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Background and Approach User Interface — Achievements Page

S Achievements

Background: e Goal of page: rewarding users for performing

. . £+ Sleep Settings a
e The PMUI application was created to keep track B T i good sleep schedules
of a user’s idle time on their deskiop computer B Fepors B S 2 g yeimemsmmeoiver @ TOp Of the screen includes a calendar that keeps
e Research shows on average, computer users do ¢ o mrarr il T gy track of “good”, “bad”, and “ineligible” days

Computer had an ineligible day

not have proper sleep settings enabled PR _efererereree o Determined by the sleep schedule the user has

e After user testing it was discovered that the Time A7 Pocted de Tme R e set (less idle time the better)
® Achievements . .

Spent Idle page was hard to understand o Previous Awards Earned @ e Awards are Spllt between trOphIeS and badges

e The PMUI 5.0 team was created to redesign this - e ag: ' '
v ted 9 o 4 B = o Trophies: awarded after user hits a certain
page for optimization and also add a new page — number of days of “good” idle time, not
o D, % :

Approach: Q j @ P continuous but rather the total days
|

Thg th.eme- used for the redesign was norm m b — accumulated

activation, in order to better engage the user & sepsenes [ >revious Awards Earned & m Example: 100 days (not necessarily
e The intention was to create a correlation of Badiges ey inaronses continuous) of “good” idle time

having proper sleep settings with saving the M Repors @ Lo} @ | o Badges: awarded when the user hits a certain

d estry Ctl on Of our enVi ronment ! iUsggeiRepon it Ay At A e el e days in 3 row” S treak

- il Patterns Over Time I | | b : :» , : . ) o . -

e The Time Spent ldle page became the R ey e it s eoggsies m Example: 7 days of “good” idle time in a row

Achievements page and we added the Predicted
ldle Time page

Trophies total number of days accumulated
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Powered Up Active Conserver Energy Efficient Eco Friendly Sustainable Living Green Thumb
30 Days Total 50 Days Total 100 Days Total 150 Days Total 200 Days Total 250 Days Total

e Badges and Trophies are presented at the
bottom of the screen, but the “view all” button
takes users to a new screen with all awards with

B - . .
Predicted Idle Time Page i e e o e o L a short description of how to win them
e Goal of page: show user what their idle time «— User Interface
could be for the next 30 days if they changed e e Current Status and Next Steps
thelr Sleep Settlng ¢ e S Move the I slider to compare the performance of a new sleep setting to your

current sleep setting § (Note: you can’t change your actual setting from this page)

Computer goes to sleep after

e Has the following features: e Finalize and send mockups to designer

ﬂi Reports 2 9

e A slider bar to test out a new sleep setting B | = TR AT T e Prepare script for usability tests
e Two pie charts: predicted states for next 30 redictod Idle Time for Next 30 Dave. 1 - e Bring Iin participants for our study
days with current vs new sleep setting x o Set up experiment and recruit subjects
e A line graph contrasting % time spent idle for s A o Obtain and analyze data
the next 30 days with current vs new sleep ‘ ‘ o If needed: redesign the prototypes and
seting =l | continue testing




