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INTRODUCTION
This process book describes how my team arrived on our
design problem and its solution for our Informatics design
thinking class at the University of Washington.
I will describe the process of our design solution and how
each member of the team played a role in the overall solution.
Each member used their strengths, were responsible with
completing their tasks, and had excellent communication
within the group. The group consisted of Derek Tseng, Patrick
Ford, and myself.
The prompt for our design problem was about surviving
college. We had to think up a problem that was related to this
prompt. We thought of many ideas, but at the end of the first
class, we started out with this problem:

How can UW students, late at night, find a
place to eat on the Ave?

INTERVIEWS
To try to get a better
understanding about our
problem, we interviewed our
classmates. Each member
had to interview 2 people,
but we first had to screen
people to find out who
would be part of our target
audience. The interviewees
had to go to the Ave pretty
late at night, which we
chose past 9pm as a
majority of the restaurants
on the Ave close at that
time.

Interview Questions:
!! What are you normally
doing around 9pm on
weekdays? Weekend?
!! Where do you go out
to eat around 9pm?
!! Why do you go there?
!! What places do you
know that are open
after 9pm?

The results from my interviews based on my questions were
that they:
•! Went out to grab small meals
•! Went to a place to socialize
•! Limited knowledge of what places are open past 9pm
My questions were a little vague because I wanted my
interviewees to not limit their responses because of my
questions.

IDEATING AND
SKETCHING

After coming up with a design problem, we needed to figure
out what our solution could be. We were assigned to sketch
out 40 ideas individually. We would meet up and discuss our
ideas, trying to find which one we liked to work on.
We liked the idea of a countdown on the amount of time a
place would be open for as well as a map to locate the
restaurant. There were many ideas that we wanted to keep
and toss.

But, we mainly liked the idea that a user
could find the solution through a
smartphone app. We thought the best
way to present a couple of ideas would
be through an app rather than a text a
number type of idea we had earlier. We
then worked on sketches of what the app
could look like.

GROUP MEETINGS
Besides working together in class, our group would often meet
up on Tuesdays around 3:30. We held meetings in the
iLounge in Mary Gates Hall. It would last between 30 minutes
to a bit over an hour.
We often work on part of the design that is due as part of an
assignment to get credit on. It’s easier for us to work together
in person and it is usually why meetings can be fairly quick.
We use it as a time to talk and delegate the work. We worked
to further develop our design problem and solution too.
Outside of these meetings, we would communicate through
email and Google Docs. To keep each other accountable, we
even exchange numbers and have texted each other about
the project and each person’s responsibility.

PROTOTYPING
We sketched out our prototypes on paper and then tested it
with those that we interviewed. The Yelp app had a lot of
influence on what we wanted for the app. What was worked
on:
!! Derek worked on the map
!! Patrick worked on the rating system
!! I worked on the restaurant information page

We started our test by mentioning that we would change
cards as if it was an interactive app. Our script for testing both
the first and second version of the prototype was having the
testers navigate to the information page of Aladdin’s
(Mediterranean restaurant). We designed to have 3 different
ways to get there. They could have gotten there by searching,
tapping though the categories, or by map. There was no right
way, but wanted to give as many options to arrive there. Once
they completed their tasks, we asked them on what they
thought and how was the experience.

IMPROVEMENTS
Based on the feedback we got from the testers, we were able
to make improvements on our prototypes. As a team, we were
able to talk what needed to be done, but individually did the
work if time to work together was conflicted. We would bring in
our work back to our meetings and discuss.
Examples of improvements we did on our prototypes were:
!! Icons
"
!! Review system
"
"
!! The layout of the sections in info page

"

INTERACTIVE
PROTOTYPE
The last prototype we developed
appears that our app could be used
through iPhones and Android
phones. It’s not a full working one,
but it sure seems like it could be.
Patrick rendered the paper prototype
to high quality images with Adobe
Illustrator and Photoshop. He made
it so it looks like an app developed
for smartphones.

With those images he made, I coded them with HTML and a
line of JavaScript so that the app appears to work. I used
Adobe ImageReady CS to link those images. I mostly worked
on the components that we wanted to run tests and tasks so it
could be available. I then uploaded these pages into my UW
student account so that it can be accessed through our
phones. To run the tests, a user would just need to go to the
following on their smartphone’s web browser:
http://students.washington.edu/jwfchiu/info360/

CONCLUSION
This whole process to find a solution to our design problem
has been a reflection of our team’s motivation and use of
strengths. We collaborated very well from beginning to end.
We even ended up making our design problem more
generalized because our solution to the problem ended up
being more generalized than we thought. Our problem no
longer deals with a time constraint (doesn’t have to be late at
night).
We started off with brainstorming ideas for our design problem
then sketching and ideating for our solution to that problem.
We performed user tests and updated our prototypes
according to what we discovered from the tests. We even
developed a pseudo application for smartphones!
I believe we came up with a great solution to our design
problem especially with the given amount of time. We refined
as much as we could, and I’m glad to have put so much effort
to how it all came together.

