Stella Interfaces:

LIKES:





DISLIKES:

Less is better - don’t have too much going on.           Too many buttons

- easy on eyes                                        What am I supposed to do now?

Good clear graphical display



 Inconsistent display- you should                                                                                                    

                                                                                     have the same buttons in the same                                                                                      

Animation of stocks (flow)                                          area of the screen




Providing timed cues to the user                                  Model should be correct (ozone and 

             (Rocket Man)                                                               Rocket Man models)

Warning Windows                                                        If students will see diagram or

                                                                                      model, it must represent the 

Pop-up info box directions                                            system correctly.

Photographs

Labeled steps to guide user

Strategy for Building a User Interface

1. Define the purpose for the model and the interface.


-how do I want students to use this?

Stella Knowledge

minimal
-help students learn about some scientific (or math) truth or principle

limited

-to develop some basic systems thinking skills about a math or science 

(


concept

(

-to explain system structure and relate that to a behavior over time

maximum 
-to build skills in system thinking and model development

(model building etc)

2. Sketch on Paper the roadmap of overall interface

3. Always provide an opening screen 


-Contains an introduction, overview of objectives, and what is being modeled

4. If possible you should try and provide a consistent set of global navigation buttons that 

look the same on each page and appear in the same area.

5. Follow the ‘KISS’ principle.  (Keep It Simple Stupid)

6. Always keep the user informed.


-Will user know what they are supposed to do?

7. Test your model out with some volunteers.

