

F SMART PLAYGROUND

You have submitted a report to the
nearest local authorities

- >

Dialogue shown in task 2 when user submitted a report

5. Error Handling
If the users made an error, a good system should be able to detect the error and let the
users know about it. For example, when users accidentally use letters to fill in the IC
section, the system will notify the users about the mistake. This rule is good for the

system to operate well without errors.

C NUMEBER

Only number is allowed to be entered in the IC section in task 2



6. Permit reversal of actions
Permit reversal of actions refers to undo and redo functionality. Users often perform
actions by mistake. This will require them an emergency exit to leave the action and go
back to the previous action. For example, we use the ‘back’ icon at the upper left corner
for users to leave the unwanted action without having to go through an extended process.
The system makes sure that the mistake does not interfere with the workflow of the

system.
< Back
“Back’ icon in task 3

7. Support Internal Locus Of Control
Support internal locus of control means users are in charge of the system and the system
responds to their actions. The system is designed to make users the initiators of actions
rather than the responders. For example, in task 2, after the users clicked the ‘submit’

button for the report, they will be asked if they are sure to submit or cancel it.

Are you sure you want to
submit this report?

Notification popped up for confirmation in task 2

8. Reduce short-term memory load
A good system design should be kept simple to avoid overload in terms of human
memories. This is because there are limitations of human information processing in
short-term memory. For example, we design the system to be simple as it could be to ease

the users to use it. In task 1, we use visual pictures to represent the equipment options.

choose one ohestacke

slicle

Visual pictures used to represent equipment option in Task 1
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