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● Team introduction (1 slide)
● Team mission statement / Value proposition (1 slide)
● Selected Interface & Rationale (1 slide)
● Low-fi prototype structure (1 slide – mainly images)
● 3 tasks & task flows shown carrying out each task w/low-fi (1 

slide per task)
● Experimental method (1 slide)
● Experimental results (1-3 slides) (w/ images to describe)
● Suggested UI changes (1-2 slides)
● Summary of talk (1 slide)



“ Team Introduction

“susuEat, suit for eat”



Team Introduction

Problem: 
● People often don’t know where 

and what to eat
● Finding what to eat can be... 

time-consuming,  annoying and 
inconvenient

● We wish to bring better dining 
and food ordering experience to 
people as eating is an important 
activity in our everyday life

Solution: 
● susuEat makes it easier and 

faster for users to choose 
lunch! 

● With menu sorting, avg waiting 
time calculation and friends’ 
current location/instant 
catch-up over lunch, users can 
find food according to their 
preferences efficiently



Selected Interface & Rationale

● Top 2 Designs with Further Storyboarding The top two designs were the 
information based on the map  and the Main page showed the lunch 
invitation from friends ideas. 



Low-fi prototype structure

● Pe



Three Tasks

Simple

Find the 
restaurant 

depends on your 
personal 

preferences

Medium

Schedule an 
instant catch-up 
over lunch with 

friends 

Complex

Know the 
average waiting 

time of each 
restaurant



Task 1 - Find the restaurant depends on your personal preferences

(1) Click “Map” button to access map mode

(2) Click "Category" button to access the filters window

(3) Choose the different kinds and keywords, only selected restaurant will be left on map.

(4) Click the restaurant, detailed information and menu will be shown.



Task 2 - Know the average waiting time of each restaurant

(1) Click “Map” button to access map mode

(2) Click “Time” to calculate walking time and average waiting time

(3) Rankings of waiting time for each restaurant will be shown on the bottom.

(4) Click the restaurant, detailed information and menu will be shown. e 



Task 3 - Schedule an instant catch-up over lunch with friends

3.1 : It’s lunch time, the stuA&B 

walk on the street, but suddenly 

they both receive an emergency 

meeting notice 



Experimental method

● Participants
University students are our prime target users as they almost dine out for every single meal.

● Tasks
1.  Find the restaurant depends on personal preferences
2.  Find a restaurant that has the shortest waiting time
3.  Schedule an instant catch-up over lunch with friends 
4.  Join an instant catch-up over lunch with friends

● Test Measures
1. Timing: How long it took for our participants to execute our tasks
2. Success: If the users can figure out the features (and the main purpose of this app) by 

themselves without being informed by the facilitator 
3. Improvement: Which button or page will confuse or get to the wrong page? 



Experimental results
● All tasks successfully completed

- Task 1 feedback (Find the restaurant depends on personal preferences)：

All of our interviewees think it’s easy to use. However, they wonder if multiple filters applied at the 
same time is possible as they might not see any selected restaurant. 

- Task 2 feedback (Find a restaurant that has the shortest waiting time)：

All of our interviewees think it’s a useful feature, as most students are short on time during lunch time 
and wish to use minimal time to get their food. However, they are slightly concerned if the waiting time is 
walking time and waiting time in the restaurant combined and if the waiting time calculation is 
precise. 



Experimental results
- Task 3 feedback (Schedule an instant catch-up over lunch with friends)：

One of the interviewees suggests that if we can add additional features to this 
function, that users can not only invite friends within his/her friends list, but also 
outside of the friends list (e.g. stranger, students who enrolled in the same 
course).

Also, when someone sends out an invitation, we might need to set a bottomline 
of when people can still join this event room, or else the people who initiate this 
event might just end up waiting forever.   

- Task 4 feedback (Join an instant catch-up over lunch with friends)：
All of our interviewees feel excited when seeing the “join” bottom. One of the 
interviewees suggests that it's possible to access the event room’s information 
when scrolling the map, rather than purely showing it on the story section. 



Suggested UI changes

● a balance between map and invitation list two in the 

main user interface

● invitation function with friends or stranger

● Compared to general food map Application, we made 

the process of choosing the restaurant during lunch 

or dinner become interactive and interesting. 



Summary

Our observations and results showed that while our application performed well 
in some respects, there are a few minor problems that need to be improved.

In conclusion, most of our participants were very surprised by the catch-up 
function, and felt excited to click it. We thought these results were very positive, 
and also were inspired by this feedback. Compared to general food map 
application, we made the process of choosing the restaurant during lunch or 
dinner become interactive and interesting. For our future work, we would 
continue to adjust and optimize the user interface and user experience, 
depending on the feedback of our participants. 



Q&A


