
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 
 



 

Objectives 

The objectives of our usability tests are as follows. 

 To identify usability issues surrounding the user interface such as 
o Navigation issues, paying close attention to users not ‘getting lost’ in the app. 
o Content similarity issues, where a user may feel they are doing a task that they 

wish to achieve but end up doing a similar task that they did not intend to do. 

 To receive feedback from users about the concept of searching for a location via 
hashtags. 

Participants 

 Users will be recruited based on availability due to time constraints. 

 Like our previous users which were recruited from the international society in UL, we 
will recruit 3 new members from this society to use as testers as they are as close to 
tourists that we can find within the short time frame. 

 The users must have a basic understanding of modern day mobile applications, but 
not have an expertise in user interfaces or their principles. 

Methodologies 

 Our group will create certain tasks for users to complete and these will be evaluated 

based on whether the user correctly completed the task or not. 

 The subjects will conduct the test in a private setting whilst the group overlooks the 
test itself. 

 The group will time how long it takes the user to conduct a task. 

 The data recorded by the group will be recorded quickly and roughly on paper whilst 
the test is being carried out and will then be reviewed after the test. 

Procedure 

 The users/group will meet in a private setting to conduct the test. 

 The user will sign a disclosure agreement for ethical purposes, allowing us to use 

them and their opinions in our data. 

 The user will fill out a pre-test demographic questionnaire to establish what type of 

user he/she is. 

 The user is given the prototype and a list of tasks to complete. He/she must then 
complete the tasks individually without the help of the group (the group will help to 
present the screen that corresponds to what the users input is but no help other than 
this.) 

 Each task is timed by the Group. 

 The user is encouraged to ‘think aloud’ during the task 

 After the test, the user must fill out a feedback form to provide us with honest 

opinions about the prototype, with questions relating to the clarity of it, the app layout 
and the functionality 



 

Before beginning our test sessions with users, we did a heuristic evaluation of our paper 
prototype, to refine our design before presenting it to potential users. To do this, we looked at 
Nielsen and Molich’s 10 User Interface Design Heuristics for guidance and came up with a list 
of our own guidelines for our design to follow. These Heuristics were 

o QUICK, INFORMATIVE FTUE: To give our first-time users a quick, informative lesson 
in using the app. 

o USER FREEDOM: To give our users total freedom in what they want to do/not do. 
The users must be able to back out of any selection they make and choose any 

other option. 
o MINIMALIST DESIGN: To give our users an interface that is clean and simple, 

therefore easy to immediately comprehend and recognise. 
o EFFICIENCY OF USE: The app has two main but powerful functions so the users 

should be able to perform both tasks seamlessly within the first couple of times. 
o ERROR PREVENTION: The app cannot provide any potential errors for our users 

and if it does, they must be easily diagnosed.  

After evaluating our paper prototype, we made several refinements to the paper prototype to 

make it more presentable to our testers. We took our prototype and added some FTUE (First 
Time User Experience) elements to it by prototyping an interactive tutorial to guide the user 
through both the processes of #Explore and Hotspots. (Figure 1) demonstrates some of the 
changes made to the FTUE. 

 

 

 

 

 

 

 

 

                                                                                                                                                  

   

 

 

 

Figure 1: Changes to the FTUE - Interactive tutorials using popup messages. 

 



 

For recruiting our users, we approached the International society in UL and asked if we could 
use 3 of their members for our User testing and we managed to get 3 people that agreed to 
do so. The reason that we chose the International society in UL was because international 
students are the closest thing to tourists we could find within our timeframe to use for our 
testing.  

For the demographic purposes, each tester had to fill out a short pre-test demographic form 
to establish what type of user he/she was. These were the results. 

 

  

 

 

 

 

 

 

 

 

 

 

 

  

 

 

 

The variety in users displays three users with various interests but similar main methods of 
transport and one common factor in that they all use Google maps as their main method of 
transportation. These users are relatively ideal as they either walk or cycle which is the main 
activities the app is targeted at and the users are familiar with navigation apps and mobile 
apps in general.  

 

 

 

User 1 

Name: Michael Brown. 

Age: 19 years old. 

Nationality: American. 

Main method of transportation: Cycling. 

Main method of navigation: Google Maps. 

Social Interests: Partying, Car Racing. 

 

User 2 

Name: Viktoria Kimak. 

Age: 21 years old. 

Nationality: Dutch. 

Main method of transportation: Cycling. 

Main method of navigation: Google Maps. 

Social Interests: Music, Art. 

 

User 3 

Name: Michenzie Bannet. 

Age: 20 years old. 

Nationality: French. 

Main method of transportation: Walking. 

Main method of navigation: Google Maps. 

Social Interests: Music, Outdoor Pursuits. 

 



 

Creating a task list. 

Below are two tasks created by our group members which cover the FTUE and the main two 
functions of our application. These are the tasks that our users will complete when we are 
carrying out our user tests. The user will first complete purpose 1, unaided by us except for 
providing the user with the next screen that they need when they press a specific button. 
They will then complete purpose 2 after. Both purposes will be timed from start to finish. 

