Critical Incidents Log

· User 1 object recognition may be because of poorly chosen images for the matching game.  One view depicted images of a vampire, fire, and an umbrella and the user was unable to match the correct letters to the images.

· Severity: 3. Minor usability problem
· Users relied on symbol recognition to maneuver throughout the application choosing those they’re most familiar with, i.e. upper case and lower case tracing was chosen the most often compared to the matching game.  Features displayed with words may require an audio prompt or helpful picture to aid our users.

· Severity: 3. Minor usability problem
· Although instructions for each activity were provided to the users, a freedom to choose was also desired.   The users liked the ability to choose their own colors and their own words to write.

· Severity: 3. Minor usability problem
· User 1 was unsure what to do when Words View displayed with landscape orientation.  The view requires the user to rotate the device but offers no prompt other than a sideways-orientated view.

· Severity: 3. Minor usability problem
· User 2 was unable to find the action leading to the matching game.  Currently, the leaf marked “Matching Game” contains no visual connection to a matching activity and, for a child, may prove troublesome.

· Severity: 4. Major usability problem: important to fix
· User 1 was unaware of her options during the matching activity.  When incorrectly connecting a letter to an image, the line turns red.  The user was unaware that she could erase her last trace and try again.

· Severity: 3. Minor usability problem
· User 1 was confused when she saw the contents of the saved album view.  Stars were used as placeholders for empty slots but the user thought these were images themselves.  Additionally, the user was unaware that she could select her previously saved image and view it as a larger image.

· Severity: 3. Minor usability problem
· User 2 watched as user 1 completed the evaluation and, when her turn, knew the basic functionality of the prototype.  Functionality easy to learn.

· No Severity.

· Upon completion of user 2’s evaluation, user 1 requested to “play” with the prototype again so we conducted a second round evaluation with user 1.

· No Severity.

· Use of a house as an icon to identify the home menu very effective.  Each user was aware of its use and became familiar of its purpose.

· No Severity.