Purpose 1: Complete the First-Time User Experience tutorial and #Explore. 

1. Assume that you have never used the app before and assume that you want to visit 
somewhere new in the city today. You open the app and decide that you want to 
explore by hashtag. From the home screen, select #EXPLORE 

2. You want to explore what is available by the hashtag #food. Set #food as one of your 
filters by selecting it as a preset. 

3. You want to see what is available to eat in limerick city rather than the entire county. 
Set #limerickcity and #limerickfood as a filter by inputting them manually. 

4. You can only find limited results with the filter selected. Remove the #limerickfood 
filter. 

5. Browse the results and select a result that appeals to you. 

6. You like the content of the image on the screen however, you must notice that you are 

over 30 minutes’ walk away as it is in another area of the city. Go back to browsing. 
7. Select another result that appeals to you. 
8. You like the content of the post on screen and you must notice that it is within a 10-

minute walk. Set this post as your destination 
9. You have walked to your destination and are presented with the finish screen. Return 

to the home screen. 

Purpose 2: Explore by Hotspots. 

1. Assume that you have used the app to explore by hashtags but not by hotspots and 

you want to see what is trending in your area.  From the home screen, select 
Hotspots. 

2. You see several hotspots but the hotspot with #music appeals to you. Select it. 

3. Browse the posts from this hotspot and select one to view it if you so wish. 
4. Go back to the hotspot posts. 
5. You like the posts from this hotspot as it is a gig in a nearby bar by a band that seem 

to play music of a genre you quite enjoy. Set this hotspot as your destination. 
6. You have arrived at your destination and are presented with the finish screen. Return 

to the home screen. 

 

 

 

 



 

Creating a user test feedback form. 

The group came up with a form for each user to fill out prior to conducting the test which 
asked them for their opinion/comments on the different aspects of the task and of the app in 
general. The form was made with a 2-column grid with an aspect on the left and a blank 
comment box on the right. The forms were printed off and presented to the users after the 
test. An example of one of the forms (completed) can be seen later in (figure 4). 

Participants were asked to fill this out as honestly as possible. 

 

Deciding on how we will document the test. 

For documentation, there are a few different methods we will use. During the test, one of us 
must assist the participant by providing them with the correct screens (Darragh as he has the 
greatest understanding of the paper prototype.) However, the remaining three of the group 
(Sean, John and David) will take notes quickly and roughly but each focusing on one specific 
thing. 

Sean – Will focus on timestamping the functions carried out i.e. what time did they complete 
step 1, 2, 3 etc. 

David – Will focus on errors made. 

John – Will focus on what the participant is thinking when they conduct the test using the 
think aloud method. 

  



 

The evaluations were conducted on Tuesday the 17th of April 2017 in a discreet location on 
campus and the first evaluation began at 11:30AM. Our users were booked in for 15-minute 
testing slots so our first test was at 11:30, second at 11:45 and third at 12:00. Just before the 
test is when the users filled out their pre-test evaluation forms. The users then conducted the 

tests as outlined above in our evaluation preparation section (see figure 2a/b/c). Once the test 
was complete, the users filled out the user feedback form and then the user left as their job 
was complete. 

 

 
 
 
 
 

 
 
 
 
 
 

 
 
 
 
  

 
 
 

 

Figure 2a: Our first user just before the test. 

Figure 2b: The user being presented with the next screen after 
selecting #EXPLORE 

Figure 2c: Darragh with the rest of the prototype ready to 
present another screen to the participant. 



 

 
 
 
 
 
 
 

 
 
 
 
 

 
 
 
 
 
 
 
 

 
 
 

 
 
 
 
 
 
 
 
 
 
 

   
 
 
 
 
 
 
 
 
 
 

 

Figure 3a: How a testing session was timestamped. T6 D for example standing for Task 6 done.

Figure 5b: The thoughts of a participant as they went through the session 

Figure 4c: The mistakes made by the participant as they went through the session. 



 

  

 

 

Figure 4: An example of a user testing feedback form. 



 

From the user testing sessions, several points were noted about the application. 
 

 On initial introduction to the application, users were unsure what the app was about, 
asking questions like ‘what is the #EXPLORE function’ and ‘what is a Hotspot?’. 
Perhaps a popup message which informs the user that they can discover new places 
via hashtags or see what is trending in hotspots. 

 The methods for removing the tags confused certain users. Currently, to remove a tag 

the user must hold and drag the tag downwards to a trash icon at the bottom of the 
screen. 

 Returning to the home screen appeared to be confusing to one user as there was only 
a backspace arrow. Maybe a home icon would be more effective. 

 In the hotspot posts screen, one thumbnail is bigger than the other as it represents a 

live feed video. An icon to differentiate it from the other normal image posts would 
help. 

Through the evaluation testing, we learned many things that we could improve on. The 
process of designing the evaluation test, coming up with tasks, recruiting the participants for 
the tests, conducting and recording the test was completely new to us however, we did find it 

extremely useful as we found several flaws with our design.  From here we will re-prototype 
them with the suggestions above. We have learned that user testing is a core part of user 
centred design and that it is essential when designing for a specific demographic. 

 
 


